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“To those holding this piece of history, you
are forever a member of the Rusted Portal
Colony. Each of you are true survivors of
troubled times never before witnessed. You
emerged from tragedy scathed, hindered,
perhaps harmed, yet alive. Remember
those who have not by moving forward
without loss of enthusiasm. Do not acqui-
esce to abhorrent behavior. Rally around
the colony, defend its walls and residents
with grim resolution. Your determination
bodes ill for those damned and dead threat-
ening the colony you now call home. The
first battle has been won and many more
are just over the horizon. Be vigilant, for
you will be called upon again. We thank you
and stand with you in building the future we
each envision.”

Joseph Evenson, Handle: “Jag Zero”

Luca , Handle:
Benedikt Simon, Handle: “Ben Simon”

Heather Higgins, Handle: “TEB the Unseemly”
Kyle MacKay, Handle: “Toffeeyak”
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Jason Stolberg, Handle: “Tranzor”

Toshi Yoshida, Handle: “Mister Yo”
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Joseph Thompson, Handle: “Sevis Maaul”
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Ashley , Handle:

B] Shea, Handle: “Irradiated Drifter”
Thomas Lee Bunting, Handle:

Drew Whitten, Handle: “Randall”

Chad Prentice, Handle: “Tater Chip”
Lillian Brines, Handle: “Lily”

Steve Reinhart, Handle: “Sammeal Geryon”

Donaven Brines, Handle: “Veno”

Reid Finucan, Handle: “Draaz”
Jeff Carter, Handle: “Crash6”
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SURVIVAL

CHAPTER 1

ABILITY SCORES

ARE TIED TOGETHER YOU AND ... FOREVERMORE. Remember —- you chose this. You made the pact to save your
mily. Oh look. Another colony in the distance. Will someone there recognize you? Know of your adventures? Rec-

gnize the darkness that resides within you? You better hope not. They will do more than just run you out of town.
hey will destroy you. But even if they snuff the life out of you, 1 am everlasting. Unlike your soul, 1 will remain.

Never forget. YOU CHOSE THIS.

WHAT IS
APOCATLYPSE THE RISEN?

Apocalypse the Risen Campaign Setting is a post-apocalyptic
fantasy horror RPG based on Earth, twenty-five years after the
fall of society. In an event known as the Rise, demons rose to
power and the risen dead crawled from their graves.

In this game you are thrust into the role of a resolute sur-
vivor, forging through the ashes of humanity on an Earth be-
sieged by demons and the dead—known as Risen. Twenty-five
years after the collapse of society, humankind and their new
allies now fight back, staggered and beaten but not broken. You
are far more than a victim in some horror movie or a scavenger
in a blasted wasteland, you are a survivor of the Light battling
the forces of Darkness. That role does not make you a hero, this
is not a game for heroes. However, heroic choices move hu-
manity forward and that allows you to survive. Without your
Colony and fellow hunters, you would already be dead.

Players in this world take on the role of a hunter relied
upon by your Colony for resources and protection. You may
be Human or a race previously unknown to Earth. You pos-
sess specialized skills and powerful abilities which vary greatly
among playable classes. Your Colony is your home and respon-
sibility, but soon you may discover the world larger and filled
with even more wonder and danger than you could imagine.

Channels cut through the ether quickly spanning great dis-
tances, shortening travel and adding in discovery. Darklands
form in places of great sorrow or suffering. Supernatural energy
and radiation twist and collide in great storms sweeping across
the landscape. The multiverse stretches before you, transitive
planes overlapping all the realms, intruding on the Earth you
know. Unimaginable Prime worlds across the multiverse strug-
gle from their own cataclysms perpetrated by the apocalypse of
Earth. These worlds, connected by more than suffering, discov-
er Purgatory bridging the planar landscape and the Upper and
Lower realms battling for the fate of humankind.

You stand against demons, Risen, mutated beasts, extrapla-
nar entities, and desperate people who seek to destroy those
you love. Is it the survival of your Colony that drives you on-
ward? Is the hunt for precious resources and mysterious relics
your true motivation? Or perhaps it is your hatred for the evils
walking the Earth, your Earth, that fuels your righteous anger
seeking redemption?

Whatever your motivation or methodology, may you al-
ways choose the Light over the Darkness.

CHARACTER CREATION

In the Apocalypse the Risen Campaign Setting you play survi-
vors in a horrifying near-future Earth. While your characters
should strive to be heroes, this world is not a story of the heroic.
This is a story of the resolute, the enduring, and the broken,
working toward an impossible task.

e BRSNS

Character creation begins with a character concept. For-
mulate an idea of who you want to play as you attempt to
survive in this dangerous world. What keeps you alive? What
motivates your survival? Are you the rugged Human Maverick
carrying your father’s pistol and a lifetime of guilt? Maybe a
Progeny Shepherd, hunting demons while running from your
own heritage? Perhaps a corrupted Descended Arbiter unable
to shake the Darkness inside. There are a multitude of race and
class combinations to help fulfill your defining motivation.

Next are the ability scores for your character which help
define physical and mental strengths and weaknesses. The race
selected in your character concept will change assigned scores.
While higher scores provide more bonuses, it is important to
understand the value of flaws. A Lazarus Harbinger with a sev-
en strength score that bull rushes a Risen to save the Enforcer
makes for memorable games and valiant stories.

The following is the recommend rolling option for creating
your character, as well as a default set of stats that you could
instead choose.

ROLLING ABILITY SCORES
There are six ability scores as follows: Strength, Dexterity, Con-
stitution, Intelligence, Wisdom, and Charisma. Each ability
represents a different aspect of your characters physical and
mental makeup.

For each of the six ability scores it is recommended you use
the standard rolling method, described as follows:

Roll four six-sided die, total the three highest, and record this
number. Do this for all six ability scores, placing the numbers
on the ability that is most fitting of your character concept.

Alternatively, the GM may allow players to select default
ability scores instead of rolling.

DEFAULT'ABILITY SCORES

The following default ability scores are somewhat higher than
those allowed in most games. While Apocalypse the Risen is
intentionally deadlier than a high fantasy game, the scores be-
low are intended to give characters clear physical and mental
strengths and weaknesses.

Default Scores: 16, 15, 13, 12, 9, 7

Ability scores are certainly important but should not over-
shadow more defining motivations and personality traits.

When you reach Chapter 4: Humanity, use your character
motivations to connect core personality and reactions into
your overall personality. Combined with your class and race,
you will have designed a character with depth, flaws, and goals.
Keep these concepts in mind when roleplaying the horrifying
scenarios your GM will present.
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two Descended, and a Progeny right here near the gate. I usually don’t have much trouble in places like this... Dare

1 hope for this to be a fresh start? The woman checking in visitors just asked me a question. My call? Was that it? 1
shouldn’t chance my previous call, perhaps she heard the stories from Turbine. I better answer, she’s staring at me...

what is that written on that old combustible?
“My call? Umm...Cole...It’s Coalman.”

RACES OF
ROST-RISE EARTH

From the smallest and most isolated settlements to the largest
open trading Colonies, the one thing all gathering places of this
new world share is the diversity of inhabitants. Not only do
Colonies often have Humans from all walks of life who gath-
ered together for safety after the Rise, but they also have the
more exotic inhabitants that showed up during those horrible
events. Descended, Progeny, and Lazarus are now part of the
fabric of what once was a “Humans only” society, integrating
in different ways into Colonies all over the world.

Humans are the most plentiful race in the world, but no
longer the most powerful as they attempt to wrest control
of their own existence away from the demons and dead alike.
Humankind now survives alongside the three new races that
appeared on the Earth but 25 years ago.

As mortal embodiments of angels Descended are often
revered or feared. Half-demon Progeny sometimes have the
hardest time integrating, due to suspicion of their infernal lin-
eage. Lazarus - escaped spirits from Purgatory - now manifest
in physical form, and are commonly misunderstood. In many
ways, Humans are still struggling to cope with both their new
world and those now sharing its scarce resources.

A person’s race in the post-Rise world sets the foundation
for who they are. Not only does it affect their physical attributes
and inherent abilities, but it also forms the building blocks of
their own individual story. More so than any other aspect, a
person’s race influences their lives in the past, present, and fu-
ture. While there are certainly racial norms in terms of person-
ality and physical appearance, there are those who deviate from
those norms. This makes the fabric of post-Rise society vibrant,
even if the world itself seems harsh and shrouded in shadow.

DESCENDED

When the last seal was broken, a great call went out across the
heavens for any angel willing to descend to Earth to save hu-
manity by fighting the rising tide of undead and demons. Many
answered the call and gave up all they knew to save the mor-
tal world they helped create; but that bravery came at a great
personal cost. The Descended were severed from the higher
realms, forgetting their heritage and losing most of their pow-
ers. These former angels often refer to the day of their descent
as their date of birth.

The Descended, while not always benevolent, are more
inclined toward benevolence rather than malice. Most colonial
societies interpret Descended as good omens; though it must
be acknowledged that some Descended administer their judg-
ment with a swift brutality.

Physical Description: Descended look like perfect exam-
ples of their Human counterparts, with minor physical traits
to further reveal their unusual heritage. Descended hair col-
or is that of any shimmering metal, their eyes the color and
sparkle of jewels, and their skin lustrous perfection in any tone
found in humanity. Descended can reproduce, but the result is
always human.

Society: Descended do not have an independent society of
their own. Acclimating to life on Earth had most Descended
adopting the societal norms around them. Despite social influ-
ences, most Descended are drawn to elements of society that




-.*"—‘i” TRINR SRR LR AR
e %ESCENDED v ol
_..T"'.A"",”_ I _. (i ¢ 'rvi " ) f 4

Y R L

. work to redress the 1n]ust1ce and rxght the wrongs of the Rise.
At tlmes thls calling puts Descended in opposition with the

;’rulmg’ party of some Colonies. Truly righteous Descended are

& often found congregating in numbers as part 9{ good organiza-
,‘ tions, including churches and rehglous orders.

. Relations: Descended are common and find comfort in
‘Human communities. This is especially true of those whose
lineage is more distant and who bear’ only, faint marks of their
heavenly ancestry. 7

However, even if they generally tend toward Human so-
cieties, Descended can become comfortable in virtually any
environment. They have an easy social grace and are disarm-
ingly personable

ANGELIC BANNER OquﬁlN
+ + Descended were once guardian angéts before their fall, created
celestial bemgs Guardian angels hail from the lowest ranks of
the celestial sphere within the angelic hierarchy. Now they are
someth@n'g different, keeping only fragments of their celestial
heritage ‘through the angelic banner which they served: Ser-
aphim, Cherubim, and Thrones. Their numbers on Earth are
finite, based on the angels descending at the time of the Rise.
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Cherubim
Cherubim are the angelic order o the Upper Realm who served
as keepers of knowledge. Guardians within those ranks occa-
sionally held advisory positions, but most were dispatched to
Earth to collect knowledge. The t,rue form of a Cherubim was '
said to have a cat-like body, white feathered wmgs of a crane,
and the head of an owl, but they are often depicted as a haunt-
ingly beautiful human with large white wings and all white eyes.
The Descended do not remember this previous celestial glory.

Cherubim Racial Traits

+2'Intelligence, + 2 Charisma, -2 Strength

Instinct: Cherubim have a +1 racial bonus to all Knowledge
and Spellcraft checks. Being from a higher plane of existence,
this bonus increases to a +3 racial bonus on Knowledge
(Supernatural) and Knowledge (Theology and Philosophy).

Purpose: Cherubim find divinity and purpose in knowledge,
leading their descent to Earth in order to secure as much
collective ' knowledge of humanity as possible. Cherubim
gain an extra skill point per level that must be taken in a
Knowledge skill.

Celestial Power: The Cherubim banner Descended gain a
number of celestial powers listed below:




Halo (Sp): Beginning at 4th level, Cherubim gain the ability to
manifest a halo. As a swift action the Cherubim can create
a ring of light centered above their head. While active the
halo emits light as the daylight spell. While active the halo
constantly radiates a 20’ radius aura from the Cherubim.
The Cherubim’s vast knowledge allows all who are in the
aura to gain a +1 Insight bonus to all Intelligence, Wisdom or
Charisma based skill checks.

The Cherubim are able to use this ability 1/day for every 4
levels to a max of five times a day at 2oth level. Halo lasts for
1 minute per character levels of the Cherubim.

Cherubim Resistance (Su): At 8th level the Cherubim gains spell
resistance equal to 5 + their level against spells and spell-like
abilities cast by outsiders.

Divine Wings (Su): At 12th level feathered wings sprout from
the Cherubim’s back. This pair of feathered wings grants a
fly speed of 40 feet if wearing light armor or unencumbered
(average maneuverability), or 30 feet with a medium or heavy
load or wearing medium or heavy armor (poor maneuver-
ability). They gain Fly as a class skill if they don’t already have
it. The Cherubim also gains two wing attacks as secondary
attacks, dealing 1d4 bludgeoning damage. Any clothes
or equipment must be modified to be able to use with the
wings, which cannot be retracted.

The Cherubim can also create a vortex of wind by beating
its wings together. The vortex of wind is 5 feet wide and 10
feet high. The vortex of wind moves away from the Cheru-
bim in a straight line to a distance dependent on the type
of action the Cherubim takes to create it: 30 ft for a move
action or 6o ft for a full-round action. Any creature caught
in the vortex of winds path is affected.

Affected creatures must succeed on a Reflex save (DC 10
+ 1/2 the Cherubim’s level + their Strength modifier) when
it comes into contact with the vortex of wind or take 1d4
plus their Str modifier in bludgeoning damage. Creatures of
medium size or smaller must also succeed on a second Reflex
save or be pushed into an adjacent square out of the vortex
of winds path. A creature that can fly is instead lifted 1o ft.

straight up. The Cherubim may only create the vortex
wind a number of times per day equal to their Con modifier.

Seraphim

Seraphim are the angelic order of the Upper Realm closest to
the deity they served. Guardians within those ranks were often
intermediaries for their Human charges, overseeing celestial
decrees from love to fury. The true form of a Seraphim was
said to be that of a four-faced serpent with six wings. They are
usually depicted as a titanic human with fiery wings, burning
red eyes, and clothed in attire representing their faith. The De-
scended do not remember this previous celestial glory.

Seraphim Racial Traits

+2 Wisdom, +2 Charisma, -2 Dexterity

Instinct: Seraphim have a +2 racial bonus on Diplomacy and
Perception checks. Being from a higher plane of existence
they also gain a +2 bonus on Knowledge (Supernatural) and
Knowledge (Theology and Philosophy).

Purpose: Seraphim thrive on order, descending to put the
world back into the order they perceive that the divine plan
dictates. They receive a +2 bonus on saves against 1llusions,
blindness or dazzling.

Celestial Power: The Seraphim banner Descended gain a num-
ber of celestial powers listed below:

Halo (Sp): Beginning at 4th level, Seraphim gain the ability to
manifest a halo. As a swift action the Seraphim can create a
ring of fire centered above their head. While active the halo
emits light as the light spell. In addition, the halo constantly
radiates a 10’ radius aura from the Seraphim. Any hostile
creature within the aura must succeed at a Will save (DC 10
+ 1/2 Seraphim level + its Chr modifier) or take a -1 penalty
on attack rolls, on saving throws, and to AC for the next 24
hours or until it hits the Seraphim with an attack or dam-
ages it with a spell, spell-like ability, or supernatural ability.
A creature that has resisted or broken the effect of the Ser-
aphim halo cannot be affected by the Seraphim halo for 24
hours. The aura is a mind-affecting effect.

DESCENDED RACIAL TRAITS

Ability Scores: Based on angelic banner (described below)
purposes of spells and spell-like abilities.

Normal Speed: Descended have a base speed of 30 feet.
Low Light Vision: Descended have low-light vision.

their former celestial power.

Angelic (though they are unable to read this language).

Earth Outsider: Descended are outsiders with the Earth subtype. Unless otherwise noted, Descended count as humanoids for

Medium: Descended are Medium creatures and have no bonuses or penalties due to their size.

Angelic Banner: Descended each originate from one of three primary angelic banners (described below).

Celestial Power: When Descended arrived on Earth and shed their immortality they also lost their vast knowledge, memories,
and bestowed powers. Descended have an intense faith and are drawn to reconnect with the Upper Realm without an under-
standing of how, leading some to feel lost. As the Descended increase in experience levels they gain back a small portion of

Otherworldly Resistance: The Descended have acid resistance 5, cold resistance 5, and electricity resistance 5.
Languages: Descended begin play speaking the language of their Colony and the language of the higher plane of existence,
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HUMANKIND

The Seraphim is able to use this ability 1/day for every 4
levels to a max of five times a day at level 20. Halo lasts for 1
round per two character levels of the Seraphim.

Seraphim Resistance (Su): At 8th level the Seraphim gains spell
resistance equal to 3 + their level and fire resistance 5.

Fiery Ascent (Su): At 12th level the Seraphim can manifest fiery
wings as a swift action. This pair of radiant wings grants a
fly speed of 6o feet if wearing light armor or unencumbered
(good maneuverability), or 40 feet with a medium or heavy
load or wearing medium or heavy armor (average maneuver-
ability). They gain Fly as a class skill if they don’t already have
it. Seraphim are able to manifest the fiery wings without hav-
ing to modify their equipment. The Seraphim is able to use
this ability once a day for one hour per four character levels.

As a standard action the Seraphim can build up and release
the remaining manifestation energy into a burst of energy. The
burst damages everything within 20 ft. of the Seraphim deal-
ing 1d6 damage, Reflex save for half (DC 13 + Seraphim Cha-
risma modifier), for each remaining hour of the manifestation.
This damage is divine fire energy and may not be prevented by
abilities or spells that reduce or prevent damage from fire. 1If
the energy is released the round the wings manifest, damage

dice are calculated at the maximum duration of the ability. If
the Seraphim also has their halo active at the time of releasing
the burst, they may choose to forgo the remaining time of the
halo to increase the area of the burst to 30 ft. and increase the
dice damage to 1d6+1 per hour remaining.

Throne

Thrones are the angelic order of the Upper Realm who served
as the fighting force for the deity they served. Their task was
to handle justice and keep a balance between the material and
spiritual. Thrones act as police, soldiers, judges, and carry out
the dispensing of justice. Guardian Thrones were tasked with
guarding humankind from the dangers of the Lower Realm. The
true form of a Thrones was said to be four interlocking, spinning
circles of flowing golden energy covered in small white ovals
with black hexagons in the center, usually referred to as eyes.
More commonly, they are depicted as armored statues with
golden wings and eyes filled with space. The Descended do not
remember this previous celestial glory.

Throne Racial Traits

+2 Dexterity, +2 Wisdom, -2 Constitution

Instinct: Thrones have a +2 racial bonus on Sense Motive and
Intimidate checks. Being from a higher plane of existence
they also gain a +2 racial bonus on Knowledge (Supernatu-
ral) and Knowledge (Theology and Philosophy).

Purpose: Descended came to earth destined to war against

Demon-kind. Because of this they gain a +1 Insight bonus

on attack and damage rolls and a +1 to AC against demons

and progeny. Because of their mistrusting of anything with
demon blood they gain a -2 to Diplomacy checks when deal-
ing with demons or progeny.

Celestial Power: The Throne banner Descended gain a num-

ber of celestial powers listed below:

Halo (Sp): Beginning at 4th level, Thrones gain the abil-

ity to manifest a halo. As a swift action the Thrones can

create a golden ring centered above their head. While
active the halo constantly radiates a 30’ radius aura
from the Thrones. Against attacks made or effects
created by demons, the aura provides a +2 Deflection
bonus to AC and a +2 Resistance bonus on saving
throws to anyone within 30 feet of the Throne,
including itself. Against progeny the ability provides
a +I Deflection bonus to AC and a +I Resistance
bonus on saving throws to anyone within 30 feet
of the Throne.

The Throne is able to use this ability 1/day for every 4
levels to a max of five times a day at level 20. Halo lasts for 1
round per two character levels of the Throne.

Thrones Resistance (Su): At 8th level The Descended gains
spell resistance equal to 7 + their level against any and all
spells and spell-like abilities cast by demons or progeny,
even helpful ones.

Armored Wings (Su): At 12th level metallic feathered wings,
the same color as their hair, sprout from the Thrones back.
This pair of shiny feathered wings grants the Thrones a +4
bonus to their natural armor class. This bonus also counts
as ballistic and grants them a ballistic resistance 2 but is not
stackable. The Throne also gains two wing attacks treated as
secondary attacks that deal 1d6 slashing damage each. Any



HUMAN RACIAL TRAITS

+2 to One Ability Score: Human characters get a +2 bonus to one ability score of the player’s choice at creation to represent
humankind’s varied nature.

Earth: Humans are humanoid with the Earth subtype.

Medium: Humans are Medium creatures and have no bonuses or penalties due to size.

Normal Speed: Humans have a base speed of 30 feet.

Bonus Feat: Humans select one extra feat at 1st level.

Skilled: Humans gain an additional skill rank at first level and one additional rank whenever they gain a level.

Stalwart: Humans gain an additional hit point at first level and whenever they gain a level.

Resolved: Humans gain a +1 bonus on saving throws against effects with the emotion descriptor. In addition, for any round in
which you begin your turn affected by a fear effect, you gain a new save at the beginning of your turn to reduce the severity
of the fear effect, from panicked to frightened, frightened to shaken, and shaken to unaffected.

Languages: Humans begin play speaking the language of their Colony. Humans with high Intelligence scores can choose any
languages they want.

clothes or equipment must be modified to be able to use I

with the wings, which cannot be retracted.
While Thrones cannot fly with their wings, they can glide.

Thrones can make a DC 20 Fly check to fall safely from any
height without taking falling damage, as if using feather fall.
When falling safely, a Throne may make an additional DC
20 Fly check to glide, moving 5 feet laterally for every 20
feet they fall.

HUMANKIND

Humankind comes in many different shapes, sizes, colors and
creeds. Although they have a shared history their differences
have led to countless conflicts and atrocities. Humankind is ca-
pable of greatness in spirit and mind, yet their capability of ruth-
lessness and evil has led them down the darkest paths imaginable.

For countless generations, humankind has been charged as
both the master and steward of Earth. Humans have always re-
vered a higher power, whether that be in organized western and
eastern religions, or in philosophical spirituality. Humankind
has always known they weren't alone, and now that belief has be-
come reality. The greatest asset of humankind is their fathomless
ability to adapt and overcome; humankind will persevere. The
world After the Rise presents humankind with their toughest
test yet; to forge a new path for civilization out of the shadow
of extinction.

Physical Description: Adaptable. Hearty. Innovative. In-
trepid. It is with these qualities that humankind was able to
survive the Rise and brave a new world full of demons and
risen. Humankind has the greatest range of capacity for both
kindness and cruelty, making Humans as unpredictable as
they are adaptable. Humans have a wide range of possible
heights and weights.

LAZARUS

The Lazarus formed when raw supernatural energy bound to
bare souls forced out of Purgatory, creating a physical being.
This inception happened at the time of the Rise and nobody
knows how many they number. Lazarus are unique because

RACES

CHAPTER 2



RACES

CHAPTER 2

LAZARUS

LAZARUS RACIAL TRAITS

+2 Intelligence, +2 Charisma, -1 Constitution, -1 Wisdom: Lazarus are strong-minded and endearing, but lack direction and
physical fortitude.

Outsider: Lazarus are Outsiders with the Tortured Souls subtype. Unless otherwise noted, Lazarus count as humanoids for
purposes of spells and spell-like abilities.

Medium: Lazarus are Medium creatures and have no bonuses or penalties due to their size.

Normal Speed: Lazarus have a base speed of 30 feet.

Senses: Lazarus have Low-Light vision and Darkvision 60 foot

Tortured Souls (Ex): Lazarus suffered through extreme torment from their time in Purgatory. Lazarus gain a +2 Racial bonus
on all saving throws made to resist death effects, disease, paralysis, poison, sleep effects, stunning, mind-affecting affects
(charms, compulsions, morale effects, patterns, and phantasms), Insanity checks, and a -2 Beneficial modifier on all rolls on the
Insanity chart. However, the Lazarus begins play with one permanent negative reaction or physical manifestation that has an
intensity of strong and a trigger from the Insanity chart representing their time in Purgatory. This insanity does not count as a
personality trait or physical manifestation for that trigger when it comes to gaining insanity.

Lazarus cannot be raised from the dead nor can they become Risen, as their body and soul are one. When a Lazarus dies
their bodies do not decompose for 24 hours before turning to a pile of white ash. Only spells or magical effects such as a
minor miracle or miracle may restore a Lazarus to life and this must take place before the body turns to ash, at which time
their death is irrevocable. Lazarus are also immune to the effects of Darkland radiation and cannot receive mutations or have
the mutated template.

Distant Memories (Ex): The Lazarus have lived previous lives, perhaps more than one. Those memories are buried and twisted
but accessible when times dictate the need. Lazarus may roll a skill check for any trained skill in which they are not currently
trained. This check is made with a +2 Racial bonus plus any applicable ability score modifiers. Unfortunately, these memories
are not always reliable. Whenever a check is made that falls short of the DC, the skill check is treated as if a natural 1 were
rolled resulting in potentially catastrophic results or misdirection.

Supernatural Bonds (Su): Lazarus have a deep attachment to the supernatural energy released on the world. This connection
grants the Lazarus limited supernatural spell casting ability that increases in power as they connect and advance in their new
form. The DC for these spells is 10 + the spell level + their Charisma modifier.

Spell Selection:

1st Character Level (Select 1)—Cause Fear, Chill Touch, LAZARUS SPELLS PER DAY
Confusion (Lesser), Obscuring Mist, Ray of Enfeeblement Spells Per Day
4th Character Level (Select 1)— Darkness, Fog Cloud, Ghoul Level 1t and 3rd 4th
Touch, Hideous Laughter, Scare
7th Character Level (Select 1)— Deeper Darkness, Ray of 1st-3rd 1/day — — —
Exhaustion, Suggestion, Vampiric Touch 4th-6th 1/day 1/day — —
1oth Character Level (Select 1)— Confusion, Crushing Despair,  4th_qth 1/day 1/day 1/day —
Fear, Solid Fog ; ) y 10th-12th 1/day 1/day 1/day 1/day
Languages: Lazarus begin speaking the language of their Colony. 13th-15th 2/day /day 1/day 1/day

Additionally, due to the faded memories of their past life, they

16th-18th 2/day 2/day 1/day 1/day
have a chance to understand and speak all Human languages.

19th-20th 2/day 2/day 2/day 1/day

When encountered with a language they do not otherwise

know, the Lazarus may make a DC 15 Intelligence check with *The Lazarus must have an Intelligence modifier high enough to
cast the level of spell noted

a +2 Racial bonus. Success means they are able to understand
and speak that language for the next 24 hours.




they are not created like Descended, they are not born like
Progeny or Humans, and they cannot reproduce. Life as a
Lazarus is a juxtaposition of faded memories from their past
life, competing pain from memories of Purgatory, and a lost
sense of direction and purpose in their new existence.
Physical Description: Lazarus are easily identifiable by
their appearance in comparison to other races on Earth. Most
Lazarus have an ashen gray complexion, while some have been
reported as having a powdery white skin tone. Strangely, or
perhaps not given their unique beginnings, the veins of the
Lazarus are more visible than most races, presenting a nearly
florescent violet color in lines under their skin. Lazarus eyes
are always translucent and pale, varying in color from blue, to
green, to yellow, or even pink. Notably, Lazarus are completely
devoid of hair and are typically short by Human standards.

Society: Lazarus have no society to call their own. They are
not numerous enough to form unique Colonies, though they
do feel close enough to Humans they are comfortable joining
in other social structures.

Relations: Lazarus are strange beings, alien to humans yet
somehow comforting as they both search for their sense of
self. Some Humans, and even more Descended and Progeny,
engage with suspicion.

PROGENY

Spanning the divide between mortal and otherworldly, Prog-
eny are the offspring of demon dalliances with humankind.
With the blood of the damned coursing through their veins,
Progeny are often shunned and despised due to their origins
being misunderstood or feared. Most Progeny never know
their demonic sire, as the damned rarely have interest in their
offspring. Their demonic traits usually manifest at birth as a
powerful yet otherworldly ability, though it is not unheard of
for traits to manifest as late as adolescence. Despite their de-
monic heritage, Progeny have a Human’s capacity for free will.
While some embrace their dark lineage and side with demonic
powers, most reject their darker ancestry, preferring to support
the survival of humanity.

Physical Description: Progeny are generally as varied as
Humans in possible height and weight, ranging from 5’ to 7,
and 1oolbs-300+lbs. No two Progeny look alike; the demonic
blood running through their veins manifests inconsistently,
granting them an array of demonic traits. One Progeny might
appear as a human with small horns, a barbed tail, and oddly
colored eyes, while another might manifest a mouth of fangs,
tiny wings, and claws. Typically, these qualities harken back in
some way to the manner of demon that spawned the Progeny’s
bloodline and the vast flexibility that lineage produces, run-
ning the gamut from oddly beautiful to utterly terrible.

Society: Progeny rarely create their own settlements. In-
stead, they live on the fringes of the land where they were born
or choose to settle. In most Human settlements Progeny are
viewed as aberrations or curses. However, in societies where
there are frequent interactions with—or worship of—demons,
Progeny may be more populous and accepted (perhaps even
cherished) as blessings of their demonic overlords.

Progeny seldom see others of their own kind, and thus
they usually simply adopt the culture and mannerisms of their
Human parent.

Relations: Progeny face a significant amount of prejudice
from most who view them as seeds of evil, monsters, and lin-
gering curses placed upon the world. Far too often, civilizations
shun, fear and reject them unless forced or cowed into accep-
tance. The widespread assumption that Progeny are innately
evil prevents many from easily fitting into Human society.

SIN NATURES

Due to the Progeny’s demonic sire they gain an ability that is
closely tied to the sin type their demonic side hails from. They
also gain a personality trait that manifests in certain situations.
This trait does not count as a personality trait for that trigger
when it comes to gaining insanity.
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PROGENY

Envy Racial Traits
+2 DEX, +2 INT, -2 CHA
Covet: The Progeny ‘s envious nature grants it sharp powers

lasting 2 hours after being triggered. Additionally, the Prog-
eny gains the ability to steal the life force of other creatures.
As a standard action, the Progeny can choose to make a

of judgment. The Progeny gains the negative personality
traits of Shrewd and Malicious. These traits are triggered by
Wisdom based skill checks and are both of a mild intensity.
Additionally, the Progeny gains a +1 bonus to Sense Motive
and Perception. Starting at 5th level, and every five character
levels after, this bonus increases by +1. At 5th level the bonus
is +2, 10th is +3, 15th is +4, and finally at 20th the bonus is +5.

Touch attack to cause damage to an opponent while healing
themselves. This attack does not provoke an attack of oppor-
tunity. At 1st level, Drain does 1d6 damage, and the Progeny
heals 1d6 hit points, and the ability can be used once per day.
At 5th level the damage becomes 2d6 and usable twice per
day at s5th, 3d6 and three times per day at 1oth, 4d6 and four
times per day at 15th, to a maximum of 5d6 and five times per
day at 2oth. This ability does not work on undead.

Gluttony Racial Traits

+2 CON, +2 INT, -2 WIS

Binge: The Progeny’s gluttonous proclivity adds the negative
personality trait of Compulsive. This trait is triggered by

Lust Racial Traits
+2 INT, +2 CHA, -2 WIS
Pheromones: The Progeny’s lustful nature earns the Erratic
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Insanity checks and has strong intensity, lasting 2 hours after
being triggered. The Progeny must also choose one compul-
sive thing they do every time their trait is triggered.
Additionally, the Progeny gains the ability to gorge to
gain power. As a full round action, the Progeny can choose
to eat a Consumable resource to gain a +1 to their natural
AC and +1 to physical damage for 3 rounds. Every 5 levels,
the Progeny gets faster and more efficient in their gluttony

negative personality trait. This trait is triggered by Charisma
based skill use, and is at strong intensity. In addition, the
Progeny is particularly alluring due to their lustful parentage,
granting a +I bonus to Diplomacy and Bluff checks. Every
five character levels, this bonus increases by +1. At 5th level
the bonus is +2, 10th is +3, 15th is +4, and finally at 20th
the bonus is +5.

Pride Racial Traits
+2 INT, +2 WIS, -2 CHA

but the amount they eat also increases. At 5th, eating uses a
Standard action and the effects lasting for 4 rounds, at 10th

a Move action requiring two Consumable resources with Hubris: The Progeny’s pridefulv heritage grants it the trait of
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the effects increasing to +2 and lasting for 5 rounds, at 15th a
Swift action with the effects lasting for 6 rounds, and at 20th
a free action requiring three Consumable resources with the
effects increasing to +3 and lasting for 7 rounds. If the Prog-
eny cannot eat the full amount of resources, then the bonus
they gain is equal to the amount or resources they eat.

Greed Racial Traits
+2 CON, +2 DEX, -2 INT
Drain: The Progeny’s greedy nature gives it the Treacherous

negative personality trait. This trait is triggered by a Flash-
back (worked out by player and GM) and has strong intensity,

Arrogant. This trait is triggered whenever the Progeny gains
a Circumstance bonus from hubris (see below). The trait per-
sists as long as the Progeny has a bonus from hubris, and is
at strong intensity. Hubris grants the Progeny a bonus when
succeeding in checks against another character or creature.
Every time the Progeny succeeds in an opposed roll or makes
a successful save versus an effect from a character or crea-
ture, the Progeny gains a +1 Circumstance modifier to one
of the following: attack, damage, future opposed skill checks,
or saving throws against the character or creature and their
effects. These bonuses stack to a maximum of +5 and last
for 12 hours.

PROGENY RACIAL TRAITS

Ability Scores: Based on sin nature (described below)

Earth Outsider: Progeny are outsiders with the earth subtype. Unless otherwise noted, Progeny count as humanoids for pur-

poses of spells and spell-like abilities.

Medium: Progeny are Medium creatures and receive no bonuses or penalties due to their size.

Normal Speed: Progeny have a base speed of 30 feet.
Low-light Vision: Progeny have low light vision.

Skilled: Progeny gain a +4 Racial bonus on Bluff checks and +2 to Stealth checks.
Demonic Resistance: Progeny have cold resistance s, electricity resistance 5, and fire resistance 5. They also gain a +4 bonus to

saves vs the effects of Darkland exposure.
Natural Armor: Progeny have a natural armor of +2.

Hereditary Ability: The Progeny gains one sin nature and its associated abilities:
Physical Traits: Due to the Progeny’s demonic parentage they gain two physical traits that, although they can be hidden, are

still a part of their physical nature.

Languages: Progeny begin play speaking the language of their upbringing and can understand the demonic language when it is

spoken (but not read demonic text).




Sloth Racial Traits

+2 WIS, +2 CHA, -2 CON

Good Enough: The Progeny’s lineage of laziness grants it the
trait of Procrastination. This trait is triggered by Intelligence
based skill use and is a strong intensity. Additionally, the
Progeny is always able take a 10 for any trained class skill
regardless of the situation, even if the skill usually does not
allow it. The Progeny must accept the result of taking a 1o
and even if something allows a reroll. A failed result may be
attempted again only when circumstances have changed.

Wrath Racial Traits

+2 STR, +2 CON, -2 DEX

Vengeful Strike: The Progeny’s vengeful nature grants the neg-
ative personality trait of Vindictive. This trait is triggered
during Combat situations and is a strong intensity. Addition-
ally, the Progeny gains the ability to automatically confirm a
critical hit once per day. Starting at s5th level and every five
character levels after that, the Progeny increases the number
of uses a day by one. At 5th level they may confirm a critical
twice a day, roth three times a day, 15th four times a day, and
finally at 20th they may use this ability five times a day.

PHY SICAGSERATTS

The Progeny gains two of the following traits.

Demonic Movement: The Progeny’s feet resemble that of their
inhuman parent, whether those be more paw-like or hooved,
and can go from running upright to running on all fours
interchangeably. Progeny with this trait gain a 10’ racial
bonus to their speed when running on all fours and using
the charge, run, or withdraw actions.

Talons and Fangs: The Progeny manifests the more animalistic
aspects of their demonic heritage, exhibiting pointed fangs,
sharp talons, or ravaging claws. The Progeny can choose
between a bite attack that deals 1d6 points of damage or
two claws/talons that each deal 1d4 points of damage. These
attacks are primary natural attacks.

Horned: Small horns protrude from the top of the Progeny’s
head which grants it one natural primary attack that deals
1d6 points of piercing damage.

Stinger Tail: The Progeny has a long, scorpion-type tail with a
barbed stinger. The stinger is a primary natural attack that
does 1d4 points of damage, along with a poison effect. Poi-
son: Injury; save Fort DC 10 + 1/2 the progenies Hit Dice +
the progenies Constitution modifier; frequency 1 round for
4 rounds; effect sickened; cure 1 save.

Scaled or Chitinous: The Progeny’s skin is made up of scales
or an insect’s chitin, which provides some energy resistance
and armor qualities. Choose one of the following energy
types: cold, electricity, or fire. A Progeny with this trait gains
an additional resistance 5 in the chosen energy type and also
gains an additional +1 to their natural armor.

Winged: The Progeny has a pair of rudimentary wings that are
not as functional as that of their demonic sire. The wings
can be leathery and reptilian or bat-like, or they can be feath-
ered like those of a raven or vulture. Progeny with wings can
make a DC 15 Fly check to fall safely from any height without
taking falling damage, as if using feather fall. When falling
safely, it may make an additional DC 15 Fly check to glide,
moving up to 5 feet in any horizontal direction for every 1 foot
they fall, at a speed of 6o feet per round. They cannot gain
height with these wings alone; they merely coast in other
directions as they fall. If subjected to a strong wind or any
other effect that causes them to rise, they can take advantage
of the updraft to increase the distance they can glide. The
wings also grant a +4 racial bonus on Fly skill checks.

Bestial Senses: The Progeny has bestial sight and/or hearing,
manifesting in ways such as cat-like eyes or bat-like ears. The
Progeny gains +2 to Perception checks.

Lizard Climb: Progeny with this racial trait possess slightly
tacky and very flexible hands and feet, granting them a climb
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CORRUPTED

speed of 20 feet (along with the +8 racial bonus on Climb Toxic: The Progeny has very pronounced jaw-and cheek bones.

checks a climb speed affords). The Progeny cannot be wear- A number of times per day equal to their Constitution modi-
ing gloves or shoes while making use of this ability. fier (minimum 1/day), a Progeny can envenom a weapon that
Forked Tongue: Even among their own kind the gift of twisting they wield with their toxic gland. Applying venom in this
words'and speech come naturally to the Progeny. Whenever way is a swift action. Venom: Injury; save Fort DC 10 + 1/2 the
they successfully use Diplomacy to win over an individual, progenies Hit Dice + the progenies Constitution modifier;
that creature takes a —2' penalty to resist any of your Charis- frequency 1/round for 6 rounds; effect 1d2 Dex; cure 1 save.

ma-based skill checks for the next 24 hours.
RACIAL TEMPIATES

The following racial templates may be applied to any character

class. The corrupted template may be applied to any race and at
.. amy time during a character’s life. The mutated template must
be selected at character creation and may not be applied to the
Lazarus race. Each template represents significant changes to
the character.

Whether out of desperation or desire, selecting the cor-
rupted template is embracing the Darkness. The horrors of the
world claim victory as humanity abandons the Light.

Those selecting the mutated template must be prepared
for a world challenged to accept the transformed or disfigured.
It should also be noted that less common and more shocking
mutations exist than those documented within this tome.

RACES

CORRUPTED

Corrupted Template (CR +0): This template may be applied to
a being that has made an irrevocable deal with-a demon in
exchange for some favor or boon. Making this deal embeds
a piece of Darkness within the newly corrupted host. This
Darkness grows within the host, granting benefits and caus-
ing hindrances while attempting to fully corrupt and control
the host. A fully Corrupted host no longer weighs morality,
friendships, family relations, or typical cause and
effect as they did before the corruption. The
advancement of Darkness and their
own personal agenda fully dominates
their actions. When the corrupted
host dies, the Darkness bursts forth
from the body as an- Embraced
demon from the sin nature embed-

ded at the time of the corruption.

- Rebuild Rules

R2

sty Roll a D8 to determine type of Darkness hosted
- (1: Lust, 2: Gluttony, 3: Greed, 4: Sloth;, 5: Wrath, 6:

- B Envy, 7: Pride, 8: GM choice).
\  Senses: Darkvision 30 ft. (or 6o ft if the being already
¢~ had Darkvision).
Sin Nature: As type below.
Benefits: Dark Favor; Corrupted Protection (Su),
Ageless (Ex).
Hindrance: Channel Energy Vulnerability, Essence
of Darkness.
Sin Nature (Ex): The Darkness growing within the
corrupted is infused with one of the seven sin
natures. Corrupted beings receive traits
based on that sin nature as follows:

r




1. (Lust) +2 racial bonus on saves against the Charm Person
spell; Negative Personality Trait: Flirtatious, Trigger: Cha-
risma skill checks; Intensity: Strong

2. (Gluttony) Iron Stomach: +2 racial bonus to Survival checks
to forage, +2 racial bonus on saves versus effects that cause
the nauseated or sickened conditions when triggered by con-
suming whatever caused that effect; Negative Trait: Requires
double Consumable resources per day

3. (Greed) Whenever resources are scavenged, the Greed cor-
rupted always “finds” 10% more resources (players choice,
minimum 1 resource). This ability stacks with the Jackal’s
Scrounger (Su) ability; Negative Trait: Possessive, Trigger:
Whenever resources or gear are being shared in their pres-
ence. In these situations, the Greed corrupted must make
a DC 15 Will save or attempt to take the resources or gear
being shared by any means possible, including attack.;
Intensity: Strong

4. (Sloth) +2 racial bonus to Attack or AC during combat in
each round the Sloth corrupted chooses to act last; Negative
Trait: After combat, the Sloth corrupted being must imme-
diately nap for a number of mins equal to the number of
rounds they were in combat. The Darkness will not require
this nap until the corrupted being is able to lay down with
relative safety. Resisting this nap requires a DC 15 Will save.
A successful save delays the nap for an hour at which time
another save must be made with a -2 penalty applied. This
continues until the Sloth corrupted being eventually naps.

5. (Wrath) +2 racial bonus to Damage, on melee and ranged
attacks allowing a Str bonus, in any round in which the
Wrath corrupted being takes damage; Negative Trait: -2
penalty to Diplomacy checks. In addition, the Wrath cor-
rupted is challenged to support diplomatic solutions when
negotiating with a perceived enemy. In these situations, the
Wrath corrupted must make a DC 15 Will save or be unable
to resist attacking.

6. (Envy) +2 racial bonus to Appraise and Sleight of Hand
checks; Negative Trait: -2 penalty to opposed Diplomacy
checks when negotiating for something the Envy cor-
rupted being wants.

7. (Pride) +2 racial bonus on saves against Fear or Fear-based
effects; Negative Trait: No retreat. The Pride corrupted
being must make a DC 15 Will save in order to retreat or
withdraw from combat.

Corrupted Traits

All beings with the Corrupt template receive the following

traits regardless of sin nature:

Dark Favor: Corrupted rarely become so because they wish
to join forces with the Darkness. Often, these are desperate
people lacking hope who are seeking a solution to problems
they cannot seem to solve. Asking the favor of Darkness is
but a simple task, requiring only a full round action. You
see, the Darkness is always listening. At the time a being
invites corruption, all aspects of this template are immedi-
ately applied. In addition, the newly corrupted immediately
receives a Dark Favor in the form of some boon. Boons come
in many forms, the most common of which is simply a single
Wish, as the spell. Any of the typical Wish effects are often
granted without further requirements. Requesting more
risks outrageous perversion of the boon and requires a debt

hy

to the Darkness in the form of a Geas/Quest (as the speH)eg; 7_ ;

Caution is advised.

Corrupted Protection (Su): When a demon attempts to dam-
age or otherwise affect a corrupted being, the demon must
attempt a Will save. If the save succeeds, the demon can
attack normally and is unaffected by the corrupted protec-
tion for 24 hours. If the save fails, the demon cannot follow
through with the attack and that part of their action is lost.
The demon is unable to attempt another attack or affect
against the corrupted creature for 24 hours. If the action was
a spell or effect with chosen targets, such as slow, then the
corrupt being cannot be targeted. Other creatures within
the effect may be targeted as normal. Area of effect spells or
effects that would include the corrupted being within their
affected area, such as fireball, are lost. The corrupted being
cannot attack a demon without breaking the protection
against that demon for 24 hours. The corrupted may use
nonattack spells or otherwise act against a demon from
whom they are protected.

Will Save DC: 10 + 1/2 the corrupted being’s character
level (rounded down, minimum 1) + the corrupted being’s
Charisma bonus

Example: Three demons attack a party of five PCs, one with the
Corrupted template. Demon number one full round attacks with
3 attacks, the first attack being against the corrupted PC. Failing
its Will save, the demon loses that attack but may continue with
its other two attacks against other beings besides the corrupted
PC. Demon number two casts greater command, then chooses all
the players as the targets. Failing its Will save, the demon may not
target the corrupted PC but may still target the other players in the
area of effect. Finally, demon number three uses a breath weapon
with an area of effect that includes all the PCs and demon number
one. Failing its Will save, the breath weapon from demon number
three fails and affects no one. The corrupted is now protected from
the three demons for the next 24 hours. If the corrupted attacks
any of these demons the corrupted loses this protection until 24
hours has passed.

Ageless (Ex): A corrupted no longer ages naturally. They are
still subject to magic and effects that cause aging, death,
or death effects. However, the corrupted no longer grows
old naturally.

Channel Vulnerability: Channel Energy that effects demons
also affects the corrupted being in the same fashion.

Essence of Darkness: The Darkness imbedded in the newly
corrupted being has a will of its own. This inner demon has
its own personality, determined by rolling a core person-
ality from either the “disorder” or “emotional” categories,
plus four negative traits. This inner demon and its essence
increase in power and influence with the corrupted being. A
corrupted wishing to make positive moral decisions, actively
battle the Darkness, or directly oppose one of the Seven may
well find themselves in a personality conflict with their inner
demon. These conflicts can occur at any time but are most
dangerous in the following circumstances:

o When the creature is at less than half its hit points
o During a life or death situation/decision affecting the being
or the being’s allies

RACES
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MUTATED

'If the Cosmetic Mutation chart results in a Minor Muta-
tion, add that mutation instead. 1f the roll results in “roll on
Minor Mutation table” then roll a result on the Minor Muta-
tion table as normal.

’If the Minor Mutation chart results in a Major Mutation,
add that mutation instead. If the roll results in “roll on Major
Mutation table” then roll a result on the Major Mutation ta-
ble as normal.

"The mutation charts are found in Chapter 1o: The World

o The being attempts to do something directly against their
corrupted sin nature

e Any other time the GM sees fit

o When a personality conflict occurs, the corrupted must
make a Will save (DC = 10 + 1/2 their character level + 2 for
each negative trait shared with their inner demon). If the
corrupted succeeds, they are the dominant personality and
may act as desired. Failure means the inner demon is dom-
inant and the corrupted temporarily loses control, locked
inside their own mind watching their horrific actions. The

inner demon controls the being’s actions, abilities, and dark Note: Beings with the Mutated Template cannot have more

thoughts. The dominant demon rarely acts directly against
perceived allies, preferring covertly furthering the Dark-
ness agenda. Sin nature and negative traits may alter this
approach. The demon’s dominance lasts from one scene up
to a full day or until the corrupted being is forced to sleep.

than one cosmetic mutation and two other mutations, plus
one hindrance, unless the minor or major mutation grants
them the cosmetic mutation. The two mutations can be any
combination of Major and Minor Mutations. These beings
all have a Hindrance mutation.

RACES
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The duration of the dominance is the GMs discretion and Defensive Abilities: Immune to Darkland exposure/future
should be based on how severely the corrupted being failed mutations; Special: Fast Heal 1 while in a Darkland
the Will save. ‘ ® et

MUTATED

Mutated Template (CR +0): Mutated beings with this tem-
plate were exposed to a significant amount of Darkland
energy early in life. This exposure results in severalss™"
mutations and an accompanying hindrance. Becafise
the exposure occurred at a young age, the mutated
individual develops immunity to future mutations.
Additionally, the Mutated being is so attuned to
Darkland energy they gain Fast Healing while in
a Darkland. This template must be selected at
character creation.

Rebuild Rules

“Mutated” is a template that may be added to Hu-
man, Descended, and Progeny beings at character
creation. This adds the Mutated Subtype to the
being and the following mutations:

« Roll 1 time on the Cosmetic Mutation chart
adding the result to the mutated being’

 Roll 2 times on the Minor Mutation chart” adding
the results to the mutated being’

o Roll1 time on the Hindrance Mutation chart’
adding the results to the mutated being
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ARE DOING WELL HERE, COALMAN. If these poor souls only knew what you used to do, who you réa?ly are.

ey believed your lie about working on old steam boilers. You have no mechanical skills; if they make you use your
xpertise’ they will find you out and surely exile you... or worse. But now you're in their hunting party, finding re-
sources for them. Do they know how tempted you are to keep some for yourself? If they could only see your thoughts,

Coalman. If they could only see us.

AsS DIVERSE THE INHABITANTS OF THE WORLD AFTER THE RISE
are racially, people are even further segmented by their chosen
professions. People have become a scarce resource, and every
member of a Colony is important to its survival. Whether
youre a Human, Descended, Progeny, or Lazarus, you are ex-
pected to contribute your skills, talents, and expertise to the
Colony that you call home. More than just your job, your class
is also the core of your abilities and the backbone of how you
will thrive in this harsh world.

As an example, an Enforcer would use their vast weapon
and fighting style expertise to keep the Colony safe and train
a group of colonists to be guards. On the other hand, a Splicer
may contribute by creating and repairing the tech of the Colo-
ny, such as keeping vehicles in working order or creating a new
source of electricity powered by a nearby water source.

There are abilities and skills that are essential to the way
a class functions. From a Harbinger’s telekinetic
powers to a Hound’s ability to read terrain,
these abilities grow in scope and scale

as you gain experience. Hunters in this world may choose
more than one class; an Enforcer may hone the stealthy skills
of a Jackal, or an Arbiter may find the perfect complement to
their sense of justice in the balance with nature found with
the Conservator.

In the end, your class will give you the lens for which you
view the world After the Rise. It will shape the manner in
which you navigate the dangers and wonder, how you interact
with others in the world and ultimately be the vehicle for your
journey through life in the Apocalypse.

Arbiter: Warrior of faith.
Conservator: Sacred Earth protector.
Enforcer: Hardened killer.
Harbinger: Mystic of body and mind.
Hound: Self-reliant survivor.
Jackal: Ultimate scavenger.
Maverick: Consummate gunslinger.
Shepherd: Spiritual compass.
Splicer: Tech wizard.






The Arbiter is the ultimate warrior of faith and unquestioned
hand of justice. They stand alone as judge, jury, and frequently
executioner both within the Colony and abroad. The Arbiter is
driven by an inner sense of justice and a burning faith leaving
them with a determination to eradicate undead and demonic
entities. Whether the Arbiter is the voice of faith within a Col-
ony, or a true believer out to spread the word of justice to the
masses, all Arbiters share a talent for wielding both magic and
weaponry in their quest push back against the darkness.

CREATING AN ARBITER

As you delve into your Arbiter, think about your character’s be-
liefs and sense of justice. How did they come to be a believer in
being just? How did they acquire their skills? Did they find an
old manuscript or other instruction to self-teach? Were they
inspired by a guru or other expert? What does their faith look
like, and what type of religious ethos do they follow? Perhaps
their beliefs were gained from their parents, who were devout
in the Before. Perhaps their Colony is almost cult-like, with
complex rituals. Maybe a special weapon holds reverence, and
it was destined from an early age to be their weapon of justice.
No matter what their background looks like, every Arbiter is
driven by their faith and belief that justice must be served in
the grand scheme of the universe.

CLASS FEATURES

Hit Die: dio

Starting Resources: 14

Weapon and Armor Proficiency:

Arbiters are proficient with all simple and martial weapons,
and all light or one-handed simple and martial firearms. They
are proficient with all types of armor (heavy, medium, and
light), and with shields (except tower shields).

CLASS SKILLS
Craft (Int)

Diplomacy (Cha)

Handle Animal (Cha)
Heal (Wis)

Intimidate (Chr)
Knowledge (History) (Int)
Knowledge (Theology and Philosophy) (Int)
Profession (Wis)

Ride (Dex)

Sense Motive (Wis)
Spellcraft (Int)

Skill Ranks per Level: 2 + Int modifier.

CLASSES

CHAPTER 3



ARBITER

CLASSES

CHAPTER 3

ARBITER
Base Attack  Fort Ref  Will PR Dey

Level Bonus Save Save Save Special Abilities o ist 2nd 3rd 4th sth 6th
1st +1 +2 +0 +2 Justice Pool, Smite, Weapon of Justice, Spells 1 o — — — — —
2nd +2 +3 +0 +3 Channel Energy 1d6, Touch of Justice 1 1 - - = = =
3rd +3 +3 +1 +3 Weapon of Justice, Reach, Miracle 2 1 — — — - =
4th +4 +4 +1 +4 Channel Energy 2d6, Righteous Light 2 1 o - - = =
sth +5 +4 +1 +4 Wrath of Justice 3 2 1 — — — —
6th +5 +5 +2 +5 Weapon of Justice, Channel Energy 3d6 3 2 1 - - = =
7th +6/+1 +5 +2 +5 Miracle, Righteous Light 4 2 1 o — — —
8th +7/+2 +6 +2 +6  Wrath of Justice, Channel Energy 4d6, Call of Justice 4 2 1 1 - - =
oth +8/+3 +6 +3 +6 Weapon of Justice 4 3 2 1 — — —
1oth  +9/+4 +7 +3 +7 Righteous Light, Channel Energy 5d6 4 3 2 1 o - —
11th +10/45 +7 +3 +7 Miracle, Wrath of Justice, Call of Justice 4 3 2 1 1 — —
12th  +10/+45 +8 +4 +8  Weapon of Justice, Channel Energy 6d6 4 3 2 2 1 - —
13th  +11/46/+1 +8 +4 +8 Righteous Light, Reach 4 4 3 2 1 o =
14th  +12/47/+2 +9 +4 +9  Wrath of Justice, Call of Justice, Channel Energy 7d6 4 4 3 2 1 1 —
15th +13/+8/+3 +8 +5 +9 Weapon of Justice, Miracle 4 4 3 2 2 1 —
16th  +14/+9/+4 +10 +5 +10  Righteous Light, Channel Energy 8d6 4 4 3 3 2 1 o

17th  +15/+10/+5 +10 +5 +10  Wrath of Justice, Call of Justice 4 5 4 3 2 1 1

18th  +15/+10/+5 +11 +6 +11  Weapon of Justice, Channel Energy 9d6 4 5 4 3 2 2 1

19th  +16/+11/46/+1 +11 +6 +11 Righteous Light 4 5 4 3 3 2 1

20th  +17/+12/+7/+2  +12 +6 +12  Faithful Warrior, Channel Energy 10d6 4 5 4 4 3 2 1

CLASS ABILITIES

Justice Pool: Arbiters have an allotment of points that they use
to power each of their abilities. These points make up the
Justice Pool. The total points in the Justice Pool are as follows:

Justice Pool =1 + Arbiter level + Charisma Modifier
Smite (Su): The Arbiter can call upon their righteous justice to

aid them in combat. The Arbiter selects one target within
visual range and declares a Smite. The Smite bonus depends

on the number of Justice points spent from the Justice Pool.

With each point spent, a new effect is added. All bonuses are
only applied against the target of the Smite. Using Smite is
a switch action.

e I Justice Point: Gain half the Arbiter’s level, rounded down,
to attack rolls (min. of 1).

e 2 Justice Points: Gain half the Arbiter’s level as a bonus
to damage rolls (min. of 1). If the target is undead or an
outsider without the Earth subtype, the Arbiter instead
gains their level as a bonus to damage rolls.

e 3 Justice Points: Gain half Arbiter’s level as Deflection bonus
to AC and Temporary bonus to Saving Throws against
attacks and effects made by the target of the Smite (min. of 1)

The Smite effect remains until the target of the Smite is
dead or the next time the Arbiter rests long enough to regain
their abilities. Smite can only be used on a melee or thrown
weapon. Only one Smite can be active at a time.

Weapon of Justice (Su): So devout is the faith of the Arbiter
that they can forge that faith into a Weapon of Justice. The

Arbiter chooses a melee or thrown weapon they are profi-
cient in and, through the sacrifice of their hit points, that
weapon becomes their spell focus. As the Arbiter progresses
in level the Weapon of Justice creates a light aura. This light
cannot be suppressed.

Infusing a new weapon to be their Weapon of Justice
takes 24 hours of fasting and meditation with their newly
selected weapon.

1st level —The Arbiter names one weapon they own as their
Weapon of Justice. This weapon is now considered master-
work. Hardness: +1, Hit Points: +1

3rd level—The Arbiter sacrifices 2 hit points and their
Weapon of Justice becomes a +1 magic weapon and now
glows a faint blue color providing light as candlelight (5’
radius). Hardness: +2, Hit Points: +2

6th level—The Arbiter sacrifices 3 additional hit points and
their Weapon of Justice becomes a +2 magic weapon and
now provides light as a common lamp (15’ radius). Hard-
ness: +3, Hit Points: +3

oth level—The Arbiter sacrifices 4 additional hit points and
their Weapon of Justice gains the magical property of Throw-
ing. This ability works as normal except that it also applies
to weapons with a range increment, in which case that base
increment is increased by 10ft. The weapon now provides
light as a torch (20’ radius). Hardness: +4, Hit Points: +4
12th level —The Arbiter sacrifices 5 additional hit points and
their Weapon of Justice gains the magical property Returning.
The weapon now provides light as a hooded lantern (30’
radius). Hardness: +5, Hit Points: +5



o 15th level —The Arbiter sacrifices 6 additional hit points
and their Weapon of Justice becomes a +3 magic weapon and
provides light as a bullseye lantern (60’ cone) or as a hooded
lantern (30’ radius). Adjusting the light produced is a swift
action. Hardness: +6, Hit Points: +6

18th level—If the Arbiter is incapacitated, unconscious, or
otherwise unable to defend themselves due to an effect or
condition, but not dead, the Weapon of Justice gains the
magical enhancement Dancing with the following changes.
The Weapon of Justice fights for a number of rounds equal
to the Arbiter’s Charisma modifier using the fully modified
attack ratios of the Arbiter. If the Arbiter has Justice Pool
points remaining when this effect triggers, the Weapon of
Justice may spend these points to power Touch of Justice,
Reach, and Wrath of Justice at the player’s choice.

