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errible things lurk in the world’s dark places. Although

these foul horrors might shy away from sunny fields

and verdant forests, don’'t mistake their reluctance for
weakness. They rule supreme in the realms of terror, and
those who seek to put an end to such monsters must risk it
all—body, mind, and soul.

Pathfinder RPG Horror Adventures includes a wide variety of’
rules and advice for players and GMs to amplify the horror
in their games. Players will have to manage their sanity;
avoid corruption; and select the right spells, feats, and gear
if they hope to have any chance of survival. Meanwhile, GMs
are presented with numerous new subsystems, expansions
to diseases and madness, horrific environments, and
sinister monster templates to challenge any hero. Horror
Adventures includes plenty of ways to transform even the
most innocent-seeming setting into a potential nightmare!

- e

INTRODUCTION

NAVIGATING THIS BOOK

This book is organized by chapter, with each one containing
rules grouped by type and theme for ease of reference. The
following overview summarizes each chapter to give you an
idea of what you'll find inside. Finally, if you're searching for
a specific topic, refer to the index located on page 254.

Chapter 1—Horror Characters: Characters stand at the
heart of any horror adventure. Whether forced into the
darkness or venturing there willingly, these protagonists
face danger beyond their imagining. This chapter helps
players fully understand the risks their characters are taking
by confronting the terrible forces of horror.

The first section provides a more robust fear system.
These additional rules help GMs build a sense of dread and
make states of mind ranging from nervousness to mind-
rending terror integral to the game. Following this are rules




for sanity that present players with a way of gauging their
characters’ mental stability when confronting terrible truths
and monstrous foes.

Finally, this chapter contains a brand-new system of
corruptions to tempt and torment characters. It includes 11
different corruptions that can pollute a character’s very soul,
each one progressing over time to offer enticing benefits
and inflict accursed stains. These corruptions are followed
by a section detailing alternate racial traits for characters
who are born and raised while surrounded by horror.

Chapter 2—Archetypes and Class Options: When evil
forces threaten civilization, characters need the proper tools
to fight back. From the cult-hunting investigator who can
sense the madness in others to the soul sentinel paladin
who fights endlessly against the tide of corruption, there are
plenty of character ideas here that will fit seamlessly into
any horror adventure.

In addition, many of the archetypes in this chapter make
imposing villains who can strike fear and terror into the
hearts of PCs, such as the sanity-draining mad scientist
alchemist or the serial killer vigilante!

Chapter 3—Feats: This chapter features a variety of new
feats useful to players and GMs who wish to craft horror-
themed characters and creatures, including many new
monster feats, such as Gruesome Shapechanger, which
makes a shapechanger’s transformation a sickening thing to
behold. Also included are an expansion on story feats, first
presented in Pathfinder RPG Ultimate Campaign and feats
that enhance spell-like abilities.

Chapter 4—Spells and Rituals: Spells and magic are
important elements of any horror game. They give villains
the tools needed to perform vile rituals and grant heroes
a chance to fight back or even undo past misdeeds. This
chapter contains spells powered by the caster’s sanity or by
the sacrifice of another living being. The forces of good aren’t
without hope, however. This chapter also provides many
spells that ward off evil and pronounce damnation on the
souls of the wicked.

Chapter 5—Horror Rules: GMs armed with the proper
tools are well on her way to creating memorable horror games.
This chapter presents a selection of rules and subsystems that
can enhance any game by giving it a suitably horrific focus.
An expansion of the rules for curses gives these afflictions a
bigger role and makes them even deadlier. In addition to new
curses and cursed items, this section provides rules for cursed
lands—places scarred by divine retribution or befouled by
sinister forces. Also, diseases become significantly more
dangerous, with effects that change over time and templates
to turn existing poxes into terrifying plagues.

This chapter next examines the environments typical to
a horror setting—from spooky locations to deadly hazards.
Fleshwarping is greatly expanded as well, giving GMs plenty
of new ways to twist the bodies of heroes and villains alike.
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BOOK REFERENCES
This book refers to a number of other Pathfinder Roleplaying
Game products, yet these additional supplements are not
required to make use of this book. Readers who don’t have
the Pathfinder RPG hardcovers referred to in this book can
find the complete rules of these books available online
for free at paizo.com/prd. The following abbreviations

indicate rules elements such as feats, spells, and magic
items from other sources.

Advanced (lass Guide ACG
Advanced Player’s Guide APG
Advanced Race Guide ARG
Bestiary 2 B2
Bestiary 3 B3
Bestiary 4 B4
Bestiary 5 B5
Occult Adventures 0A
Ultimate Combat uc
Ultimatie Intrigue Ul
Ultimate Magic UM
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Haunts also make an appearance in this chapter, including
new examples and haunts that are immune to divine power
and must be dispelled using other means. Finally, this chapter
looks at madness and how to integrate it into games, making
this an invaluable section for GMs using the sanity system.