If the Weapon of Justice is destroyed or abandoned the
Arbiter begins gaining hit points back at the same rate as
normal healing. The recovery of hit points cannot be sped
up via magic or any other ability that effects healing. Only
after the Arbiter is fully healed of these lost hit points are
they able to name another Weapon of Justice.

The Arbiter always knows the direction and distance of

their Weapon of Justice, provided both are on the same plane
of existence. If the Weapon of Justice is in a Channel, the Arbi-
ter knows the direction and distance to the nearest Portal for
that Channel.
Spells: Starting at 1st level, an Arbiter gains the ability to cast
Divine/Otherworldly Magic spells which are drawn from the
Arbiter spell list. An Arbiter must prepare spells in advance.
The Arbiter must be wielding the Weapon of Justice to cast
spells. This weapon is their spell focus, divine focus, and the
center of their spells. Presentation of the Weapon of Justice
represents the somatic component.

The Weapon of Justice must touch the recipient of any spell
being cast. If the recipient is unwilling a successful touch
attack using the Weapon of Justice must be made or the spell is
lost. If the weapon can be thrown a ranged touch attack may
be made against unwilling recipients. The Arbiter does not
provoke an attack of opportunity when casting spells using
their Weapon of Justice. Touch and ranged touch attacks are
made at the modified Weapon of Justice attack bonus.

Unless otherwise stated, the target of the Arbiter’s spell
is not affected by any magical enhancements their Weapon
of Justice has and nor do they take damage from the weapon.

Requirement to Cast Spells: Arbiter’s Charisma score must
be equal to at least 10 + the spell level

Saving Throw DC: Arbiter’s spells are 10 + the spell level +
the Arbiter’s Charisma modifier

See “Arbiter Spells Per Day” for the number of spells of each
spell level per day the Arbiter can cast

Arbiter receives bonus spells per day if they have a

high Charisma score

Once per day, the Arbiter must rest for eight hours then
meditate for one additional hour to regain their daily
complement of spells

Arbiter may prepare and cast any spell on the Arbiter spell
list within their acquired spell casting levels

o Arbiters can prepare a number of Orisons, or o-level spells,

each day, as noted under “Arbiter Spells per Day.” These spells
follow the general rules for preparing and casting Orisons.

Channel Energy (Su): At 2nd level, the Arbiter gains the super-

natural ability to channel energy, causing a burst of energy
that either damages demonic and undead beings or provides
limited restoration to allies in a 30’ radius centered on the
Arbiter. The Channel Energy effect depends on the number
of Justice Points spent from the Justice Pool. Using Channel
Energy is a standard action that does not provoke an attack
of opportunity.

Blight (Su): 1 Justice point—Damages demons (but not
Progeny) and undead enemies. The amount of damage dealt
is equal to 1d6 at 2nd level and increases by 1d6 every two
Arbiter levels thereafter. Creatures that take damage from
channeled energy receive a Will save to halve the damage.
The DC of this save is equal to 10 + 1/2 the Arbiter’s level +
the Arbiter’s Charisma modifier. The Arbiter takes 1 point of
damage per dice rolled.

Renew (Su): 2 Justice points—Allies automatically stabilize if
below o hit points, are healed of all bleed conditions (except
Wrathful Bleed), and recover 1 point of temporary ability
score damage plus 1 per every 6 levels beyond 2nd (max 4
points at 2oth level)

Balance (Su): 3 Justice points—Activates both Blight and
Renew simultaneously

Touch of Justice (Su): Beginning at 2nd level, an Arbiter can

use points from their Justice Pool to heal the wounds of
others or harm enemies by touch with the power of their
immense faith. Using this ability is a standard action that
does not provoke an attack of opportunity.

o Faith Heal (Su): 1 Justice point—When this ability is

activated the glow from the Weapon of Justice turns a

soft yellow color. The Arbiter selects a willing target and
touches them with their Weapon of Justice. The target

is immediately healed 1d6 hit points of damage for every
two levels of the Arbiter. Touch of Justice heals the Arbiter

1 point of damage per dice rolled plus their Constitution
modifier. An Arbiter cannot use this ability on themselves
nor does the healing provided to the Arbiter from using this
ability stop bleed damage.

o Faith Harm (Su): 2 Justice points—When this ability is

activated the glow from the Weapon of Justice turns an
angry red color. The Arbiter selects a target and immedi-
ately makes a touch attack using their Weapon of Justice. On
a successful hit, the target takes 1d6 points of damage for
every two levels of the Arbiter. This touch attack does not
cause weapon damage. Touch of Justice deals the Arbiter 1
point of damage per dice rolled. There is no save against the
damage caused by Faith Harm.

o Faith Aura (Su): 3 Justice points—When this ability is activated

the glow from the Weapon of Justice turns a deep orange color.
Using their Weapon of Justice, the Arbiter may immediately
touch a number of targets within melee reach equal to one
plus half their Arbiter level rounded down. Unwilling targets
require a successful touch attack to trigger the effect. Each
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target touched with the Weapon of Justice may either be
healed or harmed 1d6 points of damage plus the Arbiter’s
Charisma modifier.

Reach (Su): At 3rd level the Arbiter can spend points from their
Justice Pool to extend the reach of their physical attacks
when using the Weapon of Justice. This ability may not be
used for attacks of opportunity. Using Reach is a move action.
At 13th level Reach may be used as a swift action.

* I Justice Point: +5 ft. to the Arbiters reach and thrown range
increases by 5 ft., Duration: Number of rounds equal to the
Arbiter’s Charisma Modifier

e 2 Justice Points: +10 ft. to the Arbiters reach and thrown
range increases by 10 ft., Duration: two rounds

e 3 Justice Points: +15 ft. to the Arbiters reach and thrown
range increases by 15 ft., Duration: round activated

Miracle (Su): At 3rd level, and every four levels thereafter, an
Arbiter can select one Miracle from the list provided. Each
Miracle adds an effect to the Arbiter's Touch of Justice ability.
The Miracle works with both Faith Heal and Faith Harm.
When the Arbiter uses Touch of Justice, all targets receive
the additional effects from all acquired Miracles. Faith Heal
may heal the noted conditions, while Faith Harm may cause
the harmful conditions.

A Miracle can remove a condition caused by a curse, dis-
ease, or poison without curing the affliction. Such conditions
return after 1 hour unless the Miracle removes the affliction
that causes the condition.

Miracles triggered using Faith Harm allow a saving throw
to resist the effect. Target receives a Fortitude save (10 + 1/2
the Arbiter level + the Arbiter’s Charisma modifier) to avoid
all Miracles. Duration: Unless otherwise noted, Faith Harm
Miracles last 1 round for every three Arbiter levels. At each
level noted below, new conditions are added to the list of
Miracles available. The Arbiter may select any condition pre-
viously unlocked when reaching the next Miracle level.

Miracle List: srd—fatigued, shaken, sickened; 7th—dazed, deaf-
ened, diseased', staggered’; 11th—cursed’, exhausted', fright-
ened’, nauseated’ 15th— blinded, paralyzed, poisoned, stunned.

'Diseased: Faith Heal—As Remove Disease at Arbiter caster
level, Faith Harm—Cause Disease (Otherworldly)

OTHERWORLDY DISEASE

Onset instant; Frequency 1/day

Effect 1d4 WIS damage; Cure 2 consecutive saves (SR
equal to Arbiter level)

’Staggered: Faith Heal—Remove staggered condition (unless
target has exactly o hit points or less)

*Cursed: Faith Heal—As Remove Curse at Arbiter caster level,
Faith Harm—Cause Curse (Otherworldly)

OTHERWORLDLY CURSE

Onset instant; Frequency 1/day

Effect target cannot heal naturally by resting and all
healing magic fails resulting in the spell being lost; Cure 2
consecutive saves (SR equal to Arbiter level)

‘Exhausted: Must have the Fatigued Miracle

*Frightened: Must have the Shaken Miracle

‘Nauseated: Must have the Sickened Miracle

’Poisoned: Faith Heal—As Neutralize Poison at Arbiter caster
level, Faith Harm—Cause Poison (Otherworldly)

OTHERWORLDLY PO1SON

Onset instant; Frequency 1/round for 6 rounds

Effect 1d3 Con damage; Cure 2 consecutive saves (SR equal
to Arbiter level)

Righteous Light (Su): At 4th level the Arbiter’s Weapon of Jus-
tice becomes a beacon of righteous light. This ability func-
tions while the Arbiter wields the Weapon of Justice.

o 4th level —Arbiter gains immunity to fear and fear effects
(magical or otherwise). While within the light aura from the
Weapon of Justice, allies are subject to a +4 Morale bonus on
saving throws against fear effects

o 7th level —Arbiter gains immunity to mutations caused by
exposure to Darkland radiation. While within the light aura
from the Weapon of Justice, allies are subject to a +4 Morale
bonus on saving throws against mutations

o 10th level—Arbiter gains DR 1/- increasing by 1 point for
every two levels past 10th, max DR 5/- at 18th level. The
Arbiter may choose to take the damage dealt from any source
to any ally within the light aura of the Weapon of Justice. The
Arbiter may make this decision as frequently as they wish for
any damage and all allies within the light aura. DR or other
damage reduction abilities do not prevent or reduce damage
taken in this way. This decision must be made before the
damage is rolled.

o 13th level—Arbiter gains a +4 Morale bonus to saving
throws against all natural and supernatural diseases
(includes Grave Worm Plague, Scat Fever, and Demon
Fever). While within the light aura from the Weapon of
Justice, allies are subject to a +2 Morale bonus on saving
throws against diseases

o 16th level —Arbiter gains immunity to compulsion spells
and spell-like effects. Additionally, the Arbiter gains a +4
Morale bonus on saves against possession (Supernatural or
Otherworldly).

While within light aura from the Weapon of Justice, allies
are subject to a +2 Morale bonus on saving throws against
compulsion spells, spell-like effects and possession. If
affected by a compulsion spell, spell-like effect, or posses-
sion when entering the aura for the first time since being
affected, the ally receives a new saving throw with the +2
Morale bonus, using the same DC as the original effect. 1f
successful, the effects are suppressed while in the area and
for a number of rounds equal to the Arbiter’s Charisma
modifier if the ally moves out of the affected area. This does
not expel a controlling life force (such as a ghost or demon),
but it does prevent them from controlling the target.

o 19th level—Allies within the light aura from the Weapon of
Justice increase their spell save DC by 2 when casting spells
against an enemy who is also within the light aura.

Enemies take a -4 penalty on all saving throws against the
Arbiter’s spells or class abilities.



Wrath of Justice (Su): Upon reaching sth level the Arbiter’s
Weapon of Justice may be filled with their own righteous wrath.
Activating Wrath of Justice turns the weapon’s glow to a vibrant
white. When powering the weapon in such a way, the Arbiter
is able to temporarily create additional magical properties
within their Weapon of Justice. Magical bonus may be pur-
chased as magical enhancements at 1 point for each +1. The
Arbiter can also add additional special abilities to their Weapon
of Justice. Adding these properties consumes an amount of
bonus equal to the property’s cost (see Table: Wrath of Justice
Special Abilities) as long as the individual special abilities cost
is not higher than the Weapon of Justice Enhancement bonus.

This need for justice uses points from their Justice Pool
and is a standard action to activate. The Arbiter can use
points from their Justice Pool as follows:

e I Justice Point: Duration - Following round, 2 rounds

Wrathful Bleed

e 2 Justice Points: Duration - Following 3 rounds, 4 rounds
Wrathful Bleed

e 3 Justice Points: Duration - Following 9 rounds, 6 rounds
Wrathful Bleed

The number and power of these magical properties increases
as the Arbiter advances in level as noted below:

« 5th Level—1 point of Magical Enhancements

o 8th Level—2 points of Magical Enhancements
o 11th Level—3 points of Magical Enhancements
o 14th Level—4 points of Magical Enhancements
« 17th Level—s5 points of Magical Enhancements

Wrathful Bleed: The Arbiter takes 1 point of damage for
each point of Magical Enhancements used for a number of
rounds as noted above. The Wrathful Bleed effect can stack
with other bleed effects. Nothing can stop the wrathful bleed
effect and damage caused by Wrathful Bleed may only be
healed after the effect has ended.

Call to Justice (Su): At 8th level the Arbiter gains the ability
to call their Weapon of Justice directly to their hand. The
weapon disappears from its current location and appears in
the Arbiter’s hand during the action in which Call to Justice
is activated. This ability only works if the Weapon of Justice is
unattended. This ability is a move action.

o The weapon must be within 60’ of the Arbiter to recall in
this fashion

« 11th level range increases to 120’ and may be activated as a
swift action

« 14th level range increases to 1 mile and functions even if the

Weapon of Justice is attended
 17th level range is same plane of existence and may be
activated as a free action

Faithful Warrior (Su): At 20th level, an Arbiter becomes a symbol
and conduit for the power of their faith. This manifest as follows:

« Arbiter regains all lost hit points for their Weapon of Justice.
Creating a new Weapon of Justice now only takes a full
round action that provokes an attack of opportunity.

WRATH OF JUSTICE SPECIAL ABILITIES

Enhancement Cost

Impervious +1 point
Corrosive +1 point
Countering +1 point
Flaming +1 point
Frost +1 point
Ghost touch +1 point
Soulfire +1 point
Menacing +1 point
Merciful +1 point
Shock +1 point
Thundering +1 point
Vicious +1 point
Advancing +2 point
Corrosive burst +2 point
Flaming burst +2 point
Tainted +2 point
Icy burst +2 point
Impact* +2 point
Shocking burst +2 point
Purified +2 point
Nullifying +3 point
Speed +3 point

1 This special ability cannot be applied to light melee weapons
* Weapon of Justice magical bonus may be increased by 1 point for
each enhancement point spent to a max of +5

o Arbiter gains immunity to all bleed conditions and auto-
matically becomes stable if below o hit points

o Using Wrath of Justice is a move action and no longer
triggers the Wrathful Bleed condition

o The Weapon of Justice becomes a legendary
minor artifact and cannot be destroyed normally

o Weapon of Justice light aura increases to a 60’ radius at all times

o Arbiter and all allies within the Weapon of Justice light aura
gain Fast Healing (Ex) 1

o The Arbiter may target anyone with their spells that are
within the light aura of the Weapon of Justice without the

requirement of being touched by the Weapon of Justice

o Call to Justice now functions regardless of plane of‘exis—

tence or distance ol
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The Conservator believes in restoring natural order to a world
gone wrong. They study natural pathways of power, following
ley line energies connecting node sites such as cairns, standing
stones, and megalithic circles. Their studies have allowed the
Conservator to tap into these energies and form their own pow-
erful sites. The Conservator believes that the biggest affront to
the natural order are the hordes of undead now walking the
land and the Darklands disrupting the natural flow of energies.

CREATING AN CONSERVATOR

While starting the creation process with your Conservator,
think about how your character became so attuned to nature
that that their abilities manifested. Did they grow up in a Colo-
ny that valued the solitude that a forest provided? Did they dis-
cover an affinity for spellcasting in solitude while communing
with nature? Or did their elders show them the path while hon-
ing their skills to fight the most unnatural beings on the Earth,
the Risen? Is your Conservator cut from a more peaceful cloth,
interested more in healing and caring for the land? Or are they
heart and soul nature’s warrior, seeking out and destroying
the unnatural at every turn? Or more likely, a balance of both?
Regardless of their driving force, every Conservator has taken
up the mantle of defender of the natural world, and they are
a formidable foe for those who have aligned themselves as an
enemy of Mother Nature.

CLASS FEATURES

Hit Die: d8

Starting Resources: 14

Weapon and Armor Proficiency:

Conservators are proficient with all simple and martial weap-
ons. They are proficient with light and medium armor but are
restricted in what types of materials they can be made out of
(See "Prohibited Armor Materials" below).

CLASS SKILLS

Climb (Str)

Craft (Int)

Fly (Dex)

Handle Animal (Cha)

Heal (Wis)

Knowledge (Earth and Life Sciences) (Int)
Knowledge (Geography) (Int)
Knowledge (nature) (Int)
Knowledge (Undead)
Perception (Wis)

Profession (Wis)

Ride (Dex)

Spellcraft (Int)

Survival (Wis)

Swim (Str)

Skill Ranks per Level: 4 + Int modifier.
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CONSERVATOR
1 Conservator Spells Per Day
Base Attack Fort Ref Wil
Level Bonus Save Save Save Special Abilities o 1st 2nd 3rd 4th sth 6th 7th 8th oth
- +o +2 +o +2 Nature Pool, Spells, Nature’s Totem, Agent of Nature, 1 — o o o
Prohbited Materials

2nd +1 +3 +0 +3  Channel Energy 1d8, Nature’s Shroud (Coyote) 2 1 = = = = = = = =
3rd +2 +3 +1 +3  Tap the Line, Nature’s Shroud (Raven) 2 2 1 = = = = = = =

th + + " + Agent of Nature, Channel Energy 2d8, Nature’s s 1 - - - -
4 3 4 4 Shroud (Badger), 3
sth +3 +4 +1 +4  Nature’s Shroud (Wolf), 3 2 2 1 - = = - — —
6th +4 +5 +2 +5  Channel Energy 3d8, Nature’s Shroud (Bison) 3 3 2 1 - — — — — —
7th +5 +5 +2 +5  Agent of Nature, Nature’s Shroud (Jaguar), Tap thelLine 3 3 2 2 1 — — — — —
8th +6/+1 +6 +2 +6  Channel Energy 4d8, Nature’s Shroud (Eagle) 4 3 3 2 1 — — — — —
oth +6/+1 +6 +3 +6  Nature’s Shroud (Bear), 4 3 3 2 2 1 — — — —
el s . . 4, Agent of Nature, Channel Energy 5d8, Nature’s > . - -

7 7 3 7 Shroud (Thunderbird), 4 4 3 3

11th +8/+3 +7 +3 +7  Tap the Line, Totem Animal (Coyote) 4 4 3 3 2 2 1 — — —
12th  +9/+4 +8 +4 +8 Channel Energy 6d8, Totem Animal (Raven), 4 4 4 3 3 2 1 — — —
13th +9/+4 +8 +4 +8 Agent of Nature, Totem Animal (Badger) 4 4 4 3 3 2 2 1 — —
14th  +10/+5 +9 +4 +9  Channel Energy 7d8, Totem Animal (Wolf), 4 4 4 4 3 3 2 1 — —
15th +11/+6/+1 +9 +5 +9 Tap the Line, Totem Animal (Bison) 4 4 4 4 3 3 2 2 1 —

Agent of Nature, Channel Energy 8d8, Totem
16th  +12/+7/+2 Ho 45 410 (2Eln)
17th  +12/+47/+2 +10 45 +10 Totem Animal (Eagle), 4 4 4 4 4 3 3 2 2 1
18th  +13/48/+3 +11 +6 +11  Channel Energy 9d8, Totem Animal (Bear), 4 4 4 4 4 4 3 3 2 1

Agent of Nature, Tap the Line, Totem Animal
(Thunderbird)

Conduit of Nature, Channel Energy 10d8, Totem

19th  +14/+9/+4 +11 +6 +11

20th  +15/+10/+5  +12  +6 412

Guardian
CLASS ABILITIES  Requirement to Cast Spells: Conservator’s Wisdom score
Prohibited Materials: Armors made of leather, hide, wood, must be equal to at least 10 + the spell level.
and normal metal are allowed but Conservators are prohib- o Saving Throw DC: Conservator’s spells are 10 + the spell

level + the Conservator’s
Wisdom modifier.

ited from wearing armors made from non-natural materials
such as cloth, plastic, rubber, any pre-Rise armor (athletic

pads, body armor), or any special type of metal. Conservators « See “Conservator Spells Per Day” for their base daily
are proficient with shields (except tower shields) but must spell allotment.
use only those crafted from wood or normal metal, nothing » Conservator receives bonus spells per day if they have a
made from their prohibited materials. high Wisdom score.
A Conservator who wears prohibited armor or uses a pro- « Once per day, the Conservator must rest for eight hours

hibited shield is unable to cast Conservator spells or use any then commune with nature for one additional hour to

of their supernatural or spell-like class abilities while doing regain their spell allotment.

so and for 24 hours thereafter. « Conservator may prepare and cast any spell on the Conser-
Nature Pool: Conservators have an allotment of points that vator spell list within their acquired spell casting levels.

they use to power each of their abilities. These points make » Each day the Conservator can prepare Orisons, or o-level

up the Nature Pool. The total points in the Nature Pool spells, as noted under “Conservator Spells per Day.”

are as follows: These spells follow the general rules for preparing and

casting Orisons.
Nature Pool = 1 + Conservator level + Wisdom Modifier

Spontaneous Casting: The Conservator gains Spontaneous

Casting for Summon Nature’s Ally spells. This allows a Con-

servator to convert prepared Arcane/Prime Magic spell of

Spells: Starting at 1st level, a Conservator gains the ability to
cast Arcane/Prime Magic spells which are drawn from the

Conservator spell list. The Conservator communes with
nature to prepare spells in advance.

first level or higher into a Summon Nature’s Ally spell of the
same spell level or lower. This ability follows the standard
rules for spontaneous casting.



Nature’s Totem (Su): The Conservator begins play having built
a focal point to nature in the form of a physical totem. The
Conservator decides the appearance and material used in
the totem construction. The totem must be accessible to
sunlight and at least as large as the Conservator. The totem
is usually constructed near the center of the Conservator’s
Colony. If the Nature’s Totem is destroyed the Conservator
must rebuild the base.

o 1st Level —Tranquil Aura: The totem creates a soothing
tranquility affecting normal animals within a one-mile
radius per Conservator level. Animals within the Tranquil
Aura will not be hostile toward the Conservator so long as
the Conservator causes the animals no harm.

o 7th level —Improved Allies: summon nature’s ally cast by the
Conservator within the totem’s Tranquil Aura grant sum-
moned animals a Morale bonus of +1 to attack rolls, damage
rolls, and saving throws plus +1 hit point per HD.

o 13th Level—Consecrate: The Tranquil Aura now acts as the
spell consecrate. Additionally, summon nature’s ally cast
by the Conservator within this area of affect doubles the
Improved Allies bonus.

 20th Level —Nature’s Shrine: Nature’s Totem is now
considered a permanent altar or shrine for purposes of the
Consecrate ability. The entire Tranquil Aura is now con-
nected to other sites of power by ley lines.

If the Conservator wishes to move the totem to a new area
or the totem is destroyed, it takes two days for each level of
the Conservator for a moved or new totem to align with the
underlying powers. Only when the totem is at full strength
does the Consecrate ability work.

Agent of Nature: Beginning at 1st level with the creation of the
Nature’s Totem, the Conservator becomes an Agent of Nature,
immediately gaining the following abilities:

« Fast for up to six days before feeling the effects of starvation
(normal three days). The Conservator must eat normally for
three consecutive days before Fasting again.

o Gain a +2 Circumstance bonus on Knowledge (Earth and
Life sciences), Knowledge (Nature), Knowledge (Undead),
and Survival checks.

o One time per day the Conservator can cast endure elements as
a spell-like ability. The caster level is equal to the Conserva-
tor’s class level.

As the Conservator progresses in class level, Agent of
Nature grants the following abilities:

o 4th Level —Detect Undead creatures at will. This ability
functions like the spell detect undead but does not discern
the type, location, or differing power level of detected
undead creatures.

o 7th Level —Detect Darkland at will. This ability functions
like the spell detect animals or plants but only reveals the
existence and distance of any Darkland within range.

« 10th Level—Detect Portal entrance at will. This ability
functions like the spell detect secret doors but only reveals
the existence of a Channel’s portal entrance.

 13th Level —The Conservator gains immunity to all natura
diseases as well as supernatural diseases caused by or
relating to undead (including Scat Fever).

 16th Level —The Conservator gains immunity to all posses-
sion caused by or relating to undead.

o 19th Level —Totem Transportation (Su): Once per day the
Conservator may immediately transport themselves and
any number of allies in physical contact with the Con-
servator directly back to their Nature’s Totem. Using this
ability is a standard action. This ability only functions if the
Conservator and the totem are on the same plane.

Channel Energy (Su): At 2nd level, the Conservator gains the
supernatural ability to channel energy, causing a burst of
energy that either damages undead opponents or generates
extraordinary growth to nature in a 30’ radius centered on
the Conservator. The Channel Energy effect depends on the
number of Nature Points spent from the Nature Pool. Using
Channel Energy is a standard action that does not provoke an
attack of opportunity.

o Abide (Su): 1 Nature Point—Damages undead enemies. The
amount of damage dealt is equal to 1d8 at 2nd level and
increases by 1d8 every two Conservator levels thereafter.
Creatures that take damage from channeled energy receive
a Will save for half damage. The DC of this save is equal
to 10 + 1/2 the Conservator’s level + the Conservator’s
Wisdom modifier.

o Overgrow (Su): 2 Nature Points—This effect causes rapid
new growth of thick and overgrown vegetation. Regardless
of the type of terrain, Overgrow causes grasses, briars,
bushes, creepers, thistles, trees, vines, and so on to emerge
from the ground or floor. Movement through the growth
reduces speed to 5’ per round or 10’ for large or larger
creatures. If this spell is cast on an area that is already
affected by any spell or effect that enhances plants, such
as entangle or wall of thorns, any DC involved with these
spells is increased by 4. Duration: Conservator’s Wisdom
modifier in rounds.

 Balance (Su): 3 Nature Points—Activates both Abide and
Overgrow simultaneously

Tap the Line (Su): Beginning at 3rd level, the Conservator gains
the ability to tap directly into powerful ley lines, utilizing
Prime energy directly from the Earth. These ancient powers
may increase the effective caster level and even add Metam-
agic effects to spells cast during the duration of Tap the
Line. Activating Tap the Line is a swift action that requires
spending Nature Points. The Conservator must be on Earth
to Tap the Line.

e I Nature Point: Duration - 1 round
e 2 Nature Points: Duration - 2 rounds
« 3 Nature Points: Duration - 3 rounds

Tap the Line provides the following effects:
o 3rd Level— +1 to caster level

o 7th Level—Caster level increases to +2 and using Tap the Line
is now an immediate action
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11th Level—Minor Ley Line Meta-magic (Roll d6)

1. Elemental Spell

2. Enlarge Spell

3. Extend Spell

4. Reach Spell

5. Selective Spell

6. Spectral Spell
15th Level —Caster level increases to +3 and using Tap the
Line is now a free action
19th Level —Major Ley Line Metamagic (Roll d6), adds to
Minor Ley Line Metamagic effect

1. Disruptive Spell

2. Elemental Spell (Conservator choice)

3. Infused Spell

4. Intensified Spell

5. Lingering Spell

6. Piercing Spell

Nature’s Shroud (Su): Beginning at 2nd level, the Conservator
crafts an animal effigy and attaches it to the Nature’s Totem.
Each new effigy increases the size of the totem by three feet.
The appearance and materials used for each effigy is deter-
mined by the Conservator.

Adding the animal effigy allows the Conservator to adopt
aspects of that animal by spending points from their Nature
Pool. Activating Nature’s Shroud creates a faint phantasmal
image representing the aspect of the animal effigy selected.

Nature’s Shroud. 1f an activate ability is triggered, that ability
must be selected immediately. The Conservator can only be
connected to one animal effigy at a time.

The Conservator must be on the same plane of existence
as their Nature’s Totem to use this ability. This is a polymorph
effect and cannot be used while the Conservator is using
another polymorph effect.

Activating Nature’s Shroud or selecting a different animal
effigy is a standard action. Changing the active ability of an
already active effigy is a swift action. Connecting to a differ-
ent effigy requires spending Nature Pool points.

Duration and active abilities depend on the number of
Nature Pool points spent as noted below:

I Nature Point: Select an animal effigy

Gain: Animal’s passive ability

Passive Duration: 24 hours or another Nature’s

Shroud activated.

2 Nature Points: Select an animal effigy

Gain: Animal’s passive ability and select one active ability
from that animal’s list

Passive Duration: 24 hours or another Nature’s

Shroud activated.

Active Duration: One round per Conservator level. A new

active ability from the same animal effigy may be selected
each round this use of Nature’s Shroud is in effect.

3 Nature Points: Select an animal effigy

Gain: Animal’s passive ability and select one active ability

from that animal’s list.
Passive Duration: 24 hours or another Nature’s
Shroud activated.

Example: Activating Nature’s Shroud/Raven for the passive trait
might produce a phantasma of raven feathers hovering in front of
the character’s forehead.

. __CHAPTER 3

While using Nature’s Shroud, the Conservator gains the
benefit of the animal effigy passive ability. The Conservator
must announce the animal effigy selected when activating

N
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Active Duration: One minute per Conservator level. A new
active ability from the same animal effigy may be selected
each round this use of Nature’s Shroud is in effect.

Using Nature’s Shroud provides the following addi-
tional benefits:

Conservator may speak normally while using Nature’s
Shroud and can cast speak with animals at will

Natural attacks from Nature’s Shroud active abilities are
considered supernatural attacks for purposes of damaging
incorporeal creatures and the Conservator is consid-

ered proficient

While within the area of effect of Nature’s Totem, casting
Summon Nature’s Ally for any animal effigy added to the
totem summons the animal at max HP and with a +2
Insight bonus to AC

Adding an animal effigy to Nature’s Totem requires one
week to craft at a cost in resources as noted under the ani-
mals below. At the end of this time the Conservator must
make a Craft (Structural) skill check, with the DC set by the
effigy (see below).



Nature’s Shroud Animal Effigies

Coyote

Level: 2nd

Resource Cost: 2 Mechanical, 2 Combustible, 2 Consumable

Craft Check: DC 12

Passive Ability:

Hasty Retreat (Ex): The withdraw action allows movement up
to double speed even if the Conservator is restricted to a
standard action. This movement does not provide attacks of
opportunity from any enemy.

Active Abilities (Ex):

Silent Stalker: +4 to Stealth rolls

Trickster’s Guile: +2 Luck Bonus to AC

Attack Form: Bite (1D6 plus Trip). Using the Trip combat

maneuver as part of this attack does not provoke an attack

of opportunity. If the attempt fails, the Conservator is not
tripped in return.

Raven

Level: 3rd

Resource Cost: 4 Mechanical, 4 Combustible, 4 Consumable

Craft Check: DC 13

Passive Ability:

Raven Senses (Ex): 1f the Conservator naturally has normal
vision, they gain low-light vision. If the Conservator nat-
urally or through mutation has low-light vision, they gain
darkvision 30’ If the Conservator naturally or through muta-
tion has darkvision, the range increases by 30’ In addition,
they can identify sources of magic, as per Detect Magic.

Active Abilities (Ex):

Feather on the Wind: Conservator gains Feather Fall as
per the spell

Magical Presence: Increase DC of all your Conservator spells by +2

Observant: +3 to sight-based Perception rolls, senses gained
from Raven Senses increase one category (low-light becomes
darkvision, darkvision gains +30’)

Attack Form: Bite (1d3), 2 Talons (1d2)

Badger

Level: 4th

Resource Cost: 6 Mechanical, 6 Combustible, 6 Consumable

Craft Check: DC 14

Passive Ability:

Go to Ground (Ex): Burrow at 10’ per round, Detect grades/
slopes and elevation changes at will.

Active Abilities (Ex):

Retribution: When the Conservator provokes an attack of
opportunity they gain an attack of opportunity in return, up
to the number of attacks of opportunity per round they are
normally allowed

Weasel Movement: The Conservator moves at their normal
movement speed while crawling. They are considered
one size category smaller for purposes of moving through
narrow spaces and move at their normal movement speed.
They may squeeze through spaces a quarter of their normal
size category.

Fearless: +4 save vs. Fear effects

Attack Form: Bite (1d6), 2 Claws (1d4)

Wolf

Level: sth

Resource Cost: 8 Mechanical, 8 Combustible, 8 Consumable

Craft Check: DC 15

Passive Ability:

Canine Scent (Ex): Perception checks may be made by scent
instead of sight. The Conservator does not suffer penalties
from the blind condition.

Active Abilities (Ex):

Pack Mentality: When threatening the same target as an ally,
the Conservator counts as flanking regardless of position

Swift Runner: +20’ to land based movement

Intuition: +4 to Initiative

Attack Form: Bite (1d8 plus trip or grab, player’s choice). Using
the trip or grab combat maneuver as part of this attack does
not provoke an attack of opportunity. If the attempt fails,
the Conservator is not tripped in return.

Bison

Level: 6th

Resource Cost: 10 Mechanical, 1o Combustible, 10 Consumable

Craft Check: DC 16

Passive Ability:

Large Presence (ex): The Conservator may act as one size cate-
gory larger with respect to any situation or effect except for
dealing damage. This includes number of occupied squares
and combat squares threatened.

Active Abilities (Ex):

Buffalo Hide: +4 Natural Armor

Stampede of One: Using the overrun combat maneuver does
not provoke an attack of opportunity. If the Conservator has
the improved overrun feat, treat this ability as greater over-
run. The target may not choose to avoid you. If the target is
knocked prone they take trample damage (2D6+Str).

Even Tempered: +4 save vs. magical cold effects or attacks, +4
save vs. magical fire effects or attacks

Attack Form: Gore (2d6+STR)

Jaguar

Level: 7th

Resource Cost: 12 Mechanical, 12 Combustible, 12 Consumable

Craft Check: DC 17

Passive Ability:

Feline Feet (Ex): Terrain never counts as trackless for local or
overland movement, instead terrain is considered as a road
or trail. Additionally, the first 1o feet of any fall are negated.

Active Abilities (Ex):

Quiet Paws: Gain the ability of fast stealth and may take 10 while
using the Stealth skill

Swimmer/Climber: +4 to Swim and Climb checks, move at nor-
mal movement speed while swimming or climbing

Attack Form: Bite (1d6+STR), 2 Claws (1d3+STR). Conservator
gains the pounce and rake special abilities. When charging,
the Conservator may make all jaguar attacks plus two free
back claw attacks (1D3+STR). A Conservator wielding weap-
ons in one or both hands do normal weapon damage instead
of claw attacks. Doing so treats all remaining natural weapon
attacks as secondary attacks (-5 to attack, half STR modifier).
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Eagle

Level: 8th

Resource Cost: 14 Mechanical, 14 Combustible, 14 Consumable

Craft Check: DC 18

Passive Ability:

Eagle Eyes (Ex): Penalty for vision-based Perception checks
reduced to -1 for every 20’ (normal is 10°). Additionally, the
Conservator can roll twice for all Perception checks taking
the most favorable result.

Active Abilities (Ex):

Soar like an Eagle: Conservator gains Overland Flight

Flyby Combat: When the Conservator takes a move action for
movement, they can take a standard action at any point
during the movement, both on land or during flight. The
Conservator cannot take a second move action for move-
ment during a round it does Flyby Combat.

Birdseye View: The Conservator has low-light vision and
270-degree sight. Opponents are only considered to be flank-
ing a Conservator if at least three of them are threatening
the Conservator, regardless of their actual positioning.

Attack Form: Bite (1d4) and 2 Talons (1d4)

Bear

Level: oth

Resource Cost: 16 Mechanical, 16 Combustible, 16 Consumable

Craft Check: DC 19

Passive Ability:

Bear Hide (Ex): Gains the feat Toughness and DR 2/—

Active Abilities (Ex):

Strength of the Bear: +4 to Strength

Thunderous Roar: As per the spell, Sound Burst. If the save is
successful, creatures still take damage but are not stunned;
however, they are considered deafened for 1ID4+1 rounds. This
ability may only be used one time per use of Nature’s Shroud.

Intimidating Presence: As a swift action, the Conservator may
activate a fear effect in a 10’ radius. This effect works as per
the Fear spell cast as the Conservator. This ability may only
be used one time per use of Nature’s Shroud.

Attack Form: 2 Claws (1d6+STR plus grab) and Bite (1d6+STR)

Thunderbird

Level: 10th

Resource Cost: 20 Mechanical, 20 Combustible, 20 Consumable

Craft Check: DC 20

Passive Ability:

Stormsight (Ex): Low-light vision, darkvision 60’ Stormsight
ignores all penalties and concealment from weather effects,
including those created by fog cloud, obscuring mist, and
similar spells.

Active Abilities (Ex):

Spell Resistance: 12+ half the Conservator level

Flight: Conservator gains fly 120ft. (good)

From the Ashes: Immediately returns the Conservator to max-
imum hit points and removes all the following conditions:
bleed, blind, confused, cowering, dazed, dazzled, deafened,
entangled, exhausted, fascinated, fatigued, frightened, nau-
seated, panicked, paralyzed, shaken, sickened, staggered, or
stunned. The Conservator may use this ability at the start
of their turn even if a condition would prevent them from
acting. Using this ability cannot bring the Conservator back

from the dead nor regrow limbs. The Conservator must be
conscious to use this ability. Using this ability ends Nature’s
Shroud which may not be used again until the Conservator
has had 8 hours of uninterrupted sleep.

Thunderbolt: Ranged touch attack that creates a bolt of electric-
ity and deafening clap of thunder. A successful attack causes
3D6 Electricity and 3D6 sonic damage (6D6 total, no save).
Being hit with this attack requires a DC 22 Fortitude save
or be stunned and deafened for 1 round. Range of the attack
is 200ft with no range increments. This ability may only be
used once every 10 rounds.

Attack Form: 2 Claws (1d6+STR) and Bite (1d8+STR)

Totem Animal (Su): Starting at 11th level, the Conservator may
perform a totem ritual to gain a deeper bond with the animal
effigy added to their totem with Nature’s Shroud. Successful
completion of this ritual means an animal spirit matching
the effigy has joined with the totem allowing the Conserva-
tor to summon a manifestation of that effigy in physical form.

The ritual requires the following tasks: sacrifice Consum-
able resources equal to double the animal effigy resource
cost, spend one day fasting in meditation, then succeed in
a Knowledge (Theology and Philosophy) check with a DC
equal to the animal effigy Craft DC+10. If the knowledge
check succeeds, the Consumable resources are absorbed
by the totem and the animal effigy is now bonded to the
Conservator. If the knowledge check fails, the Consumable
resources rapidly mold and the Conservator must wait one
week before trying again.

Activating Totem Animal is a standard action and requires
spending Nature Pool points as below:

o I Nature Point: Summon Coyote, Raven, or Badger
totem animal

« 2 Nature Points: Summon Wolf, Bison, or Jaguar
totem animal

« 3 Nature Points: Summon Eagle, Bear, or Thunderbird
totem animal

Note: Duration for each Totem Animal is listed in the stat
block for that creature. No more than one Totem Animal
may be active at the same time. The Totem Animal may be
dismissed at will.

The Totem Animal is a physical manifestation matching
the appearance of the animal effigy added to the Nature’s
Totem. The appearance of each Totem Animal can be shock-
ing, disturbing, beautiful, or even grotesque depending on
the styling preferred by the Conservator.

The Totem Animal is not subservient, but rather a trusted
ally that may be asked to perform tasks and even fight
alongside the Conservator. Intentional mistreatment or
abuse will cause the Totem Animal to be uncooperative.
Continued abuse will lead to outright aggression against
the Conservator.

All Totem Animals also have the following special ability:

Devoted (Ex): The Spirit Animal gains a +4 Morale bonus
on Will saves against enchantment spells and effects.



Nature’s Shroud Totem Animals
Coyote
Level: 11th

Duration: 1 hour/level

STATISTICS

Size medium augmented animal

Init +3; Senses low-light vision, scent; Perception +12

AC 22, touch 16, flat-footed 18 (+6 natural, +2 luck, +3 dex, +1

dodge)

HP 125 (10d10+60)

Fort +13, Ref +10, Will +6

Speed 4o ft.

Attack bite +12 (1d6+7 plus trip)

Str 21, Dex 17, Con 23, Int 6, Wis 16, Cha 10

Base Atk +7, CMB +12, CMD 25

Feats Skill Focus (Perception), Dodge, Disorienting Maneuver,

Vital Strike, Wind Stance

Skills Acrobatics +9 (+17 when jumping), Perception +12,

Stealth +11, Survival +5 (+9 when tracking by scent), Swim +o;

Racial Modifiers +4 Acrobatics when jumping, +4 Survival

when tracking by scent

Passive Traits:

Hasty Retreat (Ex): The withdraw action allows movement up
to double speed even if the Coyote is restricted to a standard
action. This movement does not provide attacks of opportu-
nity from any enemy.

Raven

Level: 12th

Duration: 1 hour/level

STATISTICS

Size small augmented animal

Init +3; Senses low-light vision, darkvision 60’

Perception +18 (21 sight-based)

AC 20, touch 15, flat-footed 16 (+5 natural, +4 Dex, +1 size)

HP 105 (11d10+33)

Fort +6, Ref +11, Will +10

Speed 10 ft., fly 40 ft. (average)

Attack bite +12 (1d4)

Str 10, Dex 19, Con 16, Int 6, Wis 19, Cha 11

Base Atk +8, CMB +8, CMD 22

Feats Lighting Reflexes, Improved Lighting Reflexes, Dodge,

Alertness, Skill Focus (Perception), Weapon Finesse

Skills Fly +14, Perception +18 (+21 sight-based) Racial Modifi-

ers +3 to sight-based Perception rolls

Passive Abilities:

Raven Senses (Ex): Raven can identify sources of magic, as per
Detect Magic, at will

Feather on the Wind (Su): Raven gains Feather Fall as per the spell

Magical Presence (Su): DC of all your Conservator spells increases
by +1. This stacks with the Magical Presence active ability
from the Raven Nature’s Shroud.

g
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Badger Bison

Level: 13th Level: 15th

Duration: 1 hour/level Duration: 10 minutes/level
STATISTICS STATISTICS

Size medium augmented animal

Init +2, Senses low-light vision, scent; Perception +12

AC 19, touch 13, flat-footed 16 (+6 natural, +3 dex)

HP 162 (12d10+84)

Fort 14, Ref 6, Will 13

Speed 30 ft., burrow 20 ft.

Attack bite +13 (1d4+4), 2 claws +13 (1d3+4)

Str 18, Dex 15, Con 23, Int 6, Wis 16, Cha 10

Base Atk +9, CMB +13, CMD 25 (29 vs, trip)

Feats Iron Will, Toughness, Combat Reflexes, Step up, Follow-

ing Step, Step Up and Strike

Skills Climb +9, Escape Artist +10, Perception +12 Racial Mod-

ifiers +4 Escape Artist

Passive Abilities:

Go to Ground (Ex): Detect grades/slopes and elevation
changes at will

Retribution: 1f the Badger provokes an attack of opportunity,
Badger gets an attack of opportunity in return, up to the
number of attacks of opportunity per round Badger is nor-
mally allowed.

Fearless (Ex): +4 save vs. Fear effects

Blood Rage (Ex): When Badger takes damage in combat, on its
next turn it can fly into a rage as a free action. It gains +2
Constitution and +2 Strength, but takes a -2 penalty to its
AC. The rage lasts as long as the battle or 1 minute, which-
ever is shorter. It cannot end its rage voluntarily.

Wolf

Level: 14th

Duration: 1 hour/level

STATISTICS

Size large augmented animal

Init +7; Senses low-light vision, scent; Perception +14

AC 19, touch 12, flat-footed 16 (+3 Dex, +7 natural, -1 size)

HP 150 (12d10+72)

Fort +14, Ref +11, Will +7

Speed 7o ft.

Attack bite +14 (1d10+7 plus trip or grab)

Space 10 ft.; Reach 5 ft.

Str 21, Dex 17, Con 23, Int 6, Wis 16, Cha 10

Base Atk +9, CMB +14, CMD 27 (31 vs. trip)

Feats Dodge, Mobility, Agile Riposte, Sidestep, Skill Focus

(Perception), Vital Strike

Skills Acrobatics +7 (+23 when jumping), Perception +14,

Stealth +3, Survival +6 (+10 tracking by scent), Swim +10

Racial Modifiers +4 Survival when tracking by scent

Passive Abilities:

Canine Scent (Ex): Perception checks may be made by scent
instead of sight. The Wolf does not suffer penalties from the
blind condition.

Pack Mentality (Ex): When threatening the same target as an
ally, the Wolf counts as flanking regardless of position

Intuition (Ex): +4 to Initiative

Size huge augmented animal

Init +1; Senses low-light vision, scent; Perception +15

AC 21, touch 9, flat-footed 20 (+12 natural, +1 Dex,

-2 size)

HP 189 (13d10+104)

Fort +16, Ref +5, Will +10

Speed 4o ft.

Attack gore +21 (4d6+18)

Special Attacks stampede, trample (2d8+18, DC 32)

Space 15 ft.; Reach 10 ft.

Str 35, Dex 12, Con 27, Int 6, Wis 15, Cha 8

Base Atk +9, CMB +23, CMD 34 (38 vs. trip)

Feats Endurance, Improved Bull Rush, Bull Rush Strike, Power

Attack, Improved Natural Attack (gore), Ability Focus (trample),

Awesome Blow (1d8+12)

Skills Perception +15, Swim +19

Passive Abilities:

Large Presence (Ex): Bison may act as one size category larger
with respect to any situation or effect except for dealing
damage. This includes number of occupied squares and
combat squares threatened.

Even Tempered (Su): +4 save vs. magical cold effects or attacks,
+4 save vs. magical fire effects or attacks

Stampede of One (Ex): The Bison may stampede as a solitary
creature. While stampeding, the Bison can trample foes
of its size or smaller, and its trample save DC increases by
+2 (included).

Jaguar

Level: 16th

Duration: 10 minutes/level

STATISTICS

Size large augmented animal;

Init +8; Senses low-light vision, scent; Perception +I1

AC 23, touch 17, flat-footed 15 (+8 Dex, +6 natural, -1 size);

HP 161 (14d10+70);

Fort +14, Ref +17, Will +7;

Speed 35 ft., climb 35 ft., swim 35 ft.;

Attack bite +18 (1d10+7 plus grab), 2 claws +18 (1d6+7, 19-20x2);

Special Attacks pounce, rake (2 claws +18, 1d6+7, 19-20x2);

Space 10 ft.; Reach 5 ft.;

Str 24, Dex 26, Con 21, Int 6, Wis 17, Cha 10;

Base Atk +10, CMB +18 (+22 grapple), CMD 36 (40 vs. trip);

Feats Stealthy, Sure Grasp, Skill Focus (Stealth), Weapon

Finesse, Run, Fleet, Fleet of Foot, Athletic, Improved Critical

(Claws);

Skills Acrobatics +12, Climb +21, Perception +11, Stealth +18

(+22 in undergrowth), Swim +13;

Racial Modifiers +4 on Stealth in undergrowth

Passive Abilities:

Feline Feet (Ex): Terrain never counts as trackless for local or
overland movement, instead terrain is considered as a road
or trail. Additionally, the first 10 feet of any fall are negated.

Quiet Paws: Gains the ability of Fast Stealth and may take 10
while using the Stealth skill




Swimmer/Climber (Ex): +4 to Swim and Climb checks, move at
normal movement speed while swimming or climbing
Stalker (Ex): Gains the feats of Run and Fleet of Foot

Eagle

Level: 17th

Duration: 10 minutes/level

STATISTICS

Size medium augmented animal

Init +5; Senses low-light vision; Perception +25

AC , touch, flat-footed (+5 Dex, +6 natural)

HP 158 (15d10+60)

Fort +9, Ref +16, Will +13

Speed 10 ft., fly 80 ft. (good)

Attack 2 talons +16 (1d6+3), bite +16 (1d6+3)

Str 16, Dex 21, Con 18, Int 6, Wis 19, Cha 11

Base Atk +11, CMB +14, CMD 29

Feats Lightning Reflexes, Dodge, Mobility, Acrobatic, Alert-

ness, Weapon Finesse, Flyby Attack, Death from Above

Skills Fly +21, Perception +25

Racial Modifiers +8 Perception

Passive abilities:

Eagle Eyes (Ex): Penalty for vision-based Perception checks
reduced to -1 for every 20’ (normal is 10°). Additionally, the
Eagle can roll twice for all Perception checks taking the most
favorable result.

Soar like an Eagle (Su): Eagle gains Overland Flight resulting in a
free move action of 4o ft. while flying

Flyby Combat: Gains Flyby Attack feat. Eagle may take a full
round attack when using Soar like an Eagle.

Birdseye View (Ex): Opponents are only considered to be flank-
ing the Eagle if at least three of them are threatening Eagle,
regardless of their actual positioning.

Bear

Level: 18th

Duration: 10 minutes/level

STATISTICS

Size huge augmented animal

Init +2; Senses low-light vision, scent; Perception +12

AC 21, touch 10, flat-footed 19 (+2 Dex, +11 natural, -2 size);

DR 2/—

HP 233 (15d10+135)

Fort +17, Ref +7, Will +12

Speed 4o ft.

Attack 2 claws +22 (1d1o+11 plus grab, 19-20 x2), bite +22

(rdro+11)

Special Ability Thunderous Roar (DC 17); Space 15 ft.; Reach

10 ft.

Str 33, Dex 15, Con 27, Int 6, Wis 16, Cha 10

Base Atk +11, CMB +24 (+28 grapple), CMD 36 (40 vs. trip)

Feats Improved Sunder, Endurance, Toughness, Run, Skill

Focus (Survival), Power Attack, Snatch, Improved Critical

(claws)

Skills Climb +15, Perception +12, Survival +10, Swim +22

Racial Modifiers +4 Swim

Passive Abilities:

Thunderous Roar (Su): As per the spell, Sound Burst. All creatures
within 10 ft. of bear are affected. If the save is successful,
creatures still take damage but are not stunned; however,

they are considered deafened for 1D4+1 rounds. DC 17 Fortis ;
tude save to avoid being stunned.

Intimidating Presence (Su): Bear has a Fear effect on enemies
within 20 feet, as per the Fear spell, that is always active. Can
only affect an opponent once per manifestation.

Thunderbird

Level: 19th

Duration: 1 minute/level

STATISTICS

Size Gargantuan Mythical Creature

Init +7; Senses darkvision 6o ft., low-light vision, stormsight;
Perception +20

Special Qualities Aura storm aura (100 ft.)

AC 25, touch 10, flat-footed 21 (+3 Dex, +1 dodge, +15 natural,

-4 size)

HP 161 (14d10+70)

Fort +14, Ref +12, Will +9

Immune electricity, sonic, SR 19

Speed 30 ft., fly 120 ft. (good)

Attack 2 claws +18 (2d6+8/19-20 plus grab), bite +18

(2d8+8/19-20), Ranged thunderbolt +13 ranged touch (6d6

electricity and 6d6 sonic)

Spell-Like Abilities (CL 11th; concentration +12) At will—con-

trol weather

Space 20 ft.; Reach 20 ft.

Str 26, Dex 17, Con 21, Int 12, Wis 16, Cha 13

Base Atk +14; CMB +26 (+30 grapple); CMD 40

Feats Critical Focus, Dodge, Improved Critical (bite), Im-

proved Critical (claw), Improved Initiative, Iron Will, Power

Attack

Skills Acrobatics +13, Fly +11, Perception +20, Perform (sing)

+8, Sense Motive +10

Passive abilities:

From the Ashes (Su): As an immediate action Thunderbird can
return the Conservator to maximum hit points and removes
all the following conditions: Bleed, blind, confused, cowering,
dazed, dazzled, deafened, entangled, exhausted, fascinated,
fatigued, frightened, nauseated, panicked, paralyzed, shaken,
sickened, staggered, or stunned. Using this ability can bring
the Conservator back from the dead and regrow limbs.
Thunderbird may use this ability even if a condition would
prevent it from acting but must be conscious to use this abil-
ity. Using this ability ends this use of Totem Animal and the
Thunderbird may not be summoned for seven days and then
only after the Conservator completes an atonement ritual.
Atoning requires the Conservator to meditate in physical
contact with their Nature’s Totem for 24 consecutive hours
and make a sacrifice of Consumable resources equal their
maximum hit points.

Thunderbolt (Su): Thunderbird can fire a ray of thunder and
lightning from its outspread wings as a standard action. This
attack has a range of 200 feet with no range increment and
requires a ranged touch attack to hit. A creature critically hit
by a thunderbolt is stunned and deafened for 1 round if it fails
a DC 22 Fortitude save. The save DC is Constitution-based.

Storm Aura (Su): Thunderbird is surrounded by a 100-foot-ra-
dius spread of severe winds that blow out from the center,
dissipating swiftly at the limit of the aura’s range. In this area,
ranged weapons (but not siege weapons) take a —4 penalty on
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attack rolls, Fly checks are made at a -4 penalty, and exposed
flames are extinguished. Small creatures must make a DC
10 Strength check (if on the ground) or a DC 20 Fly check
to move toward the thunderbird, while Tiny or smaller
creatures can be knocked backward (1d4 x 10 feet if they
are on the ground and fail a DC 15 Strength check, or 2d6
x 10 feet if they are flying and fail a DC 25 Fly check). Crea-
tures on the ground that are pushed back take 1d4 points of
nonlethal damage per 10 feet, and flying creatures that are
pushed back take 2d6 points of nonlethal damage regardless
of the distance they are pushed. In addition, once every 1d4
rounds, a bolt of lightning strikes a random creature (other
than the thunderbird) within the area of its storm aura. This
bolt of lightning deals 12d6 points of electricity damage
(DC 22 Reflex halves). The save DC for the lightning bolt
is Constitution-based, while those for resisting the wind
effects are fixed.

Stormsight (Ex): Thunderbird ignores all vision penalties and
concealment from weather effects, including those created
by fog cloud, obscuring mist, and similar spells.

Conduit of Nature (Su): At 20th level, the Conservator is so
attuned to the Earth they become an actual Conduit of Nature.

¢ Detect Undead, Detect Darkland, and Detect Portal abili-
ties increases to a 1-mile radius and do not require a line of
site but must be on the same plane

o While on Earth, the Conservator no longer requires food or
drink, gaining sustenance directly from nature

o The Conservator is considered to always be under the
effects of endure elements

o When using Tap the Line, minor and major ley line metam-
agic may now be selected instead of requiring a random roll.

o The Conservators totem animates, becoming a
Totem Guardian.

Totem Guardian (Su): At 20th level, the Conservator can
infuse their totem with life. The totem animates any time
it detects danger or is called into action by the Conserva-
tor. The totem can move up to 1 mile away from where it
was built, but must return there at the end of the activated
duration. The Guardian can activate
for one day (24 hours). The totem
cannot be activated again until
the Conservator completes
a ritual requiring 4 unin-
terrupted hours in physical
contact with the totem. If the
totem is destroyed, the Conser-
vator will have to spend an equal
amount of resources and time to
rebuild the totem.

Totem Guardian

Size Huge Construct (totem)

Init +2; Senses low-light vision, darkvision 9o ft.*; Perception

+22

DEFENSE

AC 25, touch 13, Ballistic 13, flat-footed 23 (-2 size, +1 dodge, +2

Dex, +12 natural, +2 luck®)

HP 160 (15d10+55)

Fort +5, Ref +5, Will +9

Defensive Abilities DR 10 Meteoric Iron

Construct Traits; +4 save vs. cold, fire*; SR 22*

OFFENSE

Speed 30 ft.

Melee slam x2 +24 (2d6+9 [2d6+13, 19-20 X2 vs. undead)

Space 15 ft.; Reach 15 ft.; Spell (CL 15)

STATISTICS

Str 28, Dex 14, Con -, Int 14, Wis 18, Cha 14

Base Atk +15; CMB +26; CMD 36

Feats Improved Natural Attack (slam), Combat Reflexes,

Stand Still, Power Attack, Dodge, Mobility, Combat Patrol,

Toughness

Skills Climb +20, Handle Animal +11, Perception +22, Stealth

+13, Swim +20; Languages same as Conservator

Powerful Blows (Ex): Against undead the guardian inflicts one
and a half times its Strength modifier and threatens a critical
hit on a 19-20 with its slam attack.

Slow Healing: The guardian regains 1 hit pint for every hour it
remains dormant at the spot it was created. Otherwise the
guardian can only be healed through magical means.

Totem Aspect (Su): The guardian gains abilities based on the
animal effigies the Conservator has attached to it.

o Wolf, Trickster’s Guile: +2 Luck Bonus to AC.

 Raven, Observant: +3 to sight-based Perception rolls, senses
gained from Raven Senses increase one category (low-light
becomes darkvision, darkvision gains +30’).

 Badger, Retribution: When the guardian provokes an attack
of opportunity, they gain an attack of opportunity in return,
up to the number of attacks of opportunity per round they
are normally allowed.
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o Wolf, Pack Mentality: When threatening the same target as
an ally, the guardian counts as flanking regardless of position.

 Bison, Even Tempered: +4 save vs. magical cold and magical
fire effects or attacks

o Jaguar, Quiet Paws: Gain the ability of fast stealth and may
take 10 while using the stealth skill.

o Eagle, Birdseye View: The guardian has 270-degree sight.
Opponents are only considered to be flanking the guardian
if at least three of them are threatening the guardian,
regardless of their actual positioning.

 Bear, Intimidating Presence: One time per day as a swift
action, the guardian may activate a fear effect in a 10’ radius.
This effect works as per the Fear spell as if cast by the
Conservator.

o Thunderbird, Spell Resistance: 12+ half the Conservator level.

Link (Ex): A Conservator and their totem guardian share a
mental link allows for communication across any distance
(as long as they are on the same plane). This communication
is a free action, allowing the Conservator to give orders to
their guardian at any time. In addition, magic items or other
forms of mental shielding interfere with the Conservator’s
mental connection to their guardian.
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Share Spells (Ex): The Conservator grant spells with a target of .

personal or touch to their guardian. When the Conservator
regains their spells for the day and are within their totem’s
aura radius they may impart any number of spells from their
daily allotment, up to level 8 spells. The guardian cast them
as any other spellcaster. These spells are lost to the Con-
servator until the guardian cast them and the Conservator
regains their spells for the day.

EXCOMMUNICATION

A Conservator who helps undead, attempts to create undead,
or ceases to revere nature and its natural order loses all spells
and Conservator abilities (not including weapon, armor, and
shield proficiencies). They roll three times on the major insan-
ity chart, keeping these traits as long as they are in disgrace.
These insanities cannot be removed or lessened in severity.
They cannot thereafter gain levels as a Conservator until they
amend, but once they complete their penance they may gain
levels, and they also lose any insanity they gained from falling
into disgrace.
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The Enforcer is the front-line defender of their Colony, the
weapon-laden bulwark against the building darkness. Enforc-
ers often subscribe to the “first in, last out” mantra, leading the
charge for their hunting party in any conflict, and being the
last off the field of battle. Whether a hardened combat-trained
Colony militia soldier, a local tough recruited into a Marauder
gang, or a lone wolf warrior that has used the horrors of the
world to hone their unorthodox fighting methods, all Enforc-
ers share their immense skill in all forms of weapons, armor,
and tools of the combat trade.

CREATING AN ENFORCER

As you formulate your Enforcer, think about your character’s
fighting background. How were they trained in their com-
bat skills? By who? Was it a parent, a Colony elder, a wan-
dering warrior?

What makes them unique compared to the run-of-the-mill
Colony militia and soldiers of fortune that have crossed their
path? What motivated your Enforcer to hone their skills to the
fine points they are now? Perhaps it was a Risen horde over-
running a former Colony. Or having to fend off a demon that
attacked their family.

How and why did your Enforcer acquire the weapons and
armor they currently use? They might have been part of the
standard issue for the Colony’s militia, or maybe family heir-
looms passed down from a time before the Rise. Either way, the
Enforcer’s tools of their killing trade can be the difference in
being a victor or a victim of combat.

CLASS FEATURES

Hit Die: di2

Starting Resources: 12

At 15t level the Enforcer gains one free exotic weapon costing
up to 20 resources. This weapon must be the same as select-
ed with the Competent Killer feat gained at 1st level. Any
resources not used in the purchase of this free exotic weapon
are lost. This exotic weapon may be from the firearm, melee,
or ranged categories.

Weapon and Armor Proficiency:

An Enforecer is proficient with all simple and martial weapons,
and all simple and martial firearms. They are proficient with
all armor types and all shields.

CLASS SKILLS

Climb (Str)

Craft (Int)

Drive (Dex) Handle Animal (Cha)
Intimidate (Cha)

Knowledge (Construction) (Int)
Knowledge (Tactics) (Int)
Profession (Wis)

Ride (Dex)

Survival (Wis)

Swim (Str)

Skill Ranks per Level: 2 + Int modifier.
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ENFORCER

Level Base Attack Bonus Fort Save Ref Save Will Save Special Abilities

1st +1 +2 +0 +0 Exotic Focus, Bonus Feat
2nd +2 +3 +0 +0 Bonus Feat, Hardened
3rd +3 +3 +1 +1 Tenacious

4th +4 +4 +1 +1 Bonus Feat

sth +5 +4 +1 +1 Exotic Focus, Competent Killer
6th +6/+1 +5 +2 +2 Bonus Feat, Hardened
7th +7/+2 +5 +2 +2 Tenacious

8th +8/+3 +6 +2 +2 Bonus Feat

oth +9/+4 +6 +3 +3 Competent Killer

1oth +10/+5 +7 +3 +3 Exotic Focus, Bonus Feat, Hardened
11th  +11/46/+1 +7 +3 +3 Tenacious

12th  +12/+7/+2 +8 +4 +4 Bonus Feat

13th  +13/+8/+3 +8 +4 +4 Competent Killer

14th  +14/+9/+4 +9 +4 +4 Bonus Feat, Hardened
isth  +15/+10/+5 +9 +5 +5 Exotic Focus, Tenacious
16th  +16/+11/+6/+1 +10 +5 +5 Bonus Feat

17th  +17/+12/+7/+2 +10 +5 +5 Competent Killer

18th  +18/+13/+8/+3 +11 +6 +6 Bonus Feat, Hardened
19th  +19/+14/+9/+4 +11 +6 +6 Indomitable, Tenacious
20th  +20/+15/+10/+5 +12 +6 +6 Bonus Feat, Weapon Pro

CLASS ABILITIES

Exotic Focus (Ex): The Enforcer is a dedicated student of fight-
ing and regularly seeks out the most effective implement to
destroy their foes. Because of this interest, they have become
adept at learning to use unusual and exotic weapons, gaining
a bonus Exotic Weapon feat at 1st level. This weapon must
align with the weapon they elect to receive for free and may
be from the exotic firearms, exotic melee, or exotic ranged
weapon lists. The Enforcer gains a new Exotic Weapon feat
at each of the following levels: s5th, 1oth, and 15th respect-
fully. The Enforcer must have found or purchased the Exotic
Weapon selected to gain this feat.

Additionally, the Enforcer is particularly adept at crafting

exotic weapons.

o 1st Level —Receives +I competency bonus on Craft (Weap-
onsmith) and Craft (Gunsmithing) skill checks to create
and repair exotic weapons or exotic firearms. This bonus
increases by an additional +1 at 7th level and every 6 levels
after to a max of +4 at 19th level. As the Enforcer advances
in level they receive these additional benefits when crafting
exotic weapons.

 5th Level—Reroll one Craft (Weaponsmith) or Craft
(Gunsmithing) skill check each project dealing with exotic
weapons or exotic firearms, weather that be creating a
new weapon or repairing one. The Enforcer must take the
second result, even if worse.

o 10th Level—The Enforcer must fail a Craft (Weaponsmith)
or Craft (Gunsmithing) check by more than their skill ranks,
or 5 (whichever is more beneficial) to count as a failure
that ruins raw materials when using these skills for exotic

weapons or exotic firearms. The Enforcer still losses the
time spent, just not the materials.

15th Level —When making a Craft (Weaponsmith) or Craft
(Gunsmithing) check representing one week’s worth of
work, the Enforcer calculates successes by how much they
made the check and add s, instead of the normal add 1. The
Enforcer only gains this benefit when using the skills for
exotic weapons or exotic firearms.

Bonus Feats: The Enforcer gains bonus feats in addition

to those gained from normal level advancement. These
bonus feats must be selected from the “Enforcer bonus
feats” marked as such in the feats section. See the Enforcer
advancement table for the levels at which the Enforcer gains
their bonus feats.

In addition, upon reaching 4th level, and every four lev-
els thereafter (8th, 12th, and so on), an Enforcer can choose
to forget one of the Enforcer bonus feats they have already
learned and replace it with another Enforcer bonus feat. The
forgotten feat cannot be one that was used as a prerequisite
for another feat, prestige class, or other ability. An Enforcer
must choose whether or not to swap the feat before they
gain any other bonus feat for that level.

Hardened (Su): An Enforcer sees and does things that no one

should have to, and it numbs them to the horrors of the
world. Starting at 2nd level, an Enforcer gains a +1 bonus
to Insanity saves and checks. This bonus increases by +1
for every four levels beyond 2nd. For saves vs. Insanity it
counts as a bonus, and on the minor or major insanity chart
this bonus reduces the roll. While even the most hardened
Enforcer may succumb to insanity, this reduces the likeli-
hood and severity.



Tenacious (Ex): An Enforcer’s combat experience allows them

to overcome conditions that impact their ability to survive.
At 3rd level the Enforcer gains Tenacious and selects one of

the available condition trees below.
If a spell or other effect would cause one of the Enforcer’s
chosen effects, the Enforcer is allowed to make two saving

throws against the initial effect and keep the highest result.

If an Enforcer is under the effect of a condition amongst
their chosen Tenacious conditions, they can make a single
saving throw to recover at the start of each round they are
under the effect of the condition. The DC is the same as the
original effect’s saving throw DC.

If the spell or effect does not normally allow a save, the

Enforcer receives a single saving throw with the DC calcu-

lated normally. For these spells or effects the Enforcer only
gets this initial save and does not get a save versus the effect
at the start of their round.

At 7th level and every four levels thereafter (11th, 15th, and
19th), the Enforcer may choose to select the next condition
on the tree they've already selected or another condition
tree entirely. You must select conditions within a tree in the
order listed.

If another ability provides a roll to recover from their cho-

sen Tenacious conditions, the Enforcer gains a bonus to the
roll equal to the Enforcer’s base save. The Enforcer does not
get a Tenacious save in these instances.

Tenacious Conditions

No Fear: Shaken, Frightened, Panicked

Iron Gut: Sickened, Nauseated, Poisoned
Intense Focus: Dazzled, Dazed, Deafened
Enduring Will: Fatigued, Exhausted, Paralyzed
Strong Jaw: Staggered, Stunned, Unconscious

Competent Killer (Ex): Starting at 5th level, an Enforcer’s skill
increases in the exotic weapons selected with their Exotic

Focus ability. Every four levels thereafter (9th, 13th, and 17th),

an Enforcer becomes further skilled in these weapons.

o s5th Level—Enforcer gains a +1 bonus to attack and +2 bonus
to damage on all Exotic Focus weapons. This bonus increases
by +1/+2 for every four levels beyond 5th (maximum +4 to
attack and +8 to damage at 17th level) and the Enforcer adds
one of the following weapon special features to each of the
Exotic Focus weapons. Weapon Special Feature Choices—
Brace, Deadly, Disarm, Distracting, Nonlethal, or Trip.

An Enforcer also adds the attack bonus to any combat
maneuver checks made with Exotic Focus weapons. This
bonus also applies to the Enforcer’s Combat Maneuver
Defense when defending against disarm and sunder
attempts made against their Exotic Focus weapons.

o oth Level —The Enforcer gains the competent killer attack
bonus as an Insight bonus to their AC in any round in
which they have attacked with one of their Exotic Focus
weapons. This bonus last until the start of their next turn.

o 13th Level—Overwhelm - As a full round action, the Enforcer
presses their opponent with a barrage of fierce attacks, forcing
their opponent backwards. The Enforcer must make a single
attack at their highest attack bonus. If the attack is successful,
the opponent takes damage as normal and must make a WILL

save equal to the damage caused by the attack. If the save is
successful, the opponent is pushed 5* away from the Enforcer.
On a failed save, the opponent is forced 15’ away from the
Enforcer. The opponent cannot be pushed into a square that
is occupied by a solid object or obstacle. If there is another
creature in the way of the opponent, the opponent must make
a Reflex save, equal to overwhelm DC with a +2 bonus for
each 5 feet it has already been pushed. Success means it stops
due to the other creature, failure means it falls prone. If the
opponent moved in this way exits any threatened space, they
may provoke an attack of opportunity. The Enforcer is not
allowed an attack of opportunity in this case. The Enforcer
can only do this maneuver with their Exotic Focus weapons.
The opponent may only be up to one size larger and cannot be
pressed into a solid object. The Enforcer must be within 30’ of
their opponent if using a ranged weapon.

17th Level—The Enforcer can reroll an attack roll, critical
hit confirmation roll, miss chance check, or damage roll

as an immediate action. They must accept the second roll
even if it is worse. They can use this ability 4 times per day.

Indomitable (Ex): At 19th level, an Enforcer becomes a machine

of purpose and muscle memory. So strong is this focus that
their body is able to override their brain. Once a day the
Enforcer may make a Fortitude save in place of a Will save.
The DC and source of the save doesn’t change, just the save
type. 1f the Enforcer is successful, they do not lose this ability
for the day and instead keep the use for the day to use it again.
Each time they succeed in using Indomitable Physical Deter-
mination the Enforcer gains a +2 Morale bonus to Strength
lasting for four rounds, as their body floods with adrenalin.

Once the Enforcer fails a Fortitude check when using
Indomitable Physical Determination they lose the ability for
the day but can automatically try the failed save again, this
time as the Will save.

Weapon Pro (Ex): At 20th level, the Enforcer level of skill in the

exotic weapons gained from Exotic Focus becomes honed to
a deadly level. The damage dealt by these weapons while in
the hands of the Enforcer increase their damage dice to the
next higher dice (see chart Weapon Pro Damage Increase). In
addition, their normal critical hit threat range increased by 1
(this bonus stacks with feats or magical enchantments such
as keen), and they gain a +4 Insight bonus to confirm critical
hits with them.

WEAPON PRO DAMAGE

Base Damage Increase
1d4 1d6
1d6 1d8

1d8/2d4 2d6
1d10 2d8
2d6/3d4 3d6
2d8 3d8
3d6 4d6
3d8 4d8
5d6 6d8
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The Harbinger is the epitome of mind over matter, using their
Void-gifted magical powers for telekinetic attacks and move-
ment, as well as for spells. Often misunderstood, Harbingers
are nevertheless powerful allies frequently sought after for
resource recovery teams and Colony defense. Harbingers gen-
erally avoid technologies from the before, preferring to align
their energies with the natural and supernatural world.

CREATING A HARBINGER

As you create your Harbinger, think about their abilities. How
and when did they acquire their powers? Also, think about the
path through life that your Harbinger has taken that lead them
to this point. Did they use their powers defensively, looking
to heal and protect their fellow Colony members? Or had they
always wanted to be a part of a hunting party, going out and us-
ing their powers of the mind to extinguish dangers? Regardless
of your Harbinger’s personality and background, the individ-
ual powers wielded by every Harbinger makes each one both
unique and dangerous.

CLASS FEATURES

Hit Die: d6

Starting Resources: 10

Weapon and Armor Proficiency:

A Harbinger is proficient with all simple and martial weapons.
Harbingers are proficient with light armor and all shields
(except tower shields).

CLASS SKILLS
Acrobatics (Dex)
Appraise (Int)

Bluff (Cha)

Climb (Str)

Craft (Int)
Diplomacy (Cha)
Disguise (Cha)
Escape Artist (Dex)
Intimidate (Cha)
Knowledge (all) (Int)
Linguistics (Int)
Perception (Wis)
Perform (Cha)
Profession (Wis)
Sense Motive (Wis)
Sleight of Hand (Dex)
Spellcraft (Int)
Stealth (Dex)

Skill Ranks per Level: 6 + Int modifier.
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HARBINGER
Base Attack. Fort Ref Wil Conservator Spell Acces by Level

Level Bonus Save Save Save Special Abilities o 1st 2nd 3rd 4th sth 6th 7th 8th oth
1st +0 +0 +2 +2 Emotional Quotient 1, I[ron Will, Mystic Slip, Slip Trick x x — — — — — — — —
2nd +1 +0 +3 +3 Kinetic Rank 1 XX = = = = —
3rd +2 +1 +3 +3 Slip Trick X X - - - — — — — —
4th +3 +1 +4 +4 Kinetic Rank 2 XX X = = = = =
sth +3 +1 +4 +4 Emotional Quotient 2,Combat Casting, Slip Trick X X X @ —_— == = = = = —
6th +4 +2 +5 +5 Kinetic Rank 3 X X X o x = = — — —
7th 45 +2 +5 +5 Slip Trick X X X X - - — — — —
8th +6/+1 +2 +6 +6 Kinetic Rank 4 XXX g
oth +6/+1 +3 +6 +6 Emotional Quotient 3, Slip Trick X X X X X = = = — —
1oth  +7/+2 +3 +7 +7 Improved Iron Will, Kinetic Rank 5 X X X X X x - — — —
11th +8/+3 +3 +7 +7 Slip Trick X X X X X x - — — —
12th  +9/+4 +4 +8 +8 Kinetic Rank 6 X X X X X x x — — —
13th +9/+4 +4 +8 +8 Emotional Quotient 4, Slip Trick X X X X X X X — — —
14th  +10/+5 +4 +9 +9 Kinetic Rank 7 X X X X X x X x — —

15th +11/46/+1 45 +9 +9 Uncanny Concentration, Slip Trick
16th  +12/47/+2  +5 +10 +10 Kinetic Rank 8

17th  +12/+7/42 45 +10 +10  Emotional Quotient s, Slip Trick
18th  +13/+8/+3  +6 +11 +11 Kinetic Rank 9

19th  +14/+9/+4 +6 +11 411 Slip Trick

20th  +15/+10/45 +6 +12  +12  Kinetic Rank 10, Distorted Reality, Disruptive X X X X X X x x x x

CLASS ABILITIES

Emotional Quotient (Su): The Harbinger is able to pick up on subtle
signs, and even sense on a subconscious level, the emotional state
of other beings. Beginning at 1st level the Harbinger gains a +1
bonus to Bluff, Diplomacy, Intimidate, Perform, and Sense Motive.
This bonus increases by +1 for every four additional Harbinger lev-
els (sth, oth, 13th, and 17th levels) to a maximum of +5 at 17th level.

Mental Fortitude (Ex): Through mental training and discipline
the Harbinger gains the following bonus feats:

o 1st level —Iron Will

o 5th level—Combat Casting

o 10th level— Improved Iron Will

« 15th level— Uncanny Concentration

« 20th level —Disruptive (Harbinger counts as a 6th level
fighter for purposes of this feat)

Mystic Slip (Ex): A Harbinger can slip their mind’s eye into the
supernatural ether of the Void to channel and focus those ener-
gies in the form of spells. Starting at 1st level, a Harbinger can
slip for anumber of rounds per day equal to 4 + their Intelligence
modifier. At each Harbinger level after 1st, the Harbinger can
slip for 2 additional rounds. Temporary increases to Intelligence,
such as those gained from slipping and spells like fox’s cunning,
do not increase the total number of rounds that a Harbinger
can slip per day. Entering a slip is a free action. The total number
of rounds a Harbinger may slip per day is renewed after resting
for 8 hours, although these hours do not need to be consecutive.

While slipping, a Harbinger gains a +4 Insight bonus to
Intelligence and Charisma, as well as a +2 Insight bonus to
Will saves. In addition, they take a -2 penalty to Fortitude saves.

The Harbinger must Mystic Slip in order to cast spells,
except for oth level spells. The Harbinger can only cast spells
from their available spell lists, and of a level for which they
have attained access. Multiclass Harbingers may cast spells
from their other classes without slipping. The Harbinger
may perform any other action during this time without fur-
ther hindrance, including using their Metaphysics abilities.

A Harbinger can end a slip as a free action. After a slip
ends the Harbinger is sickened a number of rounds equal to 2
times the number of rounds spent slipping. A Harbinger can-
not slip again while sickened but can otherwise slip multiple
times during a single encounter or combat. If a Harbinger
falls unconscious, the slip immediately ends.

Spells with a casting time greater than 1 round do not require
the Harbinger to be slipping the entire time. After the round
in which the spell is initiated, the Harbinger may end the slip,
spending the remaining casting time sickened. If the spell is dis-
rupted or lost for any reason, the sickened condition remains until
the casting time would have completed or until the standard
duration of the sickened condition has passed, whichever is lon-
ger. Regardless, the sickened condition clears at the conclusion of
the casting time and further slips may be performed as normal.

A Harbinger who has entered a mystic slip takes on a glazed
look in their eyes and often appears to look through others as
if they are not present. When viewed by another Harbinger or
anyone with an active detect magic or similar spell, the slipping
Harbinger’s eyes are filled with swirling energy and ancient
symbols or mystic script appears in front of their forehead.

Spells: A Harbinger casts Divine/Cosmic Magic spells drawn

from the spell lists they select with Slip Tricks. Once per day,
the Harbinger must rest for eight hours to regarding their



daily complement of spells. They do not need to prepare
spells ahead of time. To know or cast a spell, a Harbinger
must have an unmodified Intelligence score equal to at least
10 + the spell level. Saving throw DC’s against a Harbinger’s
spell is 10 + the spell level + the Harbinger’s Intelligence
modifier. These spells are cast like any other spell.

Each day, the Harbinger may cast a number of spells per
level equal to two times their natural Intelligence modifier
(minimum of 1). They of course must have a sufficient Intel-
ligence to cast a spell of that level. Temporary increases to
Intelligence from magic items, those gained from slipping, or
from spells like fox’s cunning, do not increase the total number
of spells per level an individual may cast. Permanent increases
to Intelligence, such as from Wish, may increase this total.

Additionally, the Harbinger may only cast any specific
individual spell a number of times per day equal to their
normal Charisma modifier (minimum of 1). Temporary
increases to Charisma from magic items, those gained from
slipping, or from spells like eagle’s splendor, do not increase
the total number of times an individual spell may be cast.

If the Harbinger wishes to cast more spells than allowed
from either a given spell level or of a specific individual spell,
they may elect to do so at risk of great peril. Each casting
beyond either of these limits requires a roll directly on the
insanity chart as if they had failed an insanity check, adding
the spell level to the result of the roll and +1 for each casting
over the limit. If a single casting of a spell exceeds both the
spells per level and individual spell per day limit, two con-
secutive rolls would be required. Results from these insanity
chart rolls occur immediately after the current slip ends.

Increases to the spell’s level, like those from metamagic
feats, count as an additional casting per level increase of the
spell. If this pushes the Harbinger past their limit, then each
time they pass it they must roll on the Insanity chart as above.

All Harbingers gain access to the general spell list. More
spell lists may be added to the Harbingers known spells by
selecting a spell list slip trick. The spell list is then added to
the known spells of the Harbinger. Harbinger oth level spells
may be cast outside of a Mystic Slip. All spells 1st level and
higher require that the Harbinger be in a slip in order to cast.

General Spell List

oth—Bleed, Dancing Lights, Daze, Detect Magic, Ghost Sound,
Know Direction, Lullaby, Message, Mage Hand, Open/Close, Presti-
digitation, Read Magic, Resistance

1st—Floating Disk, Identify

2nd—Arcane Lock, Levitate

3rd—Arcane Sight

4th—Arcane Eye

sth—Telekinesis

6th—Legend Lore

7th—Arcane Sight Greater, Limited Wish

8th—Telekinetic Sphere

oth—Foresight, Wish

Slip Tricks: As a Harbinger gains levels, they learn to use their
slip in new ways. Starting at 1st level, a Harbinger selects a
slip trick. They gain another slip trick for every two levels of
Harbinger attained after 1st level. A Harbinger gains the ben-
efits of slip tricks only while slipping, unless otherwise stated,

and some of these powers require the Harbinger to take

action first. Unless otherwise noted, a Harbinger cannot

select an individual power more than once.
Slip Trick List: A Harbinger may take any of the following slip
tricks as long as they have a free slip trick slot and any of the

pre-requisites. Spell Lists may be selected and cost the Har-

binger a slip trick slot.

Energy Spell List

1st—Magic Missile, Magic Weapon, Shield
and—Flame Blade, Spectral Hand, Spiritual Weapon
3rd—Daylight, Magic Weapon Greater, Tiny Hut
4th—Enervation, Fire Shield, Resilient Sphere
sth—Interposing Hand, Wall of Force, Waves of Fatigue
6th—Antimagic Field, Eyebite, Forceful Hand, Repulsion
7th—Forcecage, Grasping Hand, Prismatic Spray, Waves of
Exhaustion

8th—Clenched Fist, Horrid Wilting, Prismatic Wall
oth—Crushing Hand, Energy Drain, Prismatic Sphere

Enhance Spell List

1st—Endure Elements, Enlarge Person, Jump, Reduce Person,
True Strike

and—Bear’s Endurance, Bull'’s Strength, Cat’s Grace, Darkvision,
Eagle’s Splendor, Fox’s Cunning, Owl’s Wisdom

3rd—Aid, Gaseous Form, Good Hope, Haste, Heroism, Rage
4th—Enlarge Person Mass, Reduce Person Mass, Stoneskin
sth—Divine Power, Heroism Greater, Polymorph

6th—Bear’s Endurance Mass, Bull'’s Strength Mass, Cat’s Grace
Mass, Eagle’s Splendor Mass, Fox’s Cunning Mass, Owl’s Wisdom
Mass, Transformation

7th—Polymorph Greater, Statue

8th—Iron Body, Polymorph Any Object

oth—Shapechange

Heal Spell List

1st—Cure Light Wounds

2nd—Cure Moderate Wounds, Remove Fear, Status
3rd— Cure Serious Wounds, Remove Paralysis
4th—Cure Critical Wounds, Remove Blindness/Deafness
sth—Remove Curse, Remove Disease

6th—Breath of Life, Cure Light Wounds Mass
7th—Cure Moderate Wounds Mass

8th—Cure Serious Wounds Mass

oth—Cure Critical Wounds Mass

Hurt Spell List

1st—Disrupt Undead, Inflict Light Wounds, Magic Missile
and—Inflict Moderate Wounds, Shatter, Spiritual Weapon
3rd—Bestow Curse, Crushing Despair, Inflict Serious Wounds
4th—Inflict Critical Wounds, Phantasmal Killer, Shadow Conju-
ration, Shout

sth—Baleful Polymorph, Feeblemind, Nightmare, Shadow Evocation
6th—Blade Barrier, Flesh to Stone, Inflict Light Wounds Mass,
Stone to Flesh

7th—Inflict Moderate Wounds Mass, Mage’s Sword, Shadow
Conjuration Greater

8th—Inflict Serious Wounds Mass, Shout Greater, Shadow Evoca-
tion Greater

oth—Implosion, Inflict Critical Wounds Mass, Shades, Weird
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Mislead Spell List

1st—Disguise Self, Hide from Undead, Hypnotism, Magic Aura,
Silent Image, Ventriloquism

and—Alter Self, Darkness, Enthrall, Hypnotic Pattern, Invisibility,
Minor Image, Mirror Image, Misdirection, Silence

3rd—Deeper Darkness, Glibness, lllusory Script, Invisibility Sphere,
Major Image, Sculpt Sound

4th—Hallucinatory Terrain, lllusory Wall, Invisibility Greater,
Modify Memory, Rainbow Pattern, Zone of Silence

sth—False Vision, Mind Fog, Mirage Arcana, Persistent Image,
Seeming

6th—Mislead, Permanent Image, Programmed Image, Veil
7th—Invisibility Mass, Project Image

8th—Scintillating Pattern, Sympathy

gth—Imprisonment

Move Spell List

1st—Animate Rope, Expeditious Retreat, Feather Fall
and—Blur, Gust of Wind, Rope Trick, Spider Climb
3rd—Blink, Displacement, Fly, Helping Hand
4th—Air Walk, Dimension Door

sth—Overland Flight, Passwall, Secret Chest
6th—Animate Objects, Forbiddance

7th—Ethereal Jaunt, Instant Summons, Mage’s Magnificent Man-
sion, Phase Door, Reverse Gravity

8th—Maze, Temporal Stasis, Trap the Soul
oth—Astral Projection, Etherealness, Time Stop

Planar Spell List

1st—Confusion Lesser, Doom, Protection, Unseen Servant
and—Augury, Death Knell, Obscure Object, Touch of Idiocy
3rd—Contagion, Magic Circle, Tongues

4th—Black Tentacles, Confusion, Dimensional Anchor, Divina-
tion, Planar Ally Lesser

sth—Commune, Contact Other Plane, Planar Binding Lesser
6th—Circle of Death, Form of the Dragon I, Planar Ally, Planar
Binding, Plane Shift

7th—Finger of Death, Form of the Dragon 11, Insanity
8th—Dimensional Lock, Form of the Dragon 111, Planar Ally
Greater, Planar Binding Greater

oth—Gate, Wail of the Banshee

Protect Spell List

1st—Hold Portal, Mage Armor, Sanctuary

and—False Life, Phantom Trap, Protection from Arrows, Resist
Energy

3rd—Explosive Runes, Gentle Repose, Protection from Energy
4th—Freedom of Movement, Globe of Invulnerability Lesser,
Nondetection

sth—Death Ward, Mage’s Faithful Hound, Mage’s Private Sanc-
tum, Spell Immunity, Symbol of Pain

6th— Contingency, Globe of Invulnerability, Guards and Wards,
Spell Resistance, Symbol of Fear

7th—Sequester, Spell Turning, Symbol of Weakness
8th—Antipathy, Mind Blank, Protection from Spells, Screen,
Symbol of Insanity

oth—Spell Immunity Greater

Reveal Spell List

1st—Comprehend Languages, Detect Secret Doors, Detect Snares & Pits

and—Detect Thoughts, Find Traps, Knock, Locate Object, See
Invisible, Whispering Wind, Zone of Truth
3rd—Clairaudience/Clairvoyance, Discern Lies, Dispel Magic
4th—Detect Scrying, Break Enchantment, Locate Creature,
Scrying, Sending

sth—Dispel Otherworldly, Dream, Telepathic Bond
6th—Analyze Dweomer, Dispel Magic Greater, Find the Path,
True Seeing

7th—Scrying Greater, Vision

8th—Discern location, Moment of Prescience

oth—Freedom, Mage’s Disjunction

Tell Spell List

1st—Cause Fear, Charm Person, Command, Sleep, Hideous
Laughter

2nd—Calm Emotions, Command Undead, Daze Monster, Hold
Person, Magic Mouth, Scare

3rd—Charm Monster, Crushing Despair, Deep Slumber, Halt
Undead, Suggestion

4th—Dismissal, Fear, Geas Lesser

sth—Command Greater, Dominate Person, Hold Monster, Magic
Jar, Song of Discord

6th—Banishment, Geas/Quest, Suggestion Mass

7th—Charm Monster Mass, Control Undead, Hold Person Mass,
Power Word Blind

8th—Binding, Demand, Irresistible Dance, Power Word Stun
oth—Dominate Monster, Hold Monster Mass, Power Word Kill

Chakra Healing (Su): As a standard action, the Harbinger
heals 1d8 points of damage + their Constitution modifier.
For every four Harbinger levels the Harbinger has attained
above 4th, this amount of damage healed increases by 1d8, to
a maximum of 5d8 at 20th level. This trick can only be used
once per day and only when slipping.

Pre-requisite: A Harbinger must be at least 4th level and
have the Heal Spell List slip trick before selecting this power.

Clear Mind (Su): A Harbinger may reroll a failed Will save. This
power is used as an immediate action after the first save is
attempted, but before the results are revealed by the GM. The
Harbinger must take the second result, even if it is worse. This
trick can only be used once per slip. If the Harbinger is not slip-
ping, they may immediately do so when activating this ability.

Pre-requisite: A Harbinger must be at least 8th level before
selecting this trick.

Distorted Presence (Su): The Harbinger gains a +1 Dodge
bonus to their AC against ranged attacks for a number of
rounds equal to the Harbinger’s current Charisma modifier
(minimum 1). This bonus increases by +1I for every 6 Harbin-
ger levels the Harbinger has attained. Activating this ability
is a move action that does not provoke an attack of opportu-
nity. This trick can only be used once per slip.

Fearless Slip (Su): While slipping, the Harbinger is immune to
the shaken and frightened conditions.

Pre-requisite: A Harbinger must be at least 12th level
before selecting this trick.

Guru (Su): As a free action, for any skill check for which the
Harbinger is trained they may roll twice and take the better
result. This trick can only be used once per slip.

Hunter’s Eyes (Su): The Harbingers gains low-light vision
while slipping.



Insightful Stance (Su): The Harbinger gains a +1 Dodge bonus to
their Armor Class against melee attacks for a number of
rounds equal to the Harbinger’s current Intelligence mod-
ifier (minimum 1). This bonus increases by +1 for every 6
Harbinger levels the Harbinger has attained. Activating this
ability is a move action that does not provoke an attack of
opportunity. This trick can only be used once per slip.

Intimidating Glare (Su): The Harbinger can make an Intimi-
date check against one adjacent foe as a move action. If the
Harbinger successfully demoralizes her opponent, the foe
is shaken for 1d4 rounds + 1 round for every 5 points by which
the Harbinger»s check exceeds the DC.

Kinetic Attack Focus (Su): A Harbinger selecting this slip trick
increases the Kinetic Attack ability. The Strike/Crush gains an
additional 1d6 damage. The Push functionality gains an addi-
tional 10 ft. distance. Note that no combination of slip tricks
or feats may push the total damage beyond 15d6 or distance
beyond 150 ft. The noted increases only apply when using
Kinetic Attack while slipping. This does not change Kinetic
Attack to a (Su) ability.

Note: This ability may be selected three times.
Pre-requisite: Kinetic Level 1

Kinetic Attack Specialist (Su): A Harbinger selecting the Kinetic
Attack Specialist increases the Kinetic Attack ability. The Strike/
Crush gains an additional 2d6 damage while the Push function-
ality gains an additional 20 ft. distance. The Kinetic Attack range
increases by 30 ft. and the save DC increases by +2. Note that
no combination of slip tricks or feats may push the total damage
beyond 15d6. This does not change Kinetic Attack to a (Su) ability.

Pre-requisite: Kinetic Boost Focus slip trick, Kinetic Rank 3

Kinetic Boost Focus (Su): A Harbinger selecting this slip trick
increases the Kinetic Boost abilities. The Lift functionality
gains an additional 100lbs. while the Move functionality
gains an additional 10 ft. to the speed. The noted increases
only apply when using Kinetic Boost while slipping. This
does not change Kinetic Boost to a (Su) ability.

Note: This ability may be selected three times.
Pre-requisite: Kinetic Level 1

Kinetic Boost Specialist (Su): A Harbinger selecting the Kinetic
Boost Specialist increases the Kinetic Boost abilities. The Lift
functionality gains an additional 200lbs. while the Move
functionality gains an additional 30 ft. to the speed and
increases the fly maneuverability by one step. The range for
Kinetic Boost increases by 30 ft. and the save DC increases
by +2. Rounds spent slipping do not count against the time
of the Kinetic Boost in use/used. This slip trick only func-
tions when using Kinetic Boost while slipping. This does not
change Kinetic Boost to a (Su) ability.

Pre-requisite: Kinetic Boost Focus slip trick, Kinetic Rank 3

Kinetic Defense Focus (Su): A Harbinger selecting this slip trick
increases the effectiveness of the Kinetic Defense. The Self
functionality gains one more point of DR/magic and reduces
any Kinetic Attack (strike/crush) by an additional 1d6 and
Kinetic Attack (push) by an additional 10’ The Area function-
ality gains one additional selection for resistance and one
additional designated creature. The noted increases only
apply when using Kinetic Defense while slipping. This does
not change Kinetic Defense to a (Su) ability.

Note: This ability may be selected three times.
Pre-requisite: Kinetic Rank 1

Kinetic Defense Specialist (Su): A Harbinger selecting the Kinetic. ~

Defense Specialist increases the effectiveness of the Kinetic
Defense. The Self functionality gains two more points of DR/
magic or one point of DR/- and reduces any Kinetic Attack
(strike/crush) by an additional 2d6 and Kinetic Attack (push)
by an additional 20’ The Area functionality gains two addi-
tional selection for resistance, two additional designated crea-
tures, and increases the area by 5 ft. Rounds spent slipping do
not count against the time of the Kinetic Defense in use/used.
This slip trick only functions when using Kinetic Boost while
slipping. This does not change Kinetic Boost to a (Su) ability.
Pre-requisite: Kinetic Boost Focus slip trick, Kinetic Rank 3

Kinetic Descent (Su): This trick is involuntarily activated as
a free action when the Harbinger falls more than five feet.
If the Harbinger is not slipping at the time of the fall, they
immediately enter a slip and activate this ability. The Har-
binger acts as if affected by feather fall for the first 20 feet of a
fall. After the first 20 feet the Harbinger fall as normal.

Kinetic Fortification (Su): Your body holds more Supernatural
energy than ever before. You gain immunity to critical hits,
sneak attacks, fast healing 1 and damage reduction 5/-. This
trick is only active while slipping.

Pre-requisite: Kinetic Resistance slip trick. Able to cast gth
level spells from the Harbinger spell list.

Kinetic Resistance (Su): Your body begins to hold an overflow of
Supernatural energy. You gain a +4 bonus to AC against any
attempt to confirm a critical hit or against sneak attacks, and
you gain fast healing 1. This trick is only active while slipping.

Pre-requisite: Must be able to cast 6th level spells from the
Harbinger spell list.

Kinetic Stand (Su): As a free action the Harbinger can stand up
from a prone position once per round. This still provokes
attacks of opportunity as normal. This trick is only usable
while slipping.

Kinetic Step (Su): The Harbinger gains a 5' Enhancement bonus
to their speed. This increase is always active while the Har-
binger is slipping. A Harbinger can select this slip trick up to
three times. Its effects stack.

Metamagic Adept (Su): Once per day you may apply any one
metamagic feat you know to a spell you selected with Spell
Specialist slip trick without that spell costing additional cast-
ings. This trick is only active while slipping. This ability may
be selected a maximum of three times. Each time a different
Spell Specialist spell must be selected.

Pre-requisite: Spell Specialist slip trick in the spell selected.
Able to cast 3rd level spells from the Harbinger spell list.

Mystic Accuracy (Su): The Harbinger gains a +1 Morale bonus on
one attack roll. This bonus increases by +I for every 4 Har-
binger levels the Harbinger has attained. This power is used
as a swift action before the roll to hit is made. This trick can
only be used once per slip.

Mpystic Insight (Su): The Harbinger may slip even if sickened.
During the slip and only after using this ability, the Harbin-
ger is immune to the sickened condition. Once this slip ends,
in addition to being sickened as normal when the slip ends
the Harbinger is also nauseated for 10 minutes per round
they spent slipping.

Mystic Intuition (Su): For one round the Harbinger gains a +3
Insight bonus on any Intelligence, Wisdom, or Charisma skill
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checks. This trick is an immediate action that may be used
a number of times per day equal to their Wisdom modifier.

Mystic Link (Su): As a free action, the Harbinger can grant allies
within 30 feet that can hear them the benefit of their mystic
intuition. The Harbinger must use their mystic intuition in
conjunction with this trick. The Harbinger can grant this
benefit to a number of allies equal to their Wisdom modifier.

Pre-requisite: Mystic Intuition.

Mystic Strength (Su): The Harbinger adds their Harbinger
level on one Strength check or combat maneuver check,
or to their Combat Maneuver Defense when an opponent
attempts a maneuver against them. This power is used as an
immediate action and can only be used once per slip.

Mystic Understanding (Su): The Harbinger gains a +2 Morale
bonus on saving throws made to resist spells, supernatural
abilities, and spell-like abilities. This bonus increases by +1
for every 4 Harbinger levels attained. While slipping, the
Harbinger cannot be a willing target of any spell and must
make saving throws to resist all spells, even those cast by
allies. This trick is only active when slipping.

Night Vision (Su): The Harbinger’s senses grow incredibly sharp
while slipping that they gain darkvision 60 feet. This trick is
only active when slipping.

Pre-requisite: A Harbinger must have hunter’s eyes as a slip
trick or a racial trait to select this slip trick.

Otherworldly Resistance (Su): The Harbinger gains spell resis-
tance against Otherworldly magic equal to their Harbinger
level + 10. This trick is only active while slipping.

Pre-requisite: Base Will Save +9

Powerful Blow (Su): The Harbinger gains a +1 bonus on any
single damage roll. This bonus increases by +1 for every 4
Harbinger levels the Harbinger has attained. This power is
used as a swift action before the roll to hit is made. This trick
can only be used once per slip.

Quick Kinetic Boost (Su): A Harbinger selecting the Quick Kinetic
Boost may perform the Lift ability as a move action and the
Move ability as a swift action. This slip trick may only be used
while slipping.

Pre-requisite: Kinetic Boost Focus slip trick (at least once),
Kinetic Boost Specialist slip trick, Kinetic Rank 4

Quick Kinetic Defense (Su): A Harbinger selecting the Quick
Kinetic Defense may perform the Self and Area abilities as
swift actions. This slip trick may only be used while slipping.

Pre-requisite: Kinetic Defense Focus slip trick (at least once),
Kinetic Defense Specialist slip trick, Kinetic Rank 4

Quick Kinetic Push (Su): A Harbinger selecting the Quick Kinetic
Push may perform the Push ability as a move action. This slip
trick may only be used while slipping.

Pre-requisite: Kinetic Attack Focus slip trick (at least once),
Kinetic Attack Specialist slip trick, Kinetic Rank 4

Quick Reflexes (Su): While slipping, the Harbinger can make one
additional attack of opportunity per round.

Spell Specialist (Su): Select one spell from your Harbinger spell
list. This spell must be one level below the maximum spell
level you may cast. This spell may be cast outside of a Mys-
tic Slip. Casting this spell still counts against the maximum
number of safe castings per day. This ability may be selected
a maximum of three times. This slip trick does not make the
spell a (Su) ability and does not require the Harbinger to slip.
The Harbinger may select spells requiring a divine focus for

this slip trick. Using spell specialist with these spells causes
their mind’s eye to appear.

Slip Fortitude (Su): The Harbinger is immune to the sickened
and nauseated conditions while slipping. This does not pre-
vent these conditions once a slip ends.

Pre-requisite: A Harbinger must be at least 8th level before
selecting this trick.

Slipping Death’s Grasp (Su): This trick is involuntarily activated
as a free action when the Harbinger is brought to below o hit
points. The ability activates whether or not the Harbinger
is slipping and even if sickened. The Harbinger enters a slip
and gains temporary hit points equal to the Harbinger’s level.
These temporary hit points last as long as the Harbinger
remains slipping or takes additional damage applied toward
these temporary hit points. If the Harbinger’s hit points
drop below o due to the loss of these temporary hit points or
the slip stops for any reason, the Harbinger falls unconscious
and is dying as normal but may not roll to stabilize. This trick
can only be used once per day and only if the Harbinger has
slip rounds remaining.

Spatial Intelligence (Su): Until the start of the Harbinger’s next
turn, ranged attacks they perform do not provoke attacks of
opportunity. This trick can only be used once per slip and is
a swift action.

THOUGHT DISCIPLINE

Kinetic (Ex): A Harbinger examines the nature of reality and the
relationships between mind and matter, substance and attri-
bute, fact and value. This philosophy and their devotion to
knowledge help them unlock hidden talents inherent within.
They learn that through force of will and focusing their mind
they can exert that will upon the world around them.

Starting at 2nd level the Harbinger gains kinetic abilities
that they can use daily. Harbingers start at Kinetic Rank 1,
increasing this rank every two Harbinger levels past 2nd
level, to a max rank of 10 at level 20. The number of times
a Harbinger can use their metaphysics per day is equal to
their Kinetic Rank + their intelligence modifier. The Har-
binger gains access to: Kinetic Boost, Kinetic Attack, and
Kinetic Defense.

Kinetic Boost (Ex): The Harbinger can use their mind to
lift and move objects. Kinetic Boost has a range of 60’ + 15’
each Kinetic Rank, to a max range of 210 ft. Kinetic Boost has
two effects, both of which use the same use of Kinetic Boost.
Duration is two rounds for every Kinetic Rank.

Kinetic Boost functions only while the Harbinger is con-
scious, not if they are unconscious or dead. Lift is initiated as
a standard action while Move is activated as a move action.

o Lift: The Harbinger can lift 100 Ibs. per Kinetic Rank a few
inches off the ground. The Harbinger can target an unwill-
ing target, but unwilling targets get a saving throw (Will
save, DC 10 + the Harbinger Kinetic Rank + the Harbinger’s
Intelligence modifier). The Harbinger cannot move the
recipient in any direction, but the recipient could clamber
along the face of a cliff, for example, or push against a ceil-
ing to move laterally (generally at half its base land speed).

Alifted creature gains -2 to their AC, Reflex saves and to
all attack rolls. The lifted creature can still do its normal



actions, even move if it has the means to do so without
aland speed.

Using lift is a standard action to initiate but once started
it is a free action to maintain, with no need for a concentra-
tion check while in use. The Harbinger can cancel the lift as
a swift action.

Move: Once a target is lifted the Harbinger can move the
target of the lift in any direction. Unwilling targets get a
saving throw (Will save, DC 10 + the Kinetic Rank + the
Harbinger’s Intelligence modifier) before the start of the
movement each round move is used. The Harbinger can
mentally direct the recipient to move as if they had 20 ft.
Fly (poor). Starting at Kinetic Rank 2 and every rank after
the movement speed increases by 10ft.

The target is still affected by the lift, and since this
movement is a fluid motion the target generally doesn’t
take damage (like Kinetic Attack: push), although moving
out of the range of lift also cancels the effect too. Using
Move is a move action.

Kinetic Attack (Ex): The Harbinger can use their mind

to create a physical force to attack objects and creatures.

Kinetic attack can be used in two different ways: strike/crush
or push. Kinetic Attack has a range of 60’ + 15’ each Kinetic
Rank, to a max range of 210 ft.

Using Strike/Crush or Push is a standard action.

Strike/Crush: This attack hits the target with a focused
mental force striking or crushing the target. This is consid-
ered force damage. The Harbinger makes a ranged touch
attack against the target using their Int modifier instead of
their Dex. This attack threatens a critical hit on a natural
roll of 20 and deal double damage on a successful critical
hit. The attack deals 1D6 points of damage for every Kinetic
Rank, to a max of 10d6 at Kinetic Rank 10. The target gets a
Reflex save for half damage (Reflex save, DC 10 + the Kinetic
Rank + the Harbinger’s Intelligence modifier).

Starting at Kinetic Rank 2 the Harbinger can spread this
attack over an area, affecting every creature inside of the
area. The Harbinger must choose to do this and what area
effect they are going to use before seeing exactly what is
hit by the attack. The Harbinger uses one attack roll for all
the targets within the area as above, but this attack cannot
cause a critical hit. For every creature affected beyond the
first the DC save for the attack is reduced by 1, as the Har-
binger must spread their focus over a larger area than just
one target. The Harbinger gains a 5 ft. burst at Kinetic Rank
2, a 30 ft. line at Kinetic Rank 4, a 15 ft. cone at Kinetic Rank
6, a 45 ft. line at Kinetic Rank 8, and a 10 burst at Kinetic
Rank 1o. The Harbinger can use any area of effect that they
have gained access.

Push: This attack creates an invisible force that pushes

the first moveable object it encounters away from the
Harbinger with great force. The Harbinger makes a ranged
touch attack against the target using their Int modifier
instead of their Dex and unleashes the mental force directly
away from them. From the starting square the force pushes
the target 10 ft. directly away from the Harbinger for

every Kinetic Rank, to a max of 100 ft. at Kinetic Rank 10
(Reflex save, DC 10 + the Kinetic Rank + the Harbinger’s

Intelligence modifier for half effect). For every size category:

the target is above medium reduce the distance pushed
by 10 ft. (Large -10 ft., huge -20 ft., gar -30 ft., and colos-
sal -40 ft.).

For every 10 ft. the target cannot move, due to terrain or
other obstacles, the target takes 1d6 points of damage. If the
target runs into a creature then the two split the damage
from the amount of travel left for the target to travel and
each must make a Reflex save (as above) or be knocked
prone where they collided.

Kinetic Defense (Ex): The Harbinger can use their mind to
create a barrier of force to lessen damage taken. The Harbin-
ger can use Kinetic defense on themselves or on designated
creatures within a certain range. Duration is two rounds for
every Kinetic Rank.

Kinetic Defense functions only while the Harbinger is
conscious, not if they are unconscious or dead. Using Self or
Area is a move action.

o Self: The Harbinger gains Damage Reduction®/magic

equal to the Kinetic Rank. Alternatively, the Harbinger can
choose to gain Damage Reduction*/-, but at only half their
Kinetic Rank, rounded down.

In addition, the Harbinger also reduces any strike/crush
kinetic attack used against them by one dice for each
Kinetic Rank. So, at Kinetic Rank 3 the Harbinger would
gain DR 3/magic, or DR/- 1 and reduce strike/crush attacks
used against them by three dice for 6 rounds.

o Area: The Harbinger creates a protective shield of mental

energy that grants designated creatures within a specific
radius protection—centered on the Harbinger—from some
types of attacks. The radius of protection moves with the
Harbinger and creatures must be within the area of effect
to remain protected. The Harbinger decides whom to
protected when they use this ability, affecting themselves
and one creature per Kinetic Rank.

The area of protection is 5’ radius for every Kinetic Rank.
For every Kinetic Rank, the Harbinger may select one
resistance type to provide from the following list: kinetic
attack, acid, ballistic, cold, electricity, fire, force, and sonic.

The protection provides resistance 2 for the type selected
each time it is selected, with a max resistance of 10.

Example: At Kinetic Rank 4, the Harbinger could select fire and
cold resistance twice each granting a resistance of 4 to themselves
and up to four others in a 2o ft. radius.

Distorted Reality (Su): At 20th level the Harbinger’s connec-
tion to the Void becomes so strong they are able to distort
their own reality. A Harbinger with a Humanoid type
becomes an Outsider but maintains their subtype. While
slipping, the Harbinger may use a move action to become
incorporeal, gaining the incorporeal subtype and all benefits
and restrictions of being incorporeal. The Harbinger’s Fly
speed is equal to its land speed with a perfect maneuver-
ability. Spells cast while incorporeal that deal damage only
deal half damage to corporeal creatures. The Harbinger may
become corporeal again as a move action or by ending the
slip. If the Harbinger becomes corporeal within an object or
creature, the Harbinger emerges in the next available space.
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The Hound is an educated and disciplined warrior with wilder-
ness self-reliance knowledge and combat skills handed down
from generations of survivalists and military tacticians alike.
This training may have come from a mentor, their prepper
family, regimented study, or involvement in a well-organized
Colony or combat unit. However that foundation was acquired,
the Hound continues to build on those tactics and strategies as
they progress in experience.

CREATING A HOUND

When building your Hound, consider the path that you want
your character to be on. Is she an urban survivalist, guiding
travelers around dangerous areas chock full of Risen? Is she
a tracker, specializing in following trails that no one else can
find? How did she acquire her skills? Was there another Hound
in her Colony when she was growing up to learn from? Was her
family a group of doomsday preppers that passed the knowl-
edge down from the time of the Rise? Whether they’re a master
of cityscape or countryside, every Hound shares a desire to be
the quintessential expert of survival in the field.

CLASS FEATURES

Hit Die: dio

Starting Resources: 13

Weapon and Armor Proficiency:

A Hound is proficient with all simple and martial weapons,
and simple and martial firearms. They are proficient with light
armor, medium armor and shields (except tower shields).

CLASS SKILLS

Climb (Str)

Craft (Int)

Demolitions (Int)

Drive (Dex)

Handle Animal (Cha)

Heal (Wis)

Intimidate (Cha)

Knowledge (Speleology) (Int)
Knowledge (Geography) (Int)
Knowledge (tactics) (Int)
Perception (Wis)

Profession (Wis)

Ride (Dex)

Stealth (Dex)

Survival (Wis)

Swim (Str)

Skill Ranks per Level: 6 + Int modifier.
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Level Base Attack Bonus Fort Save Ref Save Will Save Special Abilities

1st +1 +2 +2 +0 Strong Senses, Track, Unarmed Training
2nd +2 +3 +3 +0 Endurance

3rd +3 +3 +3 +1 Favored Terrain

4th +4 +4 +4 +1 Terrain Tactician, Uncanny Dodge

sth +5 +4 +4 +1 Strong Senses, Violence of Action

6th +6/+1 +5 +5 +2 Catch Off-Guard, Patient Precision

7th +7/+2 +5 +5 +2 Diehard

8th +8/+3 +6 +6 +2 Favored Terrain, Swift Tracker

oth +9/+4 +6 +6 +3 Strong Senses, Throw Anything

10th  +10/+5 +7 +7 +3 Improved Uncanny Dodge, Violence of Action
1th  +11/46/+1 +7 +7 +3 Toughness

12th +12/+7/+2 +8 +8 +4 Camouflage, Patient Precision

13th +13/+8/+43 +8 +8 +4 Favored Terrain, Strong Senses

14th  +14/49/+4 +9 +9 +4 Evasion

15th +15/410/+5 +9 +9 +5 Inspirational Tactics, Violence of Action
16th  +16/+11/+6/+1 +10 +10 +5 Improvised Weapon Mastery

17th  +17/+12/+7/+2 +10 +10 +5 Hide in Plain Sight, Strong Senses

18th  +18/+13/+8/+3 +11 +11 +6 Favored Terrain, Patient Precision

19th  +19/+14/+9/+4 +11 +11 +6 Improved Evasion

20th  +20/+15/+10/+5 +12 +12 +6 Tactical Awareness

CLASS ABILITIES

Honed Senses (Su): At 1st level, a Hound’s training in variable
amounts of light has honed their senses granting them low-
light vision. If they already have low-light vision, then they
instead gain +1 bonus to Perception checks. Starting at 5th
level and at every five levels after sth they gain +1 bonus
to Perception to a maximum of +4 at 2oth level, +5 if they
started with lowlight vision.

Track (Ex): A Hound gains the ability to track at 1st level. The
Hound adds half their level (minimum 1) to Survival checks
made to follow tracks.

Unarmed Training (Ex): Hounds train to be prepared for any
contingency, even being without a weapon. Because of this a
Hound starts off with the Martial Arts feat.

Endurance (Ex): At 2nd level the Hound gains the bonus feat
of Endurance.

Favored Terrain (Ex): At 3rd level, a Hound may select a type
of terrain from the Favored Terrains table. The Hound gains
a +2 bonus on Initiative checks and Knowledge (Geogra-
phy), Perception, Stealth, and Survival skill checks when they
are in this terrain. A Hound traveling through their favored
terrain normally leaves no trail and cannot be tracked
(though they may leave a trail if they so choose).

At 8th level and every five levels thereafter, the Hound
may select an additional favored terrain. In addition, at each
such interval, the skill bonus and Initiative bonus in any one
favored terrain (including the one just selected, if so desired),
increases by +2.

If a specific terrain falls into more than one category of
favored terrain, the Hound’s bonuses do not stack; the
Hound simply uses whichever bonus is higher.

Favored Terrains

o Cold (ice, glaciers, snow, tundra)
e Darklands

o Desert (sand, badlands, wastelands)
o Forest (coniferous and deciduous)
o Jungle

e Mountain (hills too)

o Plains

o Swamp

» Underground (caves, natural)

» Urban (buildings, streets, sewers)
o Water (above and below)

Terrain Tactician (Ex): At 4th level, a Hound becomes a formi-
dable tactician in their favored terrain(s). When in a favored
terrain, the Hound grants all allies within line of sight and
whom they can communicate with a bonus equal to half
the amount a Hound gets in their favored terrain to skills
and Initiative.

In addition, the Hound gains a bonus to Acrobatics, Climb,
and Swim checks in any of their favored terrains equal to
half the normal bonus.

Uncanny Dodge (Ex): At 4th level, a Hound gains the ability of
Uncanny Dodge. They cannot be caught flat-footed, nor do
they lose their Dexterity bonus to AC if the attacker is invis-
ible. They still lose their Dexterity bonus to AC if immobi-
lized. A Hound with this ability can still lose their Dexter-
ity bonus to AC if an opponent successfully uses the feint
action against them.

If a Hound already has Uncanny Dodge from a different
class, they automatically gain Improved Uncanny Dodge (see
below) instead.



Violence of Action (Su): At 5th level the Hound has learned to
move quickly and with exceptional aggression when wield-
ing a ranged weapon in melee combat. The sheer force of
their momentum keeps opponents off guard and on their
heels. As long as the Hound moves at least 5 ft. (not includ-
ing taking a 5’ step), maintains one hand free, and is profi-
cient in the wielded weapon, they may use a ranged weapon
while threatened without provoking an attack of opportu-
nity. This works with light firearms, one-handed firearms,
thrown light weapons, and thrown one-handed weapons.

At 10th level this ability no longer requires a free hand and
also extends to two-handed firearms, two-handed thrown
weapons and all other ranged weapons. At 15th level the
movement requirement may be a 5’ step.

Catch Off-Guard (Ex): At 6th level the Hound gains the bonus
feat Catch Off-Guard.

Patient Precision (Su): At 6th level the Hound has learned
through intense breathing exercises and exhaustive practice
to make extremely accurate and deadly attacks at range. A
Hound can take a full round action to aim at a target that is
more than 30 ft. away and make a single ranged attack at their
highest attack bonus as a precision attack. The Hound adds
1 point of damage per Hound class level on any successful
hit using patient precision. This extra damage caused by this
attack is considered precision damage. Only targets that may
be affected by critical hits are susceptible to patient precision.

At 12th level the Hound has become particularly accurate
in striking critical locations. A patient precision attack causes
the target of the attack to take 4 points of bleed damage. This
bleed damage increases by 1 at 16th level and 20th level.

At 18th level the Hound may use patient precision as a
standard action but any move action in the round must take
place after making the patient precision attack.

Diehard (Ex): At 7th level the Hound gains the bonus
feat of Diehard.

Swift Tracker (Ex): At 8th level, a Hound gains the ability of
Swift Tracker. The Hound may move at normal speed while
using Survival to follow tracks without taking the normal -5
penalty. They take only a -10 penalty (instead of the normal

-20) when moving at up to twice normal speed while tracking.

Throw Anything (Ex): At 9th level the Hound gains the bonus
feat Throw Anything.

Improved Uncanny Dodge (Ex): At 1oth level the Hound
gains Improved Uncanny Dodge. The Hound can no longer
be flanked. This defense denies an attacker from gaining
a sneak attack on the Hound by flanking them, unless the
attacker is at least four levels higher in their class with sneak
attack than the Hound in class levels.

If a character already has Uncanny Dodge (see above) from
another class, the levels from the classes that grant Uncanny
Dodge stack to determine the minimum level required to
flank the character.

Toughness (Ex): At 1rth level the Hound gains the bonus
feat Toughness.