Chapter 6—Running Horror Adventures: While many
games feature frightening elements, turning games into a
tapestry of terror takes careful planning and consideration.
This chapter gives GMs guidelines and suggestions on
running horror games, from selecting the genre of horror to
creating an adventure with the right pacing, and reveals how
to sow tension in your players as much as their characters.
Novice and veteran GMs alike will find a trove of tips in this
chapter to help improve their horror games.

Chapter 7—Horror Gear and Magic Items: Gruesome
torture implements and wicked magic items make up the
bulk of this chapter. From the murderer’s machete to the
needful doll, there are plenty of foul items here to bedevil
heroes. Fortunately, this chapter also includes protective
talismans and other tools to help those fighting against evil.

Finally, this section contains rules for possessed magic
items—objects that become vessels for evil forces intent upon
corrupting their wielders and those around them.

Chapter 8—Bestiary: What examination of horror would
be complete without a look at monsters? This chapter
presents a number of new templates and simple templates
to alter any monster into a living terror. From implacable
stalkers to simulacra made of living wax, these creatures will
have characters quaking in fear!

-
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eelah!” Sajan
gritted his teeth and
retreated as another gout
of lava sprayed up between
them, forcing him back. He
whirled on the devils. “What
are you doing to her?”

“It’s okay, Sajan.” Hanging
in the air, arms outstretched,
Seelah opened her eyes,
revealing flat planes of red.
A blade of crimson enerqy
sprang from each hand.

“I understand it all now. I
was right to follow the law,
but Iomedae’s law is weak.
There’s only one god with
the vision to see things as
they truly are. Who's willing
to do what must be done.”

t  On her forehead, an inverted
d pentagram blazed to life.

I  “And I am his sword...”
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he life of an adventurer has never been safe or
comfortable. Terrible dangers lurk around every corner
and the threat of death is a constant companion. Despite
such grim realities, far more horrifying fates await those who
find themselves facing off against true darkness: nightmares
that thirst for the tears of the innocent and hunger for the
flesh of the living. Adventurers who find themselves in a
horror game must be prepared to face terror, madness, and
threats to their very souls.

This chapter contains new options and advice for players
in a horror game. The majority of the chapter is focused on
corruptions, a new subsystem that allows players to take on
the role of a character slowly transforming into a monster
and gaining strange new powers and drawbacks. Additionally,
there are new racial abilities, more detailed and nuanced rules
for fear, and a sanity system that tracks the stresses that weigh
upon a character’s mind and the terrible scars they leave.

PLAYING A HORROR HERO

To run an effective horror themed adventure the GM has to

get the most out of their characters, players in a horror game
should consider their characters anew. This section is aimed
at the player, and provides tips on how to create suitable
characters for horror-themed Pathfinder RPG adventures. It
also touches on how you, as a player, can participate in horror-
themed games in ways that make the story more unnerving
for everyone at the game table.

Participating in Horror Adventures

First and foremost, understand that horror games are
meant to be creepy. If you don’t want to risk being actually
frightened, you don’t have to play. If you do want to play,
make sure youre familiar with the Horror Games and
Consent section on page 190.

Aside from their macabre themes, many horror games
involve a different, intentionally darker sort of storytelling
than other Pathfinder games. In a horror-themed game, the
GM is juggling her story and the game’s rules to not just
tell a story, but to create an atmosphere of dread within the
game. Joking around out-of-character and getting distracted
can wreck the mood the GM works to create. Laughter
relieves tension, which might be exactly what the GM is

trying to foster. At the start of your horror game, point

out this section to the GM and have her answer

the question: How serious do you want the
game to be?

Building Horror Characters

Characters in horror-themed campaigns
are usually no less skilled or powerful than

those in other Pathfinder RPG campaigns.

The GM might also have special guidelines

or expectations for the game’s characters—

particularly in the cases of supposedly fearless

classes, like paladins—so make sure that you and she are on

the same page regarding character creation before
you get to work.

During the process of creating your
character, also keep this question in
mind: What is my character afraid
of? This isn't something that’s
going to come back and make your
character weaker; it’s a consideration
to help you get into your character’s

head. Probably the biggest difference
between horror adventures and other
games is that they encourage you to have
a more intimate understanding of your
character as an individual, not just as an assemblage
of numbers. Take a look at the sidebar on page 9 and
consider working some of those elements into
your thoughts about your character. These

story elements will help your GM involve




your character more deeply in the story, and help you as a
player understand what your character fears and how your
character might confront or avoid those fears.