Camouflage (Su): At 12th level the Hound gains the ability of
Camouflage. The Hound can use the Stealth skill to hide in
any of their favored terrains, even if the terrain doesn’t grant
cover or concealment.

Evasion (Ex): At 14th level the Hound gains the ability of
evasion. If the Hound makes a successful Reflex saving

throw against an attack that normally deals half damage

a successful save, they instead take no damage. Evasion can
be used only if the Hound is wearing no armor, light armor,
or medium armor. A helpless Hound does not gain the ben-
efit of evasion.

Inspirational Tactics (Ex): At 15th level, a Hound can survey a
battle and improve the conditions drastically for themselves
and their allies. As a standard action the Hound can make a
Knowledge (tactics) check (DC 10 + CR of encounter) while
in their favored terrain. If they succeed, they grant allies
influenced by Terrain Tactician an additional +1 to AC or
attack bonuses gained from battlefield position (flanking,
cover, higher ground, etc.). The Hound gains a +2 to such
bonuses while in their favored terrain.

Improvised Weapon Mastery (Ex): At 16th level the Hound
gains the bonus feat Improvised Weapon Mastery.

Hide in Plain Sight (Su): At 17th level the Hound gains the abil-
ity of Hide in Plain Sight. While in any of their favored terrains,
a Hound can use the Stealth skill even while being observed.

Improved Evasion (Ex): At 19th level a Hound gains the ability
of Improved Evasion. This ability works like evasion, except
that while the Hound still takes no damage on a success-
ful Reflex saving throw against attacks, they now only half
damage on a failed save. A helpless Hound does not gain the
benefit of Improved Evasion.

Tactical Awareness (Su): At 20th level, the Hound can use
Inspirational Tactics as a swift action. Also, whenever the
Hound is in one of their favored terrains, they may use the
delay ability or a ready action without changing their actual
Initiative count, they simply act on another Initiative for
that round and reset back to their original Initiative the next
round. If they carry the ready action or delayed ability to a
new round and us it before their normal round their Initia-
tive does change to the new higher Initiative count and they
still lose their regular action for that round. Additionally, any
allies of the Hound that are gaining the benefit of Terrain
Tactician may also use a ready action without changing their
actual Initiative count with the same restrictions as the
Hound has above.
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Jackals are the ultimate scroungers. Not only are they able to
quickly and quietly move in and out of locations, but they have a
keen understanding of where resources can be discovered. Com-
bustible, Consumable, and Mechanical resources are not just
post-Risen currency, they are the lifeblood of maintaining and
improving living conditions; and nobody sniffs out resources
like the Jackal. The Jackal selects from two career paths: Finders
and Keepers. Finders aspire to be adventuring archaeologists,
while Keepers embrace the Supernatural to conceal and disguise
important items and places.

CREATING A JACKAL

When formulating the background and personality of your
Jackal, make sure to keep in mind their motivations. Is your
Jackal a scavenger, looking for any scrap of gear or equipment
that could be useful? Is your Jackal perhaps a “Robin Hood”
type, stealing from those with plenty and giving to those with-
out? Or are they selfish and keep resources for themselves? Is
your Jackal motivated by the prosperity of their colony? Re-
gardless of what drives an individual Jackal, they all share the
unique ability of sniffing out gear and resources no one else
can, making them extremely valuable members of a hunting
party and Colony

CLASS FEATURES

Hit Die: d6

Starting Resources: 14

Weapon and Armor Proficiency:

Jackals are proficient with all simple and martial
weapons, all light or one-handed simple and martial
firearms, hand crossbows, and the shortbow and
composite shortbow. Jackals are only allowed to use
light or one-handed weapons. They are proficient
with light armor.

CLASS SKILLS
Acrobatics (Dex)
Appraise (Int)

Bluff (Cha)

Climb (Str)

Craft (Int)

Diplomacy (Cha)
Disable Device (Dex)
Disguise (Cha)

Drive (Dex)

Escape Artist (Dex)
Intimidate (Cha)
Knowledge (Speleology) (Int)
Knowledge (Streetwise) (Int)
Linguistics (Int)
Perception (Wis)
Perform (Cha)
Profession (Wis)
Sense Motive (Wis)
Sleight of Hand (Dex)
Stealth (Dex)

Swim (Str)

Skill Ranks per Level: 6 + Int modifier.
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Level Base Attack Bonus Fort Save Ref Save Will Save Special Abilities

1st +0 +0 +2 +0 Fast Movement, Sneak Attack, Finder/Keeper Path
2nd +1 +0 +3 +0 Scrounger

3rd +2 +1 +3 +1 Sneak Attack +2d6, Finder/Keeper Path
4th +3 +1 +4 +1 Evasion

sth +3 +1 +4 +1 Sneak Attack +3d6, Finder/Keeper Path
6th +4 +2 +5 +2 Quick Fingers, Uncanny Dodge

7th +5 +2 +5 +2 Sneak Attack +4d6, Finder/Keeper Path
8th +6/+1 +2 +6 +2 Fast Stealth

oth +6/+1 +3 +6 +3 Sneak Attack +5d6, Finder/Keeper Path
10th  +7/+2 +3 +7 +3 Improved Uncanny Dodge

1th  +8/+3 +3 +7 +3 Sneak Attack +6d6, Finder/Keeper Path
12th  +9/+4 +4 +8 +4 Improved Evasion

13th +9/+4 +4 +8 +4 Sneak Attack +7d6, Finder/Keeper Path
14th  +10/+5 +4 +9 +4 Master of Stealth

isth  +11/46/+1 +5 +9 +5 Sneak Attack +8d6, Finder/Keeper Path
16th  +12/+7/+2 +5 +10 +5 Skill Mastery

17th  +12/+7/+2 +5 +10 +5 Sneak Attack +9d6, Finder/Keeper Path
18th  +13/+8/+3 +6 +11 +6 Strike From Shadow

19th  +14/4+9/+4 +6 +11 +6 Sneak Attack +10d6, Finder/Keeper Path
20th  +15/+10/+5 +6 +12 +6 Master Strike

CLASS ABILITIES

Fast Movement (Ex): At 1st level, the Jackal gains Fast Move-
ment. This benefit applies only when the Jackal is wearing
no armor or light armor and not carrying a heavy load. Apply
this bonus before modifying the Jackal’s speed because of
any load carried. This bonus stacks with any other bonuses
to the Jackal’s land speed.

Sneak Attack: At 1st level, the Jackal gains sneak attack. If
the Jackal can catch an opponent when they are unable to
defend themselves effectively from the Jackal’s attack, the
Jackal can strike a vital spot for extra damage.

The Jackal’s attack deals extra damage anytime their target
would be denied a Dexterity bonus to AC, or when the Jackal
flanks their target. This extra damage is 1d6 at 1st level and
increases by 1d6 every two Jackal levels thereafter. This extra
damage is not multiplied on a critical hit. Ranged attacks can
count as sneak attacks only if the target is within 30 feet.

With a weapon that deals nonlethal damage (like a sap, whip,
or an unarmed strike), a Jackal can make a sneak attack that
deals nonlethal damage instead of lethal damage. They can-
not use a weapon that deals lethal damage to deal nonlethal
damage in a sneak attack, not even with the usual -4 penalty.

The Jackal must be able to see the target well enough
to pick out a vital spot and must be able to reach such a
spot. A Jackal cannot sneak attack while striking a creature
with concealment.

Scrounger (Su): At 2nd level, the Jackal has learned to sniff
out even the most hidden and necessary of resources. If an
encounter would otherwise have no resources, the Jackal
may add their level in resource value to encounters with the
treasure rating of “none.” At 7th level they may add twice
their level in resource value to encounters with the treasure

rating of “insubstantial” and lower. At 12th level they may
add three times their level in resource value to encounters
with a treasure rating of “standard” or lower. And finally, at
17th level, having mastered the art of scrounging, the Jackal
adds four times their level in resource value to encounters
with the treasure rating of “substantial” and lower.

The Jackal must declare before treasure is revealed the
form in which they wish to receive their additional resources.
They may request to receive the extra treasure as resources,
gear, weapons, or armor. At 1oth level the Jackal may fur-
ther request magic from the list options. When selecting
any reward other than resources, the GM determines what
items are found.

Evasion (Ex): At 4th level the Jackal gains Evasion. If the Jackal

makes a successful Reflex saving throw against an attack that
normally deals half damage on a successful save, they instead
take no damage. Evasion can be used only if the Jackal is
wearing light armor or no armor and not carrying a heavy
load. A helpless Jackal does not gain the benefit of evasion.

Quick Fingers (Ex): Starting at 6th level a Jackal can, once per

day, re-roll a Sleight of Hand or Acrobatics check. A Jackal
can use this ability one additional time every three Jackal
levels after 6th (twice at gth, three times at 12th, four times
at 15th, five times at 18th). Beginning with the first re-roll,
for every re-roll taken in a single day, the Jackal receives a
cumulative -1 penalty to the roll.

Uncanny Dodge (Ex): At 6th level, the Jackal gains Uncanny

Dodge. They cannot be caught flat-footed, nor do they lose
their Dexterity bonus to AC if the attacker is invisible. They
still lose their Dexterity bonus to AC if immobilized. A Jackal
with this ability can still lose their Dexterity bonus to AC if
an opponent successfully uses the feint action against them.



If a Jackal already has Uncanny Dodge from a different
class, they automatically gain Improved Uncanny Dodge (see
below) instead.

Fast Stealth (Ex): At 8th level, the Jackal gains Fast Stealth.
This ability allows a Jackal to move at full speed using
the Stealth skill without penalty.

Improved Uncanny Dodge (Ex): At 1oth level the Jackal gains
Improved Uncanny Dodge. The Jackal can no longer be
flanked. This defense denies a Jackal the ability to sneak
attack the Jackal by flanking them, unless the attacker has at
least four more Jackal levels than the target has Jackal levels.

If a character already has Uncanny Dodge (see above) from
another class, the levels from the classes that grant Uncanny
Dodge stack to determine the minimum Jackal level required
to flank the character.

Improved Evasion (Ex): At 12th level, the Jackal receives
Improved Evasion. This ability works like evasion, except
that while the Jackal still takes no damage on a success-
ful Reflex saving throw against attacks, they now only half
damage on a failed save. A helpless Jackal does not gain the
benefit of Improved Evasion.

Master of Stealth (Su): At 14th level a Jackal becomes a mas-
ter of stealth. A Jackal can hide even while being observed,
but with a -10 penalty, or a -5 if observers are momentarily
distracted. When the Jackal uses snipping from stealth, they
only take a -10 penalty instead of the normal -20.

Skill Mastery (Ex): At 16th level, the Jackal gains Skill Mastery.
Upon gaining this ability, the Jackal selects a number of skills
equal to 3 + their Intelligence modifier. When making a skill
check with one of these skills, they may take 10 even if stress
and distractions would normally prevent them from doing so.

Strike from Shadow (Ex): At 18th level the Jackals attacks are
so quick that their strikes hit with crippling precision. Any
time the Jackal deal damage from a sneak attack, the target
must make a Fortitude save equal to 10 + half the Jackal’s level
+ the Jackal’s Intelligence modifier or be staggered for 1 round.

Master Strike (Ex): Upon reaching 2oth level, a Jackal becomes
incredibly deadly when dealing sneak attack damage. Each
time the Jackal deals sneak attack damage, they can choose
one of the following three effects: the target can be put to sleep
for 1d4 hours, paralyzed for 2d6 rounds, or slain. Regardless of
the effect chosen, the target receives a Fortitude save to negate
the additional effect. The DC of this save is equal to 10 + 1/2
the Jackal’s level + the Jackal’s Intelligence modifier. Once a
creature has been the target of a Master Strike, regardless of
whether or not the save is made, that creature is immune to
that Jackal’s Master Strike for 24 hours. Creatures that are
immune to sneak attack damage are also immune to this ability.

JACKAL PATHS
Finders and Keepers: Jackals fall into two camps: Finders and
Keepers. Finders are the true scavengers of the Colony, spe-
cializing in finding resources and gear in places most others
wouldn’t. Keepers on the other hand, are more adept at
defense and misdirection, both at home in the Colony and
on the road in the hunting party. The Jackal path must be

selected at first level.
The Jackal receives rank 1 abilities at 1st level based on the
path selected. Each odd Jackal level after, the Jackal gains a rank
in their chosen path, to a maximum of rank 10 at Jackal level 19.

Finders

Level: 1st

Nimble (Ex): At Finder rank 1 and every rank of Finder after, the
Finder gains a +1 bonus on Acrobatics, Escape Artist, Stealth checks.

Trap Finding (Ex): A Finder adds 1/2 their level to Percep-
tion skill checks made to locate traps and to Disable
Device skill checks (minimum +1). A Finder can use Disable
Device to disarm magic traps.

Level: 3rd

Trap Sense (Ex): The Finder gains trap sense at rank 2. The
Finder gains an intuitive sense that alerts them to danger
from traps, giving them a +1 bonus on Reflex saves made to
avoid traps and a +1 Dodge bonus to AC against attacks made
by traps. These bonuses increase by +1 when the Finder
reaches 6th level in the Jackal class and every three Jackal
levels after that (gth, 12th, 15th, and 18th level). Trap sense
bonuses gained from multiple classes stack.

Level: sth

Gumshoe (Ex): Starting at sth level when a Finder makes a
Diplomacy check to gather information, they are able to roll
twice and take the highest result. If both rolls are successful,
the Finder learns additional information they would not
have otherwise received, if more information on the topic is
available. If both rolls fail, the Finder receives inaccurate and
misleading information.

Level: 7th

Finder’s Luck (Ex): At Finder rank 4, the Finder’s quick think-
ing and Reflexes allows them to find luck at the most oppor-
tune times. Two times per day as an immediate action, they
can add their Intelligence modifier to the result of a saving
throw. They must choose to do this before the roll is made.
At Finder rank 6, 8 and 10 they gain an additional use maxi-
mum of 5 times per day.

Level: oth

Device Expert (Ex): At rank 5, when the Finder uses Use Magic
Device on an item for the first time, if successful in the acti-
vation, the Finder learns the name, properties and pertinent
command words of the item. Also, the Finder can use the Use
Magic Device skill even if they're not trained in that skill. The
Finder gains a +1 bonus to their Use Magic Device for each
Finder rank past Finder rank 5, to a maximum of +5 at rank ro.

Level: 11th

Maximum Effort (Ex): At rank 6 the Finder can activate Max-
imum Effort once per day as a free action. The Finder gains
the following benefits until the end of their next turn: speed
increases by 10 feet, an extra move or standard action, +3
Dodge bonus to AC and a +3 Circumstance bonus to attack
rolls, skill checks, or ability checks. They can use this ability
one additional time per day at rank 10.
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Level: 13th

Uncanny Observation (Su): At rank 7, the Finder’s skill of
observation goes well beyond normal mortal limits. Once
per day, the Finder can activate an ability equal to true seeing
as a spellcaster of their Jackal level. The Finder is able to use
this ability one additional time per day with every rank after
7 to a maximum of 4 times at rank 10.

Level: 15th

Steal and Go (Ex): At rank 8, a Finder gains Improved Steal as a
bonus feat. If they already have Improved Steal, they instead
gain Greater Steal. If they already have Greater Steal, they
instead gain Quick Steal. If the Finder already has all three
feats, they gain a +2 to all steal attempts. In addition, if the
Finder makes a successful sneak attack or confirms a critical
hit, the Finder can choose to make a steal combat maneuver
in addition to dealing damage.

Level: 17th

Less Than Lethal (Ex): Three times per day at rank 9, when the
Finder takes precision damage or damage from a confirmed
critical in combat, the Finder can attempt to slip from the
damage (melee or ranged), or redirect the blow (melee only).
To use this ability, the Finder must attempt a Reflex saving
throw (DC = damage dealt). If the save succeeds, they take
only half damage from the blow; if they fail, they take full
damage. To redirect, the Finder must make a Reflex save (DC
= attack roll) to redirect the hit, and the new target must be
adjacent to the attacker.

The Finder must be aware of the attack and able to react
to it in order to execute less than lethal—if they are denied
their Dexterity bonus to AC, they can'’t use this ability. Since
this effect would not normally allow a character to make
a Reflex save for half damage, the Finder’s evasion ability
does not apply to less than lethal.

Level: 19th

Combat Acrobat (Ex): At 19th level when a Finder uses Acrobat-
ics to move at full speed through a threatened square, they
do not increase the DC by 10. In addition, the Finder can
move through an enemy’s square at half speed as if moving
through a threatened square or at full speed with the normal

DC plus s. If the Finder passes through an enemy-occupied
square and ends their movement in an adjacent square to
that enemy, the enemy loses their dexterity modifier against
the Finder’s next attack.

Keegers

Level: 1st

False (Ex): At Keeper rank 1 and every rank of Keeper after,
the Keeper gains a +1 bonus on Bluff, Disguise, Sleight
of Hand checks.

Trap Maker (Ex): A Keeper adds half Jackal levels (minimum 1)
to Craft (Traps) skill checks and to Disable Device skill checks.

Level: 3rd

Deadly Traps (Ex): Keepers have learned a deeper understand-
ing of the inner workings of traps. At 3rd level and every
three levels after, any trap the Keeper builds gain an Insight
bonus to its attack roll or the Reflex DC increases by +1 to
maximum of +6 at 18th level. These bonuses do not increase
the CR of the trap.

Level: sth

Vanish (Sp): At sth level the Keeper gains the ability to cast
invisibility once a day. This ability functions like a spellcaster
of their equivalent Jackal level, using their Intelligence mod-
ifier. Keepers gain an additional use of this ability every six
levels above 5th level, max of three times a day at 17th level.

Level: 7th

Deceptive Terrain (Su): At Keeper rank 4 the Keeper is able to
disguise or make the terrain look better or worse than its
current condition. Structures, equipment, and the environ-
ment features within the area are not hidden but slightly
changed in appearance.

Through the use of optical illusions, components found
in the area, and the knowledge and experience of the world
the Jackal is able to overlay a realistic illusion upon an area.
Structures, equipment, and environmental features within
the area are not hidden but take on features on either a more
dilapidated or pristine appearance. While the Jackal is pre-
pared for these images and is not affected by them, any other
creature within the area or interacting with it must make a
Will save or fully believe in the state of the area; the belief

persists as long as the creature remains in the area.



At rank 4 the Keeper can affect a 30-ft cube and takes 10
minutes to set up. Each Keeper rank beyond 4 increases the
area of affect by an additional 30-ft cube and adds an addi-
tional minute to the setup time.

The illusion lasts one hour per Jackal level. Ending the
effects before the duration is over requires 5 minutes of tear
down time. Anyone who has made a save to disbelieve may
also tear down the illusion, requiring 10 minutes to com-
plete. Disbelieving requires a successful Will save (DC 10 +
1/2 Jackal level + Int modifier of the Keeper).

Level: oth

Vanish Bubble (Sp): At rank 5 the Keeper gains the ability to
cast invisibility sphere once a day. This ability functions like a
spellcaster of their equivalent Jackal level, using their Intel-
ligence modifier.

Level: 11th

Probably Nothing (Ex): At rank 6, a Keeper that has been
detected during a Stealth skill check can attempt a Bluff skill
check as an immediate action. The DC of the Bluff check is
equal to the Perception check rolled to detect the Keeper. If
the check succeeds, the target assumes that the noise was
not something to worry about. This ability only functions
if the creature has no line of effect to the Keeper, and if the
Keeper is no longer moving. This ability can only be used
once during a given Stealth attempt. If the same creature
detects the Keeper’s presence again during the same stealth
attempt, the ability has no effect. If the Keeper moves again,
they will need to make another Stealth roll.

Level: 13th

Smuggle (Ex): At rank 7, the Keeper has learned how to effort-
lessly conceal weapons or items on their person. With this
ability, the Keeper is able to conceal any one-handed weapon
or item. The Keeper may conceal a weapon or item as a move
action instead of a standard action unless the Keeper is mak-
ing this attempt with an item not normally concealable with
Sleight of Hand, then it remains a standard action. They may
do this even if the item is in plain sight, or while they are
being observed. In addition, they can draw hidden weapons
as a move action, instead of as a standard action.

Level: 15th

Hidden Item (Sp): At rank 8, the Keeper has the ability
to obscure object. This ability functions like a spellcaster of
their equivalent Jackal level, using their Intelligence modi-
fier. They can use this spell-like ability three times per day.

Level: 17th

Hide the Masses (Su): At rank 9, the Keeper gains the ability to
cast mass invisibility once a day. This ability functions like a
spellcaster of their equivalent Jackal level, using their Intel-
ligence modifier.

Rank 10

Level: 19th

Greater Vanish (Sp): At 19th level, the Keeper can cast greater
invisibility on themselves as a spellcaster of their Jackal level
as a swift action, using their Intelligence modifier. They can
use this spell-like ability a number of times per day equal to
their Wisdom modifier.
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The world outside a Colony is a dangerous place, filled with
fierce and cunning damned, the dead, and worse. Few individ-
uals can survive alone in such a dangerous world, and of that
small lot you are likely to find a fair share of Mavericks. The
Maverick is a separatist in spirit, though in practice they are
some of the most valued members of a Colony.

Training themselves in mental focus a Maverick has learned
to anticipate actions and probable outcomes. Through this
training they have been able to not see what might happen but
instead to see what will happen, tapping into another level of
consciousness. But this state takes its toll.

CREATING A MAVERICK

When building out your Maverick, think about how they came
to have their abilities and how it’s affected their personality.
Did they grow up around an elder that used to be a trick shoot-
er from the Before? Did they manage to glean their interest
from watching old westerns or sci-fi movies on the one work-
ing DVD player their Colony has? Or perhaps their skills came
more organically, from growing up in a Colony that required
every child to help defend the harvest as soon as they were old
enough to hold a weapon? Regardless of your Maverick’s per-
sonal motivations, every Maverick shares the uncanny ability
of turning any projectile weapon into an integral tool in the
art of killing.

CLASS FEATURES

Hit Die: dio

Starting Resources: 25

Starting out a Maverick must buy a functioning firearm of at
least standard quality of rough or higher condition.

Weapon and Armor Proficiency:

A Maverick is proficient with all simple and martial weapons,
and all simple and martial firearms. They are proficient in
light armor, medium armor and shields (except tower shields).
They can never use heavy armor, even if they somehow be-
come proficient in it.

CLASS SKILLS
Acrobatics (Dex)

Climb (Str)

Craft (Int)

Handle Animal (Cha)
Intimidate (Cha)
Knowledge (Nature) (Int)
Knowledge (Physical Sciences) (Int)
Perception (Wis)

Ride (Dex)

Survival (Wis)

Swim (Str)

Skill Ranks per Level: 4 + Int modifier.
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MAVERICK

Level Base Attack Bonus Fort Save Ref Save Will Save Special Abilities

1st +1 +2 +0 +0 Foresight +1, Call to Action

2nd +2 +3 +0 +0 Uncanny Dodge

3rd +3 +3 +1 +1 Trap Sense +1

4th +4 +4 +1 +1 Foresight +2, Exhibition Shooting

sth +5 +4 +1 +1 Improved Uncanny Dodge

6th +6/+1 +5 +2 +2 Trap Sense +2

7th +7/+2 +5 +2 +2 Hard Target

8th +8/+3 +6 +2 +2 Foresight +3, Exhibition Shooting

oth +9/+4 +6 +3 +3 Trap Sense +3

10th  +10/+5 +7 +3 +3 Hard Target, Improved Exhibition Shooting
11th +11/46/+1 +7 +3 +3 Greater Foresight

12th  +12/+7/+2 +8 +4 +4 Foresight +4, Evasion, Trap Sense +4, Exhibition Shooting
13th +13/+8/+3 +8 +4 +4 Hard Target

14th  +14/49/+4 +9 +4 +4 Sharpened Insight

15th +15/410/+5 +9 +5 +5 Trap Sense +5

O Ry e +10 - - ?;;gt'il':;get, Foresight +5, Greater Exhibition Shooting, Exhibition
17th  +17/+12/+7/+2 +10 +5 +5 Tireless Foresight

18th  +18/+13/+8/+3 +11 +6 +6 Trap Sense +6

19th  +19/+14/+9/+4 +11 +6 +6 Hard Target

20th  +20/+15/+10/+5 +12 +6 +6 Premonition, Exhibition Shooting

CLASS ABILITIES

Gear: The Maverick cannot use light load ammo and will try to
use the highest quality gear, preferring pre-Rise items. The
Maverick will always select armor that provides ballistic protec-
tion over an armor that does not.

Call to Action (Ex): At 1st level the Maverick gains Call to Action
as a free feat.

Foresight (Su): The Maverick is able to perceive and react to the
world faster than any other class. Starting at 1st level, a Maver-
ick can use Foresight for a number of rounds per day equal to
4 + their intelligence modifier. At each level after 1st, they can
use Foresight for 2 additional rounds. Entering Foresight is a
free action. The total number of rounds of Foresight per day is
renewed after resting for 8 hours.

When using Foresight, the Maverick gains an Insight bonus
of +1 to Initiative, AC, attack rolls, Perception, concentration
checks and Reflex saves. These bonuses increase by +1 every
four levels (4th, 8th, 12th, 16th) to up to +5 at 16th level. The AC
and Reflex bonus are lost whenever you would lose a Dexterity
bonus to AC.

A Maverick can end their Foresight as a free action. Anytime
Foresight ends, the Maverick becomes staggered due to the men-
tal strain for a number of rounds equal to twice the number of
rounds spent in Foresight. A Maverick cannot enter Foresight
again while staggered in this way but can otherwise enter Fore-
sight multiple times during a single encounter or combat. 1If a
Maverick falls unconscious, their Foresight immediately ends.

Uncanny Dodge (Su): At 2nd level, a Maverick gains Uncanny
Dodge. They cannot be caught flat-footed, nor do they lose their

Dexterity bonus to AC if the attacker is invisible. They still lose

r if immobilized verick with this

ability can still lose their Dexterity bonus to AC if an opponent
successfully uses the feint action against them.

If a Maverick already has Uncanny Dodge from a different
class, they automatically gain Improved Uncanny Dodge (see
below) instead.

Trap Sense (Su): At 3rd level, a Maverick gains Trap Sense. The

Maverick gains a +1 bonus on Reflex saves made to avoid traps
and a +1 Dodge bonus to AC against attacks made by traps.
These bonuses increase by +1 every three Maverick levels there-
after (6th, oth, 12th, 15th, and 18th level). Trap sense bonuses
gained from multiple classes stack.

Exhibition Shooting (Ex): At 4th level, a Maverick may select a

combat maneuver or action to perform with a firearm against
any target within 30 feet. Their options are: dirty trick, disarm,
feint, or sunder. When calculating their CMB for exhibition
shooting the Maverick can use their Dex modifier instead
of their Str modifier but with an additional -4 penalty. They
may choose an additional trick shot every 4 levels of Maverick
earned after 4th. The Maverick must still use ammunition to
use this ability.

At 12th level, Mavericks add the following options to choose
from for exhibition shooting: bull rush, reposition, and trip.
Additionally, the penalty to their CMB when exhibition shoot-
ing becomes a -2 penalty instead of a -4 penalty.

Improved Uncanny Dodge (Su): At sth level, a Maverick gains

Improved Uncanny Dodge. The Maverick can no longer be
flanked. This defense denies an attacker from gaining a sneak
attack on the Maverick by flanking them, unless the attacker is
at least four levels higher in their class with sneak attack than
the Maverick in class levels.
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If a character already has Uncanny Dodge (see above) from
another class, the levels from the classes that grant Uncanny
Dodge stack to determine the minimum level required to flank
the character.

Hard Target (Su): At 7th level, a Maverick gains a subconscious
warning due to a bleeding effect of using Foresight. Whenever
the Maverick is the target of any ranged attack they gain a +1
Dodge bonus to AC. At 1oth level, and every three Maverick
levels thereafter (13th, 16th, and 19th level), this bonus increases
by +1, to a max of +5. The Maverick does not gain this bonus if
they are carrying a medium or heavy load.

Improved Exhibition Shooting (Ex): At 1oth level, when a Mav-
erick uses the Exhibition Shooting ability with one of their
chosen combat maneuvers, the maneuver may be treated as if
the Maverick has the improved feat for that action.

Greater Foresight (Ex): At 11th level, the Maverick gains the bonus
feats of Lightning Reflexes and Improved Initiative while using
their Foresight ability. If they already have Lightning Reflexes
then they gain Improved Lightning Reflexes while using their
Foresight ability. If the Maverick already has Improved Initia-
tive, then they gain an additional +2 to their Initiative instead.
Their Foresight ability also becomes an extraordinary ability
(Ex) instead of a supernatural ability (Su).

Evasion (Ex): At 12th level, a Maverick gains Evasion. If the
Maverick makes a successful Reflex saving throw against an
attack that normally deals half damage on a successful save,
they instead take no damage. Evasion can be used only if the
Maverick is wearing light armor, medium armor, or no armor.
A helpless Maverick does not gain the benefit of evasion.

Sharpened Insight (Ex): While using Foresight, a Maverick of
14th level or higher gains a +4 bonus on Reflex saves to resist
area effects. This bonus stacks with all other modifiers, includ-
ing the Reflex bonus on Reflex saves they also receive during
their Foresight.

Greater Exhibition Shooting (Ex): At 16th level, when a Maverick
uses the Exhibition Shooting ability with one of their chosen
combat maneuvers, the maneuver may be treated as if the
Maverick has the greater feat for that action. This includes
not provoking an attack of opportunity when using a ranged
weapon while threatened.

Tireless Foresight (Ex): Starting at r7th level, a Maverick no lon-
ger becomes staggered at the end of their Foresight. In addition,
all abilities they have gained from the Maverick class before this
level become extraordinary ability (Ex) instead of a supernatu-
ral ability (Su).

Premonition (Ex): At 20th level their greater foresight ability
functions all the time: they gain the bonus feats of Lightning
Reflexes, or Improved Lightning Reflexes if they already had
Lighting Reflexes, and Improved Initiative at all times, or the
+2 to Initiative if they already had Improved Initiative. They are
never surprised. The Maverick’s Foresight now lasts for min-
utes instead of rounds and they gain a move action per round
while using Foresight, even when taking a full round action.







A Shepherd is a person of faith. In their view the demons and
all they represent are the root of all the trouble facing the
world. 1f nothing else, demonkind must be met at every ad-
vance and thwarted whenever possible, not just for the sake of
their Colony, but for the sake of all humanity. It is that faith
and belief that moves every Shepherd and keeps them going
when others falter.

CREATING A SHEPHERD

When formulating your Shepherd, their motivations and how
they came to choose the path of faith is something to give
much thought to. How did they come to their beliefs? Were
they always involved in their faith from a young age? Are they
someone who instead had a revelation later in life? Were their
beliefs challenged? Did they ever lose faith and regain it? Also,
think about what type of Shepherd you want them to be. Do
they mostly concentrate on fighting demonkind on the front
line? Do they instead stay more of a support role, healing and
enhancing comrades? Perhaps a balance of both? No matter
what you choose, all Shepherds channel their faith into ex-
traordinary powers that make them a formidable member of
any hunting party.

CLASS FEATURES

Hit Die: d8

Starting Resources: 12

Weapon and Armor Proficiency:

A Shepherd is proficient with all simple and martial weapons.
They refuse to use any firearms or explosives out of concern
for inadvertently injuring an innocent. They are proficient in
light armor, medium armor, and shields (except tower shields).

CLASS SKILLS

Appraise (Int)

Craft (Int)

Diplomacy (Cha)

Heal (Wis)

Investigate (Int)

Knowledge (Demonology) (Int)
Knowledge (Behavioral Science) (Int)
Knowledge (History) (Int)
Knowledge (Theology and Philosophy) (Int)
Linguistics (Int)

Perform (Chr)

Profession (Wis)

Sense Motive (Wis)

Spellcraft (Int)

Skill Ranks per Level: 2 + Int modifier.
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SHEPHERD
Base Attack Fort Ref Will

Shepherd Spells Per Day

Level Bonus Save Save Save Special Abilities o 1st 2nd 3rd 4th sth 6th 7th 8th oth
1st +0 +2 +0 +2  Faith Pool, Spells, Sermonic Performance 3 1T - = = = = = = =
2nd +1 +3 +0 +3  Channel Energy 1d8, Faithful Devotion 4 2 - = - - — — — —
3rd +2 +3 +1 +3  Sermonic Performance, Path of Faith 4 2 1 - - - - — — —
4th +3 +4 +1 +4 Channel Energy 2d8 4 3 2 - - — — — — —
sth +3 +4 +1 +4  Sermonic Performance, Faithful Devotion 4 3 2 1 - — — — — —
6th +4 +5 +2 +5  Channel Energy 3d8 4 3 3 2 — — — — — —
7th 45 +5 +2 +5  Sermonic Performance (Move), Path of Faith 4 4 3 2 1 — — — — —
8th +6/+1 +6 +2 +6  Channel Energy 4d8, Faithful Devotion 4 4 3 3 2 — — — — —
oth +6/+1 +6 +3 +6  Sermonic Performance 4 4 4 3 2 1 = = = =
1oth  +7/+2 +7 +3 +7  Channel Energy 5d8 4 4 4 3 3 2 - — — —
11th +8/+3 +7 +3 +7  Sermonic Performance, Faithful Devotion 4 4 4 4 3 2 1 — — —
12th  +9/+4 +8 +4 +8 Channel Energy 6d8 4 4 4 4 3 3 2 — — —
13th  +9/+4 +8 +4 +8  Sermonic Performance (Swift), Path of Faith 4 4 4 4 4 3 2 1 — —
14th  +10/+5 +9 +4 +9 Channel Energy 7d8, Faithful Devotion 4 4 4 4 4 3 3 2 — —
15th +11/+6/+1 +9 +5 +9  Sermonic Performance 4 4 4 4 4 4 3 2 =
16th  +12/+7/+2 +10 45 +10 Channel Energy 8d8 4 4 4 4 4 4 3 3 2 —
17th  +12/+47/+2 +10 +5 +10 Sermonic Performance, Faithful Devotion 4 4 4 4 4 4 4 3 2 1

18th  +13/+8/+3 +11 +6 +11  Channel Energy 9d8, Path of Faith 4 4 4 4 4 4 4 3 3 2

19th  +14/+9/+4 +11 +6 +11  Sermonic Performance 4 4 4 4 4 4 4 4 3

20th  +15/+10/45 +12 46  +12 Channel Energy 10d8, Conduit of Light 4 4 4 4 4 4 4 4 4 4

CLASS ABILITIES

Faith Pool: Shepherds have an allotment of points that they
use to power each of their abilities. These points make up the
Faith Pool. The total points in the Faith Pool are as follows:

Faith Pool = 1 + Shepherd level + Wisdom Modifier

Spells: Starting at 1st level, a Shepherd gains the ability to cast
Divine/Otherworldly Magic spells which are drawn from the
Shepherd spell list. The Shepherd must choose and prepare
their spells in advance.

o Requirement to Cast Spells: Shepherd’s Wisdom score must

be equal to at least 10 + the spell level

» Saving Throw DC: Shepherd’s spells are 10 + the spell level +

the Shepherd’s Wisdom modifier

o See “Shepherd Spells Per Day” for their base daily

spell allotment

« Shepherd receives bonus spells per day if they have a

high Wisdom score

o Once per day, the Shepherd must rest for eight hours then

pray for one additional hour to regain their spell allotment

o Shepherd may prepare and cast any spell on the Shepherd

spell list within their acquired spell casting levels

o Each day the Shepherd can prepare Orisons, or o-level

spells, as noted under “Shepherd Spells per Day.” These
spells follow the general rules for preparing and
casting Orisons.

Spontaneous Casting: The Shepherd gains Spontaneous
Casting for cure spells. This allows a Shepherd to convert

prepared Otherworldly spells of first level or higher into a
cure spell of the same spell level or lower (a cure spell is any
spell with “cure” in its name). This ability follows the stan-
dard rules for spontaneous casting.

Sermonic Performance: Beginning at 1st level, the Shepherd

can project their conviction to the world by conveying the
words of their faith. Sermonic Performance requires the Shep-
herd to spend points from their Faith Pool to create magical
effects as listed in each Sermonic Performance ability. Some
abilities also require a Perform (Oratory) skill check.

A Sermonic Performance cannot be disrupted but does
end immediately if the Shepherd dies or becomes para-
lyzed, stunned, knocked unconscious, or is unable to take a
free action. A Shepherd cannot have more than one Sermonic
Performance active at one time.

Sermonic Performance requires a standard action to start
or change the performance to a new effect. Changing to a
new Sermonic Performance requires the Shepherd to stop
the previous performance. If the type of performance can
be maintained, it may be continued as a free action unless
otherwise stated. At 7th level, starting or changing a Ser-
monic Performance requires a move action. At 13th level, the
Shepherd may start or change a Sermonic Performance as a
swift action.

Sermonic Performance always has audible components and
the target(s) must be able to hear the Shepherd for the perfor-
mance to have any effect. Creatures with the deaf condition
are immune to Sermonic Performance. Performances with a
language component require the target(s) to understand the
language the Shepherd is speaking, or the Sermonic Perfor-
mance has no effect. Performances with a visual component



require line of sight from the target(s) to the Shepherd or
have no effect. Additionally, there is a 20% chance of failure
if the Shepherd has the deaf condition. Faith points spent on
a failed Sermonic Performance are lost.

1st Level Performances

Drown Out (Su): This ability creates a cone of sound with
range and intensity based on the amount of points spent
from the Faith Pool. The Shepherd rolls a Perform (Oratory)
skill check and uses their voice to make communication
and spell casting difficult for their opponents. Those within
the area of effect attempting to hear anything other than
the Shepherd must make a hearing-based perception check.
Those attempting to cast a spell within the area of effect
must make a Concentration check each round they wish to
cast a spell.

Component(s): Audible

DC: Shepherd’s Perform (Oratory) result to negate

Duration: Round started, Maintain: Equals number of Faith
Points per round per the ability started

Area of Effect: As per Faith Points spent

e I Faith Point: 15’ cone

o 2 Faith Points: 30’ cone

o 3 Faith Points: 30’ cone, successful Concentration check
still has 20% spell failure chance if the spell has a ver-
bal component

Inspiring Sermon (Su): The Shepherd preaches an inspirational
sermon that inspires and fortifies their allies and themselves.
The range and intensity are based on the amount of points
spent from the Faith Pool.

Component(s): Audible, Language

Duration: Round started, Maintain: 1 Faith Point per round

Area of Effect: As per Faith Points spent

o I Faith Point: 10’ radius, +1 Morale bonus vs. fear and fear
effects, +1 bonus to attack and damage rolls

o 2 Faith Points: 20’ radius, +2 Morale bonus vs. fear and fear
effects, +2 bonus to attack and damage rolls

o 3 Faith Points: 30’ radius, +3 Morale bonus vs. fear and fear
effects, +3 bonus to attack and damage rolls

Shout from the Pulpit (Su): The Shepherd appears to grow in
height, speaking words of power using their voice as a weapon.
Shout from the Pulpit produces a 15’ cone of sound originat-
ing from the Shepherd, dealing sonic damage and producing
a force effect against a single target within the area, pushing
them directly away from the Shepherd. Push back distance
is reduced by 5’ against large size creatures, 10’ against huge
size creatures, and gargantuan creatures do not move. At 7th
level, the Shepherd gains the option of producing the effect
in a 10’ burst around the Shepherd. They can affect two tar-
gets within the chosen area. At 13th level, the Shepherd gains
the option of producing the effect in a 30’ cone originating
from the Shepherd. The ability may now affect a number of
targets within the chosen area equal to their Wisdom modifier
(minimum of 3).

Component(s): Audible

DC: WILL Save to Negate (Charisma based), 10 + 1/2 Shepher
level + the Shepherd’s Wisdom modifier

Duration: Round started, Maintain: Cannot be maintained

Area of Effect: As per Shepherd level

o I Faith Point: 1d6 + CHA modifier damage, pushed back 5’

o 2 Faith Points: 2d6 + CHA modifier damage, pushed back 10’

o 3 Faith Points: 3d6 + CHA modifier damage, pushed back 15’,
Deafened for 1d3 rounds

3rd Level Performances

Commanding Rebuke (Sp): The Shepherd takes on an author-
itative presence, using their Perform (Oratory) skill check to
command their enemies (as per the command spell). If the
Perform (Oratory) skill check is successful, creatures within
the target area must make a successful saving throw or be
affected. Only one skill check is needed to start and maintain
a Commanding Rebuke. Starting a new performance requires
a new roll. A successful save negates the effect. If the save
fails, creatures are subject to the instructions delivered by
the Shepherd. Creatures are allowed a new saving throw
each round they are within the area of effect. Commanding
Rebuke is an enchantment (compulsion) and mind affecting.

Component(s): Audible, Line of Sight, Language

DC: WILL Save to Negate (Charisma based), 10 + 1/2 Shepherd’s
level + the Shepherd’s Wisdom modifier

Duration: Round started, Maintain: Equals number of Faith
Points per round per the ability started

Area of Effect: As per Faith Points spent

o I Faith Point: 15 cone, DC 15 Perform (Oratory) check,
enemies obey command

o 2 Faith Points: 10’ radius, DC 20 Perform (Oratory) check,
enemies obey command

o 3 Faith Points: 30’ cone, DC 30 Perform (Oratory) check,
enemies obey command

Counter Lecture (Su): The Shepherd begins a convincing
speech, taking on a scholarly appearance while using their
performance to counter certain magic effects. While Counter
Lecture is active, allies within the area of effect can use the
Shepherd’s Perform (Oratory) skill check in place of the nor-
mal saving throw, whichever is higher. If an ally within the
performance radius is already under the effect of the type of
spell targeted by Counter Lecture, they receive a saving throw
each round against the effect using the Shepherd’s Perform
(Oratory) skill check result for the save. Counter Lecture does
not work on effects that don'’t allow saves. The number of
Faith Pool points spent determine what type of spells and
effects can be countered in this way.

Component(s): Audible, Language

Duration: Round started, Maintain: 1 Faith Point per round

Area of Effect: 30’ radius of the Shepherd

o I Faith Point: Perform (Oratory) result as saving throw vs.
sonic and language-based spells and effects

o 2 Faith Points: Perform (Oratory) result as saving throw vs.
charm and charm-like spells and effects

o 3 Faith Points: Perform (Oratory) result as saving throw vs.
all mind-affecting effects
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S5th Level Performance

Frightful Rhetoric (Sp): The Shepherd takes on a menacing
appearance and terrifying tone, using their Perform (Ora-
tory) skill check to cause terror in the hearts of their enemies.
If the Perform (Oratory) skill check is successful, creatures
within the target area must make a successful saving throw
or be affected. Only one skill check is needed to start and
maintain a Frightful Rhetoric. Starting a new performance
requires a new roll. If the save succeeds, creatures are unaf-
fected and immune to this ability for 24 hours. If the save fails,
creatures are stricken with the appropriate condition. This
performance cannot cause a creature to advance in related
conditions even if they are already shaken or frightened from
another effect. At 17th level, the shaken effects now cause
the frightened condition and the frightened effect now causes
the panicked condition. Frightful Rhetoric is a mind-affecting
fear effect.

Component(s): Audible, Line of Sight

DC: WILL Save to Negate (Charisma based), 10 + 1/2 Shepherd’s
level + the Shepherd’s Wisdom modifier

Duration: Round started, Maintain: Equals number of Faith
Points per round per the ability started

Area of Effect: As per Faith Points spent

o I Faith Point: 15’ cone, DC 15 Perform (Oratory) check,
enemies become shaken

o 2 Faith Points: 10’ radius, DC 20 Perform (Oratory) check,
enemies become shaken

e 3 Faith Points: 30’ cone, DC 30 Perform (Oratory) check,
enemies become frightened

9th Level Performance

Evangelizing Inspiration (Su): The Shepherd begins an inspira-
tional sermon, preaching their faith as a Competence bonus
to bolster the resolve and prowess of themselves and allies
in range. The range and strength of the sermon are based on
the amount of points spent from the Faith Pool.

Component(s): Audible, Language

Duration: Round started, Maintain: 1 Faith Point per round

Area of Effect: As per Faith Points spent

o I Faith Point: 10’ radius, Shepherd level in temporary hit
points, +1 bonus to attack and +2 to damage

o 2 Faith Points: 20’ radius, Shepherd level in temporary hit
points, +2 bonus to attack and +4 to damage

o 3 Faith Points: 30’ radius, Shepherd level in temporary hit
points, +3 bonus to attack and +6 to damage

11th Level Performance

Redeeming Chaos (Sp): The Shepherd begins preaching
redemption to the heretics, confusing enemies with these
sacred words by making a Perform (Oratory) skill check. If
the Perform (Oratory) skill check is successful, creatures
within the target area must make a successful saving throw
or be affected. Only one skill check is needed to start and
maintain a Redeeming Chaos. Starting a new performance
requires a new roll. If the save succeeds, creatures are unaf-
fected and immune to this ability for 24 hours. If the save
fails, creatures are stricken with the listed effect. Redeeming
Chaos is a mind-affecting compulsion effect.

Component(s): Audible, Line of Sight

DC: WILL Save to Negate (Charisma based), 10 + 1/2 Shepherd’s
level + the Shepherd’s Wisdom modifier

Duration: Round started, Maintain: Equals number of Faith
Points per round per the ability started

Area of Effect: As per Faith Points spent

o I Faith Point: 15’ cone, DC 20 Perform (Oratory) check,
causes confusion, lesser (as the spell)

o 2 Faith Points: 10’ radius, DC 25 Perform (Oratory) check,
causes confusion, lesser (as the spell), dazed the round after
the effect ends

« 3 Faith Points: 30’ cone, DC 30 Perform (Oratory) check,
causes confusion, lesser (as the spell), stunned the round after
the effect ends

15th Level Performance

Deliverance (Su): The Shepherd lectures using the scared
words of faithful liberation, their performance delivering
allies from evil. While Deliverance is active, the Shepherd and
allies are affected by spell-like effects per the number of Faith
Points below.

Component(s): Audible

Duration: Round started, Maintain: Equals number of Faith
Points per round per the ability started

Area of Effect: 10’ radius of the Shepherd

o I Faith Point: Mass Invisibility (as the spell)

o 2 Faith Points: Ethereal Jaunt (as the spell)

« 3 Faith Points: Invisibility and Programmed Image
(as the spells)

Note: Triggering this effect simultaneously makes the Shep-
herd and all allies in the area of effect to become invisible
while a programmed image of each person appears in the
same space. Each image immediately moves 30’ directly away
from the Shepherd in all directions from their starting loca-
tion. The Programmed Image must stay within the effect of
the spell as per the Shepherd’s caster level.

17th Level Performance

Zealotry (Sp): The Shepherd preaches a fiery sermon to convert
those from Darkness to the Light. This ability functions like
the spell suggestion, but allows a Shepherd to make a sugges-
tion simultaneously to any creatures within the area of effect.

Component(s): Audible, Language

DC: WILL Save to Negate (Charisma based), 10 + 1/2 Shepherd’s
level + the Shepherd’s Wisdom modifier

Duration: Round started, Maintain: Equals number of Faith
Points per round per the ability started

Area of Effect: Per Faith Points spent

o I Faith Point: 15’ cone, any targets within range

o 2 Faith Points: 10’ radius, any targets within range, plus
confusion as the spell after the effect ends

« 3 Faith Points: 30’ cone, any targets within range, plus
confusion as the spell after the effect ends



19th Level Performance

Eulogy (Sp): The Shepherd orates the last rites for a creature
within the area of effect. If a creature’s saving throw suc-
ceeds, the target is subject to the listed effect and cannot
be affected by the Shepherd’s Eulogy again for 24 hours. If a
creature’s saving throw fails, it dies. Eulogy is a mind-affect-
ing death effect.

Component(s): Audible, Language

DC: WILL Save to Negate (Charisma based), 10 + 1/2 Shepherd’s
level + the Shepherd’s Wisdom modifier

Duration: Round started, Maintain: Cannot be maintained

Area of Effect: Single target with range per Faith Points spent

o I Faith Point: 15’ cone, death or staggered the

following round
o 2 Faith Points: 30’ cone, death or dazed the following round
e 3 Faith Points: 60’ cone, death or stunned the

following round

Channel Energy (Su): At 2nd level, the Shepherd gains the
supernatural ability to channel energy, causing a burst of
energy that either damages demons or provides limited res-
toration to allies in a 30’ radius centered on the Shepherd.
The Channel Energy effect depends on the number of Faith
points spent from the Faith Pool. Using Channel Energy
is a standard action that does not provoke an attack of
opportunity.

o Conviction (Su): 1 Faith Point—Damages demons (but not
Progeny). The amount of damage dealt is equal to 1d8 at
2nd level, and increases by 1d8 every two Shepherd levels
thereafter. Creatures that take damage from channeled
energy receive a Will save to halve the damage. The DC
of this save is equal to 10 + 1/2 the Shepherd’s level + the
Shepherd’s Wisdom modifier.

 Baptize (Su): 2 Faith Point—Living non-demon allies within
the area of effect are healed. The amount of HP healed is
equal to the Shepherd’s Wisdom modifier plus 1 point for
every two Shepherd levels (minimum ).

e Balance (Su): 3 Faith Points—Activates both Conviction and
Baptize simultaneously

Faithful Devotion: Starting at 2nd level, the Shepherd’s dedi-
cation to their faith and connection with the Otherworldly
grows stronger. The Shepherd gains the following benefits as
they advance in class level.

« 2nd Level—Detect the presence of living creatures at will.
This spell-like ability functions like detect but the Shepherd
does not discern the type, location or the difference of
power level of those detected.

o sth Level—Gains Scribe Scroll as a bonus feat

o 8th Level—Gains immunity to all supernatural diseases
caused by or relating to demons (including Demon Fever).

« 11th Level—Gains Divine Interference as a bonus feat

o 14th Level —Gains immunity to all demonic possession and
possession effects

o 17th Level—Gains immunity to all demonic abilities and
effects that are both compulsion and mind-effecting

PATH OF FAITH

(Sp): Starting at 3rd level the Shepherd must choose a path that !

they will follow to help them battle the forces of outsiders
interfering with their world. Once a path is chosen the
Shepherd is set on that path until the end of their life. The
Shepherd gains rituals based on the path they choose that
function as spell-like abilities and reproduce the function of
the spell named. The Shepherd gains the first ritual at 3rd
level, the second ritual at 7th, the third at 13th, and the last
ritual at 18th level.

Caretakers

Caretakers are the protectors of the faithful, guiding and
shielding their flock them from demonic influences. The Shep-
herd immediately gains a +1 bonus to their Perform (Oratory)
skill and +1 to all their Sermonic Performance DCs. The abilities
act as the spell of the same name. As the Shepherd advances in
level the Caretaker gains the following benefits:

« 3rd Level—Protection: 2/day

o 7th Level—Protection: 3/day, Magic Circle: 1/day

« 13th Level—Protection: 4/day, Magic Circle: 2 time per day,
Forbiddance: 1/day

o 18th Level—Caretakers may choose to spend additional
Faith Points when using Channel Energy for a bonus effect
within the same area. The points listed below are in
addition to those spent with Channel Energy. The additional
effect lingers for a number of rounds equal to the Shep-
herd’s Wisdom modifier.
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They may spend their faith points as follows:

e I Faith Point: Protection
o 2 Faith Points: Magic Circle
e 3 Faith Points: Forbiddance

Exorcists

Exorcists are the cleansing force of their faith, forcing demons
back to their Otherworldly hell. The Exorcist immediately
gains a +2 bonus to Knowledge (Supernatural) and Knowledge
(Demonology) skills. The abilities act as the spell of the same
name. As the Shepherd advances in level the Exorcist gains the
following benefits:

o 3rd Level —Command: 3/day

o 7th Level—Command: 4/day, Dismissal: 1/day

o 13th Level —Command: 5/day, Dismissal: 2/day, Ban-
ishment: 1/day

« 18th Level —Exorcists may choose to spend additional
Faith Points when using Shout from the Pulpit for a bonus
effect within the same area. The points listed below are
in addition to those spent with Shout from the Pulpit. The
duration for the additional effect is the same as the spell of
the same name.

They may spend their faith points as follows:
o I Faith Point: Command (single target)
e 2 Faith Points: Dismissal (single target)

« 3 Faith Points: Banishment (single target)

Investigators

The abilities act as the spell of the same name. As the Shephe

advances in level the Investigator gains the following benefits:

 3rd Level—Detect: 1/day

o 7th Level—Detect: 2/day, Discern Lies: 1/day

o 13th Level—Detect: 3/day, Discern Lies: 2/day, True
Seeing: 1/day

o 18th Level—Detect: 4/day, Discern Lies: 3/day, True Seeing: 2/
day, Discern Location: 1/day

Conduit of Light (Su): At 20th level, a Shepherd becomes
immune to negative levels and ability drain. Negative levels
instead deal the Shepherd 1d8 nonlethal damage per nega-
tive level and ability drain instead becomes ability damage.
Additionally, whenever a Shepherd receives a bonus from an
Otherworldly spell or spell-like ability from a class or crea-
ture using Otherworldly magic that bonus increases by +1.

EXCOMMUNICATION

A Shepherd who grossly violates the code of conduct required
by their faith loses all spells and class features, except for armor
and shield proficiencies and proficiency with simple weapons.
Killing an innocent with a firearm, committing an act strictly
against their ethos, and supporting an agent of Darkness are
examples of violations of their faith. Doing so requires three
rolls on the minor insanity chart, keeping these traits as long
as they are in disgrace. These insanities cannot be removed
or lessened in severity. The character is no longer able to gain
levels as a Shepherd until they amend, but once they do their
penance they may gains levels and they also lose any insanity
they gained from falling into disgrace.

Investigators are the eyes and ears of their faith, tirelessly un- ;.

covering the plots and plans of demonic leadership. The Inves- |

tigator immediately gains a +2 bonus to their Sense Motive skill.
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Splicers are tinkers, mechanics, engineers, scientists, and
inventors, offering Colonies and hunting parties innovative
solutions and powerful magic. Filtering supernatural energy
through technology, they have learned to store the energy
in fuses and release that energy through their caster. Spells
require an attack roll, and “memorizing” these spells requires
creating the “fuse” that stores the spell, requiring a combina-
tion of Combustible and Mechanical resources.

CREATING A SPLICER

As you mold your Splicer into the character you want them to
be, think about the mode in which they deliver their spells, in
addition to their personality and background. Is their caster
a boombox like the example of “Anything”? Or is it perhaps a
megaphone or even a pepper grinder? Is it family heirloom that
holds deep sentimental value? Or is your Splicer more practi-
cal, the caster representing nothing more than a tool to them?
Often times, the caster can be representative of the Splicer’s
personality. Is your Splicer aggressive in their magic casting,
preferring direct damage? Or do they prefer indirect effects like
illusions? Who taught your Splicer to use magic? Was it a fam-
ily member or perhaps a mysterious mentor who appeared at
their Colony one day? No matter what you choose, all Splicers
have an immense array of magic at their disposal, which makes
them equally helpful to comrades and lethal to their enemies.

EESS FEATURES

Hit Die: d6

Starting Resources: 13 and a standard schematic book
Weapon and Armor Proficiency:

Splicers are proficient with all simple weapons, as well as all
light and one-handed simple and martial firearms. They are
proficient with light armor.

CLASS SKILLS
Appraise (Int)
Computer Use (Int)
Craft (Int)

Drive (Dex)
Knowledge (all) (Int)
Linguistics (Int)
Profession (Wis)
Spellcraft (Int)

Skill Ranks per Level: 4 + Int modifier.
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SPLICER
Base Attack Fort Ref Wwill PR - er Day

Level Bonus Save Save Save  Special Abilities o 1st 2nd 3rd 4th sth 6th 7th 8th oth
1st +0 +0 +0 +2  Imbue. Gearhead, Jury-Rig 3 1 = = = = = = = =
2nd +1 +0 +0 +3 4 2 - = = = = = = =
3rd +2 +1 +1 +3 Jump Fuse 4 2 1 - = = = = = =
4th +3 +1 +1 +4 4 3 2 - - = = = = =
sth +3 +1 +1 +4 Bonus Feat 4 3 2 1 - - = = = =
6th +4 +2 +2 +5 Recycling 4 3 3 2 - - = = = =
7th +5 +2 +2 +5 4 4 3 2 1 - = = = =
8th +6/+1 +2 +2 +6 4 4 3 3 2 - - = = =
oth +6/+1 +3 +3 +6 4 4 4 3 2 1 - = = =
1oth +7/+2 +3 +3 +7 Bonus Feat 4 4 4 3 3 2 - = = =
1uth  +8/+3 +3 +3 +7 4 4 4 4 3 2 1 - - -
12th  +9/+4 +4 +4 +8 4 4 4 4 3 3 2 = = =
13th  +9/+4 +4 +4 +8 4 4 4 4 4 3 2 1 - -
14th  +10/+45 +4 +4 +9 4 4 4 4 4 3 3 2 = =
isth  +11/+6/+1 +5 +5 +9 Bonus Feat 4 4 4 4 4 4 3 2 1 —
16th  +12/+7/+2 +5 +5 +10 4 4 4 4 4 4 3 3 2 —
17th  +12/+7/+2 +5 +5 +10 4 4 4 4 4 4 4 3 2 1

18th  +13/+8/+3 +6 +6 +11 4 4 4 4 4 4 4 3 3 2

19th  +14/+9/+4 +6 +6 +11 4 4 4 4 4 4 4 4 3 3

20th  +15/+10/+5 +6 +6 +12  Bonus Feat 4 4 4 4 4 4 4 4 4 4

CLASS ABILITIES
Caster (Ex): The Splicer gains the ability to build a device known

as a “caster” capable of focusing and discharging stored mag-

ical energy in the form of an Arcane/Supernatural Magic
spell. The Splicer beings play with a free caster in which they
have built. This caster can fire up to level one fuses.

The magical energy of each spell is stored in an object
known as a “fuse”, requiring Mechanical and Combustible
resources based on the spell level (discussed under “Fuse
below). The caster requires one hand to use and must have
some method of aiming a spell such as a barrel, cone, or other
focal point. The design of the caster must also include the
method of how fuses connect to the caster. The number of
designs and styles are nearly limitless. How you get there is
entirely up to the creativity of the player, who must describe
the design and functionality upon selecting this class.

When the Splicer gains the ability to cast a new fuse
spell level, they must upgrade their caster. Upgrading your
existing caster costs three Mechanical and one Combustible
resource per new fuse spell level. The Splicer must make a
Craft (Mechanical) skill check with a DC of 10 plus the new
fuse spell level. The time required to make this upgrade is
one day per the new fuse spell level.

Creating a caster from scratch requires a DC 20 Craft

(Mechanical) check with a resource cost of ten Mechan-

ical and 5 Combustible. Scratch built casters can cast up
to 1st level spells. Each spell level of increase must be paid
for, and Craft checks made, for each new fuse spell level
increase past Ist.

The intricacies of a caster are difficult to comprehend for
anyone other than the Splicer that built the device. A Splicer

»

attempting to use another Splicer’s caster must make a caster
level check (DC equals 15 plus the max level of the caster
device) to understand how the device works. If this check
fails, the Splicer is unable to use the caster and cannot make
another attempt until gaining another level in Splicer.

Attacking with a Caster: All attacks made with a caster are

made as touch or ranged touch attacks. The range incre-
ment of the caster is 50°, with range increment 10 extend-
ing to the maximum range of the particular spell. The
focus of the caster must be pointed at the target or in the
direction of the desired effect. Spells with a range of touch
still require an attack unless used on a willing target. This
requirement means a pinned Splicer could not use their
caster unless using a touch spell. A natural 1 on an attack
roll means the fuse fizzles and is wasted. Using a caster
provokes attacks of opportunity and cannot be used to cast
defensively. However, use of the caster is not subject to
concentration checks.

Touch attack, ranged touch attack, or ray spells threat-
ens a critical hit on a natural roll of 19 or 20 and deals
double damage on a successful critical hit when used
through a caster.

Spells that are cones or lines that emanate from the
caster roll one attack and use that attack roll to see which
creatures or objects they hit. Cones and lines that deal
damage threaten a critical hit on a natural roll of 20 and
deal double damage on a successful critical hit to all targets
within the area.

Area of effect spells also require an attack roll, typically«

against a valid creature or object as specified in the spell. . ,, :;
Spells such as fireball, which allow targeting of a specific .’ 1




location rather than a creature or object, work as normal.
Determine the AC for the range touch attack based on the
difficulty hitting the target, modified by range. For exam-
ple, an empty square with no range modifiers might be AC
10, though hitting that same square through an arrow slit
may be AC 20.

If the Splicer instead decides to target a specific creature
for the center of the selected area of effect spell, they may
do so by making a ranged touch attack against that crea-
ture’s touch AC. In this case, area of effect spells that deal
damage threaten a critical hit on a natural roll of 20 and
deal double damage on a successful critical hit to the target
of the spell. Class features, creature abilities, or feats such
as Improved Evasion that would otherwise reduce this
damage to zero may not take less than one quarter dam-
age on a successful save if they were the target of the spell.
Other creatures within the spell area are affected as per the
spell description and not subject to a critical hit.

Ranged touch attack area of effect spells scatter if the
attack misses. For scatter, roll a d8. The rolled number
determines which direction the missed spell travels. A roll
of 1 falls short (toward the Splicer) with each higher num-
ber moving around the target in a clockwise fashion (see
the diagram to side). A missed spell scatters 5’ per range
increment of the fired spell. Missing by 10 or more on the
attack roll doubles the scatter distance.

Because spell fuses are created and activated later,
spells originating from fuses have no verbal, somatic, or
focus components.

Schematics Book: A Splicer must study their schematics each
day to prepare their fuses and cannot prepare any fuses not
recorded in their schematic book.

Any character who starts their career as a Splicer starts the
game with a standard schematic book containing all o-level
Splicer spells plus three 1st-level spells of their choice plus
a number of additional 1st-level spells equal to their Intel-
ligence modifier. Every time a Splicer goes up a level in the
Splicer class, they may choose two new schematics to learn
and add to their schematic book. These new schematics
must be of a level that the Splicer can cast but do not have to
be the same level as each other.

At any time, a Splicer can also learn and add spells found
in other Splicers’ schematic books to his own. This requires

1

an hour of study per level of the schematic followed by a k-

Spellcraft check (DC 15 + schematic level). Success means
the Splicer learns the spell and makes a copy of it in their
schematic book. Failure means the Splicer must wait a week
before they can try again.

Additionally, by using technical books and drawings the
Splicer can research new spells in order to build and produce
new fuses. This requires a weeks’ worth of pure research, a
Spellcraft and Craft (Mechanical) check (DC 15 + schematic
level) and 20 Mechanical resources per level of the schematic.

SPELL FUSE RESOURCE COST

Spell Level Mechanical Combustible
oth 1 (for all) —
1st 1 o
2nd 1 1
3rd 2 1
4th 2 2
sth 3 2
6th 3 3
7th 4 3
8th 4 4
oth 5 4

Fuse Creation & Use: The Splicer harnesses magical energy
through technology in the form of a “fuse”. The fuse is a
Mechanical object built and coded to a specific spell. To
store (memorize) a spell, the Splicer creates a fuse from
Combustible and Mechanical resources, charging the fuse
with magical energy. Once created these fuses store the
energy of the coded spell until that energy is discharged
through the caster, released without effect at will by the
Splicer, or destroyed. Only the Splicer who creates the fuse
may discharge it through their caster.

The Splicer may only maintain a number of active
fuses equal to the Splicer base daily spell allotment (see
Splicer Spells Per Day). In addition, the Splicer receives
bonus fuses per day for a high Intelligence score. Fuses
may be maintained indefinitely but continue to take the
stored spell slot.

The Splicer stores spell fuses selected from the Splicer
spell list. A Splicer may know any number of spells but may
only have their daily fuse allotment maintained simulta-

neously. Once per day, the Splicer must rest for eight
hours then spend one additional hour study-
ing their schematics book in order
to prepare their fuses.

During this
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hour the" Splicer
] decides which
) spells to store and the
- fusesare then created.
i, . While studymg, the Splicer decides
A A 1) ,~“:which spells to prepare and creates the
s fu§es Once’ a fuse is created it cannot be turned back into
. _'.1‘ts \raw resources; h;owever unless the fuse is destroyed
. or.used it remains usable to the Splicer indefinitely. If the
S'phcer,,yv ntsto create a different fuse from those already
prepared and, they have already created the number of
. fuses iri their- dally allotment, they must destroy or use an
existing fuse. The fuse may be canceled at any time, even if
not in the possession of the Splicer. Canceling the fuse is a
full round action that causes the spell and resources to be
lost just as if the spell were cast.

To learn to create a new spell fuse, the Splicer must have
an Intelligence score equal to at least 10+ the spell level. The
Difficulty Class for a saving throw against a Splicer’s spell is
10+ the spell level + the Splicer’s Intelligence modifier.

Fuse Resource Cost: Creating a fuse costs Mechanical and
Combustible resources per spell level as seen in the table
“Spell Fuse Resource Cost.” Metamagic feats that increase
the level of the spell also raise the resource cost of the fuse.
Fuses and Feats: Some feats help with the attack and range
of some fuses. Long Range increases the caster range incre-
ments for that spell fuse to 75 feet; Far Shot, Point-blank
Shot, Precise Shot, Deadly Aim, Improved Precise Shot,
Impact Critical Shot, Opening Volley, and Deadly Accuracy
work for all spells that are listed as ray, line, touch attack
or ranged touch attack. Feats that affect Ranged weapons or
weapons can work for rays, such as Weapon Focus, Weapon
Specialization, etc.

energy from a fuse to a single one-handed or
light firearm of any quality that they are wield-
ing. A Splicer may sacrifice a prepared fuse that
- is in their caster and on their person to channel
the spell energy through their body, imbuing the
weapon with magic.
"'y . !fThe sacrificed fuse provides a magical bonus equal
oy ¥ , to the level of the spell it contained. This bonus may be
**" §pent on magical enhancement and special abilities for

& - the firearm. Added bonuses are added to any properties the

“firearm already has, but duplicate abilities do not stack. If
the firearm does not have at least a +1 Enhancement bonus,
this bonus must be added before any special abilities can be
radded. The duration of this ability is one minute per spell
level of the fuse sacrificed. Sacrificing another spell to assign
different enhancements ends the previous effects. These
bonuses only apply to one half of a double firearm.

Splicers may activate this ability in one of three ways: a
standard action, move action, or swift action.

Standard Action: The Splicer can add up to a +5 Enhancement
bonus or any combination of enhancements from the
Imbue Enhancements Table below. Enhancement bonuses
and properties are at a one-to-one cost.

Move Action: The Splicer can add up to a +5 Enhancement

bonus or any combination of enhancements from the
Imbue Enhancements Table below. Enhancement bonuses
are at a one-to-one cost; however, enhancement property
costs are doubled.

Swift Action: The Splicer can add up to a +5 Enhancement
bonus or any combination of enhancements from the
Imbue Enhancements Table below. Enhancement bonuses
and properties are at a one-to-one cost. Activating Imbue
as a swift action requires the Splicer to direct supernatural
energy through their body in an unsafe manner. The Splicer
must make a concentration check (DC 15 + spell level). Fail-
ure means the energy has harmed the Splicer, causing 1d3+1
damage per spell level of the fuse. The Imbue still works,
though at half the level of the spell sacrificed (rounded up).

Gearhead: If the Splicer has at least 1 rank in a craft skill, they
get a +1 bonus on all checks for that skill. The character also
gets a +2 bonus on all Computer Use checks.

In addition, a Splicer may voluntarily add +5 (instead of
the normal +10) to the indicated DC to craft an item in half
the time (rounded up). The Splicer must decide whether to
increase the DC before they make their craft check.

Jury-Rig (Ex): A Splicer can attempt a temporary craft repair
using jury-rig. This ability allows the Splicer to use virtually
anything available, in combination with a multipurpose
tool and some magical energy, to make a nearly impossible
fix. Doing this reduces the craft check DC by 5 and allows
the Splicer to make the repair in as little as a full-round
action. However, a jury-rigged repair can only fix a single
problem with a check, and the temporary repair only lasts
until the end of the current scene or encounter. A fix with
this ability still requires some type of material (resources,
finished goods, or raw material) equal in value to the repair
cost. No penalty is applied using material that wouldn’t
normally be used.




The Splicer can also build any Mechanical item with
jury-rig with random junk, already built items, and any-
thing else available. The time to build the item is reduced
by half and the DC is 5 lower than normal. The item built
only functions for one normal use plus one use for each
point the Splicer beats the modified Craft DC. This use of
jury-rig still follows the normal requirements for the Craft
skill the Splicer uses and can be combined with the gear
head ability. After the duration of use expires, the jury-
rigged item is destroyed. When making a jury-rig check a
character can’t take 20.

Bonus Feats: For every 5 Splicer levels attained they gain a
bonus Feat from the following list: any Metamagic feat,
Fuse Mastery, Fuse Efficiency, Signature Fuse, Point-Blank
Shot, Precise Shot, Long Range, and Far Shot.

Splicers also gain two special feats that define the Splicer
class. They must still meet the requirements of the feat to
be able to use it. The special feats are described below:

Jump Fuse

Prerequisites: Splicer level 3, Craft (Mechanical) 3 ranks,
Spellcraft 3 ranks

Benefit: You can create portable fuses, known as a jump fuse
or “jumper”, in the form of a Mechanical device that does
not require a caster, and which anyone can use. The jump
fuse costs twice the fuse resource cost and uses one of your
allotment of spells until used or destroyed. You may have
one spell level of jump fuse for every three levels of Splicer,
plus one oth level jump fuse.

Example: A gth level Splicer may have one 3rd level jumper or three
1st level jumpers, plus one oth level jumper.

Anyone using the jumper must still use the spell as
intended with all the variables set by you when you create it.
Jumpers still require an attack roll as any other fuse, provoke
attacks of opportunity, and require a free hand to use. No
concentration or additional spell components are required.

The user is considered proficient and must still make a
touch or ranged touch attack. Area of effect spells still scatter
on a miss and on a natural 1 the jumper fizzles. Jumpers have
range increments of 25 feet with the maximum distance
being that of the spell. All spell types threaten a critical hit
only on a natural 20. An area of effect spell directed at a spe-
cific being benefits from a possible critical hit, just as spells
fired from a caster.

As long as the jumper remains unused it continues to take
up a spell slot. The jumper may be canceled at any time, even
if not in the possession of the Splicer. Canceling the jumper
is a full round action that causes the spell and resources to
be lost just as if the spell were cast. Because jump fuses are
created and activated later, spells originating from jump
fuses have no verbal or semantic components.

Normal: Only the Splicer that creates the fuse can use it and all
fuses must be used through the caster of the creating Splicer.

IMBUE ENHANCEMENT LIST

Special Property Property Cost
Bane 1
Cruel* 1
Cunning 1
Distance 1
Flaming 1
Frost 1
Huntsman 1
Limning’ 1
Holding Aces 1
Merciful' 1
Efficiency 1
Seeking' 1
Shock 1
Thundering 1
Corrosive burst 2
Designating, lesser 2
Flaming burst 2
lcy burst 2
Igniting 2
Purified 2
Shocking burst 2
Tainted 2
Holding Aces, greater 3
Efficiency, greater 3
Speed 3
Brilliant energy 4
Designating, greater 4
Nimble shot 4
1 This special property is passed onto the ammunition used through
the firearm, even though this is not normally allowed.
Recycling
Prerequisites: Splicer level 6, Craft (Mechanical) 6 ranks,
Spellcraft 6 ranks

Benefit: The character is able to use half of the level of their
own fuses that they choose to destroy in the creation of new
fuses. The Splicer gains no resources in doing this but is able
to pull apart the fuse salvaging half of its components. This
can be only done during the one hour of schematic studying
and fuse creation.

Example: A Splicer could destroy a 6th level fuse to create a 3rd
level fuse, destroy two 3rd level fuses to create a 1st and a 2nd, or
destroy two 4th level fuses to create a 4th level fuse. The fuses must
be in their possession to recover any of the resources in this process.

Normal: Destroying a fuse completely destroys it and all of
its components.
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SO SERENE HERE IN THE COLONY during the harvest festival, yet 1 feel "t e ‘insani
/ clawing at the corners of my mind. Zine asked me to dance with her, but even that doesn’t fill me with cheer. I've

g

seen so much in this terrible world; and I'm sure what I've seen doesn’t even scratch the surface of the horrors that
are out there. It'’s bad enough I have you, this terrible thing in my head. My sanity ebbs and your thoughts creep in.
Sometimes I find myself grinding my teeth uncontrollably, and I don’t know why. I hear you mocking me, laughing

at me... but then, sometimes I laugh at me too.

WHO YOU ARE IS MORE THAN A TITLE. THE PIECES THAT
make you, you, are built on your beliefs, fears, actions, and re-
actions. In many games those studies have been boiled down
to an alignment defining your moral and lawful approach. In
Apocalypse the Risen, there are no alignments to neatly define
your actions to all situations. There are no subsequent penal-
ties for acting inappropriate to that defined position. Instead,
you define your personality through the character build pro-
cess, leaving room for the many appropriate and inappropriate
choices you will make while fighting to survive.

As you scavenge for resources and battle demons and dead,
your humanity will be tested as will your sanity. Who you are
and how you react are baked into your very fiber. However,
drastic times and tragic events can move people off course
from their moral compass. We represent this core being and
moments of reaction within the humanity system. Below you
will roll for or select a Core Personality, Positive Reaction, and
Negative Reaction. These three characteristics will help you
define and roleplay your survivor in post-Rise Earth.

Each of the three defining characteristics of your human-
ity are defined in detail below. Players are encouraged to roll,
and then roleplay, these characteristics. GMs are equally en-
couraged to use these characteristics to bake in personalities
of NPCs, colonists, and encountered people throughout your
post-Rise Earth. Including levels of insanities, from negative
reactions and triggers to physical manifestations, is equally
important. Nobody survives without scars, physical and espe-
cially mental.

ARV kv~
BADE tfutry

CORE PERSONALITY

The word is filled with challenging situations. Your core per-
sonality is the distinguishing quality of your person and the
typical compass to solve those challenges. This represents how
most people would identify “who you are”, that person’s char-
acter. People generally only have one core personality type.

To determine your core personality, roll a d2o and consult
the table below. Add the result to your character.

PERSONALITY TRAITS
d2o0  Core Personality Trait
1 Analytical
2 Assertive

Compliant (10% are Conformist)
Conscientious (10% manifest Machiavellianism)
Conservative

3

4

5

6 Cynic
7 Disorder (Roll a d1o on the entry below)
8

9

Dogmatic
Emotional Condition (Roll a d6 on the entry below)
10 Egotist
11 Gregarious
12 Independent
13 Impulsive
14 Liberal
15 Optimist
16 Pessimist
17 Rebellious
18 Rigid

19 Player’s Choice
20 GMs Choice
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PERSONALITY TRAITS

CORE PERSONALITY TRAITS

Analytical: Relies on analysis or logical reasoning in both
perceiving the world and forming decisions from which to act.
The Analytical mind sees each situation as new and not bound
to past experiences.

Assertive: Confident and direct when interacting with
others, presenting one’s own views, and when making re-
quests or demands.

Compliant: Eager to agree with others and to obey rules.
Generally inclined to accept requests or orders. Public accep-
tance does not necessarily mean private agreement.

10% of Compliant personalities are Conformists who not
only agree but change their personal views to match those to
which they are complying

Conscientious: Guided by an inner sense of doing what is
right, influenced by social surroundings, laws, and upbringing.
However, this moral compass may go against those norms if
not principled. The conscientious often applies these princi-
ples to their work or duties.

10% of Conscientious personalities manifest Machiavel-
lianism and will do anything to fulfill their own interests

Conservative: Committed to established values and tra-
ditional practices. Generally, opposes change and innovation.
Within a Colony, prefers free endeavors, private ownership,
and socially conservative goals.

Cynic: Skeptical; when analyzing the motivations of others,
assuming they are purely motivated by self-interest rather than
honorable or unselfish.

Disorder: Unlike Negative Reactions which have specific
triggers, core personality disorders are ever-present. These may
reflect early trauma, chemical abnormalities, or environmental
conditions. Roll a d1o to determine which disorder you have:

1-2. Repressive: The subconscious attempt to lock away
desires and impulses or suppress emotions and emotional
responses. This individual unconsciously withholds
painful or disagreeable memories, feelings, or impulses
from the conscious mind and attempts to direct their
own desires and impulses toward pleasurable ends.

3-4. DPsychoticism: Typically antisocial, often appearing aloof
and sometimes characterized by aggression or impul-
sive actions. May show tendencies of sensation-seeking,
taking a variety of risks just for the experience.

5-6.  Narcissism: Overly self-involved, often tow-ard their phys-
ical appearance. Manifests as a generally inflated sense of
their own importance, characterized by a deep need for
admiration. Typically displays limited or no empathy or
remorse, acts entitled, and uses deception to present
themselves in a way they believe observers want to see.

7-8. Neuroticism: Generally moody. More frequently
expressing feelings of anger, anxiety, depressed mood,
envy, fear, guilt, jealousy, and loneliness. Responds
poorly to stress and often sees normal situations as
threatening or hopeless.

9-10. Omnipotence: General delusion of grandeur, believing
they can personally influence events or people outside
their immediate sphere of influence simply by thinking
or wishing it so. This disorder is not the belief of a god-
like status; but rather belief in emotional and physical
reach well beyond reason.

Dogmatic: Believes in their own principles as undeniably
true. Characterized by the tendency to project these principles
on others without considering contrary evidence or the beliefs
and opinions of others.

Emotional Condition: Roll a d6 to determine what emo-
tional condition you have:

I. Immaturity: A tendency to hold onto negative
emotions and general inability to get past them.
Consistent tendency to show emotions in a way that is
inappropriate for their chronological age. May include
inability or unwillingness to let go of their childhood
desires or fantasies.

2. Inferiority: A general feeling of inadequacy in nearly all
things with a constant desire to compare one’s self to
others. Either conscious or unconscious, the results are
often low self-confidence and self-esteem. These feel-
ings may lead the person to feel as if they cannot deal
with the stresses of everyday life.

3. Instability: Showcased by a lack of emotional control
with a tendency towards unpredictable behavior and/or
uneven changes in emotion or mood.

4. Maturity: A general mastery of controlling one’s
emotions, responding appropriately in situations, and
behaving as a mature adult when interacting with others.

5. Stability: Highlighted by a general ability to maintain
emotional balance during stressful circumstances.

6. Superiority: A superiority complex is an outward show of
self-importance used to conceal feelings of failure and/or
inferiority. Generally characterized by feeling you are bet-
ter than others, if only to hide real and suppressed feelings.

Egotist: Overly conceited, self-absorbed, and self-import-
ant. While this person may talk highly about themselves in all
things, they are short of being narcissistic.

Gregarious: Exceptionally social and seeks the company
of others. Seeks companionship and has a desire to belong to
social groups or join in on group activities. Working in groups
or teams is preferred.

Independent: Acts on their own thoughts and feelings rath-
er than needing the views of others. This person does not rely on
others for assistance and often prefers to complete tasks alone.
Refuses being under obligation to others whenever possible.

Impulsive: Tendency to do things without careful thought.

Liberal: Believes in the value of progressive social and
political change. Generally advocates for the freedom of the
individual within the protection of a governing body. Believes
in individual rights and liberties and prefers to separate from
traditions that are seen as repressive.

Optimist: Holds a position of hope and confidence both
in relation to outcomes of current events as well as the future.
They genuinely expect the most favorable outcome.

Pessimist: Holds a position of despair and generally ex-
pects the worst will happen, whether within current events
or the future. Displays a tendency to see, and even anticipate,
undesirable outcomes or problems.

Rebellious: Exhibits a desire to resist authority and disobey
rules, often refusing to accept behavioral norms in actions
and even attire. Occasionally challenges authority figures and
breaks the rules just for enjoyment.



Rigid: Stubborn inability to change or be flexible in both ac-
tions and response to other’s actions. Typically fixed in a specific
set of beliefs or ideals and unyielding in the face of opposition.

REACTIONS

Where your core personality defines “who you are”, your pos-
itive and negative reactions represent “how you are”, in times
of harmony and strife respectively. Like your core personality,
these are definitive and core to your being.

Positive reactions rarely change, though they can drift
slowly over time. Your initial negative reaction also remains
unchanged; however, as one experiences emotional, physical,
and psychological trauma you may gain additional negative
traits and triggers. These additions occur during play and will
be explained in the Insanity section.

Unlike your core personality, players are encouraged to
interpret the meaning of the positive and negative reactions
to define their character. At character creation, roll on each
chart below and add the results to your character, one positive
reaction and one negative reaction.

POSITIVE REACTIONS

d20 Reaction

1 Agreeable

2 Caring

3 Confident

4 Considerate
5 Cooperative
6 Dedicated

7 Enthusiastic
8 Fair

9 Friendly

10 Genuine

11 Heroic

12 Idealistic

13 Mature

14 Objective

15 Patient

16 Principled
17 Rational

18 Sociable

19 Tolerant

20 Player’s Choice

NEGATIVE REACTIONS

dioo Reaction
01-04 GM Choice
06-09 Abrasive
10-13  Argumentative
14-16  Arrogant
17-19  Blunt

20-22  Boisterous
23-25  Callous

26-27  Complaintive
28-29  Compulsive
30-31  Conceited
32-33  Cowardly
34-35  Cruel

36-37  Deceitful
38-39  Dishonest
40-41  Disruptive
42-43  Erratic

44-45  Hostile
46-47  Impatient
48-49 Indecisive
50-51  Insulting
52-53 lrrational
54-55 lrritable
56-57  Lazy

58-50  Malicious
60-61  Moody

62-63  Negative
64-65 Obnoxious
66-67 Paranoid
68-69  Possessive
70-71  Power-hungry
72-73  Procrastinating
74-75  Sadistic
76-77  Shrewd
78-79  Shy

80-82  Suspicious
83-85  Treacherous
86-88  Unfriendly
89-92  Unstable
93-96  Vindictive
97-100  Player’s Choice
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INSANITY

SANITY AND MADNESS

Sanity is the state of being in which most PCs begin play. In
Apocalypse the Risen, your sanity is not reduced as you slip
into a bottomless pit. Instead, think of sanity as a temperature
check of your mind. As your character experiences horrifying
events, is faced with terrible creatures, or witnesses the shock-
ing depths of human atrocities, the degree of minor and major
insanity ticks ever upward. Your level of insanity is scored in
the form of bonuses to future insanity checks. The more insane
your character becomes, the more damaging the results. Left
untreated, characters may be lost to insanity entirely.

GOING INSANE
Earth After the Rise is not just a difficult world in which to sur-
vive. Earth is filled with horrors of unspeakable magnitude, the
worst of which are likely still unseen. In-game, a character has
multiple chances of gaining insanity from a variety of different
sources. Undead and demonic horrors unleashed upon the
world, effects that attack the mental stability of the character,
reality-shattering cosmic entities beyond imagination, or sim-
ply terrible human atrocities all have a chance of breaking the
mind. The difficulty to resist insanity is given as a specific DC.

Beings check against insanity by rolling a d2o and adding
the character level plus their wisdom modifier. A creature with
an insanity rating does not check insanity against a creature
with a lower rating. Creatures with an insanity rating who en-
counter a creature with a higher rating must make an insanity
check. Failure means the creature is shaken but doesn’t have to
roll on an insanity chart.

Some examples of unhinging events that trigger Insanity
checks are listed below:

o Suffering a tremendous shock to a mental ability score:
Intelligence, Wisdom, or Charisma (reduced to a 3 or less in
one of these scores)

o Encounters with creatures that have an Insanity Rating and
that are either:

> CR +1 or more than the APL
> Equal or lower CR than the APL and the party is
outnumbered by at least a 2:1 ratio

o Personal or horrifying tragic events and general Insanity:

> Realizing the source of the meat you ate is
human (DC 11)

> Seeing a Colony member impaled on a spike in the
middle of the Colony (DC 12)

»> Familiar Colony member becomes a Risen and begins
eating a child (DC 13)

> A faithful wife produces a Progeny child to her
unknowingly possessed Human husband (DC 15)

> Fleeing while panicked leaving a helpless friend to be
killed by a creature (DC 17)

> Trapping a friend to be eaten alive to save yourself or
the rest of the party (DC 17)

> Expressing hopelessness while trapped on Paradox
during the Lost Moon, hunted by a Wendigo, out of
food, and no escape in sight (DC 19)

In addition to gaining general insanity, there are tim
when a check against specific insanity is more appropriate. The
causes of such insanities are left to you as the GM to determine.
Examples included below:

« Suffering from long imprisonment might result in a check
against developing agoraphobia or claustrophobia

o Repeatedly being betrayed by allies might result in a check
against developing paranoia

o The poor soul whose mind is possessed by a demon might
have to make a check upon being exorcized to keep from
becoming psychotic

It’s possible to suffer from multiple forms of insanity. If you
become afflicted with a form of insanity you are already suffer-
ing from, the current DC of that insanity check increases by +5.
Traumatic situations have a base DC of 10 plus save modifiers.

The following chart gives some reference DC numbers for
various insanity checks:

INSANITY MODIFIERS

Increase

Situation to DC
Happens in the dark/hard to see +1
Extreme harm/death of someone known +1
Scene is sudden/shocking Familiar typically safe area +1
Shocking amount of blood/viscera +1
Threat isn’t readily identifiable +2
Extreme harm/death of fellow Colony member. +2
Helpless to avoid/trapped +2
Sensory deprived (blinded, deafened, etc.) +2
Under influence of mind-affecting spell/effect (shaken,

frightened, etc.) 2
Has a related fear/phobia or negative reaction +3
Extreme harm/death of hunting party member/friend +3
Situation is a direct result of your actions/failure +3
Situation involves shocking revelation/betrayal +3
Extreme harm/death of loved one +4
Situation not “real” (illusionary, or product of the mind) +4

RECOVERY

Lesser Restoration: The lesser restoration spell may be cast spe-
cifically to reduce the target’s insanity. This spell may be used
in one of the following ways:

o End any temporary effects from the minor insanity chart

» Reduce the target’s Minor Modifier bonus by 1. Lesser
restoration cannot affect any bonuses gained from the . ¢
major insanity chart.
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MINOR INSANITIES

Chart

insanity DC) each hour or affected by ghost sounds or silent image during failed hour (GM description).

insanity DC) each hour or affected by ghost sounds or silent image during failed hour (GM description).

d2o0  Effect
01-02  Result: Physical manifestation (temporary); Intensity: Mild; Active: Constant (2d4 hours)
03-04  Result: Negative Trait (temporary); Intensity: Mild; Active: Constant (2d4 hours)
Result: Hallucination (temporary); Intensity: Mild; Active: Constant (2d4 hours); Save: Will Save (as
5-6
Save DC failed by 10+: Affected by minor image and dazzled.
07-08  Result: Physical manifestation (temporary); Intensity: Mild; Active: Constant (1d3 days)
09-10  Result: Negative trait (temporary); Intensity: Mild; Active: Constant (1d3 days)
Result: Hallucination (temporary); Intensity: Mild; Active: Constant (1d3 days); Save: Will Save (as
11-12
Save DC failed by 10+: Affected by minor image and dazzled.
121 Result: Physical manifestation (temporary); Intensity: Strong; Active: Constant (1d3 days), Mild
314 (following 2d4 hours)
15-16

Result: Negative trait (temporary); Intensity: Strong; Active: Constant (1d3 days), Mild (following 2d4

Minor Chart: +1 (while active)

Minor Chart: +1 (while active)
Minor Chart: +1 (while active)

Minor Chart: +2 (while active)

Minor Chart: +2 (while active)

Minor Chart: +2 (while active)

Minor Chart: +1 (permanent)

hours)

Minor Chart: +1 (permanent)

Result: Hallucination (temporary); Intensity: Strong; Active: Constant (1d3 days), Mild (following 2d4

17-18  hours); Save: Will Save (as insanity DC) each hour or affected by minor image during failed hour (GM

Minor Chart: +1 (permanent)

description). Save DC failed by 10+: Affected by major image and dazzled. Mild (following 2d4 hours)

Result: Physical manifestation and Trigger (permanent); Intensity: Mild; Active: When triggered (as

Minor Chart: +2 (permanent)

Minor Chart: +2 (permanent)

19721 Trigger duration)
9aes Result: Negative trait and Trigger (permanent); Intensity: Mild; Active: When triggered (as Trigger
4 duration)
Result: Hallucination and Trigger (permanent); Intensity: Mild; Active: When triggered (as Trigger
e duration); Save: Will save (DC 10 + Minor Chart bonus + situational modifiers) each hour or affected by

dazzled.

28+ Result: Roll on Major Insanity Chart

minor image during failed hour (GM description). Save DC failed by 10+: Affected by major image and

Minor Chart: +2 (permanent)

Restoration: The restoration spell may be cast specifically
to reduce the target’s insanity. This spell may be used in one of
the following ways:

o End all temporary effects from the minor insanity chart

o Reduce a permanent negative trait, physical manifesta-
tion, or hallucination by one intensity level (minimum
of mild intensity), and reduce the target’s Minor Modi-
fier bonus by 1

 Suppress an always active permanent negative trait, phys-
ical manifestation, or hallucination for a number of hours
equal to this spell’s caster level. Multiple casting of this spell
does not stack for purposes of suppression duration.

o Reduce the target’s Minor Modifier bonus by 1d4+1

Greater Restoration, Heal, Minor Miracle, or Mira-
cle: These spells may be cast specifically to reduce the target’s
insanity in one of the following ways:

o End all temporary effects from the minor and major
insanity chart, plus reduce a permanent negative trait,
physical manifestation, or hallucination by one intensity
level (minimum of mild intensity), and reduce the target’s
Minor Modifier bonus by 1d4

» Reduce a permanent negative trait, physical manifestation,
and hallucination by one intensity level (minimum of
mild intensity), and reduce the target’s Minor Modifier
bonus by 2d4+1

« Suppress an always active permanent negative trait, phys-
ical manifestation, or hallucination for a number of days

equal to this spell’s caster level. Multiple casting of this spell
does not stack for purposes of suppression duration.

o Reduce the target’s Minor Modifier bonus by 2d4+1 and the
target’s Major Modifier by 1d4

MINOR INSANITY CHART
Roll a D20 and add your Minor Modifier to the roll. If the result
of the minor chart roll forces you to roll on the major chart, roll
a D20 and add your Major Modifier to the roll.

The following terms are used in both the Minor and Major
charts. See below for term definitions:

 Result: What happens for the failed insanity check

o Intensity: How intense the results are

o Active: How long the effect(s) last

« Minor Chart/Major Chart: The number added to rolls on
the specified chart

See appropriate charts for Triggers, Physical Manifesta-
tions, and Negative Traits.
The intensity of Minor and Major insanity results is given a
rating as defined below:

» Mild: Noticeable under scrutiny, not obvious

 Strong: Noticeable to those nearby, obvious once discovered

« Severe: Noticeable to anyone, difficult to focus on other
traits or actions

« Overwhelming: Obvious to anyone, dominant per-
sonality or actions, may overwhelm other underlying
issues when active



- MAJOR INSANITY CHART -

Rolla D20 and add your Major Modifier to the roll. If the result of this roll is 31+, the character is insane. The character becomes an NPC.

MAJOR INSANITIES
d2o Effect Chart

Result: Physical manifestation (temporary); Intensity: Strong; Active: Constant (1d3 days days), Mild

01-02 (following 2d4 hours) Minor Chart: +2 (permanent)
S Ece):::; Negative trait (temporary); Intensity: Strong; Active: Constant (1d3 days), Mild (following 2d4 B e ey e
Result: Hallucination (temporary); Intensity: Strong; Active: Constant (1d3 days); Make: Will Save (as
0506 insanity DC) each hour or affected by persistent image during failed hour (GM description). Save DC e L G 5 (i)
> failed by 10+: Affected by shadow conjuration (summon nature’s ally Ill) and dazzled. Mild (following 2d4 2P
hours)
07-08 Result: Physical manifestation and Trigger (permanent) and staggered for 1 round; Intensity: Mild; Active: Minor Chart: +1 (permanent)
7 When triggered (as Trigger duration) Major Chart: +1 (permanent)
5o Result: Negative trait and Trigger (permanent) and staggered for 1 round; Intensity: Mild; Active: When Minor Chart: +1 (permanent)

triggered (as Trigger duration) Major Chart: +1 (permanent)

Result: Hallucination and Trigger (permanent) and staggered for 1 round; Intensity: Severe; Active:
When triggered (as Trigger duration); Make: Will save (as insanity DC) each hour or affected by shadow

11-12  conjuration (summon nature’s ally I11) during failed hour (GM description). Save DC failed by 10+:
Affected by shadow conjuration, greater (summon nature’s ally VI) and dazzled. Mild physical manifestation
(following 2d4 hours) with Trigger of Hallucinations

Minor Chart: +1 (permanent)
Major Chart: +1 (permanent)

Result: Negative Trait and Trigger (permanent); Intensity: Strong; Active: When triggered (as Trigger

13-14  duration); Gain Disorder: Mania/Phobia (temporary); Save: No initial; Intensity: Strong; Active: See il Ehetily 2 otz

Major Chart: +2 (permanent)

Disorders.
A Resullt: Negapve Tralt and Trlgger (permanent); Intensity: Stror)g.; f\ctlve: W_hen triggered (a.s Trigger MinarCRatErelpemanen ;
' 15-16  duration); Gain Disorder: Schizophrenia (temporary); Save: No initial; Intensity: Strong; Active: See . o
. Major Chart: +2 (permanent)
Disorders.
: Result: Negative Trait and Trigger (permanent); Intensity: Strong; Active: When triggered (as Trigger Minor Chart: +2 (permanent)

L duration); Gain Disorder: Paranoia (temporary); Save: No initial; Intensity: Strong; Active: See Disorders. Major Chart: +2 (permanent)

Result: Negative Trait and Trigger (permanent); Intensity: Severe; Active: When triggered (as Trigger

19-20  duration); Gain Disorder: Dissociative Identity Disorder (temporary); Save: No initial; Intensity: Severe;
Active: See Disorders.

Minor Chart: +3 (permanent)
Major Chart: +3 (permanent)

ol 2122 Result: Negative Trait and Trigger (permanent); Intensity: Severe; Active: When triggered (as Trigger Minor Chart: +3 (permanent)
F e TR duration); Gain Disorder: Amnesia (temporary); Save: No initial; Intensity: Severe; Active: See Disorders. Major Chart: +3 (permanent)

Result: Negative Trait and Trigger (permanent); Intensity: Severe; Active: When triggered (as Trigger
23-24  duration); Gain Disorder: Psychopathy (temporary); Save: No initial; Intensity: Severe; Active: See
Disorders.

Minor Chart: +3 (permanent)
Major Chart: +3 (permanent) .-

Result: Physical manifestation (permanent) and dazed for 1 round; Intensity: Overwhelming; Active:
25-26  Constant; Breakdown: Uncontrollable crying resulting in the staggered condition (temporary); Save: No
initial; Active: 2d6 rounds

Minor Chart: +4 (permanent)
Major Chart: +4 (permanent)

Result: Two Physical manifestations (permanent) and dazed for 1 round; Intensity: Severe; Active:
27-28  Constant; Breakdown: Panic Attack resulting in the blinded condition (temporary); Save: No initial;
Active: 2d4 hours

Minor Chart: +4 (permanent)
Major Chart: +4 (permanent)

Result: Hallucination (permanent) and dazed for 1 round; Intensity: Overwhelming; Active: Constantly
29-30  affected by permanent image (GM description); Breakdown: Delusional Paranoia resulting in the confused
condition (temporary); Save: No initial; Active: 1d3 days

Minor Chart: +4 (permanent)
Major Chart: +4 (permanent)

Result: Insane and dazed for 1 round; Intensity: Mind shattered; Active: Character no longer playable, Minor Chart: +5 (permanent)
roll d100, 1-50 = lost to disorder / 51-100 = extremely dangerous and hostile Major Chart: +5 (permanent)

31+

Permanent Insanities: Each permanent negative trait, physical manifestation, or hallucination gained from the Major Insanity chart adds an additional
+1 to Minor and Major Insanity chart rolls. These bonuses cannot be recovered without correcting the underlying permanent result.

Shadow Conjuration and Shadow Conjuration, Greater: The character’s hallucination is so strong they conjure an actual shadow creature. The
creature should be relatable to the situation triggering the insanity check. If the insanity was not triggered by a creature, then a horrifying demonic. .
* creature should be described referencing the stat block from one of the summon nature’s ally creatures. The character with the insanity does not
receive a save to disbelieve the conjuration; however, other players and NPCs should be allowed a save.
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TRIGGERS CHART
Roll d20 and consult the chart on the next page. 1f you roll a trigger that already has a negative trait, physical manifestation, or a
hallucination associated, then keep that trigger and increase the intensity by one level.

TRIGGERS
d2o  Effect
o Result: Triggered when rolling a natural 1 on an attack, Initiative, saving throw, or skill check regardless of reroll opportunities; Active:
(Based on intensity level) Mild: 1d3x10 minutes; Strong: 1d3 hours; Severe: 2d4 hours; Overwhelming: Until 8 hours of complete rest
02 Result: Triggered when failing a Fortitude save; Active: (Based on intensity level) Mild: 1d3x10 minutes; Strong: 1d3 hours; Severe: 2d4
hours; Overwhelming: Until 8 hours of complete rest
o Result: Triggered when failing a Reflex save; Active: (Based on intensity level) Mild: 1d3x10 minutes; Strong: 1d3 hours; Severe: 2d4 hours;
3 Overwhelming: Until 8 hours of complete rest
o Result: Triggered when failing a Will save; Active: (Based on intensity level) Mild: 1d3x10 minutes; Strong: 1d3 hours; Severe: 2d4 hours;
4 Overwhelming: Until 8 hours of complete rest
o Result: Triggered when attempting an Intelligence based skill check; Active: (While attempting the check, plus duration of intensity level
5 after) Mild: 1d3x10 minutes; Strong: 1d3 hours; Severe: 2d4 hours; Overwhelming: Until 8 hours of complete rest
06 Result: Triggered when attempting a Wisdom based skill check; Active: (While attempting the check, plus duration of intensity level
after) Mild: 1d3x10 minutes; Strong: 1d3 hours; Severe: 2d4 hours; Overwhelming: Until 8 hours of complete rest
o Result: Triggered when attempting a Charisma based skill check; Active: (While attempting the check, plus duration of intensity level
7 after) Mild: 1d3x10 minutes; Strong: 1d3 hours; Severe: 2d4 hours; Overwhelming: Until 8 hours of complete rest
08 Result: Triggered when encountering the same situation or creature causing this Insanity check; Active: (During encounter, plus duration
of intensity level after) Mild: 1d3x10 minutes; Strong: 1d3 hours; Severe: 2d4 hours; Overwhelming: Until 8 hours of complete rest
o Result: Triggered when attempting an Insanity check; Active: (During Insanity check, plus duration of intensity level after) Mild: 1d3x10
9 minutes; Strong: 1d3 hours; Severe: 2d4 hours; Overwhelming: Until 8 hours of complete rest
0 Result: Triggered when affected by harmful magic; Active: (While affected by harmful magic, plus duration of intensity level after) Mild:
1d3x10 minutes; Strong: 1d3 hours; Severe: 2d4 hours; Overwhelming: Until 8 hours of complete rest
u Result: Triggered when affected by helpful magic; Active: (While affected by helpful magic, plus duration of intensity level after) Mild:
1d3x10 minutes; Strong: 1d3 hours; Severe: 2d4 hours; Overwhelming: Until 8 hours of complete rest
- Result: Triggered when affected by one of the following conditions (frightened, panicked, or shaken); Active: (While affected, plus duration
of intensity level after) Mild: 1d3x10 minutes; Strong: 1d3 hours; Severe: 2d4 hours; Overwhelming: Until 8 hours of complete rest
L Result: Triggered when affected by one of the following conditions (blinded, deafened, or Silenced); Active: (While affected, plus duration
3 of intensity level after) Mild: 1d3x10 minutes; Strong: 1d3 hours; Severe: 2d4 hours; Overwhelming: Until 8 hours of complete rest
L Result: Triggered when affected by one of the following conditions (bleed, entangled, or grappled); Active: (While affected, plus duration
4 of intensity level after) Mild: 1d3x10 minutes; Strong: 1d3 hours; Severe: 2d4 hours; Overwhelming: Until 8 hours of complete rest
Result: Triggered when affected by one of the following conditions (exhausted, fatigued, or paralyzed); Active: (While affected, plus
15 duration of intensity level after) Mild: 1d3x10 minutes; Strong: 1d3 hours; Severe: 2d4 hours; Overwhelming: Until 8 hours of complete
rest
6 Result: Triggered during any round in which combat is taking place; Active: (While in combat, plus duration of intensity level after) Mild:
1d3x10 minutes; Strong: 1d3 hours; Severe: 2d4 hours; Overwhelming: Until 8 hours of complete rest
L Result: Triggered when reduced to less than 1/4 of maximum hit points; Active: (While affected, plus duration of intensity level after)
7 Mild: 1d3x10 minutes; Strong: 1d3 hours; Severe: 2d4 hours; Overwhelming: Until 8 hours of complete rest
18 Result: Triggered when away from Colony or other location considered home; Active: (Based on intensity level) Mild: 1d3x10 minutes;
Strong: 1d3 hours; Severe: 2d4 hours; Overwhelming: Until 8 hours of complete rest
N Result: Triggered in unnatural environments (Channel, Darkland, Outer or Transitive Plane); Active: (Based on intensity level) Mild: 1d3x10
9 minutes; Strong: 1d3 hours; Severe: 2d4 hours; Overwhelming: Until 8 hours of complete rest
20 Result: Triggered when rolling a natural 20 on an attack, Initiative, saving throw, or skill check regardless of reroll opportunities; Active:

(Based on intensity level) Mild: 1d3x10 minutes; Strong: 1d3 hours; Severe: 2d4 hours; Overwhelming: Until 8 hours of complete rest




PHYSICAL MANIFESTATIONS
Roll d6 followed by a dro and consult the chart below. Physical manifestations occur immediately and continue during the timeframe
described in the Minor and Major Insanity charts or Triggers. These actions are involuntary and difficult to control or hide based on
the intensity.

MANIFESTATIONS
dé Effect dé Effect
1 Stressed 4 Distressed

1. Clenched Fist

. Clenched Jaw/Grinding Teeth

. Migraine

. Widespread Rash

. Heart Palpitation

. Bloody Nose

. Tinnitus

. Blurry Vision

. Eye Twitch

. Numbness/Tingling in Arms/Legs

OV oy OV A W N

=

2 Depressed
1. Constant Crying
. Constant Laughter
. Distracted/Racing Thoughts
. Weakness
. Distant Gaze
. Lightheaded
. Slow Speech/Movement
. Back Pain/Spasms
. Light Sensitivity
. Noise Sensitivity

OV oy OV A W N

=

3 Nervous

1. Nail Biting
. Fidgeting
. Pacing
. Touching your face
. Excessive Stretching
. Tapping feet
. Excessive Scratching
. Grasping Body Part (chin, ear, nose, etc.)
. Speaking too quickly
. Holding Breath

OV oy OV AW N

=

1. Weariness

. Nausea/Vomiting

. Dizziness

. Forgetful

. Shortness of Breath
. Strained Voice

. Stomach Ache

. Joint Pain

9. Phantom Smells

10. Cold/Sweaty Hands

Oy O A w N

5 Anxious
1. Rocking/Swaying
. Hands Shake/Unsteady
. Hyperventilating
. Trembling/Shaking
. Panic Attack
. Avoids Eye Contact
. Yawning
. Excessive Sweating
9. Tense and Jumpy
10. Restless and Irritable

Oy OV A w N

6 Traumatized
1. Hot Flashes and Sweating
. Violent Outburst
. Mini Blackouts
. Slurred Speech
. Panting
. Eye Bleed
. Self-Harm
. Drooping Face/Drooling
. Loss of Bladder Control
. Loss of Bowel Control

OV oy OUVT A w N

=

DISORDERS
Disorders represent a traumatic mental break in the character’s
psyche. While disorders are only listed on the Major Insanity chart,
the GM may assign a disorder under extremely horrifying circum-
stances. Suffering a long imprisonment, repeated betrayal by allies,
or possession by a demon all represent events that could cause a
mental break. Applying a disorder outside of the insanity chart
should be reserved for the most heinous of experiences.

Note that it is possible to suffer from multiple forms of dis-
orders simultaneously. A being afflicted with a disorder gains a
+5 to all insanity chart rolls.

Curing Disorder

All disorders have a DC that represents the disorder’s strength.
Disorders gained from the Major Insanity chart do not allow a
save. If a disorder is assigned situationally, the DC indicates the
Will save needed to roll in order to resist gaining the disorder
during the initial exposure. This number also represents the
DC needed recover.

Recovering from a disorder naturally is a lengthy process—
once per week, the being makes a Will save against the disor-
der’s current DC. If they succeed on this save, the disorder’s
DC is reduced by a number of points equal to their Charisma

bonus (minimum of 1). They continue to suffer the full effects
of the disorder until its DC is reduced to o, at which point they
are cured and the disorder vanishes completely.

Some spells directly affect disorders on top of their
normal function.

o Lesser restoration: has no effect on a disorder

e Restoration: reduces the current DC of one disorder
currently affecting a target by an amount equal to the
caster’s caster level

o Greater restoration, heal, minor miracle, or miracle: Immedi-
ately cures a target of all disorders

TYPES OF DISORDERS

dioo Disorcer

1-11 Amnesia
12-48  Mania/Phobia
49-68  Dissociative Identity
69-78  Paranoia
79-84  Psychopathy

85-100  Schizophrenia

: HUMANITY
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Amnesia

Type disorder; Save Will DC 20

Onset immediate

Effect —4 penalty on Will saving throws and all skill checks; loss
of memory (see below)

Description

A character suffering from amnesia cannot remember things;
their name, skills, and past are all equal mysteries. They can
build new memories, but any memories that existed before
they became an amnesiac are suppressed.

Worse, the amnesiac loses all class abilities, feats, and skill
ranks for as long as their amnesia lasts. They retain their base
attack bonus, base saving throw bonuses, combat maneuver
bonus, combat maneuver defense, total experience points, and
hit dice (and hit points), but everything else is gone until the
amnesia is cured. If a character gains a class level while suf-
fering from amnesia, they may use any abilities gained by that
class level normally. If the class level they gain was of a class
they already possess levels in, they gain the abilities of a 1st-lev-
el character of that class, even though they are technically of a
higher level in that class. If their amnesia is later cured, they
regain all the full abilities of this class, including those gained
from any levels taken while they were suffering from amnesia.

Mania/Phobia

Type disorder; Save Will DC 14

Onset 1 day

Effect target is sickened (if manic) or shaken (if phobic) as long
as the source of the mania or phobia is obvious; chance of be-
coming fascinated or frightened (see below)

Description

A mania is an irrational obsession with an object or situation
(usually inappropriate), while a phobia is an irrational fear of
an object or situation (usually commonplace). Additionally,
if a manic or phobic character is directly confronted by their
obsession (requiring a standard action), they must make a Will
save against the disorder’s DC or become fascinated (if manic)
or frightened (if phobic) by the object for 1d6 rounds.

Dissociative Identity Disorder

Type disorder; Save Will DC 19

Onset 2 days

Effect -6 penalty on Will saving throws and Wisdom-based
skill checks; multiple personalities (see below)

Description

This is a complicated disorder that manifests as 1 or more
distinct and different personalities within the same body
and mind. The number of additional personalities the victim
manifests equals the DC of the disorder divided by 10 (round
down, minimum of 1 additional personality). Should the dis-
order worsen in some way (such as by the save DC increasing),
the number of additional personalities increases as well. Like-
wise, the number of additional personalities decreases as the
sufferer recovers and the disorder’s DC decreases. The GM
should develop these additional personalities by rolling a core

personality, a positive trait and a negative trait for each person-
ality. The other personalities share the characters triggers and
manifestations.

Every morning, and each time the afflicted character is ren-
dered unconscious, they must make a Will save against their dis-
order’s DC. Failure indicates that a different personality takes
over. A character’s memories and skills remain unchanged. A
switch in personality may also take place as a result of other
triggers as determined by the GM. The personalities may or
may not be aware of each other’s existence; if they are not they
will often deny the existence of the other personalities. Some
individuals with this disorder learn to co-exist peacefully with
their other personalities. At the GM’s discretion, and as a re-
sult of good roleplay, the GM may reduce the penalty to saving
throws and skill checks.

Paranoia

Type disorder; Save Will DC 17

Onset 2 days

Effect —4 penalty on Will saves and Charisma-based skill
checks; cannot receive benefit from or attempt the Aid Another
action; cannot willingly accept aid (including healing) from
another creature unless they make a Will save against their
disorder’s DC

Description

The paranoid character is convinced that the world and all that
dwell within it are out to get him. Paranoid characters are typ-
ically argumentative or introverted.

Psychopathy

Type disorder; Save Will DC 20

Onset 3 days

Effect character gains the traits of malicious and sadistic all
the time; gains +10 Competence bonus on Bluff checks to hide
their disorder

Description

This complex borderline or antisocial personality disorder is
characterized by impulsive aggression. The character suffering
from this disorder is highly reactive and often violent even to
friends and family. The character gains the negative traits of
malicious and sadistic. These traits are always active and are
mild intensity. If the character would be malicious or sadistic
for another reason these traits increase the intensity. Charac-
ters may suppress their psychopathy for a period of 1 day by
making a Will save against the DC of their disorder. Failure to
pass the DC results in the character viewing any little event as a
slight and responding violently. Maintaining calm interactions
is nearly impossible for those suffering from this complex per-
sonality disorder as nearly anything may be a trigger. Players
may opt to vacate agency to the GM during episodes of intense
psychopathy, though this should be discussed at the time the
disorder is acquired.



Schizophrenia
Type disorder; Save Will DC 16

Onset 1 day

Effect —4 penalty on all Wisdom and Charisma-based skill
checks; cannot take 10 or take 20; chance of becoming
confused (see below)

Description Z
A schizophrenic character has lost
their grip on reality and can no
longer tell the difference between
what is real and what is not. These
constant hallucinations cause the
schizophrenic to appear errat-
ic, chaotic, and unpredictable to
others. Each time a schizophrenic
character finds themselves in a
stressful situation (such as combat)
they must make a Will save against
their disorder’s DC. Failure indicates
that the character becomes confused
for 1d6 rounds.
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'RE FRUSTRATED, COALMAN. I cAN TELL. PooR Watches... he couldn’t dodge that splash of acid the way you
id. He was right there... why didn’t you reach out for him? Your instincts wouldn't let you; you saved yourself. Did
ou see the way his cheek melted? The scream that turned into a gurgle of running flesh? If only he had your ability,

and if only you had courage to use it for the benefit of someone else. That’s why I'm a good companion for you

Coalman. The only companion you deserve.

MASTER FEAT LIST

“ien

Note: Feats marked with an “*” may be selected as an Enforc-
er bonus feat. Feats marked with an “t” are new to Apoca-
lypse the Risen.

ACROBATIC
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

ACROBATIC STEPS
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

AGILE MANEUVERS*
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

ALERTNESS
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

ANIMAL AFFINITY
You are skilled at working with animals and mounts.

Benefit: You get a +2 bonus on all Handle Animal and Ride
skill checks. 1f you have 10 or more ranks in one of these skills,
the bonus increases to +4 for that skill.

ARMOR PROFICIENCY, HEAVY™
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

ARMOR PROFICIENCY, MEDIUM"
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

ATHLETIC
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

AUTO-FIRE PROFICIENCY™
Benefit: Characters with this feat may perform the auto-fire
full round attack action without penalty.

Normal: Characters making an auto-fire attack without
this feat take their attack at a -4 penalty and the Ref save DC
against a successful attack is reduced by 4.

BASHING FINISH*
You follow a powerful blow from your weapon with an oppor-
tunistic bash from your shield.

Prerequisites: Shield Master, Two-Weapon Fighting, base
attack bonus +11.

Benefit: Whenever you score a critical hit with a melee
weapon, you can make a shield bash attack against the same
target using the same bonus as a free action.

BETRAYER
You can charm people into lowering their defenses, allowing
you to ambush them more effectively.

Prerequisites: Persuasive, Quick Draw, base attack bonus +3.

Benefit: When you succeed at a Diplomacy check to change
a creature's attitude, you can draw a weapon and make a single
melee attack against that creature as an immediate action. If
you changed your target's attitude to friendly or better, your
target is considered flat-footed against this attack. If the
target survives, it takes a -2 penalty on its Initiative check
for this combat.

Once you attack a creature, its attitude becomes hostile.

BLEEDING CRITICAL"
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

BLIND-FIGHT*
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

BLINDING CRITICAL"
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

BLOODY ASSAULT™
Sacrificing accuracy, you can inflict bloody wounds that are
slow to heal.

Prerequisites: Str 13, Power Attack, base attack bonus +6.

Benefit: You can choose to take a -5 penalty on all melee
attack rolls and combat maneuver checks to inflict 1d4 points
of bleed damage with your weapon melee attacks, in addition to
the normal damage dealt by the weapon. A creature continues
to take bleed damage every round at the start of its turn. Bleed
damage can be stopped by a DC 15 Heal check or through any
magical healing. Bleed damage from this feat does not stack
with itself. You must choose to use this feat before making the
attack roll, and its effects last until your next turn (although
the bleeding lasts until healed, as normal).

BLUDGEONER"
You canknockfoes out cold withjustaboutanybluntinstrument.
Benefit: You take no penalty on attack rolls for using a le-
thal bludgeoning weapon to deal nonlethal damage.
Normal: You take a -4 penalty on attack rolls when using
a lethal weapon to deal nonlethal damage. You cannot use a
lethal weapon to deal nonlethal damage in a sneak attack.
Special: A scavenger with this feat can use a lethal blud-
geoning weapon to deal nonlethal damage with a sneak attack.
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Acrobatics *

Acrobatic Steps *

Agile Maneuvers**
Alertness *

Animal Affinity

Armor Proficiency, Heavy *

Armor Proficiency, Medium *

Athletic*

Auto-Fire Proficiency™
Bashing Finish*
Betrayer

Bleeding Critical* *
Blind-Fight**
Blinding Critical* "
Bloody Assault™
Bludgeoner*
Bodyguard*
Bolstered Resilience
Bonebreaker*
Brawler*

Break Guard*
Breakneck Turn

Brew Potion

Bull Rush Strike*
Burst Fire*?

Call to Action ?

Catch Off-Guard**
Cartwheel Dodge
Channeled Auto-fire*?
Channel Smite*
Channeled Shield Wall
Charge Through*
Charging Hurler*
Cleave**

Cleaving Finish*
Close-Quarters Thrower*
Clustered Shots*
Combat Casting*
Combat Expertise* *
Combat Patrol*
Combat Reflexes* *
Covering Defense*
Crippling Critical*
Critical Focus™*
Critical Mastery* *
Crossbow Mastery*
Dastardly Finish*
Dazing Assault™
Dazzling Display* *
Deadly Accuracy*?
Deadly Aim**

Deadly Finish*
Deadly Martial Arts*
Deadly Stroke* *
Deafening Critical* *

Death from Above*
Deceitful *

Deceptive Exchange
Defensive Combat Training*
Deft Hands *
Destructive Dispel
Devastating Strike*
Diehard *

Disarming Strike*
Disengaging Feint™
Disengaging Flourish*
Disengaging Shot*
Disorienting Maneuver
Dispel Synergy
Disrupting Shot*
Disruptive* *
Distance Thrower*
Divine Interference
Dodge**

Double Slice**
Double Tap*?