Plan to Be Frightened

Characters who aren’t afraid of anything—or who are
incapable of emotion—are the worst characters to play in
a horror adventure. If the slasher bursts onto the scene and
no one’s startled or frightened, that’s a bad sign for a horror
game. Fight-or-flight responses, instant reactions, and
expressions of revulsion are key components of a terrifying
scene. In horror adventures, it is the GM’s job to set up grim
scenarios, and it is part of your job to consider how your
character would actually react to these situations.

That doesn’t mean your character needs to be a shrieking
coward, though. Your character likely is skilled with weapons
or has the power to magically manipulate reality. By the
same token, your character should also be a person. In the
face of a terrifying encounter, consider how your character
would respond. If you're not sure, think about your own
reactions when to being frightened or unsettled in the past.

If you decide that your character would probably have
some sort of startled reaction to a scene, consider expressing
that. Your character’s actions might even intersect with
specific game rules. As such, here’s a list of reactions
to frightening situations common among Pathfinder
characters. Sometimes your reaction will be strong or
important enough to warrant flight or a moment of shocked
paralysis, but in other cases you just want it to be flavorful
and not impede a more strategic response.

Cast a Protective Spell: You gird yourself with magic.

Draw a Weapon: Usually done while taking a step back,
you both prepare for and distance yourself from danger.

Gape: You hold your ground, but look on in shock.

Guard: Moving into position between the threat and an
ally, you try to prevent another from seeing the scene.

Pray/Swear: You call upon the gods or verbally express shock.

Retreat: You seek escape if the situation is overwhelming,

Screaming might also be an obvious reaction, but that
tends to be the domain of victims, not heroes (though,
everyone has the occasional less-than-heroic moment).
Retreating also seems distinctly unheroic, but in a horror
game, that might occasionally be the prudent choice,
especially if it is clear that a threat outmatches your group.
Remember that in horror games, combat is not always be the
surest path to victory.

Roleplaying Fear

When your character confronts a shocking scene, ask
yourself what your character would do, what you would want
to do, and what you would really do. These questions often
have different answers. Let those answers influence how
you react. Alternatively, you might hang on to the first thing

HORROR CHARACTERSES
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ASPECTS OF HORROR HEROES

The GM is telling a story and wants to include you in it.
Consider including one or more of the following aspects and
let your GM know so she can work them into her stories.

Have a Goal: Strive to be the best at something, to create
something, to see a place, to get married, or to achieve
some other goal. Whatever it is, have something you want
above all other things.

Have a Reputation: Maybe you're a great juggler, or
maybe you slipped on the stairs in front of the whole town.
Whatever it is, it's something locals remember about you.

Have a Friend: Whether a friend from school, a coworker,
an army buddy, or someone you saved, have someone
you're close to and whom you wish well.

Have a Home: It might be a neighborhood you love, your
parent’s house, or a room you rent; in any case, it's the place
you call home.

Have a Signature Item: A signature item is something
that is recognizably yours, be it a weapon with a distinctive
grip, a piece of jewelry, a lucky charm, or your favorite scarf.

Have a Problem: Maybe you don't have any money, a
member of your family is sick, or you're trying to get home.
Whatever the issue is, you're doing your best to solve it.

Have a Secret: Maybe you can't read, left your crewmates
to die, or made your long-lost sister run away. This should be
something that would embarrass or endanger you if others
found out.

Have a Reason to Be Brave: Maybe it's to be like your
hero, maybe it’s to repay a debt, maybe it's for your child,
but have a reason to occasionally face your fears.

B o i O TRt et S vt P T o s S

that comes to mind, emulating more instinctual reactions
to horror. Frightened or distraught people don’t make the
best decisions, so don'’t be afraid to make a snap judgment,
act rashly, or react without consulting the group. In any case,
your choice of action should usually be whatever you think
will be the most fun or interesting for the entire group.

Conspiring with the GM
Sometimes, your choices might mean playing along with the
GM. The GM is not your opponent—she’s the conductor of’
a symphony in which you're a star performer. If she seems
to be hinting hard toward a course of action, consider going
along with it or mentioning to the whole group why you
don’t want to. The GM might also use any number of “special
effects” during a horror game, such as providing certain
characters with information only they know or asking to
roll your dice for you in a specific situation. If that happens,
oblige your GM. It could mean nothing or it could portend
terrible things, but whatever the case, your GM isn’t trying to
cheat you. You're all just trying to make the game more fun.

-
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fEAR

In a game where terrible things lurk in the darkness and

horrors crawl forth from nightmares to plague the living,
the rules for fear are an important part of play. To help bring
an appropriate atmosphere to the table, the following rules
broaden the levels of fear and allow fear to have a greater
impact on your character and the story.