Drag Down*
Dreadful Carnage*
Drive-by Combat* *
Elemental Focus
Elusive Martial Arts*?
Endurance *

Enforcer*

Exhausting Critical*
Exotic Weapon Proficiency* *
Expert Driver

Extra Channel *

Extra Mercy

Extra Pool Points
False Opening™

Fan the Hammer* ?
Far Shot* *

Fast Healer

Felling Escape*
Felling Smash*
Flanking Foil*

Fleet*

Focused Shot*
Following Step*
Fortified Armor Training™
Furious Focus*

Fuse Efficiency *

Fuse Mastery *

Gang Up*

Gory Finish*

Great Cleave**

Great Fortitude *
Greater Martial Arts*?
Greater Blind-Fight*
Greater Brawler* ?

Greater Bull Rush*

Greater Channel Smite
Greater Dirty Trick*

Greater Disarm**

Greater Drag*

Greater Elemental Focus
Greater Feint* '

Greater Grapple*

Greater Magical Focus *
Greater Mercy

Greater Overrun* "

Greater Penetrating Strike™ *
Greater Reposition*

Greater Shield Focus* *
Greater Shield Specialization*
Greater Snap Shot*

Greater Spell Penetration *
Greater Spell Specialization
Greater Steal*

Greater Sunder**

Greater Trip**

Greater Two-Weapon Fighting™ *
Greater Vital Strike**
Greater Weapon Focus™ *
Greater Weapon Specialization* *
Greater Whip Mastery*
Guided Hand

Hammer the Gap*

Hard to Hit* *

Heroic Defiance

Heroic Recovery

Impact Critical Shot*
Impaling Critical*

Improved Blind-Fight*
Improved Bull Rush**
Improved Brawler* ?
Improved Channel *
Improved Charging Hurler*
Improved Cleaving Finish*
Improved Critical* *
Improved Dirty Trick*
Improved Disarm* *
Improved Drag*

Improved Feint*

Improved Grapple*
Improved Great Fortitude *
Improved Initiative* *
Improved Impaling Critical*
Improved Iron Will *
Improved Lightning Reflexes *
Improved Martial Art Takedown* ?
Improved Overrun**
Improved Precise Shot* *
Improved Reposition*
Improved Second Chance*

Improved Shield Bash* *
Improved Sidestep*
Improved Snap Shot*
Improved Stalwart
Improved Steal*
Improved Sucker Punch* 3
Improved Sunder* *
Improved Trip**
Improved Two-Weapon Feint*
Improved Two-Weapon Fighting™ *
Improved Vital Strike* *
Improved Whip Mastery*
Improvised Weapon Mastery* *
In Harm’s Way*
Intimidating Prowess™
Jawbreaker*

Knockout Artist
Knowledgeable

Landing Roll*

Leadership *

Leaping Shot*

Lightning Reflexes *
Lightning Stance* '
Long-Range**

Lunge**

Magical Focus?

Major Spell Expertise
Manyshot* *

Martial Arts*?

Martial Art Takedown* ?
Martial Firearms Proficiency *
Martial Weapon Proficiency *
Minor Spell Expertise
Mobility* *

Mounted Archery**
Mounted Combat* *
Mounted Shield*
Mounted Skirmisher*
Nimble Moves *

Opening Volley*

Parting Shot*

Penetrating Strike* *
Persuasive

Pin Down’*

Pinpoint Targeting™ *
Point-Blank Master*
Point-Blank Shot™* *
Power Attack**

Precise Shot* *

Preferred Spell

Prodigy

Prone Shooter*

Pushing Assault*

Quick Bull Rush*

Quick Channel

&

* Feats marked with an

RS == ) -

Ugen

may be selected as an Enforcer bonus feat

1 Feat functions as per Pathfinder Roleplaying Game Core Rulebook
2 Feat functions as per Pathfinder Roleplaying Game Core Rulebook with exception

3 Apocalypse the Risen Specific Feat



Quick Dirty Trick™
Quick Drag*

Quick Draw*

Quick Reload*?
Quick Reposition*
Quick Retort*?
Quick Steal*

Rapid Reload* *
Rapid Shot* *
Rebuffing Reduction*
Repositioning Strike™
Reward of Charity *
Reward of Cleansing*
Ricochet Splash Weapon
Ride-By Attack* *
Rhetorical Flourish
Run*

Sap Adept*

Sap Master*

Saving Shield*

Scribe Scroll

Second Chance*
Self-Sufficient *
Shadow Strike*

Shatter Defenses™ *
Shield Focus**
Shield Master* *
Shield of Swings*
Shield Proficiency *
Shield Slam* *
Shield Specialization*
Shot on the Run**
Sickening Critical**
Sidestep*
Signature Fuse ’
Simple Firearms Proficiency *
Skill Focus

Skilled Driver

Sling Flail*

Snap Shot*

Smash*

Sneaking Precision
Soften the Blow* ?
Spell Bluff

Spell Flinger *

Spell Penetration *
Spell Perfection
Spell Specialization

Spellbreaker* *

Spell Sermon ? Tower Shield Proficiency

Spirited Charge* " Trample**

Spring Attack* Trapper's Setup

Stage Combatant™ Trick Riding*

Staggering Critical** Tripping Strike*

Stand Still** Two-Handed Thrower*
Stalwart Two-Weapon Defense* *
Stealthy * Two-Weapon Feint*
Step Up** Two-Weapon Fighting**
Step Up and Strike* Two-Weapon Rend* *
Strike Back* * Uncanny Concentration
Strong Comeback Vicious Stomp*

Stunning Assault™® Vehicle Specialist *
Vital Strike* *
Wave Strike*

Weapon Finesse*

Stunning Critical* *
Stunning Fist™*
Sucker Punch*?

Sundering Strike* Weapon Focus*

Sure Grasp Weapon Specialization™ *
Swift Aid* Whirlwind Attack* *
Sword and Pistol* Whip Mastery*

Team Up* Wind Stance* *

Throw Anything** Word of Healing

Tiring Critical*

Bouncing Spell
Disruptive Spell
Elemental Spell
Empower Spell *
Enlarge Spell *
Extend Spell *

Metaphysical

Focused Spell
Heighten Spell *
Infused Spell
Intensified Spell
Lingering Spell
Maximize Spell *

Merciful Spell Spectral Spell
Piercing Spell Still Spell *
Quicken Spell * Widen Spell *
Reach Spell

Selective Spell
Silent Spell *

Enlarge Power *
Extend Power?

Extra Kinetic Attack *
Extra Kinetic Boost *

Extra Kinetic Defense * Persistent Power *

Heighten Power ? Quicken Power *

* Feats marked with an “*” may be selected as an Enforcer bonus feat
1 Feat functions as per Pathfinder Roleplaying Game Core Rulebook

2 Feat functions as per Pathfinder Roleplaying Game Core Rulebook with exception

3 Apocalypse the Risen Specific Feat

BODYGUARD*
Your swift strikes ward off enemies attacking nearby allies.

Prerequisite: Combat Reflexes.

Benefit: When an adjacent ally is attacked, you may use
an attack of opportunity to attempt the aid another action to
improve your ally's AC. You may not use the aid another action
to improve your ally's attack roll with this attack.

Normal: Aid another is a standard action.

BOLSTERED RESILIENCE
You can dramatically increase your damage reduction in ex-
change for its temporary loss.

Prerequisite: Damage reduction.

Benefit: As an immediate action, you can double your DR
against a single attack, to a maximum of DR 20. The type of the
DR remains unchanged. If the attack you are guarding against
is not successful, the increased damage reduction persists until
you are hit with an attack or until the start of your next turn,
whichever happens first. At the start of your next turn, you be-
come fatigued. You cannot use this feat while you are fatigued.

BONEBREAKER"
When your opponent is unable to adequately defend against
them, your precise unarmed strikes break bone and tear tissue.

Prerequisites: Dex 13, Improved Grapple, Greater Martial
Arts (replaces Improved Unarmed Strike), Jawbreaker, Stun-
ning Fist, Heal 9 ranks.

Benefit: When you make a successful Stunning Fist attempt
against an opponent that is grappled, helpless, or stunned, you
can forgo any other Stunning Fist effect to deal 1d6 Strength or
Dexterity damage to that opponent.

BRAWLER™
Benefit: With an unarmed strike, the creature gains a +1 In-
sight bonus to attack rolls. The creature also increases their
unarmed damage dice by two steps.

Special: 1f you take Brawler you cannot take Martial Arts.

Toughness * b
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CALL TO ACTION

BREAK GUARD*
You can use one of your two weapons to occupy your oppo-
nent's defenses while attacking with the other.

Prerequisites: Dex 15, Int 13, Combat Expertise, Improved
Disarm, Two-Weapon Fighting.

Benefit: While wielding two weapons, whenever you
successfully use one weapon to disarm an opponent, you can
spend a swift action to attack the opponent you attempted to
disarm using your other weapon.

BREAKNECK TURN'
You can turn corners without losing momentum.

Prerequisite: Fleet, Dex 14

Benefit: You can make a single direction change when you
run or charge. You may do this at any point of the movement
as long as it is not in the first or last 10 ft. of the movement.
You must always have forward momentum; your turn may not
move you in any way back towards your starting point. You
cannot use this feat while carrying a load or wearing armor that
reduces your speed.

Normal: Without this feat, you can run or charge only in
a straight line.

BREW POTION

(Item Creation)
You can create magic potions.

Prerequisite: Caster level 3rd. Only Shepherd or Seer

Benefit: You can create a potion of any 3rd-level or lower
spell that you know and that targets one or more creatures or
objects. Brewing a potion takes 2 hours if its base price is 10 or
less, otherwise brewing a potion takes 1 day for each 40 resourc-
es in its base price. When you create a potion, you set the caster
level, which must be sufficient to cast the spell in question and
no higher than your own level. To brew a potion, you must use
up raw materials costing one half this base price. See the magic
item creation rules in Magic Items for more information.

When you create a potion, you make any choices that you
would normally make when casting the spell. Whoever drinks
the potion is the target of the spell. Only Shepherd or Seer
spells can be brewed into a potion.

BULL RUSH STRIKE"
Your critical hits can push back your foes.

Prerequisites: Str 13, Improved Bull Rush, Power Attack,
base attack bonus +9.

Benefit: Whenever you score a critical hit with a melee
attack, you can push your opponent back, in addition to the
normal damage dealt by the attack. If your confirmation roll
exceeds your opponent's CMD, you may push your opponent
back as if from the bull rush combat maneuver. You do not
need to move with the target if successful. This does not pro-
voke an attack of opportunity.

Normal: You must perform a bull rush combat maneuver
to bull rush an opponent.

Special: You can only apply the effects of one of the fol-
lowing feats to a given critical hit: Bull Rush Strike, Disarming
Strike, Repositioning Strike, Sundering Strike, or Tripping
Strike. You may choose to use this feat after you make your
confirmation roll.

BURST FIRE*
Prerequisites: Wisdom 13, Auto-Fire Proficiency.

Benefit: Characters taking this feat have learned to control
their weapons with the automatic rate of fire classification into
targeted three round bursts. When firing a weapon capable of
auto-fire and set in the automatic mode, the character may
choose to burst fire as an attack targeting one opponent. The
character takes a -3 to all attacks until the start of their next
turn each time they make a burst fire attack, with the penalty
stacking. Each successful attack deals damage equal to a crit-
ical hit from the weapon. If a critical is actually rolled, roll to
confirm as normal. If the critical hit is confirmed, increase the
critical multiplier for the weapon by 1 for the critical hit. Using
Burst Fire expends three rounds of ammunition and may only
be attempted with at least three available rounds of ammuni-
tion in the magazine.

Normal: Making an auto-fire attack uses at least ten
rounds of ammo and targets a 5 radius burst, not a specific
person or creature.

CALL TO ACTION'
Prerequisites: No ability score below 10.

Benefit: For one round, during the characters turn, they
may take an extra action beyond their normal amount. De-
pending on their level the character has a choice of extra action
they may take but may take only one. The character always has
the choice to choose any action they have gained access to. A
character may not use this feat more than once per round.

Character Level Times per Day Action Type
1st-4th 1 Move action
sth-8th 2 Attack Action
oth-12th 3 Standard Action

13th-16th 4 Swift Action
17th-20th 5 Full-Round Action®

1 Only when staggered or restricted to a single standard or move
action

CATCH OFF-GUARD"
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

CARTWHEEL DODGE
You use your knack for avoiding damage to reposition your-
self in combat.

Prerequisites: Evasion class feature, Improved Evasion
class feature, acrobatics 12 ranks.

Benefit: When you successfully use Improved Evasion to
avoid taking damage, you can move up to half your speed as an
immediate action. This movement provokes attacks of oppor-
tunity as normal.

CHANNELED AUTO-FIRE*"
Prerequisites: Auto-fire Proficiency.

Benefit: When making an auto-fire full round attack action,
the attacker can instead target a 30’ line area of effect.

Normal: Making an auto-fire attack normally affects a 5’
radius burst area of effect.



CHANNEL SMITE*
You can channel your divine energy through a melee
weapon you wield.

Prerequisite: Channel energy class feature.

Benefit: Before you make a melee attack roll, you can
choose to spend one point from your faith, nature or justice
pool as a swift action. If you hit a creature normally damaged
by your channel energy, that creature takes an amount of addi-
tional damage equal to the damage dealt by your channel ener-
gy ability. Your target can make a Will save, as normal, to halve
this additional damage. If your attack misses, the point from
your faith, nature or justice pool is still expended with no effect.

Special: Shepherds hitting someone possessed by a demon
would deal weapon damage to the person and channeled dam-
age to the demon

CHANNELED SHIELD WALL
You draw upon your channel energy to enhance the protective
ability of your shield and those of allies while they are ad-
jacent to you.
Prerequisites: Channel energy 3d*, proficiency with a shield.
Benefit: As a swift action, you can spend one point from
your faith, nature or justice pool to grant yourself a +2 Deflec-
tion bonus while using a shield. This bonus lasts 1 minute per
level. While you benefit from this bonus, allies with shields also
gain a +2 Deflection bonus while they are adjacent to you.

CHARGE THROUGH”
You can overrun enemies when charging.

Prerequisites: Str 13, Improved Overrun, Power Attack,
base attack bonus +1.

Benefit: When making a charge, you can attempt to over-
run one creature in the path of the charge as a free action. If
you successfully overrun that creature, you can complete the
charge. 1f the overrun is unsuccessful, the charge ends in the
space directly in front of that creature.

Normal: You must have a clear path toward the target
of your charge.

CHARGING HURLER"
You know how to use your momentum to enhance your thrown
weapon attacks.

Prerequisite: Point-Blank Shot.

Benefit: You can use the charge rules to make a thrown
weapon attack. All the parameters of a charge apply, except
that you must only move closer to your opponent, and you
must end your movement within 30 feet of that opponent. If
you do, you can make a single thrown weapon attack against
that opponent, gaining the +2 bonus on the attack roll and
taking a -2 penalty to your AC until the start of your next turn.

CLEAVE®
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

CLEAVING FINISH*
When you strike down an opponent, you can continue your
swing into another target.

Prerequisites: Str 13, Cleave, Power Attack.

Benefit: If you make a melee attack, and your target drops
to o or fewer hit points as a result of your attack, you can make

another melee attack using your highest base attack bonu
against another opponent within reach. You can make only one
extra attack per round with this feat.

CLOSE-QUARTERS THROWER*
You are agile enough to avoid melee attacks while throwing
weapons or bombs.

Prerequisites: Dex 13, Dodge, Weapon Focus with selected
thrown weapon.

Benefit: Choose a type of thrown weapon. You do not pro-
voke attacks of opportunity for making ranged attacks using
the selected weapon.

Normal: Making a ranged attack provokes attacks
of opportunity.

WILUSTERDPSSIHOTS

You take a moment to carefully aim your shots, causing them
all to strike nearly the same spot. This feat does not work with
the Auto-fire Proficiency feat, Burst Fire feat, or Channeled
Auto-fire feat.

Prerequisites: Point-Blank Shot, Precise Shot, base at-
tack bonus +6.

Benefit: When you use a full-attack action to make mul-
tiple ranged weapon attacks against the same opponent, total
the damage from all hits before applying that opponent's dam-
age reduction.

Special: If the massive damage optional rule is being used,
that rule applies if the total damage you deal with this feat is
equal to or exceeds half the opponent's full normal hit points
(minimum 50 points of damage).

COMBAT CASTING
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

COMBAT EXPERTISE”
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

COMBAT PATROL"
You range across the battlefield, dealing with threats wherev-
er they arise.

Prerequisites: Combat Reflexes, Dodge, Mobility, base at-
tack bonus +5.

Benefit: As a full-round action, you may set up a combat
patrol, increasing your threatened area by 5 feet for every 5
points of your base attack bonus. Until the beginning of your
next turn, you may make attacks of opportunity against any
opponent in this threatened area that provokes attacks of
opportunity. You may move as part of these attacks, provided
your total movement before your next turn does not exceed
your speed. Any movement you make provokes attacks of op-
portunity as normal.

COMBAT REFLEXES*
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

COVERING DEFENSE*
You are skilled at protecting yourself and your allies
with your shield.

Prerequisites: Shield Focus, base attack bonus +6.
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DEADLY AIM

Benefit: When you use the total defense action while using
a light, heavy, or tower shield, you can provide a cover bonus
to AC against all attacks to an adjacent ally your size or smaller.
This cover bonus is equal to your shield's shield bonus and lasts
until the beginning of your next turn. Your shield does not pro-
vide a cover bonus to Reflex saves.

CRIPPLING CRITICAL"

(Critical)

You are able to maim a target and hinder its movement.
Prerequisites: Critical Focus, base attack bonus +13.
Benefit: Whenever you score a critical hit against an op-

ponent, its speed is halved for 1 minute. A successful Fortitude

save reduces this duration to 1d4 rounds. The DC of this save
is equal to 10 + your base attack bonus. Against creatures with
multiple types of movement, you must choose which move-
ment type to affect. A flying creature hit by this attack must
make a DC 10 Fly check to remain airborne, and has its maneu-
verability reduced by one step.

Special: You can only apply the effects of one critical feat to

a given critical hit unless you possess Critical Mastery.

CRITICAL FOCUS*
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

CRITICAL MASTERY™
Feat functions as per Pathfinder Roleplaying Game Core Rule-
book with the exception below.

Prerequisites: Critical Focus, any two critical feats,
14th-level Enforcer

CROSSBOW MASTERY ™
You can load crossbows with blinding speed and even fire them
in melee with little fear of reprisal.

Prerequisites: Dex 15, Point-Blank Shot, Rapid Re-
load, Rapid Shot.

Benefit: The time required for you to reload any type of
crossbow is reduced to a free action, regardless of the type of
crossbow used. You can fire a crossbow as many times in a full
attack action as you could attack if you were using a bow. Re-
loading a crossbow for the type of crossbow you chose when you
took Rapid Reload no longer provokes attacks of opportunity.

DASTARDLY FINISH*
You can take advantage of an enemy's debilitated state to at-
tempt a coup de grace.

Prerequisite: Sneak attack +5d6.

Benefit: You can deliver a coup de grace to cowering or
stunned targets.

Normal: You can only coup de grace helpless targets.

DAZING ASSAULT”"
You can daze foes with wild attacks.
Prerequisites: Str 13, Power Attack, base attack bonus +11.
Benefit: You can choose to take a -5 penalty on all melee
attack rolls and combat maneuver checks to daze opponents
you hit with your melee attacks for 1 round, in addition to the
normal damage dealt by the attack. A successful Fortitude save
negates the effect. The DC of this save is 10 + your base attack

bonus. You must choose to use this feat before making the at-
tack roll, and its effects last until your next turn.

DAZZLING DISPLAY™
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

DEADLY ACCURACY*

You have learned how to take patient aim on ranged attacks.
This feat does not work with the Auto-fire Proficiency feat,
Burst Fire feat, or Channeled Auto-fire feat.

Prerequisites: Wisdom 13, Long-Range.

Benefit: Before making a ranged attack, the character may
take actions to line up their shot. The character may use a move
or standard action to add a +1 Circumstance bonus on their
next attack roll. A full-round spent lining up the attack instead
adds a +3 Circumstance bonus on their next attack roll. Once
the character begins aiming they can’t move, even to take a '
step, or the benefit of the feat is lost. Likewise, if the character’s
concentration is disrupted or the character is attacked before
his or her next action, the character loses the benefit of aiming.
A character may not gain more than a +4 Circumstance bonus
from this feat on any one attack.

DEADLY AIM*
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

DEADLY FINISH”
Your attacks don't just fell your opponents—they kill
them outright.

Prerequisite: Base attack bonus +11.

Benefit: When you hit with a melee attack and reduce your
opponent to -I or fewer hit points, you can force that oppo-
nent to succeed at a Fortitude save (DC 15 + the damage your
attack dealt) or die.

DEADLY MARTIAL ARTS*
Prerequisites: Martial Arts, Greater Martial Arts, base at-
tack bonus +8.

Benefit: The creature’s critical multiplier for unarmed at-
tacks when using Martial Arts is increased by one.

Normal: Unarmed attacks critical multiplier is x2.

DEADLY STROKE®
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

DEAFENING CRITICAL"
(Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

DEATH FROM ABOVE®
You allow gravity to add extra force to your charges.

Benefit: Whenever you charge an opponent from higher
ground, or from above while flying, you gain a +5 bonus on
attack rolls in place of the bonuses from charging and being
on higher ground.

DECEITFUL
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.
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DISORIENTING MANEUVER

DECEPTIVE EXCHANGE
You trick an adversary into grabbing an object you hand them,
even in the midst of combat.
Prerequisites: Int 13, Combat Expertise, Improved Feint.
Benefit: If you successfully feint an opponent, you can trick
that opponent into accepting a one-handed object you are
holding instead of denying that opponent its Dexterity bonus
to AC against your next attack. The opponent must have ap-
pendages capable of holding the object you offer, and it must
have one such appendage free to take the object.

DEFENSIVE COMBAT TRAINING*
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

DEFT HANDS
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

DESTRUCTIVE DISPEL
When you dispel an enemy's magical defenses, those defenses
crash down with debilitating effects.

Prerequisites: Ability to cast dispel magic or greater dispel
magic, caster level 11th.

Benefit: When you successfully make a targeted dispel check
against an opponent, that opponent must succeed at a Fortitude
save (DC equals the DC of the spell used to dispel) or be stunned
until the start of your next turn. If the save succeeds, the oppo-
nent is instead sickened until the start of your next turn.

DEVASTATING STRIKE*
Pitting all of your strength and resolve against your enemy, you
deliver a strike that is impossible to ignore.

Prerequisites: Vital Strike, base attack bonus +9.

Benefit: Whenever you use Vital Strike, Improved Vital
Strike, or Greater Vital Strike, you gain a +2 bonus on each ex-
tra weapon damage dice roll those feats grant (+6 maximum).
This bonus damage is multiplied on a critical hit.

DIEHARD
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

DISARMING STRIKE*
Your critical hits can disarm your foes.

Prerequisites: Int 13, Combat Expertise, Improved Disarm,
base attack bonus +9.

Benefit: Whenever you score a critical hit with a melee at-
tack, you can disarm your opponent, in addition to the normal
damage dealt by the attack. If your confirmation roll exceeds
your opponent's CMD, you may disarm your opponent as if
from the disarm combat maneuver. This does not provoke an
attack of opportunity.

Normal: You must perform a disarm combat maneuver to
disarm an opponent.

Special: You can only apply the effects of one of the follow-
ing feats to a given critical hit: Bull Rush Strike, Disarming Strike,
Repositioning Strike, Sundering Strike, or Tripping Strike. You
may choose to use this feat after you make your confirmation roll.

DISENGAGING FEINT*

You can feint to disengage from combat.
Prerequisites: Int 13, Combat Expertise, Improved Feint.

Benefit: As a standard action, use Bluff to feint against an
opponent. Instead of denying that opponent his Dexterity bo-
nus to AC, a successful feint allows you to move up to your
speed without provoking an attack of opportunity from the
opponent you feinted for leaving the square you start in.

DISENGAGING FLOURISH*
Distracting your opponent gives you the opportunity to make
a swift retreat.

Prerequisites: Int 13, Combat Expertise, Disengaging Feint,
Improved Feint.

Benefit: As a standard action, make a Bluff check against
each opponent that currently threatens you. If you succeed
against at least one opponent, you can move up to your speed.
This movement does not provoke attacks of opportunity from
any opponent you succeeded at feinting against.

DISENGAGING SHOT*
You make one last attack before beating a hasty retreat.

Prerequisites: Int 13, Combat Expertise, Disengaging Feint,
Dodge, Improved Feint, Mobility.

Benefit: Whenever you use Disengaging Feint or Disengag-
ing Flourish, you can make a single melee attack against one
opponent you succeeded at feinting against. That opponent is
denied his Dexterity bonus to AC against this attack.

DISORIENTING MANEUVER
Your erratic movements disorient your opponent.

Prerequisites: Dodge, Acrobatics 5 ranks.

Benefit: If you successfully use Acrobatics to tumble
through an opponent's space, you gain a +2 Circumstance bo-
nus on attack rolls against that opponent until the start of your
next turn. If you choose to make a trip attempt against that
opponent, you gain a +4 Circumstance bonus on your combat
maneuver check. This bonus on trip also lasts until the start of
your next turn.

DISPEL SYNERGY
By tearing away an opponent's magical defenses, you leave
your enemy vulnerable, making it difficult for him to re-
sist your spells.

Prerequisite: Spellcraft 5 ranks.

Benefit: If you successfully dispel an ongoing magical effect
on an opponent, that opponent takes a —2 penalty on saving
throws against your spells until the end of your next turn.

DISRUPTING SHOT*
With a well-placed shot, you make it harder for a nearby oppo-
nent to cast spells.
Prerequisites: Dex 13, Point-Blank Shot, 6th-level Enforcer
Benefit: If you ready an action to shoot an opponent cast-
ing a spell within 30 feet and successfully hit that opponent
with a ranged attack, the concentration DC to successfully cast
the spell is increased by +4.

DISRUPTIVE*
Feat functions as per Pathfinder Roleplaying Game Core Rule-
book with the exception below.

Prerequisites: 6th-level Enforcer



DISTANCE THROWER®
You are accurate with thrown weapons at longer rang-
es than normal.

Prerequisite: Str 13.

Benefit: With a thrown weapon, you reduce your penalty
on ranged attack rolls due to range by 2.

DIVINE INTERFERENCE
You can convert a prepared spell to interfere with an
enemy's attack.
Prerequisites: Otherworldly spellcaster, caster level 1oth.
Benefit: As an immediate action, when an enemy within 30
feet hits you or an ally with an attack, you can sacrifice a pre-
pared Otherworldly spell and make the enemy reroll the attack
roll. The second attack roll takes a penalty equal to the level
of the spell you sacrifice. You must sacrifice a spell of 1st-level
or higher to use this ability. Whether or not the second attack
is successful, you cannot use this effect on the same creature
again for 1 day.

DODGE*
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

DOUBLE SLICE*
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

DOUBLE TAP*T
Rule number 2. This feat does not work with the Auto-fire Pro-
ficiency feat, Burst Fire feat, or Channeled Auto-fire feat.

Prerequisites: Dexterity 14, Point-Blank Shot.

Benefit: Characters taking this feat have learned the art
to quickly fire two rounds with a single attack. When using
a semi-auto firearm with at least two rounds of ammunition
loaded, the character may choose to make any of their attacks
using the Double Tap feat. The character takes a -2 penalty to
all attacks until the start of their next turn each time they make
a Double Tap attack, with the penalty stacking. A successful
attack adds an extra amount of damage based on the weapons
base damage dice: 1d4 adds +2, 1d6 adds +3, 1d8 adds +4, 1d10
adds +s, 2d6 adds +6, and 2d8 adds +8. This damage is in addi-
tion to the normal damage and is multiplied on a critical hit but
doesn’t add any other bonuses to this damage.

DRAG DOWN*
When you are knocked prone, you are skilled at bringing your
opponent down with you.
Prerequisites: Int 13, Combat Expertise, Improved Trip.
Benefit: Whenever an opponent successfully trips you, you
can attempt to trip that opponent as an immediate action.

DREADFUL CARNAGE”
Slaying an enemy demoralizes your other nearby foes.

Prerequisites: Str 15, Power Attack, Furious Focus, base
attack bonus +11.

Benefit: Whenever you reduce an enemy to o or fewer hit
points, you can make an Intimidate check to demoralize all en-
emies within 30 feet as a free action. Enemies that cannot see
both you and the enemy you reduced to o or fewer hit points
are unaffected.

DRIVE-BY COMABT* , :

Prerequisite: Expert Driver, Drive 4 ranks. .
Benefit: You take half the penalty to attacks due to the ve-

hicles speed when making attacks while in a moving vehicle. If

you are the driver you are allowed to take your attack action at

any point during your movement.
Normal: When attacking from a moving vehicle, a charac-

ter takes a -2 penalty for every 200 movement of the vehicle’s

speed. Driver must make their attack action either before or

after the vehicle’s movement.

ELEMENTAL FOCUS
Your spells of a certain element are more difficult to resist.
Benefit: Choose one energy type (acid, cold, electricity, or
fire). Add +1 to the Difficulty Class for all saving throws against
spells that deal damage of the energy type you select.
Special: You can gain this feat multiple times. Its effects do not
stack. Each time you take this feat, it applies to a new energy type.

ELUSIVE MARTIAL ARTS*'

Prerequisites: Martial Arts
Benefit: Creature it gains a +1 Dodge bonus to its AC.

ENDURANCE
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

ENFORCER*
You are skilled at causing fear in those you brutalize.

Prerequisite: Intimidate 1 rank.

Benefit: Whenever you deal nonlethal damage with a melee
weapon, you can make an Intimidate check to demoralize your
target as a free action. If you are successful, the target is shak-
en for a number of rounds equal to the damage dealt. If your
attack was a critical hit, your target is frightened for 1 round
with a successful Intimidate check, as well as being shaken for a
number of rounds equal to the damage dealt.

FEATS

EXHAUSTING CRITICAL"
(Critical)
Your critical hits cause opponents to become exhausted.

Prerequisites: Critical Focus, Tiring Critical, base at-
tack bonus +15.

Benefit: When you score a critical hit on a foe, your target
immediately becomes exhausted. This feat has no effect on ex-
hausted creatures.

Special: You can only apply the effects of one critical feat to
a given critical hit unless you possess the Critical Mastery feat.

CHAPTERS

EXOTIC WEAPON PROFICIENCY™
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

EXPERT DRIVER

When driving a chosen type of vehicle, you exhibit incredible
control, maneuvering the vehicle with greater ease and stop-
ping with uncanny precision.

Prerequisite: Drive 4 ranks.

Benefit: You can make an accelerate, decelerate, or turn ac-
tion as a move action instead of a standard action. Furthermore,
when stopping a vehicle, you subtract 1o feet from the roll to de-
termine how many feet the vehicle moves forward before it stops.
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FAR SHOT

EXTRA CHANNEL
Feat functions as per Pathfinder Roleplaying Game Core Rule-
book with the exception below.

Special: The Arbiter cannot apply this feat to their channel
energy ability.

EXTRA MERCY
Your healing/harmful touch ability adds an additional Mercy.

Prerequisites: Touch of Justice class feature, Mercy
class feature.

Benefit: Select one additional Mercy for which you qualify.
When you use Touch of Justice to heal or deal damage to one
target, it also receives the additional effects of this Mercy, as
per the ability.

Special: You can gain this feat multiple times. Its effects do
not stack. Each time you take this feat, select a new Mercy.

EXTRA POOL POINTS'
You gain additional points to a class pool.
Prerequisite: 3rd level, Class Pool (Faith, Justice, or Nature).
Benefit: You gain two points to add to a class pool of your
choosing. These points are automatically added to the pool
chosen and cannot be change to another class later.
Special: You can gain Extra Pool Points multiple times with
its effects stacking.

FALSE OPENING*
When you make a ranged attack while threatened, you can fool
your opponent into thinking he has an opening.

Prerequisites: Dex 13, Dodge, Close Quarters Throw-
er or Point-Blank Master, Weapon Focus with selected
ranged weapon.

Benefit: Choose a ranged weapon or a thrown weapon.
When you make a ranged attack using that weapon, you can
choose to provoke an attack of opportunity from one or more
opponents who threaten you. You gain a +4 Dodge bonus
against such attacks. An opponent that makes such an attack
and misses you loses his Dexterity bonus to AC against you
until the end of your turn.

FAN THE HAMMER*"
Prerequisites: Strength 12, Dexterity 15, Point-Blank Shot, Rap-
id Shot, base attack bonus +6

Benefit: When making a full-attack action while using a
light or one-handed revolver and free off hand, you may fan
the hammer on the first attack. The target cannot be further
than the second range increment of the firearm away from
you. If the attack hits then both bullets hit the target. Apply
precision-based damage (such as sneak attack) and critical hit
damage only once for this attack. Other damage bonuses apply
to each bullet just as if the firearm hit twice. Damage reduction
and resistances apply separately to each bullet.

On the remaining attacks you have for the full-attack ac-
tion you may also fan the hammer but only at additional crea-
tures past the first and only once each target. The new targets
must be within 10 ft. of the first target and not past the second
range increment for the firearm. Each target past the first give
you a -3 to your attack rolls until the start of your next turn.
Once you decide not to fan the hammer at a new target then
all other attacks for your full-attack action are normal attacks.

If you reload during your attack you lose the benefit of fan the
hammer until your next turn.

FAR SHOT"
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

FAST HEALER
You benefit greatly from your healing, be it from spells or
natural healing.

Prerequisites: Con 13, Diehard, Endurance.

Benefit: When you regain hit points by resting or through
magical healing, you recover additional hit points equal to half
your Constitution modifier (minimum +1).

FELLING ESCAPE*
Through the use of fluid contortions and manipulations of
leverage, you can throw your opponent to the ground after
escaping a grapple.
Prerequisites: Int 13, Combat Expertise, Improved Trip.
Benefit: When you break an opponent's grapple with a
combat maneuver check or Escape Artist check, you can spend
a swift action to make a trip attempt against that opponent.

FELLING SMASH*
You commit all your focus to a devastating blow, trying to
crush your opponent to the ground.

Prerequisites: Int 13, Str 13, Combat Expertise, Improved
Trip, Power Attack, base attack bonus +6.

Benefit: If you use the attack action to make a single melee
attack at your highest base attack bonus while using Power




Attack and you hit an opponent, you can spend a swift action
to attempt a trip combat maneuver against that opponent.

FLANKING FOIL*
Fighting multiple foes is easy for you.

Benefit: Whenever you hit an adjacent opponent with a
melee attack, until the start of your next turn, that opponent
does not gain any flanking bonus on attack rolls while it is
flanking you and cannot deal sneak attack damage to you. It
can still provide a flank for its allies.

FEEET
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

FOCUSED SHOT*

Your anatomical insight adds deadliness to your shots.
Prerequisites: Int 13, Point-Blank Shot, Precise Shot.
Benefit: As a standard action, you may make an attack with

a bow or crossbow and add your Intelligence modifier on the

damage roll. You must be within 30 feet of your target to deal

this extra damage. Creatures immune to critical hits and sneak
attacks are immune to this extra damage.

FOLLOWING STEP*
You can repeatedly close the distance when foes try to move
away, without impeding your normal movement.

Prerequisites: Dex 13, Step Up.

Benefit: When using the Step Up feat to follow an adjacent
foe, you may move up to 10 feet. You may still take a 5’ step
during your next turn, and any movement you make using
this feat does not subtract any distance from your movement
during your next turn.

Normal: You can only take a 5’ step to follow an opponent
using Step Up.

FORTIFIED ARMOR TRAINING”
You have learned to let your armor bear the brunt of the
worst attacks.

Prerequisite: Proficient with armor or shield.

Benefit: If an opponent scores a critical hit against you, you
can turn the critical hit into a normal hit. If you do, either your
armor or your shield gains the broken condition (your choice).

FURIOUS FOCUS*
Even in the midst of fierce and furious blows, you can find fo-
cus in the carnage and your seemingly wild blows strike home.
Prerequisites: Str 13, Power Attack, base attack bonus +1.
Benefit: When you are wielding a two-handed weapon or
a one-handed weapon with two hands, and using the Power
Attack feat, you do not suffer Power Attack's penalty on melee
attack rolls on the first attack you make each turn. You still
suffer the penalty on any additional attacks, including attacks
of opportunity.

FUSE EFFICIENCY!
Prerequisites: Fuse Mastery, Craft (Mechanical) 5 ranks, Pro-
fession (Mechanic) 5 ranks, Spellcraft 5 ranks.

Benefit: The Splicer counts the Fuses they have Fuse Mas-
tery in as two levels lower for purposes of resource cost to make
the Fuse. This is done after any level altering effects, such as

metamagic feats, have been applied. The Fuse cannot be below
alevel one for cost, meaning it will at minimum cost a Mechan-
ical and Combustible resource to make. Ex: a level three Fuse
would cost the same as a level one Fuse. If maximized the Fuse
would cost the same as a level four Fuse not a level six.

FUSE MASTERY"
You have mastered a small handful of Fuses, and can prepare
these Fuses without referencing your schematics at all.

Prerequisite: 1st-level Splicer

Benefit: Each time you take this feat, choose a number of
Fuses that you already know equal to your Intelligence modi-
fier. From that point on, you can prepare these Fuses without
referring to your schematics.

Normal: Without this feat, you must use your schematics
to prepare all your Fuses.

GANG UP*
You are adept at using greater numbers against foes.

Prerequisites: Int 13, Combat Expertise.

Benefit: You are considered to be flanking an opponent if at
least two of your allies are threatening that opponent, regard-
less of your actual positioning.

Normal: You must be positioned opposite an ally to
flank an opponent.

GORY FINISH*

By drawing upon wells of savagery, you can slay your foe in
creative and horrifyingly gruesome manners, intimidat-
ing nearby foes.

Prerequisites: Dazzling Display, Weapon Focus.

Benefit: When you use the attack action, you can use a
weapon with which you have Weapon Focus to make a single
attack at your highest base attack bonus. If you reduce your
target to negative hit points, you can spend a swift action to
make an Intimidate check to demoralize all foes within 30 feet
who could see your attack.

GREAT CLEAVE®
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

GREAT FORTITUDE
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

GREATER MARTIAL ARTS*'
Prerequisites: Martial Arts, base attack bonus +4.

Benefit: When using Martial Arts the character’s natural
threat range on an unarmed attack increases by one.

Normal: Unarmed strikes critical only on a 20.

Special: This feat can stack with other feats or abilities that
increase the treat range of an unarmed attack.

GREATER BLIND-FIGHT*
Your enemies cannot hide from you.
Prerequisites: Perception 15 ranks, Improved Blind-Fight.
Benefit: Your melee attacks ignore the miss chance for less
than total concealment, and you treat opponents with total
concealment as if they had normal concealment (20% miss
chance instead of 50%). You may still reroll a miss chance per-
centile roll as normal.
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GREATER GRAPPLE

1f you successfully pinpoint an invisible or hidden attacker,
that attacker gets no advantages related to hitting you with
ranged attacks, regardless of the range. That is, you don't lose
your Dexterity bonus to Armor Class, and the attacker doesn't
get the usual +2 bonus for being invisible.

Special: The Greater Blind-Fight feat is of no use against a
character who is the subject of a blink spell.

GREATER BRAWLER*'

Prerequisites: Brawler, Improved Brawler, base attack bonus +4.
Benefit: One time per combat round the creature may deal

an extra 1d4 points of nonlethal damage when they make a suc-

cessful attack with an unarmed strike or a bludgeoning melee

weapon. This damage is in addition to the normal damage and

is not multiplied.

GREATER BULL RUSH”*
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

GREATER CHANNEL SMITE
You empower your weapon with the might of your deity, which
you discharge as you strike your foes.

Prerequisites: Channel energy class feature, Channel Smite,
base attack bonus +8.

Benefit: Before making any melee attacks on your turn, you
can use a swift action to expend one daily use of your channel
energy class feature. The dice from your channel energy feature
form a pool of damage dice you can access to further damage
creatures normally harmed by the energy you are channeling.
Prior to making each melee attack, allocate dice from the pool
to be used as extra damage dice if you hit. Your target can make
a Will save, as normal, to halve this extra damage. This extra
damage is not multiplied when you score a critical hit. If you
miss, the extra damage dice remain in your pool, but any dice
left unexpended at the end of your turn are wasted.

GREATER DIRTY TRICK*
When you pull a dirty trick, your foe is truly hindered.

Prerequisites: Int 13, Combat Expertise, Improved Dirty
Trick, base attack bonus +6.

Benefit: You receive a +2 bonus on checks made to attempt
a dirty trick. This bonus stacks with the bonus granted by
Improved Dirty Trick. Whenever you successfully perform a
dirty trick, the penalty lasts for 1d4 rounds, plus 1 round for
every 5 by which your attack exceeds the target's CMD. In ad-
dition, removing the condition requires the target to spend a
standard action.

Normal: The condition imposed by a dirty trick lasts for 1
round plus 1 round for every 5 by which your attack exceeds
the target's CMD. Removing the condition requires the target
to spend a move action.

GREATER DISARM*
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

GREATER DRAG”
Foes that you drag are thrown out of balance.

Prerequisites: Str 13, Improved Drag, Power Attack, base
attack bonus +6.

Benefit: You receive a +2 bonus on checks made to drag a
foe. This bonus stacks with the bonus granted by Improved
Drag. Whenever you drag a foe, his movement provokes at-
tacks of opportunity from all of your allies (but not you).

Normal: Creatures moved by drag do not provoke attacks
of opportunity.

GREATER ELEMENTAL FOCUS

Choose an energy type to which you have already applied the
Elemental Focus feat. Any spells you cast of this energy type are
very hard to resist.

Prerequisite: Elemental Focus.

Benefit: Add +1 to the Difficulty Class for all saving throws
against spells that deal damage of the energy type you select.
This bonus stacks with the bonus from Elemental Focus.

Special: You can gain this feat multiple times. Its effects
do not stack. Each time you take this feat, it applies to a new
energy type to which you have already applied the Elemen-
tal Focus feat.

GREATER FEINT*
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

GREATER GRAPPLE"
Maintaining a grapple is second nature to you.

Prerequisites: Improved Grapple, Greater Martial Arts or
Improved Brawler (replaces Improved Unarmed Strike), base
attack bonus +6, Dex 13.

Benefit: You receive a +2 bonus on checks made to grapple
a foe. This bonus stacks with the bonus granted by Improved
Grapple. Once you have grappled a creature, maintaining the
grapple is a move action. This feat allows you to make two
grapple checks each round (to move, harm, or pin your oppo-
nent), but you are not required to make two checks. You only
need to succeed at one of these checks to maintain the grapple.

Normal: Maintaining a grapple is a standard action.

GREATER MAGICAL FOCuUS'

Choose a class of magic to which you have already applied the
Magical Focus feat. Any spells you cast of this class are very
hard to resist.

Prerequisite: Magical Focus.

Benefit: Add +1 to the Difficulty Class for all saving throws
against spells from the class of magic you select. This bonus
stacks with the bonus from Magical Focus.

Special: You can gain this feat multiple times. Its effects do
not stack. Each time you take the feat, it applies to a new class
to which you already have applied the Magical Focus feat.

GREATER MERCY
Your Grace has incredible recuperative properties.

Prerequisites: Cha 13, Touch of Justice class feature, Mercy
class feature.

Benefit: When you use your Touch of Justice ability and
the target of that ability does not have any conditions your
miracles can remove, it instead heals an additional +1d6
points of damage.

GREATER OVERRUN*
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.



GREATER PENETRATING STRIKE™
Feat functions as per Pathfinder Roleplaying Game Core Rule-
book with the exception below.

Prerequisites: Penetrating Strike, Weapon Focus,
16th-level Enforcer

GREATER REPOSITION®
When you reposition foes, they are left vulnerable to the at-
tacks of your allies.

Prerequisites: Int 13, Combat Expertise, Improved Reposi-
tion, base attack bonus +6.

Benefit: You receive a +2 bonus on checks made to repo-
sition a foe. This bonus stacks with the bonus granted by Im-
proved Reposition. Whenever you reposition a foe, his move-
ment provokes attacks of opportunity from all of your allies
(but not you).

Normal: Creatures moved by reposition do not provoke
attacks of opportunity.

GREATER SHIELD FOCUS*
Feat functions as per Pathfinder Roleplaying Game Core Rule-
book with the exception below.

Prerequisites: Shield Focus, Shield Proficiency, base attack
bonus +1, 8th-level Enforcer

GREATER SHIELD SPECIALIZATION™
Your masterful shieldwork provides even greater protection to
your vital areas.

Prerequisites: Proficiency with selected shield, Greater
Shield Focus, Shield Focus, Shield Specialization with selected
shield, 12th-level Enforcer

Benefit: Choose one type of shield (buckler, light, heavy, or
tower shield) for which you possess the Shield Specialization
feat. With the selected shield, you gain a +2 bonus to your
Armor Class against critical hit confirmation rolls (this bonus
stacks with that from Shield Specialization). In addition, once
per day you may negate a critical hit, and damage is instead
rolled normally.

Special: You can gain this feat multiple times. lts effects
do not stack. Each time you take the feat, it applies to a new
type of shield.

GREATER SNAP SHOT”
You can prey on any gap in your foe's guard with impunity, and
with even greater range.

Prerequisites: Dex 17, Improved Snap Shot, Point-Blank
Shot, Rapid Shot, Snap Shot, base attack bonus +12.

Benefit: Whenever you make an attack of opportunity using
a ranged weapon and hit, you gain a +2 bonus on the damage
roll and a +2 bonus on rolls to confirm a critical hit with that
attack. These bonuses increase to +4 when you have base at-
tack bonus +16, and to +6 when you have base attack bonus +20.

GREATER SPELL PENETRATION
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

GREATER SPELL SPECIALIZATION

You can sacrifice a prepared spell in order to spontaneously cast
your specialized spell.

Prerequisites: Int 13, Spell Specialization, able to prepar:
sth-level spells.

Benefit: By sacrificing a prepared spell of the same or high-
er level than your specialized spell, you may spontaneously
cast your specialized spell. The specialized spell is treated as its
normal level, regardless of the spell slot used to cast it. You may
add a metamagic feat to the spell by increasing the spell slot
and casting time, just like a Shepherd spontaneously casting a
cure spell with a metamagic feat.

Special: This feat does not work with Splicer Fuses/spells.
See Signature Fuse.

GREATER STEAL*
You have a knack for snatching items from your oppo-
nents in combat.

Prerequisites: Int 13, Combat Expertise, Improved Steal,
base attack bonus +6.

Benefit: You receive a +2 bonus on checks made to steal
an item from a foe. This bonus stacks with the bonus granted
by Improved Steal. If you successfully steal an item from a foe
during combat, it does not notice the theft until after combat
is over or if it attempts to use the missing item.

Normal: Creatures automatically notice items taken from
them through the steal combat maneuver.

GREATER SUNDER"
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

GREATER TRIP*
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

GREATER TWO-WEAPON FIGHTING"
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

GREATER VITAL STRIKE®
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

GREATER WEAPON FOCUS*
Feat functions as per Pathfinder Roleplaying Game Core Rule-
book with the exception below.

Prerequisites: Proficiency with selected weapon, Weap-
on Focus with selected weapon, base attack bonus +1,
8th-level Enforcer

GREATER WEAPON SPECIALIZATION*
Feat functions as per Pathfinder Roleplaying Game Core Rule-
book with the exception below.

Prerequisites: Proficiency with selected weapon, Greater
Weapon Focus with selected weapon, Weapon Focus with se-
lected weapon, Weapon Specialization with selected weapon,
12th-level Enforcer

GREATER WHIP MASTERY™
You can use a whip to make combat maneuvers with ease.

Prerequisites: Improved Whip Mastery, Weapon Focus
(whip), Whip Mastery, base attack bonus +8.

Benefit: You are so quick with your whip that you never
drop it due to a failed disarm or trip combat maneuver attempt.
Further, you gain the ability to grapple using your whip. To do
s0, use the normal grapple rules with the following changes.
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IMPALING CRITICAL

Attack: You cannot use your whip to attack while you are
using it to grapple an opponent.

Damage: When dealing damage to your grappled opponent,
you deal your whip's weapon damage rather than your un-
armed strike damage.

Free Hands: You take no penalty on your combat maneuver
check for having fewer than two hands free when you use your
whip to grapple.

Reach: Rather than pulling your grappled opponent adjacent
to you when you successfully grapple and when you move the
grapple, you must keep him within your whip's reach minus his
own reach to maintain the grapple. If the difference in reach is
less than o, such as is the case for a Medium whip wielder and
a Gargantuan creature, you cannot grapple that opponent with
your whip. If you have to pull a creature adjacent to you to grap-
ple it with your whip, you still provoke an attack of opportunity
from that opponent unless you have the Improved Grapple feat.

Tie Up: While adjacent to your opponent, you can attempt
to use your whip to tie him up. If you do so to an opponent you
have grappled rather than pinned, you take only a -5 penalty on
the combat maneuver check rather than the normal -ro.

GUIDED HAND
Your deity blesses any strike you make with simple, martial, or
exotic weapons.

Prerequisites: Channel energy class feature, Channel Smite,
Proficiency with weapon used (no favored weapon)

Benefit: You can use your Wisdom modifier instead of your
Strength or Dexterity modifier on attack rolls.

HAMMER THE GAP*
You repeatedly strike the same location, causing increasing
amounts of damage.

Prerequisite: Base attack bonus +6.

Benefit: When you take a full-attack action, each consec-
utive hit against the same opponent deals extra damage equal
to the number of previous consecutive hits you have made
against that opponent this turn. This damage is multiplied on
a critical hit.

HARD TO HIT*
Prerequisites: Dexterity 13, Elusive Martial Arts, Martial Arts.
Benefit: When adjacent to an opponent that the creature
is engaged in melee, all ranged attacks targeting the creature
gain an additional -4 penalty to their attack roll. This is in
addition to the standard penalty for ranged weapons attack-
ing into melee.
Special: The Precise Shot feat removes the standard penal-
ty but still gains a —4 penalty from Hard to Hit.

HEROIC DEFIANCE
You struggle on when others would fall.
Prerequisites: Diehard, Endurance, base Fortitude save +8.
Benefit: Once per day as an immediate action you can de-
lay the onset of one harmful condition or affliction (such as
panicked, paralyzed, stunned, and so on), including permanent
and instantaneous conditions. Activating this feat delays the
onset of the condition until the end of your next turn, after
which time the condition takes its normal effect. This feat has
no effect on hit point damage or ability damage.
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You can throw off the effects of crippling conditions.

Prerequisites: Diehard, Endurance, base Fortitude save +4.

Benefit: Once per day as a sta@hrd acticgsr’fyou may attempt
a new saving throw against a harmful Condition or affliction re-
quiring a Fortitude save that is affecting you. If this save against
the affliction fails, there is no additional effect, but a successful
save counts toward curing an affliction such as poison or dis-
ease. You cannot use this feat to recover front instantaneous
effects, effects that do not allow a saving throw, or effects that
do not require a Fortitude save. Al

IMPACT CRITICAL SHOT™

(Critical)

With a series of ranged attacks, you bring your foes to their
knees or force them to move. This feat does not work with
the Auto-fire Proficiency feat, Burst Fire feat, or Channeled
Auto-fire feat.

Prerequisites: Dex 13, Point-Blank Shot, base at-
tack bonus +9.

Benefit: Whenever you score a critical hit with a ranged at-
tack, in addition to the normal damage your attack deals, if your
confirmation roll exceeds your opponent's CMD, you can push
your opponent back as if from the bull rush combat maneuver
or knock that target prone as if from a trip combat maneuver. If
you choose to bull rush, you cannot move with the target. Your
maneuver does not provoke an attack of opportunity.

Normal: You must perform a bull rush combat maneuver
to bull rush an opponent, and you must perform a trip combat
maneuver to trip an opponent. You can only apply the effects
of one critical feat to a given critical hit unless you possess
Critical Mastery

IMPALING CRITICAL"
(Critical)
Your critical hits can skewer your foes.
Prerequisites: Critical Focus, Weapon Specialization with
selected piercing melee weapon, base attack bonus +11.
Benefit: Whenever you score a critical hit with the select-
ed piercing melee weapon, you can impale your opponent on
your weapon. While your opponent is impaled in this way, each
time he starts his turn, you deal damage equal to your weapon's
damage dice plus the extra damage dice from your weapon's
properties. As an immediate action, you can pull your weapon
out of your opponent. If your opponent is ever outside your
reach, you must spend a free action to let go of your weapon or




pull it out of him. Your opponent can also spend a move action
to pull your weapon out. When the weapon comes out, your
opponent takes damage as if starting his turn impaled. While
you impale your opponent with your weapon, you cannot use
it to attack, and you must hold on to it.

IMPROVED BLIND-FIGHT"*
Your keen senses guide your hand against hidden foes.

Prerequisites: Perception 10 ranks, Blind-Fight.

Benefit: Your melee attacks ignore the miss chance for less
than total concealment. You may still reroll your miss chance
percentile roll for total concealment.

If you successfully pinpoint an invisible or hidden attack-
er within 30 feet, that attacker gets no advantages related to
hitting you with ranged attacks. That is, you don't lose your
Dexterity bonus to Armor Class, and the attacker doesn't get
the usual +2 bonus for being invisible.

Special: The Improved Blind-Fight feat is of no use against
a character who is the subject of a blink spell.

IMPROVED BULL RUSH*
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

IMPROVED BRAWLER*
Prerequisites: Brawler, base attack bonus +2.

Benefit: With an unarmed strike, the creature increases
their Insight bonus to attack rolls to +2. The creature also in-
creases their unarmed damage dice by an additional step.

Normal: Medium size creatures’ unarmed attacks normally
deal 1d3 nonlethal damage.

IMPROVED CHANNEL
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

IMPROVED CHARGING HURLER*
Everymuscleinyourbodyaddsits force to your thrown weapons.

Prerequisites: Charging Hurler, Point-Blank Shot.

Benefit: When you use Charging Hurler, your target can
be at any range up to your weapon's maximum range. If your
target is within 30 feet, you gain a +2 bonus on damage rolls.

Normal: Using Charging Hurler requires you to end your
movement within 30 feet of your opponent.

IMPROVED CLEAVING FINISH*
You can cut down many opponents in a single strike.
Prerequisites: Str 13, Cleave, Cleaving Finish, Great Cleave,
Power Attack, base attack bonus +6.
Benefit: You can use Cleaving Finish any number of
times per round.

IMPROVED CRITICAL"
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

IMPROVED DEVASTATING STRIKE®
The fury and power channeled through your attack is enough
to kill a lesser being outright.

Prerequisites: Devastating Strike, Vital Strike, base at-
tack bonus +13.

Benefit: Whenever you use Vital Strike, Improved Vital
Strike, or Greater Vital Strike, you gain a bonus on attack rolls

to confirm a critical hit equal to the bonus on damage rolls yo
gain from Devastating Strike.

IMPROVED DIRTY TRICK*
You are skilled at pulling dirty tricks on your foes.

Prerequisites: Int 13, Combat Expertise.

Benefit: You do not provoke an attack of opportunity when
performing a dirty trick combat maneuver. In addition, you
receive a +2 bonus on checks made to attempt a dirty trick. You
also receive a +2 bonus to your Combat Maneuver Defense
when an opponent tries a dirty trick on you.

Normal: You provoke an attack of opportunity when per-
forming a dirty trick combat maneuver.

IMPROVED DISARM*
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

IMPROVED DRAG"

You are skilled at dragging foes around the battlefield.
Prerequisites: Str 13, Power Attack, base attack bonus +1.
Benefit: You do not provoke an attack of opportunity when

performing a drag combat maneuver. In addition, you receive

a +2 bonus on checks made to drag a foe. You also receive a +2

bonus to your Combat Maneuver Defense when an opponent

tries to drag you.
Normal: You provoke an attack of opportunity when per-
forming a drag combat maneuver.

IMPROVED FEINT*
You are skilled at fooling your opponents in combat

Prerequisites: Intelligence 13, Combat Expertise.

Benefit: The character can make a Bluff check in combat
as a move action. The character receives a +2 bonus on Bluff
checks made to feint in melee combat.

Normal: Feinting in combat is a standard action.

IMPROVED GRAPPLE"
You are skilled at grappling opponents.

Prerequisite: Dex 13, Greater Martial Arts or Improved
Brawler (replaces Improved Unarmed Strike)

Benefit: You do not provoke an attack of opportunity when
performing a grapple combat maneuver. In addition, you re-
ceive a +2 bonus on checks made to grapple a foe. You also re-
ceive a +2 bonus to your Combat Maneuver Defense whenever
an opponent tries to grapple you.

Normal: You provoke an attack of opportunity when per-
forming a grapple combat maneuver.

IMPROVED GREAT FORTITUDE
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

IMPROVED INITIATIVE®
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

IMPROVED IMPALING CRITICAL"

(Critical)

When you impale a target, you hinder its movement and can
cause severe bleeding.
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IMPROVED STALWART

Prerequisites: Impaling Critical, Critical Focus, Weapon
Specialization with selected piercing melee weapon, base at-
tack bonus +13.

Benefit: While you are using Impaling Critical to impale
an opponent, and you are still holding onto that weapon, that
opponent must succeed at a grapple combat maneuver check
against you to pull your weapon out. If you have let go of your
weapon, the impaled opponent must spend a standard action
to remove the weapon. Until the opponent pulls the weapon
out, his speed in all modes is halved and his maneuverability,
if any, is reduced by one step. When the weapon comes out,
instead of dealing the damage normal for Impaling Critical,
you can deal bleed damage equal to your weapon's damage dice
result once per round at the start of that opponent's turn.

IMPROVED IRON WILL
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

IMPROVED LIGHTNING REFLEXES
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

IMPROVED MARTIAL ART TAKEDOWN™*"
Prerequisites: Elusive Martial Arts, Martial Art Takedown,
Martial Arts, base attack bonus +3.

Benefit: If an adjacent opponent attacks and misses the
creature with a melee attack, the creature may make an imme-
diate attack of opportunity to trip the opponent. The creature
must have one free hand and cannot be flat-footed. Using this
feat does not provoke an attack of opportunity. This counts
against the creature’s amount of attacks of opportunities in a
combat round that they may take.

IMPROVED OVERRUN*
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

IMPROVED PRECISE SHOT*
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

IMPROVED REPOSITION"
You have learned how to force your enemies to move around
the battlefield.

Prerequisites: Int 13, Combat Expertise.

Benefit: You do not provoke an attack of opportunity when
performing a reposition combat maneuver. In addition, you
receive a +2 bonus on checks made to reposition a foe. You also
receive a +2 bonus to your Combat Maneuver Defense when an
opponent tries to reposition you.

Normal: You provoke an attack of opportunity when per-
forming a reposition combat maneuver.

IMPROVED SECOND CHANCE”
You can turn a missed strike into a second chance without sac-
rificing later attacks.

Prerequisites: Int 13, Combat Expertise, Second Chance,
base attack bonus +11.

Benefit: When you reroll a missed attack using the Second
Chance feat, you can still make the rest of your attacks that
turn, albeit at a -5 penalty to each attack.

Normal: When using the Second Chance feat, you must
normally forgo the rest of your attacks that turn.

IMPROVED SHIELD BASH”
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

IMPROVED SIDESTEP*
You are adept at sidestepping your opponent's melee attacks
without compromising your mobility.

Prerequisites: Dex 15, Dodge, Mobility, Sidestep.

Benefit: After sidestepping an opponent's missed attack
using the Sidestep feat, you may still take a 5’ step during your
next turn, or you may move up to your full speed if you take an
action to move during your next turn.

Normal: If you use the Sidestep feat, you cannot take a 5’
step during your next turn.

IMPROVED SNAP SHOT”
You can take advantage of your opponent's vulnerabilities from
a greater distance, and without exposing yourself.
Prerequisites: Dex 15, Point-Blank Shot, Rapid Shot, Snap
Shot, Weapon Focus, base attack bonus +9.
Benefit: You threaten an additional 5 feet with Snap Shot.
Normal: Making a ranged attack provokes attacks
of opportunity.

IMPROVED STALWART
You can roll with the punches while simultaneously striking
back at your attackers.

Prerequisites: Diehard, Endurance, Stalwart, base at-
tack bonus +11.

Benefit: Double the DR you gain from Stalwart, to a maxi-
mum of DR 10/—.

IMPROVED STEAL"
You have a knack for snatching items from your opponents.

Prerequisites: Int 13, Combat Expertise.

Benefit: You do not provoke an attack of opportunity when
performing a steal combat maneuver. In addition, you receive
a+2 bonus on checks made to steal an item from a foe. You also
receive a +2 bonus to your Combat Maneuver Defense when an
opponent tries to steal an item from you.

Normal: You provoke an attack of opportunity when per-
forming a steal combat maneuver.

IMPROVED SUCKER PUNCH*'

Prerequisites: Brawler, Sucker Punch, base attack bonus +6.
Benefit: The first successful unarmed attack the creature

makes against a flat-footed opponent is treated as a successful

critical hit, rolled and confirmed, that deals triple damage. 1f a

critical hit is actually rolled and confirmed then the damage is

quadrupled instead of tripled.

IMPROVED SUNDER”
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

IMPROVED TRIP*
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

IMPROVED TWO-WEAPON FEINT*
Your primary weapon keeps a foe off balance, allowing you to
slip your off-hand weapon past his defenses.



Prerequisites: Dex 17, Int 13, Combat Expertise, Im-
proved Two-Weapon Fighting, Two-Weapon Feint, base at-
tack bonus +6.

Benefit: While using Two-Weapon Fighting to make melee
attacks, you can forgo your first primary-hand melee attack to
make a Bluff check to feint an opponent. If you successfully
feint, that opponent is denied his Dexterity bonus to AC until
the end of your turn.

IMPROVED TWO-WEAPON FIGHTING"
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

IMPROVED VITAL STRIKE*
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

IMPROVED WHIP MASTERY”
You are able to entangle opponents with the coils of your whip.

Prerequisites: Weapon Focus (whip), Whip Mastery, base
attack bonus +5.

Benefit: While wielding a whip, you threaten the area of
your natural reach plus 5 feet. You can also use a whip to grasp
an unattended Small or Tiny object within your whip's reach
and pull that object into your square. To do so, you must hit
AC 10 with a melee touch attack. Further, you can use the whip
to grasp onto an object within your whip's reach, using 5 feet
of your whip as if it were a grappling hook, allowing you to use
the rest of your whip to swing on like a rope. As a free action,
you can release the object your whip is grasping, but you can-
not use the whip to attack while the whip is grasping an object.

IMPROVISED WEAPON MASTERY™
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

IN HARM'S WAY™
You put yourself in danger's path to save your allies.

Prerequisite: Bodyguard.

Benefit: While using the aid another action to improve an
adjacent ally's AC, you can intercept a successful attack against
that ally as an immediate action, taking full damage from that
attack and any associated effects (bleed, poison, etc.). A creature
cannot benefit from this feat more than once per attack.

INTIMIDATING PROWESS”
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

[RON WILL
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

JAWBREAKER®
You deliver a powerful strike to the mouth, breaking
teeth and bone.

Prerequisites: Greater Martial Arts (replaces Improved Un-
armed Strike), Stunning Fist, Heal 6 ranks.

Benefit: When you make a successful Stunning Fist at-
tempt against an opponent that is grappled, helpless, or stunned,
instead of imparting any other Stunning Fist effect, you can
cripple that opponent's mouth, dealing normal unarmed strike
damage and 1d4 points of bleed damage. Until the bleed dam-
age ends, the target is unable to use its mouth to attack, speak
clearly, and employ verbal spell components. A creature that

is immune to critical hits or that has no discernible mouth'is
immune to the effects of this feat.

KNOCKOUT ARTIST
You can throw devastating punches.

Prerequisites: Sneak attack class feature, Improved Brawler
(replaces Improved Unarmed Strike)

Benefit: When you use your unarmed strike to deal nonle-
thal damage and sneak attack damage to an opponent denied
their Dexterity bonus to AC, you gain a +I bonus on the dam-
age roll per each sneak attack damage die you roll.

KNOWLEDGEABLE'
Benefit: You gain a +2 bonus to two Knowledge skills of your
choice. If you have 10 or more ranks in any one of these skills,
the bonus increases to +4 for that skill.

Special: A character can select this feat several times. Each
time, the character selects two new Knowledge skills.

LANDING ROLL"
You have learned the technique of rolling safely away when an
enemy trips you.

Prerequisites: Dex 13, Dodge, Mobility.

Benefit: If you are tripped, you can spend an immediate
action to move 5 feet without provoking an attack of opportu-
nity. This does not count as taking a 5’ step. You fall prone after
this movement.

LEADERSHIP
Feat functions as per Pathfinder Roleplaying Game Core Rule-
book with the exception below.

Leadership Modifiers:

Leader's Reputation Modifier*

Has gained a permanent insanity with trigger from

the major insanity chart -

Has gained a permanent insanity that is always

active from the major insanity chart -

* Only apply each modifier once.

Other modifiers may apply when you try to attract a cohort,
as listed below.

The Leader... Modifier
Has a major insanity -1%
Recruits a cohort of a different Colony -1
Caused the death of a cohort -

* Cumulative per each major insanity.
** Cumulative per cohort killed.

LEAPING SHOT*
You leap through the air, guns blazing.

Prerequisites: Dex 13, Dodge, Mobility, Point-blank Shot
(replaces grit class feature), base attack bonus +4.

Benefit: You gain a +2 bonus on Acrobatics checks made to
jump. As a full-round action, you can move up to your speed
and make firearm attacks at your highest base attack bonus
with each loaded firearm you are wielding. You can make these
attacks at any point during your movement, and if you are
wielding two firearms, you can make the attacks at different
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MOBILITY

points during the movement. At the end of this movement,
you fall prone.

LIGHTNING REFLEXES
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

LIGHTNING STANCE®
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

LONG-RANGE*"

Benefit: The characters base range increments for ranged
attacks is increased by half, unless it is a thrown weapon, in
which case the range is doubled.

LUNGE*
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

MAGICAL FOcCUS'
Choose magical class: Arbiter, Conservator, Harbinger, Shep-
herd, or Splicer. Any spells you cast of that class are more dif-
ficult to resist.

Benefit: Add +1 to the Difficulty Class for all saving throws
against spells from the magical class you select.

Special: You can gain this feat multiple times. Its effects do
not stack. Each time you take the feat, it applies to a new class.

MAJOR SPELL EXPERTISE
You can cast a single low-level spell as a spell-like ability.

Prerequisites: Minor Spell Expertise, ability to cast
oth-level spells.

Benefit: Choose one spell that you know of 5th level or low-
er. You may cast that spell twice per day as a spell-like ability.
The caster level for this spell-like ability is equal to your caster
level in the class from whose spell list the spell is taken. The
spell-like ability's save DC is Charisma-based. If the spell has an
expensive focus or material component, it may not be chosen
for this feat. You cannot apply metamagic feats to this spell.

Special: You can gain this feat multiple times. Its effects do
not stack. Each time you take the feat, it applies to a new spell.
This feat does not work with Splicer Fuses/spells.

MANYSHOT*
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

MARTIAL ARTS*'
Prerequisite: Base attack bonus +1.

Benefit: When making an unarmed attack, the creature is
considered to be armed even when unarmed. The creature in-
creases their unarmed damage dice by one step and can either
deal lethal or nonlethal damage, their choice.

Normal: Unarmed strikes normally provoke attacks of op-
portunity and deal nonlethal damage only.

Special: If you take Martial Arts you cannot take Brawler.

MARTIAL ART TAKEDOWN*
Prerequisite: Elusive Martial Arts, Martial Arts.

Benefit: The creature gains a +2 bonus to trip or grapple
checks. They also increase their Combat Maneuver Defense
against grapple checks by +2.

MARTIAL FIREARMS PROFICIENCY'
Benefit: The character can fire any personal firearm with in a
group without penalty. The groups are: pistols, Martial rifles,
and martial shotguns.

Normal: Characters without this feat take a —4 penalty on
attack rolls made with firearms.

MARTIAL WEAPON PROFICIENCY
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

MINOR SPELL EXPERTISE
You are able to cast a 1st-level spell as a spell-like ability.

Prerequisite: Ability to cast 4th-level spells.

Benefit: Choose one 1st-level spell that you know. You may
cast that spell twice per day as a spell-like ability. The caster
level for this spell-like ability is equal to your caster level in the
class from whose spell list the spell is taken. The spell-like abil-
ity's save DC is Charisma-based. If the spell has an expensive
focus or material component, it may not be chosen for this feat.
You cannot apply metamagic feats to this spell.

Special: You can gain this feat multiple times. Its effects do
not stack. Each time you take the feat, it applies to a new spell.
This feat does not work with Splicer Fuses/spells.

MOBILITY™
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

MOUNTED ARCHERY ™
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

MOUNTED COMBAT*
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

MOUNTED SHIELD*
Your defensive tactics defend both you and your mount.

Prerequisites: Mounted Combat, Shield Focus.

Benefit: You may add your base shield bonus (including the
bonus from Shield Focus but not including Enhancement bo-
nuses) to your mount's AC. In addition, you may add this bonus
when making a Ride check to negate a hit against your mount
using the Mounted Combat feat.

MOUNTED SKIRMISHER®
You are adept at attacking from upon a swift moving steed.
Prerequisites: Ride rank 14, Mounted Combat, Trick Riding.
Benefit: If your mount moves its speed or less, you can still
take a full-attack action.
Normal: If your mount moves more than 5 feet, you can
only take an attack action.

NIMBLE MOVES
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

OPENING VOLLEY*
Your ranged assault leaves your foe disoriented and vulnerable
to your melee attack.

Benefit: Whenever you deal damage with a ranged attack,
you gain a +4 Circumstance bonus on the next melee attack
roll you make against the opponent. This attack must occur
before the end of your next turn.




PARTING SHOT”"
You are an expert skirmisher, able to rain missiles upon your
enemies whether advancing or retreating.

Prerequisites: Dex 13, Dodge, Mobility, Point-Blank Shot,
Shot on the Run, base attack bonus +6.

Benefit: Once per encounter, when using the withdraw
action, you can make a single ranged attack at any point during
your movement.

Normal: You cannot attack when using the withdraw action.

PENETRATING STRIKE*
Feat functions as per Pathfinder Roleplaying Game Core Rule-
book with the exception below.

Prerequisites: Weapon Focus, base attack bonus +1,
12th-level Enforcer, proficiency with weapon.

PERSUASIVE
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

PIN DOWN*
You easily block enemy escapes.
Prerequisites: Combat Reflexes, 11th-level Enforcer
Benefit: Whenever an opponent you threaten takes a g’
step or uses the withdraw action, that opponent provokes an
attack of opportunity from you. If the attack hits, you deal no
damage, but the targeted creature is prevented from making
the move action that granted a 5’ step or the withdraw action
and does not move.

PINPOINT TARGETING*
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

POINT-BLANK MASTER"
You are adept at firing ranged weapons in close quarters.

Prerequisite: Weapon Specialization with selected ranged
weapon, Point-Blank Shot.

Benefit: Choose one type of ranged weapon. You do not
provoke attacks of opportunity when firing the selected weap-
on while threatened.

Normal: Using a ranged weapon while you are threatened
provokes attacks of opportunity.

POINT-BLANK SHOT*
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

POWER ATTACK”"
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

PRECISE SHOT*
Feat functions as per Pathfinder Roleplaying Game Core Rule-
book with the exception below.

Special: This feat does not work with the Auto-fire Profi-
ciency feat, Burst Fire feat, or Channeled Auto-fire feat.

PREFERRED SPELL
You find it very easy to cast one particular spell.

Prerequisites: Spellcraft 5 ranks, Heighten Spell.

Benefit: Choose one spell which you have the ability to cast.
You can cast that spell spontaneously by sacrificing a prepared
spell or spell slot of equal or higher level. You can apply any
metamagic feats you possess to this spell when you cast it. This
increases the minimum level of the prepared spell or spell slot
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QUICK DRAW

you must sacrifice in order to cast it but does not affect the
casting time.

Special: You can gain this feat multiple times. Its effects do
not stack. Each time you take the feat, it applies to a different
spell. Splicers cannot use this feat for their fuses.

PRODIGY
You are naturally skilled at arts, professions, and the acquisi-
tion of knowledge.

Benefit: Choose two Craft, Perform, or Profession skills in
any combination (two Craft skills, a Craft skill and a Perform
skill, and so on). You receive a +2 bonus on checks with these
skills. If you have 10 or more ranks in any one of these skills,
the bonus increases to +4 for that skill.

Special: You can gain this feat multiple times. Its effects do
not stack. Each time you take the feat, it applies to two new skills.

PRONE SHOOTER®
While prone, you use the ground to stabilize your aim while
using a crossbow or firearm.

Prerequisites: Base attack bonus +1.

Benefit: If you have been prone since the end of your last
turn, the penalty to your Armor Class against melee attacks
made against you is reduced to -2. In addition, the bonus to
your Armor Class against ranged attacks made against you is
increased to +06.

PUSHING ASSAULT”
A strike made with a two-handed weapon can push a similar
sized opponent backward.

Prerequisites: Str 15, Power Attack, base attack bonus +1.

Benefit: When you hit a creature your size or smaller with a
two-handed weapon attack modified by the Power Attack feat,
you can choose to push the target 5 feet directly away from you
instead of dealing the extra damage from Power Attack. If you
score a critical hit, you can instead push the target 10 feet di-
rectly away from you. This movement does not provoke attacks
of opportunities, and the target must end this move in a safe
space it can stand in. You choose which effect to apply after
the attack roll has been made, but before the damage is rolled.

QUICK BULL RUSH*
You can barrel into your opponent and follow this with an attack.

Prerequisites: Str 13, Improved Bull Rush, Power Attack,
base attack bonus +6.

Benefit: On your turn, you can perform a single bull rush
combat maneuver in place of one of your melee attacks. You
must choose the melee attack with the highest base attack bo-
nus to make the bull rush.

Normal: A bull rush combat maneuver is a standard action.

QL/JICK CHANNEL
Your divine energies flash with dazzling speed.

Prerequisites: Knowledge (Theology and Philosophy) 5 ranks,
channel energy class feature.

Benefit: You may channel energy as a move action by
spending 2 extra pool points when activating the ability.

QUICK DIRTY TRICK*
You can perpetrate a dirty trick and deliver an attack before
your opponent is the wiser.

Prerequisites: Int 13, Combat Expertise, Improved Dirty
Trick, base attack bonus +6.

Benefit: On your turn, you can perform a single dirty trick
combat maneuver in place of one of your melee attacks. You
must choose the melee attack with the highest base attack bo-
nus to make the dirty trick combat maneuver.

Normal: A dirty trick combat maneuver is a standard action.

QUICK DRAG*
You drag your enemy and deliver a punishing blow.

Prerequisites: Str 13, Improved Drag, Power Attack, base
attack bonus +6.

Benefit: On your turn, you can perform a single drag com-
bat maneuver in place of one of your melee attacks. You must
choose the melee attack with the highest base attack bonus to
make the drag.

Normal: A drag combat maneuver is a standard action.

QUICK DRAW*
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

QUICK RELOAD*'
Prerequisite: Base attack bonus +1.

Benefit: You may reload a firearm with an internal or special
magazine as a move action. You may also reload an empty ex-
ternal magazine, which does not include reloading the firearm
with the magazine, as a move action. You may reload a firearm
with a loaded external magazine as a free action. Reloading a
firearm provokes an attack of opportunity.

Normal: Reloading a firearm with an internal or special
magazine is a full-round action. Reloading an empty external
magazine, which does not include reloading the firearm with
the magazine, is also a full-round action. Reloading a firearm
with a loaded external magazine is a move action.

Reloading a firearm provokes an attack of opportunity.

QUICK REPOSITION*
Your opponent becomes an unwitting dance partner, following
your lead while you fight.

Prerequisites: Int 13, Combat Expertise, Improved Reposi-
tion, base attack bonus +6.

Benefit: On your turn, you can perform a single reposition
combat maneuver in place of one of your melee attacks. You
must choose the melee attack with the highest base attack bo-
nus to make the reposition.

Normal: A reposition combat maneuver is a standard action.

QUICK RETORT*"
Prerequisites: Dexterity 15, Dodge.

Benefit: Once per round, if an opponent makes a melee
attack or melee touch attack against the character and misses,
as an immediate action the character may make an attack of
opportunity against that opponent.

This attack counts against the number of attacks of op-
portunity the character may take in a round. The character
my only use this feat while gaining the bonus from the Dodge



feat. If something makes them lose the bonus they are unable
to use this feat.

QUICK STEAL®
You are adept at relieving foes of their belongings even
while you strike.

Prerequisites: Int 13, Combat Expertise, Improved Steal,
base attack bonus +6.

Benefit: On your turn, you can perform a single steal com-
bat maneuver in place of one of your melee attacks. You must
choose the melee attack with the highest base attack bonus to
make the steal.

Normal: A steal combat maneuver is a standard action.

RAPID RELOAD*
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

RAPID SHOT”"
Feat functions as per Pathfinder Roleplaying Game Core Rule-
book with the exception below.

Special: This feat does not work with the Auto-fire Profi-
ciency feat, Burst Fire feat, or Channeled Auto-fire feat.

REBUFFING REDUCTION*
Your damage reduction can turn the force of blows back on
your enemies.

Prerequisites: Str 13, damage reduction, Improved Bull
Rush, Power Attack, base attack bonus +1.

Benefit: Whenever an opponent that is adjacent to you
fails to penetrate your DR with a melee attack, you can spend
an immediate action to attempt a bull rush combat maneuver
against that opponent. If you succeed, you cannot move with
the opponent.

Normal: A bull rush combat maneuver is a standard action.

REPOSITIONING STRIKE®
Your critical hits can move your foes where you wish.

Prerequisites: Int 13, Combat Expertise, Improved Reposi-
tion, base attack bonus +9.

Benefit: Whenever you score a critical hit with a melee at-
tack, you can move your opponent, in addition to the normal
damage dealt by the attack. If your confirmation roll exceeds
your opponent's CMD, you may move your opponent as if from
the reposition combat maneuver. This does not provoke an at-
tack of opportunity.

Normal: You must perform a reposition combat maneuver
to reposition an opponent.

Special: You can only apply the effects of one of the fol-
lowing feats to a given critical hit: Bull Rush Strike, Disarming
Strike, Repositioning Strike, Sundering Strike, or Tripping
Strike. You may choose to use this feat after you make your
confirmation roll.

REWARD OF CHARITY'
Prerequisite: Touch of Justice class feature.

Benefit: Whenever you use the faith heal function of your
Touch of Justice ability, you may add your Charisma bonus
on top of the normal amount of hit points you heal for us-
ing the ability.

Normal: Using your faith heal heals you 1 point per dice|
you heal plus your Constitution modifier.

REWARD OF CLEANSING'
Prerequisite: Touch of Justice class feature.

Benefit: Whenever you use the faith harm function of
your Touch of Justice ability, you gain a +1 sacred bonus on all
damage rolls for a number of rounds equal to the amount of
damage you took from using the ability.

RICOCHET SPLASH WEAPON
Even when your thrown splash weapons miss, they are espe-
cially dangerous.

Prerequisites: Dex 13, Throw Anything.

Benefit: Whenever your splash weapon misses and the
misdirection roll indicates it lands in a square occupied by a
creature, you may make an attack roll (at a -5 penalty) as if you
had thrown the splash weapon at that creature. If this attack
roll succeeds, the splash weapon hits and the creature takes
full damage instead of splash damage. Squares adjacent to this
creature still take splash damage as normal.

Normal: A thrown splash weapon that misses deals splash
damage in the square where it lands and in adjacent squares.

RIDE-BY ATTACK*
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

RHETORICAL FLOURISH
You rapidly change topics and employ confusing rhetoric to
distract people from your true intent.

Prerequisites: Cha 13, Persuasive.

Benefit: When using the Diplomacy skill to make a request
or change a creature's attitude, you can use verbal misdirec-
tion. To do so, make a Bluff check against that creature. If you
succeed, you gain a +4 bonus on your next Diplomacy check
against that creature if the check is made within the next min-
ute. If you fail by 5 or more, you instead take a -2 penalty on
your next Diplomacy check against that creature.

Alternatively, you can use this feat to retry a single failed
Diplomacy check against a creature. You take a -4 penalty on
your Bluff check when using Rhetorical Flourish in this way. 1f
you succeed, rather than gaining this feat's normal bonus, you
can retry your last Diplomacy check against the creature if that
check was made in the past minute.

RUN
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

SAP ADEPT"
You know just where to hit to knock the sense out of your foe.

Prerequisite: Sneak attack +1d6.

Benefit: Whenever you use a bludgeoning weapon to deal
nonlethal sneak attack damage, you gain a bonus on your
damage roll equal to twice the number of sneak attack damage
dice you rolled.

SAP MASTER”

You knock the sense out of foes with a well-timed surprise attack.
Prerequisites: Sneak attack +3d6, Sap Adept.
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SHOT ON THE RUN

Benefit: Whenever you use a bludgeoning weapon to deal
nonlethal sneak attack damage to a flat-footed opponent, roll
your sneak attack dice twice, totaling the results as your nonle-
thal sneak attack damage for that attack.

SAVING SHIELD*
You deflect attacks that could mean your ally's death.

Prerequisite: Shield Proficiency.

Benefits: Whenever an adjacent ally is the target of an at-
tack, you can, as an immediate action, grant that adjacent ally
a +2 Shield bonus to AC. You must be wielding a light shield,
heavy shield, or tower shield to use this feat.

SCRIBE SCROLL
(Item Creation)
You can create magic scrolls.
Prerequisite: Caster level 1st. Only Shepherd or Seer
Benefit: You can create a scroll of any spell that you know.
Scribing a scroll takes 2 hours if the base price is 10 resources or
less, otherwise scribing a scroll takes 1 day for each 40 resourc-
es in its base price. To scribe a scroll, you must use up raw mate-
rials costing half of this base price. See the magic item creation
rules in Magic Items for more information. Only Shepherd or
Seer spells may be scribed into a scroll.

SECOND CHANCE"®
Quick Reflexes turn missed strikes into second chances.
Prerequisites: Int 13, Combat Expertise, base at-
tack bonus +6.
Benefit: When making a full attack, if you miss on your first
attack, you can forgo making any other attacks for the rest of
your turn to reroll that attack at your highest base attack bonus.

SELF-SUFFICIENT
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

SHADOW STRIKE"
You accurately strike even those you cannot clearly see.
Prerequisite: Base attack bonus +1.
Benefit: You can deal precision damage, such as sneak at-
tack damage, against targets with concealment (but not total
concealment).

SHATTER DEFENSES*
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

SHIELD FOCUS*
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

SHIELD MASTER"
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

SHIELD OF SWINGS*

A wild frenzy of attacks serves to bolster your defenses.
Prerequisites: Str 13, Power Attack, base attack bonus +1.
Benefit: When you take a full-attack action while wielding

a two-handed weapon, you can choose to reduce the damage

by 1/2 to gain a +4 Shield bonus to AC and CMD until the be-

ginning of your next turn. The reduction in damage applies
until the beginning of your next turn.

SHIELD PROFICEENGCY:
Feat functions as per Pathfinder Roleplaying Game Core Rule-
book with the exception below.

Special: Mavericks, Hounds, Shepherds, Conservators, En-
forcers, Arbiters, and Harbingers all automatically have Shield
Proficiency as a bonus feat. They need not select it.

SHIELD SLAM®
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

SHIELD SPECIALIZATION™
You have mastered the use of one type of shield.

Prerequisites: Proficiency with selected shield, Shield Fo-
cus, 4th-level Enforcer

Benefit: Choose one type of shield (buckler, light, heavy,
or tower shield). With the selected shield, you gain a +2 bonus
to your Armor Class against critical hit confirmation rolls. In
addition, you may add your base shield bonus (including the
bonus from Shield Focus but not including Enhancement bo-
nuses) to your CMD.

Special: You can gain this feat multiple times. Its effects
do not stack. Each time you take the feat, it applies to a new
type of shield.

SHOT ON THE RUN*
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

SICKENING CRITICAL*
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

SIDESHREP:
You can reposition yourself after a foe's missed swing.

Prerequisites: Dex 13, Dodge, Mobility.

Benefit: Whenever an opponent misses you with a melee
attack, you may move 5 feet as an immediate action so long
as you remain within that opponent's threatened area. This
movement does not provoke attacks of opportunity. If you take
this step, you cannot take a 5’ step during your next turn. If you
take an action to move during your next turn, subtract 5 feet
from your total movement.

SIGNATURE FUSE'
You are so familiar with a mastered Fuse that you can sponta-
neously cast it, converting other prepared Fuses into that Fuse.

Prerequisite: Fuse Mastery.

Benefit: Each time you take this feat, choose a Fuse that
you have mastered with Fuse Mastery. You may now convert
prepared Fuses of that Fuse’s level or higher into this signature
Fuse, just as a Shepherd may spontaneously cast prepared
spells as cure spells.

Special: You may gain this feat multiple times. Each time
you take the feat, it applies to a new Fuse that meets the
prerequisites.

SIMPLE FIREARMS PROFICIENCY"'

Benefit: The character can fire any personal firearm with in a

group without penalty. The groups are: revolvers (including

muzzleloader pistol), simple rifles, and simple shotguns.
Normal: Characters without this feat take a —4 penalty on

attack rolls made with firearms.



SKIEESFCEEHS
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

SKILLED DRIVER
Choose a vehicle type (Car and Van, Truck and SUV, Military,
Recreational, Boat and Ship). You are more skilled when driv-
ing a vehicle of that type.

Benefit: You gain a +4 bonus on driving checks with your
chosen vehicle type.

SLING FLAIL"

You can use your loaded sling to effectively strike at nearby foes.
Prerequisites: Weapon Focus (sling), base attack bonus +1.
Benefit: You can make melee attacks using your loaded

sling, using that weapon's normal statistics but treating it as

a flail. Using a sling in this way does not expend mundane

ammunition, but magical or masterwork ammunition loses its

special properties after a single hit.
Special: Any feats you have that apply when you use a flail
also apply when you use a loaded sling as a melee weapon.

SNAP SHOT*

With a ranged weapon, you can take advantage of any open-
ing in your opponent's defenses. This feat does not work with
the Auto-fire Proficiency feat, Burst Fire feat, or Channeled
Auto-fire feat.

Prerequisites: Dex 13, Point-Blank Shot, Rapid Shot, Weap-
on Focus, base attack bonus +6.

Benefit: While wielding a ranged weapon with which you
have Weapon Focus, you threaten squares within 5 feet of you.
You can make attacks of opportunity with that ranged weap-
on. You do not provoke attacks of opportunity when making
a ranged attack as an attack of opportunity. You still provoke
an attack of opportunity when not attacking during an attack
of opportunity.

Normal: While wielding a ranged weapon, you threat-
en no squares and can make no attacks of opportunity
with that weapon.

SMASH*
You overcome obstacles by breaking them.

Prerequisites: Power Attack

Benefit: When you attack an inanimate, unattended
object, you ignore the first 5 points of its hardness. You also
receive a +5 bonus on Strength checks made to knock down or
break open doors.

Special: The benefits of this feat do not apply to sunder at-
tempts or attacks against constructs, only attacks on inanimate,
unattended objects.

SNEAKING PRECISION
Your knowledge of your enemies' vulnerable spots is espe-
cially punishing.

Prerequisites: Sneak attack class feature, Critical Focus,
any critical feat, base attack bonus +9.

Benefit: Whenever you successfully sneak attack an op-
ponent for a second time on your turn, you can spend a swift
action to apply the effects of one critical feat you know to
that opponent.

SOFTEN THE BLOW*T
Prerequisites: Elusive Martial Arts, Martial Arts, base at-
tack bonus +6.

Benefit: Once a combat round the creature can designate
one opponent, who is no more than two size categories larg-
er, to lose the benefit of their Strength to damage rolls when
targeting the creature. The creature must do this during their
turn. Any penalties from Strength still apply.

SPELL BLUFF

You know the principles of arcane dueling, and when fighting
other spellcasters, you have learned to hide the true nature of
your spells until the last possible moment.

Prerequisites: Bluff 5 ranks, Spellcraft 5 ranks.

Benefit: If another spellcaster tries to counterspell your
casting, she adds +4 to her Spellcraft DC when trying to deter-
mine your spell.

Because you have studied how to mask the recognizable
elements of your spellcasting, you gain a +2 bonus on your
Spellcraft checks to identify and counter an opponent's spell if
it is a spell you know or have in your schematics.

SPELL FLINGER'
You have a gift for magic that allows you to cast more
spells than normal.

Prerequisite: Intelligence 13, Wisdom 13

Benefit: Choose one spellcasting class that you have at least
one level in, you increase the number of spells per day for each
spell level you can prepare and cast by one. This does not let
you cast spells of a higher level than you have access to.

Special: You may gain this feat multiple times. Each time
you take the feat, it applies to a new spellcasting class. The Har-
binger class gains no benefit from this feat.

SPELL PENETRATION
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

SPELL PERFECTION
You are unequaled at the casting of one particular spell.

Prerequisites: Spellcraft 15 ranks, at least three
metamagic feats.

Benefit: Pick one spell which you have the ability to cast.
Whenever you cast that spell you may apply any one metamagic
feat you have to that spell without affecting its level or casting
time, as long as the total modified level of the spell does not use
a spell slot above gth level. In addition, if you have other feats
which allow you to apply a set numerical bonus to any aspect
of this spell (such as Magical Focus, Spell Penetration, Weapon
Focus [ray], and so on), double the bonus granted by that feat
when applied to this spell.

SPELL SPECIALIZATION
Select one spell. You cast that spell with greater than
normal power.

Prerequisites: Int 13, Magical Focus (replaces Spell Focus).

Benefit: Select one spell of a class for which you have taken
the Magical Focus feat. Treat your caster level as being two
higher for all level-variable effects of the spell.

Every time you gain an even level in the spellcasting class
you chose your spell from, you can choose a new spell to
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SPIRITED CHARGE

replace the spell selected with this feat, and that spell becomes
your specialized spell.

Special: You can gain this feat multiple times. Its effects
do not stack. Each time you take the feat, it applies to a dif-
ferent spell.

SPELLBREAKER"
Feat functions as per Pathfinder Roleplaying Game Core Rule-
book with the exception below.

Prerequisites: Disruptive, 10th-level Enforcer

SPELL SERMON'
You can blend the power of your performance and spellcasting.

Prerequisites: Cha 13, Sermonic Performance class feature,
able to cast 1st-level spells.

Benefit: You can combine your Sermonic Performance and
your spellcasting in two ways.

First, you can conceal the activity of casting a spell by mask-
ing it in a performance. As a swift action, you may combine
your casting time of a spell with a Perform check. Observers
must make a Perception or Sense Motive check opposed by your
Perform check to realize you are also casting a spell. This uses
1 point of your faith pool, regardless of the spell's casting time.

Second, as a move action, you can use 1 point of your faith
pool to maintain a spell with a duration of concentration. You
can cast another spell in the same round you are using spell ser-
mon to maintain concentration,; if you do this, your concentra-
tion on the maintained spell ends when you end the Sermonic
Performance the spell is part of.

SPIRITED CHARGE"
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

SPRING ATTACK"
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

STAGE COMBATANT™
You are a master of stage and nonlethal combats.
Prerequisites: Weapon Focus, base attack bonus +5
Benefit: When you make an attack with a weapon that you
have Weapon Focus in, you take no penalty on the attack roll
when you are attempting to make an attack that deals no dam-
age or nonlethal damage.
Normal: When making attacks that deal no damage or
nonlethal damage, you take a -4 penalty on attack rolls.

STAGGERING CRITICAL*
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

STAND STILL"
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

STALWART
You adopt a defensive stance that allows you to absorb and
redirect hits.
Prerequisites: Diehard, Endurance, base attack bonus +4.
Benefit: While using the total defense action, fighting
defensively action, or Combat Expertise, you can forgo the
Dodge bonus to AC you would normally gain to instead gain an
equivalent amount of DR, to a maximum of DR 5/—, until the
start of your next turn. This damage reduction stacks with DR
you gain from class features but not with DR from any other
source. If you are denied your Dexterity bonus to AC, you are
also denied this DR.

SIEE A TSI
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

ST
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.
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STEP UP AND STRIKE"
When a foe tries to move away, you can follow and
make an attack.

Prerequisites: Dex 13, Following Step, Step Up, base at-
tack bonus +6.

Benefit: When using the Step Up or Following Step feats to
follow an adjacent foe, you may also make a single melee attack
against that foe at your highest base attack bonus. This attack
counts as one of your attacks of opportunity for the round. Us-
ing this feat does not count toward the number of actions you
can usually take each round.

Normal: You can usually only take one standard action and
one 5’ step each round.

STRIKE BACK*
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

STRONG COMEBACK
You learn quickly from past mistakes.

Benefit: Whenever you are allowed to reroll an ability
check, a skill check, or a saving throw, you gain a +2 Circum-
stance bonus on the reroll.

STUNNING ASSAULT™
You powerful but imprecise attacks can stun your enemies.
Prerequisites: Str 13, Power Attack, base attack bonus +16.
Benefit: You can choose to take a -5 penalty on all melee
attack rolls and combat maneuver checks to stun targets you
hit with your melee attacks for 1 round. A successful Fortitude
save negates the effect. The DC of this save is 10 + your base
attack bonus. You must choose to use this feat before making
the attack roll, and its effects last until your next turn.

STUNNING CRITICAL"
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

STUNNING FIST*
You know just where to strike to temporarily stun a foe.

Prerequisites: Dex 13, Wis 13, Greater Martial Arts (replaces
Improved Unarmed Strike), base attack bonus +8.

Benefit: You must declare that you are using this feat before
you make your attack roll (thus, a failed attack roll ruins the
attempt). Stunning Fist forces a foe damaged by your unarmed
attack to make a Fortitude saving throw (DC 10 + 1/2 your char-
acter level + your Wis modifier), in addition to dealing damage
normally. A defender who fails this saving throw is stunned for
1 round (until just before your next turn). A stunned character
drops everything held, can't take actions, loses any Dexterity
bonus to AC, and takes a -2 penalty to AC. You may attempt
a stunning attack once per day for every four levels you have
attained, and no more than once per round. Constructs, oozes,
plants, undead, incorporeal creatures, and creatures immune
to critical hits cannot be stunned.

SUCKER PUNCH*"
Prerequisites: Brawler, base attack bonus +3.

Benefit: The first successful unarmed attack the creature
makes against a flat-footed opponent is treated as if a suc-
cessful critical hit was rolled and confirmed. If a critical hit

is actually rolled and confirmed then the damage is trib
instead of doubled.

SUNDERING STRIKE*
Your critical hits can sunder your foes' weapons.

Prerequisites: Str 13, Improved Sunder, Power Attack, base
attack bonus +9.

Benefit: Whenever you score a critical hit with a melee
attack, you can sunder your opponent's weapon, in addition
to the normal damage dealt by the attack. If your confirmation
roll exceeds your opponent's CMD, you may deal damage to
your opponent's weapon as if from the sunder combat maneu-
ver (roll normal damage to the weapon separately). This does
not provoke an attack of opportunity.

Normal: You must perform a sunder combat maneuver to
sunder an opponent's weapon.

Special: You can only apply the effects of one of the fol-
lowing feats to a given critical hit: Bull Rush Strike, Disarming
Strike, Repositioning Strike, Sundering Strike, or Tripping
Strike. You may choose to use this feat after you make your
confirmation roll.

SURE GRASP
Your quick Reflexes and skill at climbing keep you from falling
to your doom.

Prerequisite: Climb 1 rank.

Benefit: Roll twice while climbing or when making a Reflex
save to avoid falling, and take the higher result.

SWIFT AID*
With a quick but harmless swipe, you can aid an ally's assault.

Prerequisites: Int 13, Combat Expertise, base at-
tack bonus +6.

Benefit: As a swift action, you can attempt the aid another
action, granting your ally either a +1 bonus on his next attack
roll or a +1 bonus to his AC.

Normal: Aid another is a standard action.

SWORD AND PISTOL*
You effortlessly pair melee and ranged weaponry.

Prerequisites: Dex 13, Point-Blank Shot, Rapid Shot, Snap
Shot, Two-Weapon Fighting, base attack bonus +6.

Benefit: When you use the Two-Weapon Fighting feat
while wielding a melee weapon and a crossbow or firearm, your
attacks with the crossbow or firearm provoke no attacks of op-
portunity from foes that you threaten with your melee weapon.

Normal: Making a ranged attack provokes attacks
of opportunity.

TEAM UP*
When you are ganging up against an enemy, you can aid an ally
with a quick feint.

Prerequisites: Int 13, Combat Expertise, Gang Up, base
attack bonus +6.

Benefit: When you and at least two of your allies are adja-
cent to an opponent, you can attempt the aid another action as
a move action.

Normal: Aid another is a standard action.
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TWO-HANDED THROWER

THROW ANYTHING"
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

TIRING CRITICAL*

(Critical)

Your critical hits cause opponents to become fatigued.
Prerequisites: Critical Focus, base attack bonus +13.
Benefit: Whenever you score a critical hit, your opponent

becomes fatigued. This feat has no additional effect on a fa-

tigued or exhausted creature.
Special: You can only apply the effects of one critical feat to

a given critical hit unless you possess Critical Mastery.

TOUGHNESS
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

TOWER SHIELD PROFICIENCY
Feat functions as per Pathfinder Roleplaying Game Core Rule-
book with the exception below.

Special: Enforcers automatically have Tower Shield Profi-
ciency as a bonus feat. They need not select it.

TRAMPLE"
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

TRAPPER'S SETUP
You have an instinct for waiting until just the right moment to
spring a hazard or trap.

Prerequisite: Craft (Traps) 5 ranks.

Benefit: When you manually trigger a trap against opponents,
that trap receives either a +2 Circumstance bonus on melee at-
tack rolls or a +2 Circumstance bonus to its saving throw DC.

FEATS

TRICK RIDING*
You are not only skilled at controlling a horse in combat; you
g can make it look like art.

Prerequisites: Ride 9 ranks, Mounted Combat.

Benefit: While wearing light or no armor, you do
not need to make Ride skill checks for any task listed
in the Ride skill with a DC of 15 or lower. You do not
take a -5 penalty for riding a mount bareback. You can
make a check using Mounted Combat to negate
a hit on your mount twice per round instead
of just once.

TER 'S
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TRIPPING STRIKE®
The force intrinsic to your critical hits can knock your foes down.

Prerequisites: Int 13, Combat Expertise, Improved Trip,
base attack bonus +9.

Benefit: Whenever you score a critical hit with a melee
attack, you can trip your opponent, in addition to the normal
damage dealt by the attack. If your confirmation roll exceeds
your opponent's CMD, you may knock your opponent prone
as if from the trip combat maneuver. This does not provoke
an attack of opportunity. If you are tripped during your own
trip attempt, you can drop your weapon to avoid being tripped.

Normal: You must perform a trip combat maneuver to
trip an opponent.

Special: You can only apply the effects of one of the fol-
lowing feats to a given critical hit: Bull Rush Strike, Disarming
Strike, Repositioning Strike, Sundering Strike, or Tripping
Strike. You may choose to use this feat after you make your
confirmation roll.

TWO-HANDED THROWER®

You hurl weapons with both hands and with great force, some-
times using a whirling technique to send your weapon flying
through the air at tremendous speeds.

Prerequisite: Str 15.

Benefit: Whenever you use two hands to throw a one-hand-
ed or two-handed weapon, you gain a bonus on damage rolls
equal to 1-1/2 times your Strength bonus. Using two hands to
throw any weapon requires only a standard action for you. If
you also have the Quick Draw feat, you can throw two-handed
weapons at your full normal rate of attacks.

Normal: You add your Strength bonus on thrown weapon
damage, regardless of available hands. Throwing a two-handed
weapon is a full-round action.

TWO-WEAPON DEFENSE*
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

TWO-WEAPON FEINT*

You use one weapon to distract your enemy while slipping an-

other past his defenses.
Prerequisites: Dex 15,

Two-Weapon Fighting.
Benefit: While using Two-Weapon Fighting to make melee

attacks, you can forgo your first primary-hand melee attack to

make a Bluff check to feint an opponent.

Int 13, Combat Expertise,

TWO-WEAPON FIGHTING*
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

TWO-WEAPON REND*
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

UNCANNY CONCENTRATION

You have learned to enter a deeper state when casting spells,
allowing you to shrug off distractions, damage, weather effects,
and even the effects of other spells.

Prerequisite: Combat Casting.

Benefit: You do not need to make Concentration checks
when affected by vigorous or violent motion or by violent
weather. You gain a +2 bonus on all other Concentration checks.



VICIOUSSSTOMP™
You take advantage of the moment to brutally kick an enemy
when they are down.
Prerequisites: Combat Reflexes, Greater Martial Arts or
Improved Brawler (replaces Improved Unarmed Strike)
Benefit: Whenever an opponent falls prone adjacent to you,
that opponent provokes an attack of opportunity from you.
This attack must be an unarmed strike.

VEHICLE SPECIALIST'
Choose ether the Drive Skill or the Pilot Skill when tak-
ing this feat.

Benefit: If the character chooses the Drive skill then they
gain a +2 bonus on all Drive checks and allows the character
to operate heavy trucks and vans, all military vehicles other
than SUV, boats and ships, and all tracked vehicles without
a -4 penalty.

If the character chooses the Pilot skill then they gain a +2
bonus on all Pilot checks and allows the character to operate
military aircraft and military helicopters, commercial aircraft,
or other colossal aircraft without a -4 penalty.

Special: You can take this feat multiple time to gain it
in both skills.

VITAL STRIKE"
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

WAVE STRIKE*
You present a serene facade until you unsheathe your weapon
and strike in one fluid motion.

Prerequisites: Quick Draw, Bluff 1 rank.

Benefit: If on your first turn of combat you draw a melee
weapon to attack an opponent within your reach, you can
spend a swift action to make a Bluff check to feint against
that opponent.

WEAPON FINESSE*
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

WEAPON FOCUS*
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

WEAPON SPECIALIZATION™
Feat functions as per Pathfinder Roleplaying Game Core Rule-
book with the exceptions below.

Prerequisites: Proficiency with selected weapon, Weapon
Focus with selected weapon, 4th-level Enforcer

WHIRLWIND ATTACK”"
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

WHIP MASTERY ™
Your superior expertise with this weapon does not provoke
attacks of opportunity from your enemies.
Prerequisites: Weapon Focus (whip), base attack bonus +2.
Benefit: You no longer provoke attacks of opportunity
when attacking with a whip. You can deal lethal damage with a
whip, although you can still deal nonlethal damage when you
want. Further, you can deal damage with a whip despite a crea-
ture's Armor bonus or natural Armor bonus.

Normal: Attacking with a whip provokes attacks of
portunity as if you used a ranged weapon. A whip deals no
damage to a creature that has an Armor bonus of +1 or natural
Armor bonus of +3.

WIND STANCE*
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

WORD OF HEALING
Using the same divine energy as your Touch of Justice ability,
you can heal others at a distance.

Prerequisite: Touch of Justice class feature

Benefit: You may use your Touch of Justice to heal another
creature at a range of 30 feet as a standard action that does not
provoke an attack of opportunity. You must be able to speak
and have a free hand to use this ability. The target heals half
the amount they would have healed if you had touched them
but gains the benefits of your Mercy as normal. You do not heal
from this use of Touch of Justice.

METAMAGIC

Metamagic feats allow talented and creative spellcasters the
ability to customize some aspects of their spells. Customiza-
tion may change the shape, distance, power and other features
of spell characteristics to better fit the needs of the spellcaster.

BOUNCING SPELL
You can direct a failed spell against a different target.

Benefit: Whenever a bouncing spell targeting a single crea-
ture has no effect on its intended target (whether due to spell
resistance or a successful saving throw) you may, as a swift ac-
tion, redirect it to target another eligible creature within range.
The redirected spell behaves in all ways as if its new target were
the original target for the spell. Spells that affect a target in any
way (including a lesser effect from a successful saving throw)
may not be redirected in this manner. A bouncing spell uses up
a spell slot one level higher than the spell's actual level.

DISRUPTIVE SPELL
Your magical energies cling to enemies, interfering with their
spellcasting.

Benefit: Targets affected by a disruptive spell must make
concentration checks when using spells or spell-like abilities
(DC equals the save DC of the disruptive spell plus the level of
the spell being cast) for 1 round. Targets that avoid the spell's
effects avoid this feat's effect as well. A disruptive spell uses up
a spell slot one level higher than the spell's actual level.

ELEMENTAL SPELL
You can manipulate the elemental nature of your spells.
Benefit: Choose one energy type: acid, cold, electricity, or
fire. You may replace a spell's normal damage with that energy
type or split the spell's damage, so that half is of that energy
type and half is of its normal type. An elemental spell uses up a
spell slot one level higher than the spell's actual level.
Special: You can gain this feat multiple times. Each time
you must choose a different energy type.

FEATS
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EMPOWER SPELL
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

ENLARGE SPELL
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

EXTEND SPELL
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

EOCUSED SPELL
When you cast a spell that affects more than one creature, one
opponent finds it more difficult to resist.

Benefit: When casting a spell that affects or targets more
than one creature, you can choose one target or creature with-
in the spell effect. That creature's saving throw DC to resist the
spell is increased by +2. You must choose which target to focus
the spell on before casting the spell. A focused spell uses up a
spell slot one level higher than the spell's actual level.

Spells that do not require a saving throw to resist or lessen
the spell's effect do not benefit from this feat.

HEIGHTEN SPELL
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

INFUSED SPELL'
You can cast spells imbued with raw Otherworldly energy.

Benefit: Half of the damage dealt by the infused spell is
converted into energy that cannot be reduced or prevented any
type of energy resistance. Only Otherworldly spells that deal
damage may be made into infused spells.

An infused spell uses up a spell slot two levels higher than
the spell’s actual level.

Special: Harbingers cannot use this feat because their
spells are from a Cosmic Magic source.

INTENSIFIED SPELL
Your spells can go beyond several normal limitations.

Benefit: An intensified spell increases the maximum num-
ber of damage dice by 5 levels. You must actually have sufficient
caster levels to surpass the maximum in order to benefit from
this feat. No other variables of the spell are affected, and spells
that inflict damage that is not modified by caster level are not
affected by this feat. An intensified spell uses up a spell slot one
level higher than the spell's actual level.

LINGERING SPELL
You spell clings to existence, slowly fading from the world.
Benefit: You may cause an instantaneous spell that affects
an area to persist until the beginning of your next turn. Those
already in the area suffer no additional harm, but other crea-
tures or objects entering the area are subject to its effects. A
lingering spell with a visual manifestation obscures vision, pro-
viding concealment (20% miss chance) beyond 5 feet and total
concealment (50% miss chance) beyond 20 feet.
A lingering spell uses up a spell slot one level higher than
the spell's actual level.

MAXIMIZE SPELL
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

MERCIFUL SPELL
Your damaging spells subdue rather than kill.

Benefit: You can alter spells that inflict damage to inflict
nonlethal damage instead. Spells that inflict damage of a par-
ticular type (such as fire) inflict nonlethal damage of that same
type. A merciful spell does not use up a higher-level spell slot
than the spell's actual level.

PIERCING SPELL
Your studies have helped you develop methods to overcome
spell resistance.

Benefit: When you cast a piercing spell against a target
with spell resistance, it treats the spell resistance of the target
as 5 lower than its actual SR. A piercing spell uses up a spell slot
one level higher than the spell's actual level.

QLJICI(EN SPELL
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

REACH SPELL
Your spells go farther than normal.

Benefit: You can alter a spell with a range of touch, close, or
medium to increase its range to a higher range category, using
the following order: touch, close, medium, and long. A reach
spell uses up a spell slot one level higher than the spell's actual
level for each increase in range category. For example, a spell
with a range of touch increased to long range uses up a spell
slot three levels higher. Spells modified by this feat that require
melee touch attacks instead require ranged touch attacks.

Spells that do not have a range of touch, close, or medium
do not benefit from this feat.

SELECTIVE SPELL
Your allies need not fear friendly fire.

Prerequisite: Spellcraft 1o ranks.

Benefit: When casting a selective spell with an area effect
and a duration of instantaneous, you can choose a number of
targets in the area equal to the ability score modifier used to
determine bonus spells of the same type. These targets are ex-
cluded from the effects of your spell. A selective spell uses up a
spell slot one level higher than the spell's actual level.

Spells that do not have an area of effect do not benefit
from this feat.

SILENT SPELL
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

SPECTRAL SPELL'
Your cause your spells to phase allowing it to affect incorporeal
creatures easier.

Benefit: A spectral spell has full effect against incorporeal
creatures but becomes half as effective against non-incorporeal
creatures. A spectral spell does not increase the level of the spell.

SEI TSP EIES
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.

WIDEN SPELL
Feat functions as per Pathfinder Roleplaying Game Core Rulebook.



METAPHYSICAL : E
Like metamagic feats for other spellcasters, metaphysical feats

allow the knowledgeable Harbinger to customize their meta-
physical abilities, such as their kinetic powers.

ENLARGE POWER'
You can manifest powers farther than normal.

Benefit: An enlarged power has its range doubled. An-en-
larged power cost an extra use of the ability to use.

EXTEND POWER'
You can manifest powers that last longer than normal.

Benefit: An extended power lasts twice as long as normal.
Kinetic Attack cannot be extended. An extended power cost an
extra use of the ability to use.

EXTRA KINETIC ATTACK'
You can use your Kinetic Attack ability:more than normal.
Prerequisite: Metaphysics class feature.
Benefit: You gain two free uses of your KineticAttack per day.
Normal: Kinetic Attack can be used a number of times
equal to your level of Kinetic Attack per day.
Special: You can only take this feat once:.

EXTRA KINETIC BOOST'
You can use your Kinetic Boost ability more than normal.
Prerequisite: Metaphysics class feature.
Benefit: You gain two free uses of your Kinetic Boost per.day.
Normal: Kinetic Boost can be used a number of times equal
to your level of Kinetic Boost per day.
Special: You can only take this feat once.

EXTRA KINETIC DEFENSE"

You can use your Kinetic Defense ability more than normal:
Prerequisite: Metaphysics class feature.

: Benefit: You: gain two -free uses of your. Kinetic De-
fense per day.
Normal: Kinetic Defense can be used a number of times
equal to your level of Kinetic Defense +2 per day.
Special: You can only take this feat once:

% =

ot

HEIGHEEN POWERT

You can manifest a power as if it were a higher level than

it actually is. )
Benefit: A heightened power has a higher power level two
higher than normal. Unlike other Metaphysical feats, Heighten

-Power actually increases the effective level of the power that it

modifies. All effects dependent on power level (such as saving
throw DCs) are calculated according to the heightened level.

This can push the power past level 10.The heightened power -

cost an extra two uses of the ability to use.

PERSISFENT POWER'
You make one of your powers last minutes instead of the fleet-
ing seconds it usually does.

Prerequisite: Extend Power.

Benefit: A persistent power has its duration altered dra-
matically. A persistent power can change -a powers.-duration
to minutes instead of rounds at the cost of two extra uses of
the ability to use or change the duration to hours instead of
rounds at the cost of six extra uses of the ability.- The persistent
power can -only be used on Kinetic Boost or. Kinetic Defense.
Both powers function only while the Harbinger is conscious
and cease to function if the Harbinger-is unconscious-or dead:

QUICKEN POWERT
You can manifest powers with but a moment’s thought.
Benefit: Using-a quickened power is a swift action. You can
perform another action, even manifest another power, in the
same round-as you manifest a quickened power.
The quickened power -cost an extra two uses of the

ability to.use.

'CHAPTER 5: FEATS
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EARLY LOST MY FOOTING WHEN I JUMPED to the building overhanging the freeway. For a ﬂe?ztz
/ I thought my balance had failed me. Maybe | wish it would have; sent me tumbling into the abyss and the sweet

...':".
Y

relief of death... away from the thing in my head. But then I saw what I came for; that young woman’s lost dog.
She paid us well in ‘sources to not let the Risen get to it. I calmed it. I've always had a way with animals. Dogs have
always put my mind at peace... but this one growled, could it sense the darkness within me? I curse you and the day

you answered me.

MASTER SKITLS LIST

ACROBATICS
(Dex; Armor Check Penalty)
Skill functions as per Pathfinder Roleplaying Game Core Rulebook.

APPRAISE
(Int)
Skill functions as per Pathfinder Roleplaying Game Core Rulebook.

BLUFF
(Cha)
Skill functions as per Pathfinder Roleplaying Game Core Rulebook.

CLIMB
(Str; Armor Check Penalty)
Skill functions as per Pathfinder Roleplaying Game Core Rulebook.

COMPUTER USE
(Int), Trained Only
You are trained in operating computers and other circuit-based
technology. You are able to repair circuit boards, network de-
vices, and program.

Check: You can use the skill to do multiple actions with a
computer system.

Find information: The DC for the check and the time re-
quired are determined by the size of the system on which the
character is searching.

Complexity of System DC Time
Minor Processor (Calculator, scanner, etc.) 15 4 rounds
Major Prgcessor (cell phone, laptop, video 20 L minute
game unit, etc.)
simple network (linked devices, single rack .

'mp vt (ll vices, sing 25 6 minutes
server, etc.)

Massive network (multple servers, remote .

30 20 minutes

network, etc.)

Defeat Computer Security: The security program installed to
defend the system determines the DC. If the check is failed the
site alerts the administrator/owner of the attempt. If failing
by 5 or more, the security system immediately locks itself, cut-
ting off access, and notifies the administrator/owner. A locked
system can only be unlocked by the administrator/owner pass-
word or by hacking into the system, security DC + 5.

Some sites might have more than one stage of security or
security for key information. If the character beats a level of se-
curity DC by 10 or more, the character automatically succeeds
at all subsequent security checks for the system of that security
level and lower until the end of the character’s session (see Sys-
tem Hacking below).

Level of Security DC
Minimum 20
Average 25
Strong 30
Exceptional 35
Maximum 40

System Hacking: Hacking involves invading a system.
Every system is overseen by an administrator/owner. The
administrator/owner is the only person with access to all of
a site’s functions and data. A system can have more than one
administrator/owner.

When a character hacks into a system it’s called a session.
Once a character stops accessing the site, the session is over.
The character can go back to the site in the future but it’s
anew session.

Several steps are required to hack into a site:
Covering Tracks: A character can make a Computer Use check
(DC 20) to alter the log information. This imposes a -5 penalty
on any attempt made to identify the hackers’ activity after their
session is over or where the character is logged in if their activ-
ity is detected during their hacking session.

Damaging a System: A character can destroy information on
a system to make use of that system harder or impossible. The
DC for the attempt depends on what the character tries to do.

Crashing a system simply shuts it down. Its administrator/
owner can restart it without making a skill check and takes 1
minute. Crashing a system takes half the time and has the same
DC as Find Information.

Destroying programming makes the system harder to use
until the programming is repaired. Destroying programming
imposes a —4 penalty on all Computer Use checks made with
the system. Destroying programming takes the same time and
has the same DC as Find Information.

Fixing destroyed programming requires 1 hour and a Com-
puter Use check with a DC equal to the damaging DC +5.




CRAFT

Defend Security: 1f the character is the administrator/own-
er for a system they can defend the site against intruders. If
the site alerts the character to an intruder, the character can
attempt to cut off the intruder’s access (end the intruder’s ses-
sion), or even to identify the intruder.

To cut off access, make an opposed Computer Use check
against the intruder. If the character succeeds, the intruder’s
session is ended. The intruder might be able to defeat the char-
acter’s security and access the site again, but the intruder will
have to start the hacking process all over. Attempting to cut off
access takes a full round.

One surefire way to prevent further access is to simply shut
the system down. With a single computer, that’s often no big
deal—but on a large system with many computers (or comput-
ers controlling functions that can’t be interrupted), it may be
time-consuming or even impossible.

To identify the intruder, make an opposed Computer Use
check against the intruder. If the character succeeds, the char-
acter learns the location from which the intruder is operating
from. ldentifying the intruder requires 1 minute and is a sepa-

rate check from cutting off access. This check can

only be made if the intruder is accessing the

character’s site for the entire length of

the check—if the intruder’s session

ends before the character finishes

the check, the character auto-
matically fails.

Detect Hack: To detect a hack

that happened on a system

the administrator/owner

can check the logs to

see if anyone has logged in or if any files have changed. The
character uses the Find Information check DC, modified if the
hacker successfully covered their tracks.

Special: A character can take 10 when using the Computer
Use skill but not a 20.

A Splicer gets a +2 bonus on all Computer Use checks.

Time: Computer Use requires at least a full-round action.
The GM may determine that some tasks require several rounds,
a few minutes, or longer, as described above.

CRAFT

(Int)

This skill encompasses several categories, each of them treated
as a separate skill: Craft (Gunsmithing), Craft (Weaponsmith),
Craft (Armorer), Craft (Chemical), Craft (General Items), Craft
(Mechanical), Craft (Pharmaceutical), Craft (Structural), and
Craft (Traps).

Craft skills are specifically focused on creating objects. To
use a Craft skill effectively, a character must have a kit or some
other set of basic tools. The purchase DC of this equipment
varies according to the particular Craft skill.

Check: You can practice your trade and make a decent liv-
ing, with each week of dedicated work your food requirements
are meet and you can earn your Craft check in resources.

The basic function of the Craft skill, however, is to allow
you to make an item of the appropriate type. The DC depends
on the complexity of the item to be created. The DC, your
check result, and the price of the item determine how long it
takes to make a particular item. The item’s finished price also
determines the cost of raw materials.

In some cases, the fabricate spell can be used to achieve
the results of a Craft check with no actual check involved. You
must still make an appropriate Craft check when using the
spell to make articles requiring a high degree of craftsmanship.

A successful Craft check related to woodworking in con-
junction with the casting of the ironwood spell enables you to
make wooden items that have the strength of steel.

When casting the spell minor creation, you must succeed

. on an appropriate Craft check to make a complex item.

All crafts require tools to give the best chance of success. If
improvised tools are used, the check is made with a -2 penalty
and the creator might be limited on why they can build. On
the other hand, masterwork tools provide a +2 Circumstance

" bonus on the check.
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To determine how much time and resources it takes to
make an item, follow these steps:

1. Find the item’s price in resources.

2 Find the item’s DC from Table: Craft Skills.

3. Pay 1/2 the item’s price in Mechanical resources (rounded
down) and 1/2 of that amount in Combustible resources

v U d (rounded up) for the raw material cost. If the Mechanical

|| cost would round down to zero then you still pay a mini-
mum of 1 Mechanical and one Combustible but make three
L f the item. (see Craft skills in case of different cost)

[ake an appropriate Craft check representing one week’s
~ worth of work. If the check succeeds, calculate how much
you made the check and add 1. If the result equals half the
~ base price of the item, then you have completed the item.
“AIf the result equals or doubles the base price of the item,



then you've completed the task in one-half or one-third of
the time. Other multiples of the DC reduce the time in the
same manner.) If the result doesn’'t equal the price, then it
represents the progress you've made this week. Record the
result and make a new Craft check for the next week. Each
week, you make more progress until your total reaches half
the base price of the item.

If you fail a check by 4 or less, you make no progress this
week. If you fail by 5 or more, you ruin half of each of the raw
materials (rounded up) and must pay the raw material cost that
was lost to continue.

Progress by the Day: You can make checks by the day instead
of by the week. In this case your progress (check result) should
be divided by the number of days in a week (rounded up).

Create Masterwork Items: You can make a masterwork item:
a weapon, suit of armor, shield, or tool that conveys a bonus
on its use through its exceptional craftsmanship. To create a
masterwork item, you create the masterwork component as if
it were a separate item in addition to the standard item. The
masterwork component has its own price and a Craft DC of
20. Once both the standard component and the masterwork
component are completed, the masterwork item is finished.
The cost you pay for the masterwork component is the given
amount in Mechanical resources and 1/2 in Combustible, just
as it is for the cost in raw materials to craft the base item.

Generally, a character can take 10 when using a Craft skill
to construct an object but cannot take 20. You may voluntarily
add +10 to the indicated DC to craft an item. This allows you to
create the item in half the time rounded up. You must decide
whether to increase the DC before you make your craft check.

Repair Items: You can repair an item by making checks
against the same DC that it took to make the item in the first
place (Pre-rise items adding 5 to DC). Tools can repair items
that they cannot build but with a negative modifier added to
the check (see skill). The general cost of repairing an item is
1/4 its resource cost in Mechanical resources rounded down,
min 1, plus half of that in Combustible resources rounded up.
Failure means no progress and failing by 5 or more means the
resources used to fix the item are destroyed.

Armorer (Craft)

This skill allows a character to build armor from scratch. The
character decides what type of armor they want to construct.
The type of item and the build quality determine the DC and
base build time.

Craft DC

10 + AC bonus

Armor builds

Armor or shield
Masterwork armor 20

Modification to armor See Item description

Multipurpose Tool: Can be used to build or repair light ar-
mors, bucklers, and light shields. Can be used to modify light
armors, bucklers, and light shields. Cannot build masterwork
armor, armor modification. Can repair medium armor, heavy
shields at a -4. Can repair heavy armor at a -8.

Basic Mechanical Tool Kit: Can be used to make light, medi-
um, heavy armors and any type of shield. Can be used to make

masterwork armors or masterwork shields but at a -4 to the

craft check. Can be used to build modifications for armors and

modify all types of armor. Can repair light, medium, heavy ar-
mors and any type of shield.

Deluxe Mechanical Tool Kit: Can be used to make any armor,
shield, masterwork armor or shield, modifications for armors
and modify any armor. Can repair any armor or shield.

Special: A character without tools listed above takes a -2
penalty on Craft (Armorer) checks, cannot build above light ar-
mor nor build any modifications or modify armor, and repairs
armors with the modifiers and restrictions of a multipurpose
tool in additions to the base -2.

Chemical (Craft)

This skill allows a character to mix chemicals to create acids,
bases, explosives, and poisonous substances. It can also be used
to convert a Consumable resource into a Combustible.

Combustible: One Mechanical and one Consumable re-
source can be converted into one Combustible resource (DC
15). It takes two hours to do and you need a chemical kit or take
a -4 to the check.

You can also make resin out of Combustible resources.
Resin is fairly stable but will burn if ignited. Resin burns for
10 rounds per Combustible resource reduced down into it and
deals 1 points of damage. 100 resources reduce down to a quar-
ter pound of resin. DC 20 check.

Acids and Bases: Acids are corrosives substances. Bases neu-
tralize acids but do not deal damage. A base of a certain type
counteracts an acid of the same type or a less potent type.

Type of Acid Acid Craft DC  Base Craft DC
Mild (1d6/1d10) * 15 10
Potent (2d6/2d10) * 20 15
Concentrated (3d6/3d10) * 30 20

1 The damage in parentheses are contact/immersion per round.

Explosives: Building an explosive is dangerous. If the Craft
(Chemical) check fails, half the raw materials are wasted. If the
check fails by 5 or more, the explosive compound detonates
as it is being made, dealing half of its intended damage to the
builder and anyone else in the burst radius.

The character may also build scratch-built explosives that
are mainly used for demolitions and not combat situations as
they are rudimentary and not refined. The resource cost and
DC are different than other explosives (see chart) but follow
the same rules for building explosives. If the check succeeds,
the final product is a solid material, about the size of a brick
and weights 1 Ib. per dice of damage it deals. A scratch-built
explosive does not include a fuse or detonator. Connecting a
fuse or detonator requires a Demolitions check.

Explosive. Ammo, Hand Grenades, Explosives, and Chemi-
cal Weapons: Each of these items requires a Craft (Chemical)
check (in item description), a chemical kit and the use of tools.
If the character doesn’t have any of the listed tools below
then they gain a -10 overall to crafting any of these items. A
character without a chemical kit takes a -4 penalty on Craft
(Chemical) checks and cannot create anything with a base DC
higher than 15.

SKILLS
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CRAFT

EXPLOSIVES

Type of Scratch-Built Explosive Resources2 Craft DC Reflex DC (save for half damage)
Improvised (1d6/s5 feet) * 1/1 10 12

Simple (2d6/5 feet) * 2/2 13 13

Moderate (4d6/10 feet) * 3/5 16 16

Complex (6d6/15 feet) * 4/8 19 19

Powerful (8d6/20 feet) * 5/11 22 22

Devastating (10d6/25 feet) * 6/14 25 25

1 The figures in parentheses are typical damage/burst radius for each type of explosive.

2 Resources are Mechanical/Combustible.

Multipurpose Tool: Can be used to build all of these items
but gives a -8 to the roll.

Basic Mechanical Tool Kit: Can be used to build all of these
items but gives a -4 to the roll.

Deluxe Mechanical Tool Kit: Can be used to build ammo
with no negatives.

Poisonous Substances: Characters can make poisons us-
ing Craft (chemistry). The DC to make a poison is equal to
its Fortitude save DC. Rolling a natural 1 on a Craft skill check
while making a poison exposes the crafter to the poison. Poi-
sons are made in 1 dose increments.

Special: A character without a chemical kit takes a -4 pen-
alty on Craft (Chemical) checks and cannot create any chemi-
cal above DC 15.

If the character building explosive ammo, hand grenades
and explosives, or chemical ranged weapons doesn’t have
any of the listed tools they gain a -10 overall to crafting any
of these items.

General Item (Craft)

You can craft general items needed in every-day life. Baskets,
cloth, clothing, glass, jewelry, leather, pottery, shoes, tools,
kits, or any other common item that is not encompassed in
another craft skill. The Game Master has final say on what you
can and can’t build and what the cost of resources is if none
are available.

Type of General Item (Examples) Craft DC
Simple Item (rope, iron pot, clothing, shoes) 10
High—-quality Item (deluxe clothing, boots, chain, bell) 15
Complex Item (multipurpose tool, lock, proof coil welded

chain, spell focuses) 20
Superior Item (Basic Mechanical tool kit, deluxe kits) 25
Advanced Item (Deluxe Mechanical tool kit) 30

Multipurpose Tool: Can build up to superior items but takes
a -4 when building complex items and a -8 to superior items.
Can repair up to superior items but takes a -4 to repair complex
items and a -8 to superior items.

Basic Mechanical Tool Kit: Can build up to advanced items
but takes a -4 when building advanced items. Can repair up to
advanced items but takes a -4 to repair advanced items.

Deluxe Mechanical Tool Kit: Can build and repair up to
advanced items.

Special: A character without tools listed above takes a -2
penalty on Craft (general item) checks, cannot build above

simple items, and repairs general items with the modifiers and
restrictions of a multipurpose tool in additions to the base -2.

Gunsmithing (Craft)
This skill allows a character to build guns from scratch. When
building from scratch, the character describes the kind of
firearm they want to construct. The type of item determines
the base DC. Quality works like masterwork for firearms, as a
second roll to do after the initial build is done. A firearm is not
fully built until both build checks are fulfilled.

New firearms condition is always maintained. This is added
to the cost when calculating the value when rolling the fire-
arms base Craft check.

Post-rise
Weapon builds Craft DC*
Simple (Simple firearms) 15
Moderate (Martial firearms) 20
Complex (Exotic firearms) 25

* Muzzleloaders Craft DC is 5 lower than the standard DC.

Quality Craft DC
Desperate (Hack Job) 10
Simple (Jury Rigged gun) 15
Moderate (Standard gun) 20
Complex (Smith/Factory gun) 25
Advanced (Custom gun) 30

Multipurpose tool: Can be used to build simple firearms and
up to desperate (hack job) quality only. Cannot be used to make
modifications or modify firearms. Can repair all firearms but
at a -4 for martial or exotic firearms, jury rigged or standard
quality; -8 for Pre-rise firearms and firearms of smithed or cus-
tom quality. Use the highest negative modifier. Can be used to
increase condition as normal but not repair broken to abused.

Basic Mechanical Tool Kit: Can be used to make simple,
martial and exotic firearms. Can only make up to moderate
(standard) quality. Can make modifications for all post-rise
firearms and modify all post-rise firearms; can make mod-
ifications for all Pre-rise or Post-rise firearms and modify all
Pre-rise or Post-rise firearms but at a -4. Car repair all firearms
but -4 for Pre-rise firearms or firearms of smithed and custom
quality. Can be used to increase condition as normal and can
repair broken to abused.



POISONOUS SUBSTANCES

Name Type Fort DC Onset Frequency Effect Cure Cost x
Arsenic ingested 13 10 min. 1/min. for 4 min. 1d2 Con 1save 9 resources
Belladonna ingested 14 10 min. 1/min. for 6 min. 1d2 Str 1save 8 resources
Snake venom injury 13 — 1/rd. for 6 rds. 1d2 Con 1save 9 resources
Highly Venomous snake  Injury 17 — 1/rd. for 6 rds. 1d3 Con 2saves 48 resources
Darklar]]d Relumbo contact 20 1 min. 1/rd. for 6 rds. 1d6 Con 2saves 180 resources
extract
Bloodroot® injury 12 1rd. 1/rd. for 4 rds. 1 Con and 1 Wis 1save 4 resources
Chloroform® Inhaled 14 — 1/rd. for 2 rds 1 Con/unconscious 1d3 hours 1save 5 resources
Burnt Dark-fungus fumes’ inhaled 18 — 1/rd. for 6 rds. 1 Con drain/1d3 Con 2 saves 84 resources
Chloral Hydrate ingested 18 10 min 1/min. for 6 min. 1d3 Dex/unconscious 1d3 hours 2 saves 32 resources
Deathblade’ injury 20 — 1/rd. for 6 rds. 1d3 Con 2 saves 72 resources
Demon bile? contact 20 — 1/rd. for 6 rds. 1d3 Str 1save 30 resources
DET e giant injury 18 — 1/rd. for 6 rds. 1d2 Dex 1save 9 resources
hornet poison
Puffer Poison injury 13 — 1/min. for 2 mins. 1d6 Str/paralysis for 2d6 mins 1save 7 resources
Demon-blood oil® injury 13 — 1/rd. for 4 rds. 1 Con 1save 4 resources
Hemlock ingested 18 10 min. 1/min. for 6 min. 1d6 Dex, see text 2saves 100 resources
Idiot moss’ ingested 14 10 min. 1/min. for 6 min. 1d3 Int 1save 5 resources
Insanity mist’ inhaled 17 — 1/rd. for 6 rds. Hallucinations4/ 1d2 Wis 1save 60 resources
Mind fog’ inhaled 14 — 1/rd. for 4 rds. 1 Wis/1d2 Wis 1save 40 resources m
Nightmare vapor' inhaled 20 — 1/rd. for 8 rds. 1 Wis and confused 1 round 2 saves 80 resources I
nghl?/ poisonious injury 17 — 1/rd. for 6 rds. 1d2 Str 1save 8 resources J
scorpion/spider |
Dark—llcorllce el contact 16 1 min. 1/min. for 6 min. 1d2 Dex 1save 10 resources !
root paste
quonous scorpion/ injury 14 — 1/rd. for 4 rds. 1d2 Str 1save 6 resources
spider venom Py
Nerve Gas inhaled 20 — 1/rd. for 6 rds. 1d6 Con/2d4 Con 2saves 144 resources \o
Night-root contact 13 1 min. 1/min. for 6 min. 1d3 Con 1save 26 resources m
Darkland mountain . . .

: contact 16 1 min. 1/min. for 6 min. 2d12 hp/1 Con 1save 12 resources
cedar pollen m
Cyanide injury 17 — 1/rd. for 6 rds. 1 Con drain/1d3 Con 2 save 84 resources F
Da.rkla?d @Rz injury 11 — 1/rd. for 4 rds. 1 Dex save 4 resources m
poison
E:Itfi?d RERUIETEE contact 16 1 min. 1/min. for 6 min. 1d3 Dex 1save 16 resources <
Refined thiol gas inhaled 15 — 1/rd. for 4 rds. 1 Cha drain/1d2 Cha 1save 40 resources i I
Paris Green ;:ﬁzﬁd/ 16 10 min. 1/min. for 6 min. 1d3 Con 1save 20 resources

1 Poison comes from a plant or animal found in the Darklands.
2 Chloroform gives off vapor that causes unconsciousness. Applying chloroform to an unwilling subject usually requires a successful
grapple check and pin check. ‘

3 Demons decompose quickly (1 hour per HD until completely gone). These items must be harvested ethgr while the demon .

is alive or within the first hour of their death.
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Deluxe Mechanical Tool Kit: Can be used to build all types
of firearms and all qualities. Can make all modifications and
modify all firearms. Can repair all firearms and repair bro-
ken to abused.

Repairing Firearms:
Fixing a firearm from the broken condition uses same rules but
moves firearm to the abused condition.

Improving Condition: Improving the condition of a firearm
is DC (10 + cost of the condition level the firearm is moving to).
The firearm must be repaired from broken to abused, it cannot
have its condition improved from broken to abused.

Crating a firearm modification: Follow the Crafting guide-
lines set by the modification.

Monthly Upkeep: Monthly upkeep of the firearms condition
comes at a cost of 1 Mechanical and 2 Combustible resources
and a Craft (Gunsmithing) check, DC 15. Failure to do this re-
duces the firearm’s condition by 1 step if it was used during that
month. A firearm that is not used at all needs this upkeep only
once every 6 months.

*Firearms have quality types for their builds. Because of this
there is no masterwork for firearms. You cannot increase the
quality of a gun, as that is determined when the gun is made.

Firearm Ammo: Creating ammo for firearms is a simple
matter for gunsmiths. Gunsmiths are able to make all ammo
except for explosive ammo, which takes Craft (Chemical). To
craft ammo the gunsmith needs at least a multipurpose tool
and 1 Combustible and Mechanical resource. Crafting ammo
takes 1 day of work for every 5 resources of ammunition
(minimum 1 day).

Ammo Craft DC
Muzzleloader, Light Load, Rubber Shot 15
Standard load, Scatter Shot 20
Hot Load, Slug Shot 25

Multipurpose Tool: Can be used to build ammo up to stan-
dard load and scatter shot but gives a -8 to the roll.

Basic Mechanical Tool Kit: Can be used to build all types of
ammo but gives a -4 to the roll for hot loads and slug shots.

Deluxe Mechanical Tool Kit: Can be used to build ammo
with no negatives.

Special: A character without the tools listed above takes
a -2 penalty on Craft (Gunsmithing) checks when making
firearms, can only make muzzleloaders of desperate (hack job)
quality, and repairs firearms with the modifiers and restrictions
of a multipurpose tool, using the highest modifier, in addition
to the base -2.

A character trying to build ammo without the tools listed
above can only create above Muzzleloader ammo and has an
overall -10 to their Craft check.

Mechanical (Craft)

This skill allows a character to build Mechanical devices from
scratch, including engines and engine parts, audio/video
equipment, timers, scopes, or other gadgets. When building a
device from scratch, the character describes the kind of device
they want to construct; then the Game Master decides if the
device is simple, moderate, complex, advanced, or superior.

Type of Scratch-Built Mechanical Device (Examples) Craft DC
Simple (timer or detonator, most gear) 15
Moderate (radio direction finder, electronic lock, most kits) 20
Complex (most vehicles and components, computer, 5
deluxe kits,) >
Advanced (military land vehicles; most aircraft, helicopters, o
and boats) 3
Superior (military aircraft and helicopters, patrol boats) 40

Multipurpose Tool: Can be used to build fuses (see Splicer) or
simple Mechanical devices. Can repair up to complex devices
but takes a -4 to moderate and a -8 to complex devices. Cannot
repair advanced or superior devices.

Basic Mechanical Tool Kit: Can be used to make simple, mod-
erate and complex Mechanical devices. Can repair all devices
but takes a -4 to advanced devices and a -8 to superior devices.

Deluxe Mechanical Tool Kit: Can be used to build and repair
all types of Mechanical devices.

Special: A character without the tools listed above takes
a -2 penalty on Craft (Mechanical) checks, cannot build
above simple devices, and repairs Mechanical devices with the
modifiers and restrictions of a multipurpose tool in additions
to the base -2.

A character with the Builder feat gets a +2 bonus on all Craft
(Mechanical) checks.

Pharmaceutical (Craft)

This skill allows a character to compound medicinal drugs to
aid in recovery from treatable illnesses, lessen pain or afflic-
tions, and to boost aspects of people.

Disease: A medicinal drug gives a +2 Circumstance bonus on
Fortitude saves made to resist the effects of a disease. The Craft
(Pharmaceutical) check is based on the severity of the disease
to be countered as measured by the DC of the Fortitude save
needed to resist it. Craft (Pharmaceutical) check is failed by
more than 5 then the drug does the opposite and grants a -2 to
the check it is used for.

Disease Fortitude Save DC Resources Craft DC
14 or lower 1 15
15-18 2 20
19-22 3 25
23 or higher 4 30

Pain and Treatment Drugs: A drug can be crafted to lessen
the pain associated with affections and help in treatment. The
Craft (Pharmaceutical) check is based on the DC of the treat-
ment it is intended for with the Heal skill. The drug grants
the user a +2 to their Heal check when using them for the
treatment of their patient. If the Craft (Pharmaceutical) check
is failed by more than 5 then the drug does the opposite and
grants a -2 to the Heal check it is used for.

Drugs, Narcotics: A character can craft narcotic drugs. The
DC to make a drug is equal to its addiction DC. Rolling a nat-
ural 1 on a Craft skill check while making a drug exposes the
crafter to the drug.



STRUCTURES

Type of Scratch-Built Structure Resources Craft DC Usual build time
Rudimentary (lean to, wood fence) 2/1 10 1 day
Simple (bookcase, false wall) 4/2 15 2 days
Moderate (shed, house deck, well) 8/4 20 3-4 days
Complex (Small bunker, domed ceiling) 16/8 25 6-10 days
Advanced (house) 32/16 30 60-100 days

Special: A character without a pharmacist kit takes a -4
penalty on Craft (Pharmaceutical) checks and cannot create
anything pharmaceutical above a DC 15.

Structural (Craft)

This skill allows a character to build wooden, concrete, metal
or earthen structures from scratch, including bookcases, desks,
walls, houses, and so forth, and includes such handyman skills
as plumbing, house painting, drywall, laying cement, and
building cabinets.

The resource cost is just the cost of resources needed by the
skill to do the job, this does not include the resources the job
actually needs itself.

When building a structure from scratch, the character de-
scribes the kind of structure they want to construct; then the
GM decides if the structure is simple, moderate, complex, or
advanced in scope and difficulty.

Multipurpose Tool: Can be used to build rudimentary struc-
tures at usual build time and simple structures but at double
build time. Can repair up to moderate structures but takes a -4
to simple structures and a -8 to moderate.

Basic Mechanical Tool Kit: Can be used to make up to com-
plex structures at usual build time and advanced structures but
at double build time. Can repair up to advanced structures but
takes a -4 to advanced structures.

Deluxe Mechanical Tool Kit: Can be used to build all type of
structures but builds rudimentary and simple at half build time.

Special: A character without the tools listed above takes a

-2 penalty on Craft (Structural) checks, cannot build above ru-
dimentary structures which take double the time, and repairs
structures with the modifiers and restrictions of a multipur-
pose tool in additions to the base -2.

A character with the Builder feat (Structural) gets a +2 bo-
nus on all Craft (Structural) checks.

Trap (Craft)

Designing new traps is a simple process. Start by deciding what
type of trap you want to create.

Mechanical Traps: Simply select the elements you want the
trap to have and add up the adjustments to the trap’s Challenge
Rating that those elements require (see Table: CR Modifiers for
Mechanical Traps) to arrive at the trap’s final CR. From the CR
you can derive the DC of the Craft (Traps) checks a character
must make to construct the trap.

Magic Traps: As with Mechanical Traps, decide what ele-
ments you want and then determine the CR of the resulting
trap (see CR Modifiers for Magic Traps). If a player character
wants to design and construct a magic trap, he, or an ally, must
have the Craft Wondrous Item feat. In addition, he must be

able to cast the spell or spells that the trap requires—or he
must be able to hire an NPC to cast the spells for him.

Challenge Rating of a Trap

To calculate the Challenge Rating of a trap, add all the CR
modifiers (see Table: CR Modifiers for Mechanical Traps or CR
Modifiers for Magic Traps) to the base CR for the trap type.

Mechanical Trap: The base CR for a Mechanical Trap is o.
If your final CR is o or lower, add features until you get a CR
of 1 or higher.

Maygic Trap: For a spell trap or magic device trap, the base
CR is 1. The highest-level spell used modifies the CR (see CR
Modifiers for Magic Traps).

Average Damage: 1f a trap (Mechanical or Magical) does hit
point damage, calculate the average damage for a successful
hit and round that value to the nearest multiple of 1o0. If the
trap is designed to hit more than one target, multiply this value
by 2. If the trap is designed to deal damage over a number of
rounds, multiply this value by the number of rounds the trap
will be active (or the average number of rounds, if the duration
is variable). Use this value to adjust the Challenge Rating of the
trap, as indicated on Table: CR Modifiers for Mechanical Traps.
Damage from poison does not count toward this value, but ex-
tra damage from pit spikes and multiple attacks does.

For a magic trap, only one modifier applies to the CR—ei-
ther the level of the highest-level spell used in the trap, or the
average damage figure, whicﬁeve:r is larger.
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COST MODIFIERS: MECHANICAL TRAPS
Feature CR Modifier

Perception DC

15 or lower -1
16-20 =
21-25 +1
26-29 +2
30 or higher +3
15 or lower -1
16-20 =
21-25 +1
26-29 +2
30 or higher +3
15 or lower -1
16-20 =
21-25 +1
26-29 +2
30 or higher +3
+0 or lower -2
+1to +5 -1
+6 to +10 —
+11 to +15 +1
+16 to +20 +2
Touch attack +1

Damage/Effect

+1 per 10 points of

Average damage g

COST MODIFIERS: MAGICAL TRAPS
Feature CR Modifier

Alarm spell used in trigger =
Highest-level spell effect + Spell level
Damaging spell effect

One-Shot Trap

+1 per 10 points of average damage

Each spell used +2 resources x caster level x spell level

Material components +Material component costs

Automatic Reset Trap

Each spell used

+20 resources x caster level x spell level

Material components

+Material component costs x 10

Feature . CR Modifier

Automatic reset +1
Liquid +5
Multiple targets (non-damage) +1
Never miss +2
Proximity or visual trigger +1
poison |
Snake Venom +1
Darkland Lotus Extract +8
Bloodroot +1
Chloroform +1
Burnt Dark-Fungus Fumes +6
Deathblade +5
Demon Bile +6
Darkland Giant Hornet Poison +3
Demon-Blood Oil +1
Insanity Mist +4
Highly Poisonous Scorpion/Spider +3
Dark-Licorice Root Paste +3
Poisonous Scorpion/Spider +2
Night-Root +4
Darkland Mountain Cedar Pollen +3
Cyanide +3
Darkland Centipede Poison +1
Darkland Death Camus Bulb Oil +5
Refined Thiol Gas +3

CRAFT (TRAPS) DCS

Trap CR Base Craft (Traps) DC
1-5 20
6-10 25
11-15 30
16+ 35

Modifier to

Additional Components Craft (Traps) DC

Proximity trigger +5
Automatic reset +5
Py g
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Multiple Traps: 1If a trap is really two or more connected
traps that affect approximately the same area, determine the
CR of each one separately.

Multiple Dependent Traps: 1f one trap depends on the suc-
cess of the other (that is, you can avoid the second trap by not
falling victim to the first), characters earn XP for both traps by
defeating the first one, regardless of whether the second one
is also sprung.

Multiple Independent Traps: 1f two or more traps act inde-
pendently (they do not depend on one another to activate),
characters only earn XP for traps that they defeat.

Mechanical Trap Cost

The cost of a Mechanical trap is 30 Mechanical and 1o Com-
bustible resources x the trap’s Challenge Rating. If the trap uses
spells in its trigger or reset, add those costs separately. If the
trap has an automatic reset, increase the cost by half (+50%).
Particularly simple traps, such as pit traps, might have a greatly
reduced cost, subject to GM discretion. Such traps might cost
as little as 10 Mechanical resource x the trap’s Challenge Rating.

After you've determined the cost by Challenge Rating, add
the price of any additional items or poison you incorporated
into the trap. If the trap uses one of these elements and has an
automatic reset, multiply the poison or additional item cost by
5 to provide an adequate supply of doses.

Multiple Traps: If a trap is really two or more connected
traps, determine the final cost of each separately, then add
those values together. This holds for both multiple dependent
and multiple independent traps.

Craft DCs for Mechanical Traps

Once you know the Challenge Rating of a trap, determine the
Craft (Traps) DC by referring to the values and modifiers given
on Table: Craft (Traps) DCs.

Making the Checks: To determine how much progress a char-
acter makes on building a trap each week, that character makes
a Craft (Traps) check. See the Craft skill description for details
on Craft checks and the circumstances that can affect them.

Magic Device Trap Cost

Building a magic device trap involves the expenditure of re-
sources and requires the services of a spellcaster. Table: Cost
Modifiers for Magic Device Traps summarizes the cost infor-
mation for magic device traps. If the trap uses more than one
spell (for instance, a sound or visual trigger spell in addition
to the main spell effect), the builder must pay for them all (ex-
cept alarm, which is free unless it must be cast by an NPC).

The costs derived from Table: Cost Modifiers for Magic
Device Traps assume that the builder is casting the necessary
spells himself (or perhaps some other PC is providing the spells
for free). If an NPC spellcaster must be hired to cast them,
those costs must be factored in as well (see Equipment).

A magic device trap takes 1 day to construct per 20 resourc-
es of its cost.

Multipurpose Tool: Can be used to build traps up to CR 5
with no modifier and CR 6-10 with a -4. Can repair up to CR 10
traps but takes a -4 to CR 6-10 traps.

Basic Mechanical Tool Kit: Can be used to make up to CR 15
traps with no modifier and CR 16-20 with a -4. Can repair up to
CR 20 traps but takes a -4 CR 16-20 traps.

Deluxe Mechanical Tool Kit: Can be used to build =
tarps of any CR.
Special: A character without the tools listed above takes a
-2 penalty on Craft (Traps) checks, cannot build above CR 5, and
repairs traps with the modifiers and restrictions of a multipur-
pose tool in addition to the base -2.

Weaponsmithing (Craft)

This skill allows a character to build simple, martial, and
exotic weapons from scratch. When building a weapon the
character decides the kind of weapon they want to construct.
The type of item and the build quality determine the DC and
base build time.

Weapon builds Craft DC
Simple (Simple weapons) 12
Moderate (Martial weapons) 15
Complex (Exotic weapons) 18
Masterwork weapons 20

Multipurpose Tool: Can be used to build and repair simple
weapons. Can repair martial and exotic weapons at a -4. Can-
not be used to craft masterwork simple weapons.

Basic Mechanical Tool Kit: Can be used to make simple,
martial, and exotic weapons. Can be used to craft master-
work weapons but at a -4. Basic Mechanical tool kit can re-
pair all weapons.

Deluxe Mechanical Tool Kit: Can be used to make simple,
martial and exotic weapons and masterwork weapons and re-
pair them all with no negatives.

Special: A character without the tools listed above takes
a -2 penalty on Craft (Weaponsmith) checks, can only build
simple weapons, and repairs weapons with the modifiers and
restrictions of a multipurpose tool in additions to the base -2.

DEMOLITIONS

(Int; Trained Only)

Check: Depending on what is to be done with the explosive
determines the difficulty to set the explosive. In general, the
DC to set a simple explosive to go off at a general spot is 10.

Set Detonator: Most explosives require a detonator to go off.
Connecting a detonator to an explosive requires a character to
set the DC for setting and disarming the explosive with a min-
imum DC of 10. A Demolitions check is then made against the
DC to set the detonator. Failure means that the explosive fails
to go off as planned but is still armed and must be disarmed to
be made safe. Failure by 10 or more means the explosive goes
off as the detonator is being installed.

Place Explosive Device: Placing an explosive against a fixed
structure (a stationary, unattended inanimate object) can max-
imize the damage dealt by the explosive.

The GM secretly makes the check for the character. On a
result of 20 or higher, the explosive deals double damage to the
structure. On a result of 30 or higher, it deals triple damage to
the structure. In all cases, it deals normal damage to all other
targets within its burst radius.

Disarm Explosive Device: Disarming an explosive that has
been set to go off requires a Demolitions or Disable Device
check. The DC is set when the detonator is connected. If the
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character fails the check, they do not disarm the explosive. If
the character fails by more than 5, the explosive goes off.

Action: Setting a detonator is usually a full-round action.
Placing an explosive device takes 1 minute or more, depending
on the structure.

Try again: Yes, but dependent on the action taken and the
amount of failure.

Special: A character can take 10 when using the Demoli-
tions skill but can’t take 20.

A character without a demolitions kit takes a —4 penalty on
Demolitions checks. This including disarming explosives with
Disable Device.

Making an explosive requires the Craft (Chemical) skill. See
that skill description for details.

A character placing explosives to do structural damage can
roll a Knowledge (Construction) or Knowledge (Physical Sci-
ence) to gain a +2 to the check for placing the explosive (DC 15).
Failing the check by 10 or more (or a natural 1) gives the wrong
impression and gives the character a -2. A character can use
both skills on one roll.

DIPLOMACY
(Cha)
Skill functions as per Pathfinder Roleplaying Game Core Rulebook.

DISABLE DEVICE

(Dex; Armor Check Penalty; Trained Only)

Skill functions as per Pathfinder Roleplaying Game Core Rule-
book with the exceptions below.

Special: If you have the Deft Hands feat, you get a bonus
on Disable Device checks (see Feats).

A character using improvised tools for Disable Device
gains a -2 Circumstance penalty to checks.

A Finder (Jackal) who beats a trap's DC by 10 or more can
study the trap, figure out how it works, and bypass it without
disarming it. A Finder (Jackal) can rig a trap so their allies can
bypass it as well.

A Keeper (Jackal) who beats a Mechanical trap's DC by
10 or more can study the trap, figure out how it works, and
add a bypass or change the bypass without disarming it.
The bypass is changed or added to the trap at the cost of 1
Mechanical resource and one hour of work per CR. The old
bypass seems to work unless a Perception check is made, DC
determined by the trap.

Restriction: Characters with the trap finding ability (like
Finder Jackals) can disarm magic traps. A magic trap general-
ly has a DC of 25 + the level of the spell used to create it.

DISGUISE
(Cha)
Skill functions as per Pathfinder Roleplaying Game Core Rulebook.
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DRIVE
(Dex; Trained)
You are able to operate most land and water vehicles.

Check: Routine tasks, such as ordinary or safe driving, re-
quire a simple DC 10 check. For simple maneuvers or stunts or
any other circumstances such as severe weather, icy surfaces,
unsafe driving, or anything else requiring intense concentra-
tion can increase the check DC. Combat driving or driving
while in combat requires a DC 20 check.

For every 200 ft. of movement the vehicle is currently mov-
ing the Drive check DC in increased by +2.

Action: Varies. Entering or exiting a vehicle is normally a
move action. Other checks are a move action, standard action,
a free action, or no action at all, as noted in Vehicles section of
Chapter 7: Trading Post.

Try Again: Driving checks can have consequences for fail-
ure that make trying again impossible.

Special: A character can take 10 when driving but
can't take 20.

There is no penalty for operating a general-purpose motor
vehicle such as cars, SUVs, trucks, vans, military SUV, and rec-
reational vehicles. Other types of motor vehicles require the
corresponding Vehicle Expert feat, or the character takes a -4
penalty on Drive checks.

A character with the Vehicle Expert feat (Drive skill) gets a
+2 bonus on all Drive checks and allows the character to oper-
ate all non-flying vehicles without a -4 penalty.

Time: A Drive check is a move action.

ESCAPE ARTIST
(Dex; Armor Check Penalty)
Skill functions as per Pathfinder Roleplaying Game Core Rulebook.

LY
(Dex; Armor Check Penalty)
Skill functions as per Pathfinder Roleplaying Game Core Rulebook.

HANDLE ANIMAL
(Cha; Trained Only)
Skill functions as per Pathfinder Roleplaying Game Core Rulebook.

HEAL

(Wis)

Skill functions as per Pathfinder Roleplaying Game Core Rule-
book with the exceptions below.

Task DC
Revive a dazed, stunned, or unconscious (first aid N
kit or medical kit only) >
First aid 15
Long-term care 15
Treat wounds from caltrops, spike growth, or N
spike stones >
Treat deadly wounds 20

Treat poison Poison’s save DC

Treat disease Disease’s save DC

Revive a Dazed, Stunned, or Unconscious Character: (first aid
kit or medical kit only) The character can remove the dazed,
stunned, or unconscious condition from a character. A successful

.

check removes the dazed, stunned, or unconscious cond: ‘

from an affected character. This cost one use from either kit.

The character can’t revive an unconscious character who is at -1

hit points or lower without first stabilizing the character.
Action: Surgery takes multiple hours.

INTIMIDATE
(Cha)
Skill functions as per Pathfinder Roleplaying Game Core Rulebook.

INVESTIGATE

(Int; Trained Only)

You are able to discern clues or and make sense of evidence to
put together what most likely happened in a situation.

Check: A character generally uses perception to discover
clues and Investigate to analyze them. A character is able to
put together what might have happened based on the clues and
evidence they found: discerning the signs of a scuffle, blood
splatter pattern, angles of fire, hiding or modifying of evidence,
or anything else a with in this scope. The analysis or conclusion
the character comes up with is based on the clues or evidence
find and piece together, it does not necessarily exactly what
happened but can help the character understand what prob-
ably happened.

Analyze Clue: The character can make an Investigate check
to apply forensics knowledge to a clue and extract extra infor-
mation from a clue they have found. This use of the Investigate
skill does not require an evidence kit.

The base DC to analyze a clue is 15. It is modified by the
time that has elapsed since the clue was left, and whether or
not the scene was disturbed.

Circumstances DC Modifier
Every day since event (max modifier +10) +1
Scene is outdoors +2
Scene slightly disturbed +1
Scene moderately disturbed +2
Scene extremely disturbed +3
Circumstances DC Modifier
Every day since event (max modifier +10) +1

Collect Evidence: The character is able to collect items they
have found in a manner that preserve it for study. The charac-
ter can collect and prepare evidence for analysis. This use of the
Investigate skill requires an evidence kit.

To collect a piece of evidence, the GM makes an Investigate
check (DC 15) modified by the circumstance modifiers. If the
character succeeds, the evidence is usable. If the character fails
the evidence is tainted and grants a negative penalty on any
Investigate check using it equal to the amount failed by. If the
character fails by 10 or more the evidence is destroyed or be-
yond preserving. On the other hand, if the character succeeds
by 10 or more, the evidence gains a +2 Circumstance bonus on
Investigation checks when using the evidence.

Action: Analyzing a clue is a full-round action. Collecting
evidence generally takes 1d4 minutes per object.

Try Again: Generally, analyzing a clue again doesn’t add
new insight unless another clue is introduced. Evidence col-
lected cannot be recollected, unless there is more of it to take.
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KNOWLEDGE SKILL DCS

Task Knowledge Skill DC
Identify auras while using detect magic Supernatural 15 + spell level
Identify a spell effect that is in place Supernatural 20 + spell level
Identify materials manufactured by magic Supernatural 20 + spell level
Identify a spell that just targeted you Supernatural 25 + spell level
Identify the spells cast using a specific material component Supernatural 20
Identify underground hazard Speleology 15 + hazard's CR
Identify mineral, stone, or metal Speleology 10
Determine slope Speleology 15
Determine depth underground Speleology 20
Identify dangerous construction Construction 10
Determine a structure's weakness Construction 20
Identify a creature's ethnicity or accent Geography 10
Recognize regional terrain features Geography 15
Know location of nearEst noteworthy site Geography 20
Know recent or historically significant event History 10
Determine approximate date of a specific event History 15
Know obscure or ancient historical event History 20
Know local laws, rulers, and popular locations Streetwise 10
Know a common rumor or local tradition Streetwise 15
Know hidden organizations, rulers, and locations Streetwise 20
Identify natural hazard Nature 15 + hazard's CR
Identify a common plant or animal Nature 10
Identify unnatural weather phenomenon Nature 15
Determine artificial nature of feature Nature 20
Know the names of the planes Multiverse 10
Recognize current plane Multiverse 15
Identify a creature's planar origin Multiverse 20
Recognize a common deity's symbol or worshipper Theology/Philosophy 10
Know common mythology and tenets Theology/Philosophy 15
Recognize an obscure deity's symbol or worshipper Theology/Philosophy 20
Identify a monster's abilities and weaknesses Varies 10 + monster's CR
Special: A character can take 10 when making an Investi- « Construction (Buildings, aqueducts, bridges, and
gate check, but cannot take 20. fortifications)
Collecting and analyzing evidence requires an evidence Kkit. « Demonology (Demons and demon-kind, demon culture,
If the character does not have the appropriate kit, the character myths, ancient mysteries, and legends)
takes a —4 penalty on his or her check. « Earth and Life Sciences (Biology, genetics, geology, paleon-
tology, medicine and forensics)
KNOWLEDGE « Geography (Lands, terrain, climate, natural phenom-
(Int; Trained Only) ena, Cartography)
You are educated in a field of study and can answer both simple « History (Events, personalities, cultures of the past, wars,
and complex questions. Like the Craft, Perform, and Profession Colonies, migrations, founding of cities) Archaeology
skills, Knowledge actually encompasses a number of different and antiquities)
specialties. Below are listed typical fields of study. o Multiverse (Planar magic, Higher Realm, Lower Realm,
Purgatory, Paradox, Infinity, Eternity, the Veil, and any
o Beast (Constructs, magical beasts, aberration, cryptids, and other plane of existence)
outsider [other than demon, angel, and devil]) « Nature (Animals, plants, seasons and cycles,
 Behavioral Sciences (Psychology, sociology, weather, vermin)
and criminology) « Physical Sciences (Astronomy, chemistry, mathematics,
 Business and Civics (Business procedures, investment physics, and engineering)
strategies, bureaucratic procedures, legislation, litigation, o Popular Culture (Popular music and personalities, genre
obligations, political and governmental processes) films and books, urban legends, comics, science fic-

tion, and gaming)



« Speleology (Caverns, spelunking, and underground dangers)

« Streetwise (Local legends, personalities, inhabitants, laws,
customs, traditions, culture, history, underworld personali-
ties and events)

 Supernatural (The occult, magic, the supernatural, astrol-
ogy, numerology, ancient mysteries, magic traditions,
arcane symbols, and legends)

o Tactics (Techniques and strategies for disposing and
maneuvering forces in combat)

o Theology and Philosophy (Ethics, philosophical concepts,
religious faith, mythic history, practice, ecclesiastic
traditions, holy symbols and experience) Angels, other
Higher-realm creatures including devils)

e Undead (Undead and undead-kind, myths, ancient myster-
ies, and legends)

Check: Answering a question within your field of study has
a DC of 10 (for really easy questions), 15 (for basic questions), or
20 to 30 (for really tough questions).

You can use this skill to identify monsters and their special
powers or vulnerabilities. In general, the DC of such a check
equals 10 + the monster’s CR. For common monsters, such
as a tiger, the DC of this check equals 5 + the monster’s CR.
For particularly rare monsters, such as Eclipse, the DC of this
check equals 15 + the monster’s CR, or more. A successful check
allows you to remember a bit of useful information about that
monster. For every 5 points by which your check result exceeds
the DC, you recall another piece of useful information. Many
of the Knowledge skills have specific uses as noted on Table:
Knowledge Skill DCs.

Action: Usually none. In most cases, a Knowledge check
doesn’t take an action (but see “Untrained,” below).

Try Again: No. The check represents what you know and
thinking about a topic a second time doesn’t let you know
something that you never learned in the first place.

Untrained: You cannot make an untrained Knowledge
check with a DC higher than 10. If you have access to an exten-
sive library that covers a specific skill, this limit is removed. The
time to make checks using a library, however, increases to 1d4

}
|
{
|
|
o

£

Ed

hours. Particularly complete libraries might even grant a bonus

on Knowledge checks in the fields that they cover.

LINGUISTICS

(Int; Trained Only)

Skill functions as per Pathfinder Roleplaying Game Core Rule-
book with exceptions below

Learn a Language: Whenever you put a rank into this skill,
you learn to speak and read a new language.

Learn to read two languages already spoken: Whenever you
put a rank into this skill, you learn to read two languages you
can only speak.

Read Angelic or Demonic: Demonic and Angelic languages
are actually rune based, meaning each character is a thought,
idea, or concept and not a letter. Because of this, creatures who
have learned these languages, including Descended or Progeny,
have to decipher the writings at a DC 30. Only creatures native
to such places can read their native language without a check.

Task Linguistics Check
Read angelic DC30

Read demonic DC 30
PERCEPTION

(Wis)

Skill functions as per Pathfinder Roleplaying Game Core Rule-
book with exceptions below

Detail Perception DC

Gun fire -20

Hear silenced gun fire See Suppressor

Hear a running modern vehicle 10
Perception Modifiers DC Modifier
per 200 ft. per round of a vehicle speed -1

Action: Most Perception checks are reactive, made in
response to observable stimulus. Intentionally searching for
stimulus is a move action.
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PERFORM

PERFORM

(Cha)

Skill functions as per Pathfinder Roleplaying Game Core Rule-
book with exceptions below

o Act (comedy, drama, pantomime)

« Brass instruments (trombone, bugle, trumpet, tuba, didgeri-
doo, French horn, conch, natural horn)

o Comedy (buffoonery, limericks, joke-telling)

 Dance (ballet, waltz, jig)

o Keyboard instruments (harpsichord, piano, pipe
organ, synthesizer)

 Oratory (epic, ode, storytelling)

« Percussion instruments (bells, chimes, drums, gong, cym-
bals, xylophone, tambourine)

 Reed instruments (pan pipes, bagpipes, saxophone, flute,
clarinet, oboe, cor anglais, bassoon, piccolo, recorder)

o String instruments (fiddle, harp, lute, mandolin, banjo,
guitar, sitar, violin)

« Sing (ballad, chant, melody)

Check: You can impress audiences with your talent and
skill in your chosen performance type. You must state if you
are pandering for Consumable resources.

Perform
DC Performance for Consumable Resources

Routine performance. Trying to earn money by playing in
10 public is akin to begging. You have a 35% chance of earning
1 Consumable resource.

Enjoyable performance. In a Colony, you have a 70%

1 :
> chance of earning 1 Consumable resource.

Great performance. In a prosperous Colony, you earn 1
Consumable resource. You have a 30% chance of earning

20 1 additional Consumable resource. In time, you may be
invited to perform for an important or influential person
and may develop a small regional reputation.

Memorable performance. In a prosperous Colony, you earn
1 Consumable resource and have a 55% chance of earning

25 1d2 Consumable resource. In time, you may come to the
attention of important or influential person or parties and
develop a large regional reputation.

Extraordinary performance. In a prosperous city, you earn
1 Consumable resource and also have an 80% chance of

30 earning 1d3 Consumable resource. In time, you may draw
attention from distant patrons, or even from powerful
organizations.

RILOT
(Dex; Trained Only)
This skill allows you to fly aircraft.

Check: Routine tasks, such as ordinary or safe flying, re-
quire a simple DC 15 check. For simple maneuvers or stunts or
any other circumstances such as severe weather, unsafe flying,
or anything else requiring intense concentration can increase
the check DC. Combat driving or driving while in combat re-
quires a DC 25 check.

For every 400 ft. of movement the vehicle is currently mov-
ing the Pilot check DC in increased by +2.

Action: Varies. Entering or exiting a vehicle is normally a
move action. Other checks are a move action, standard action,
a free action, or no action at all, as noted in Vehicles section of
Chapter 7: Trading Post.

Special: A character can take 10 when making a Pilot check
but can'’t take 20.

There is no penalty for operating a standard aircraft or heli-
copter. Other types of aircraft take a -4 penalty on Pilot checks.

A character with the Vehicle Expert feat (Pilot skill) then
they gain a +2 bonus on all Pilot checks and allows the charac-
ter to operate all aircraft without a -4 penalty.

Try Again: Pilot checks can have consequences for failure
that make trying again impossible.

Time: A Pilot check is a move action.

PROFESSION

(Wis; Trained Only)

You are skilled at a specific job. Like Craft, Knowledge, and
Perform, Profession is actually a number of separate skills. You
could have several Profession skills, each with its own ranks.
While a Craft skill represents ability in creating an item, a Pro-
fession skill represents an aptitude in a vocation requiring a
broader range of less specific knowledge. Examples of common
Profession skills are: architect/engineer, baker/brewer/cook,
farmer, fisherman/trapper, guard/soldier, healer/herbalist/
midwife, mechanic, innkeeper/merchant/shopkeeper, miller/
woodcutter, miner, or shepherd/stable master.

Check: For each week of dedicated work your food require-
ments are meet and you can earn half your Profession check in
resources. You know how to use the tools of your trade, how to
perform the profession's daily tasks, how to supervise helpers,
and how to handle common problems. You can also answer
questions about your Profession. Basic questions are DC 10,
while more complex questions are DC 15 or higher.

You can try and increase the amount of resources you earn
in a week by taking on more work load and doing extraordi-
nary work. You must claim you are doing this before making
your Profession check for the week. If your Profession check
equals or beats a DC 30 you succeed and double your weekly
income. Failure means you actually damaged something and
had to use your weekly income to fix it, losing the amount of
resources you would have earned using the Profession skill for
the week, including the food requirements for that week. This
can quickly lead to being in debt to your employer and possibly
in trouble with the law or powers to be if the debt is not repaid.

Action: Not applicable. A single check generally represents
a week of work.

Try Again: Varies. An attempt to use a Profession skill to
earn income cannot be retried. You are stuck with whatever
wage your check result brought you. Another check may be
made the next week to determine a new income for the next
period of time. An attempt to accomplish some specific task
can usually be retried.

Untrained: Untrained laborers and assistants (that is, char-
acters without any ranks in Profession) usually earn just the
food requirements for the week and nothing more.

RIDE
(Dex; Armor Check Penalty)
Skill functions as per Pathfinder Roleplaying Game Core Rulebook.

SENSE MOTIVE
(Wis)
Skill functions as per Pathfinder Roleplaying Game Core Rulebook.
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SURVIVING IN THE WILD

Region Resource
Survival DC* Availability Task

DC 10 High
DC 15 Medium
DC 20 Low

Get along in the wild. Move up to half your overland speed while hunting and foraging (no food or
water supplies needed). You can provide Consumable resources for one other person for every 2 points
by which your check result exceeds the DC.*2

1 Being on Paradox adds s to all DC’s for Survival.

2 Increase the DC by 1 for each day of successful foraging. This increase is removed after the area is left alone for a month.
3 Questionable food can be found instead. Questionable food reduces the DC by 5 but requires those who eat it to make a Fortitude save (DC 15) or
become sickened for 24 hours minus the creatures Constitution modifier. Each day of eating questionable food increases the DC by 1.

SLEIGHT OF HAND
(Dex; Armor Check Penalty; Trained Only)
Skill functions as per Pathfinder Roleplaying Game Core Rulebook.

SPELLCRAFT

(Int; Trained Only)

Skill functions as per Pathfinder Roleplaying Game Core Rule-
book with exceptions below.

Action: Learning a spell from a schematic book takes 1 hour
per level of the spell (o-level spells take 30 minutes). Preparing
a spell from a borrowed schematic book does not add any time
to your spell preparation.

Task Spellcraft DC

Learn a spell from a schematic book 15 + spell level

15 + spell level

Prepare a spell from a borrowed schematic

STEALTH
(Dex; Armor Check Penalty)
Skill functions as per Pathfinder Roleplaying Game Core Rulebook.

SURVIVAL

(Wis)

Skill functions as per Pathfinder Roleplaying Game Core Rule-
book with the exceptions in the table above.

SWIM
(Str; Armor Check Penalty)
Skill functions as per Pathfinder Roleplaying Game Core Rulebook.

USE MAGIC DEVICE

(Cha; Trained Only)

Skill functions as per Pathfinder Roleplaying Game Core Rule-
book with exceptions below.

Use Magic
Task Device DC
Emulate purified/tainted/or other energy type 30

Emulate Purified/Tainted or other Energy Type: Some magic
items have positive or negative effects based on the type of
energy that is in them (EX: a purified or tainted weapon). Use
Magic Device lets you use these items as if you were not one of
the negative effected types or act as one that gains a positive
effect for being of that energy type of your choice. You can em-
ulate only one energy type at a time.




INSIDERED
| CONTACT MRS

Bounty Pap




/

ITE THE HAUL YOU AND YOUR HUNTING party scored from those Marauders, Coalman. Look at all those re-

ources. Not to mention that pistol. Pristine, from a time before all this madness. It's beautiful isn’t it? Blaze thinks

e automatically gets it. Why does her say matter more than yours? Oh yes, because she’s much braver than you.

e stood in that fire and bested their leader. What did you do Coalman? Oh yes, you stabbed one in the back. A
Marauder that was no more than a boy really. Check his pockets, Coalman. I know you want to.

EAcH COLONY CALLS IT SOMETHING DIFFERENT. SOME WILL
host a trading post, others a general store, other Colonies sepa-
rate goods by type. You probably don’t care if you buy that bal-
listic armor from an armory or commissary or post exchange.
However you look at it, you are giving up hard scavenged re-
sources for goods that might just keep you alive a little longer.
The things you will care about? What resources you are trading
in exchange for your goods and if those goods were crafted pre-
Rise or post. You might want to know what type of Colony you
are trading with if it is outside your own. Then again, if you
get a good exchange because that outpost needs Consumables,
who are you to care how they treat Progeny. That is, unless you
or your trusted battle buddy happen to be Progeny.

The world of Apocalypse the Risen is one based in survival.
In order to survive you need the skills and abilities to fend off
trouble. And you need the right gear. In this chapter you will
learn about the three major resources of post-Rise Earth: Com-
bustible, Consumable, and Mechanical. You will also learn how
scarcity plays a part in the value of ammunition and water. And
finally, maybe you will learn the importance of your loadout.
Make sure you have all ten “Cs” in your survival bag and a cou-
ple reliable weapons at your side.

Spend wisely and note that some items require mainte-
nance in the form of a Combustible and Mechanical resource
costs. When considering your gear, consider cost, functionality,
weight, and upkeep. Oh, and ammunition. You should always
consider ammunition. Also of note, not every item is carried at
every trading post in every Colony. There are no rarity ratings
attached to gear to classify availability or accessibility. Class
level and a major resource scavenge does not spontaneously
make higher quality goods appear. Because resources are scarce,
survivors primarily build items that have multiple uses and re-
quire less skill. As a general guideline, simple is more readily
available than martial, and martial easier to find and purchase
than exotic. The more explosive, the more expensive and un-
common. Special materials are actually special, requiring great
personal risk to acquire. And the GM has sole discretion to
make any item simply unavailable.

RESOURCES

In post-Rise Earth, silver and gold are no longer precious met-
als and nobody accepts printed money for goods. In fact, no-
body is printing money after the Rise. Trade, barter, exchange
and, of course, haggling summarize the new economy. Or
perhaps, a return to the economy of old. If the backbone of so-
ciety is the many colonies dotting the landscape, then trade is

the lifeblood. Commerce between colonies and from nomadic
traders diversifies available raw materials and finished goods.
The more vendors, the more goods and knowledge available.

Simplified commodities called resources (or sources) make
up the economic system within Apocalypse the Risen. Resourc-
es fall into three primary classes: Combustible, Consumable,
and Mechanical. What makes something a resource instead of
a completed good? Intent.

Let’s say you are scavenging an old high school and find a
vending machine. Now, that vending machine might be fun to
install at the Emporium back at the Mill. Provided you have
power, a push of the button might drop an apple, some un-
husked corn, or a pocket knife. Pretty useful, right? No. The
answer is no. Useful is breaking that vending machine down
to its Mechanical resource value and buying yourself a post-
Rise heavy revolver, ballistic rubber chain armor, and a Dark-
wood heavy shield. Might want to buy some ammo for that
revolver, too.

These resources are used in trade as well as the building and
fueling of the limited technology of the world. Size, quantity,
or weight are deciding factors in an items resource quantity.

Combustible: A general term for a chemical or other sub-
stance that acts as an energy source. A 12-volt battery, box of
matches, and a jar of gasoline are all examples of a single Com-
bustible resource. Wood, paper, and cardboard are all items
that can burn but are not Combustible resources.

Consumable: A general term for edible food and potable
water. Three Consumable resources are just enough of
both food and water to satisfy nutritional needs for the
day. In some arid or highly polluted regions, water
may be traded as a separate resource at increased
value. Trade values anywhere from 3 resources
per gallon up to over 24 resources per gallon
have been reported.

Mechanical: Typically, metal or plastic
in nature and generally with moving
parts, this is the primary component
in any pre- or post-Rise technology. A

set of bicycle gears, steering column
from a car, or pile of door hinges

are all examples of Mechanical
resources. Raw building ma-

terials such as a wood plank,
metal ingot, or PVC pipe are
not Mechanical resources.
Raw building mater