LEVELS OF FEAR

The existing rules for fear offer three levels of fear, each
one represented by a condition: shaken, frightened, and
panicked. The following system expands the various states
of fear into seven levels, divided into two groups (lesser fear
and greater fear). The three levels of lesser fear—spooked,
shaken, and scared—cause you to take penalties, but you are
still ultimately in control. The four levels of greater fear—
frightened, panicked, terrified, and horrified—cause you to
progressively lose control of your character.

When you are subject to a fear effect whose level exceeds
your current fear level, your fear level increases to that level. If
you are subject to a fear effect of a level equal to or lower than
your current fear level, your fear level usually increases by one.
However, multiple lesser fear effects can’t force you to progress
from a lesser fear level to a greater one. If you are scared and are
subject to an additional lesser fear effect, you are staggered for
1 round, rather than becoming frightened. You can, however,
accept the frightened condition rather than be staggered while
scared if you prefer (such as if you actually want to run away).
For example, Merisiel is exploring a haunted graveyard.
Her GM declares she is spooked by her surroundings. She
falls into a sinkhole filled with rotting corpses, which would
also make her spooked. If she fails her Will save, her fear
level increases to shaken. Later, after dealing with gruesome
undead, she is scared and facing off against an evil cultist who
casts doom, which causes the shaken condition, on her. If she
fails her save against the spell, she is staggered for 1 round
(rather than frightened), since shaken is a lesser fear effect.

Lesser Fear

Fear begins as a shiver down your spine, but soon grows.

1. Spooked: The nature of your surroundings or events that
you have witnessed makes you uneasy. You take a —2 penalty
on saving throws against fear effects and on Perception
checks, as your mind conjures potential horrors in every
shadow. However, you are ready to face danger, and gain a +1
circumstance bonus on initiative checks.

2. Shaken: Fear has taken hold of you and you are no
longer thinking or acting clearly. You take a —2 penalty on
attack rolls, saving throws, skill checks, and ability checks.

3. Scared: You are noticeably afraid, jumping at shadows
and easily panicked by odd sights and unexplained noises.

You take all of the penalties of the shaken condition, except
the penalty on saves against fear effects becomes —4. In
addition, if being subject to a lesser fear effect would increase
your fear level, you are staggered for 1 round instead.

Greater Fear
At these levels, your fear begins to overwhelm you.

4. Frightened: You are so afraid that you must flee from
the source of your fear. On your turn, you must move away
from any source of fear you perceive. Once you can no longer
perceive any source of fear, you can act as normal, but you still
take all the penalties of the shaken condition. You can use
special abilities, such as spells and equipment, to flee and must
resort to such abilities if they seem like the only way to escape.
If'you flee from the source of your fear and it later reappears
while you are still frightened, you must immediately begin
fleeing again. If unable to flee, you can fight.

5. Panicked: This functions as the frightened condition,
but you drop anything held whenever you are forced to flee
and you flee in a random direction. In addition, you treat all
sources of danger as fear sources and must flee from them as
well. If unable to flee, you cower in fear.

6. Terrified: This functions as panicked, but you do not
treat any other character as an ally and thus must attempt
saving throws against spells that allow them, even if the
spells are beneficial. If unable to flee, you cower in fear. In
addition, once you have fled from fear, you do not act as
normal. Instead, each round you roll on the following table
to determine your course of action.

d% Result

1-25 Continue to flee, moving away from any known source
of danger.

26-50  Find a place nearby to hide, using Stealth as normal. You
do nothing until you are discovered (and forced to run
again) or you are no longer terrified.

51-75  Lash out at the nearest creature, even an ally, attacking
it with whatever weapon is available.

76-100 Do nothing. If you get this result in two consecutive
rounds, you no longer need to roll on this chart starting
on the third round and can act as normal unless you
encounter a source of fear or danger, in which case you
are still terrified and act accordingly.

7. Horrified: You are transfixed with fear and can take no
actions. You take a —2 penalty to your AC, are flat-footed (even
if you normally cannot be), and are considered helpless.

Fear Duration

Using this system can make the tracking of your overall fear
level a bit more complicated. Track each fear effect separately,
evaluating your current fear level whenever an effect is added
or removed, starting with the most severe effect and adding



levels on top of that for each new effect. Remember that lesser
fear effects cannot add up to a greater fear effect, regardless
of their number, and the staggered condition that can result
from being scared and then suffering another lesser fear
effect applies at the moment when the new fear effect begins
(not when it expires).

For example, Ezren becomes subject to an effect that
causes him to be shaken for 1 minute and another that
causes him to be panicked for 1 round. On the 1st round,
his fear increases to panicked. On the following 9 rounds,
he is shaken. If, on the 3rd round, he becomes spooked
for 1 minute, he becomes scared for 7 rounds (the overlap
between the spooked condition and the remaining rounds of
the shaken condition), then spooked for 3 rounds.

Adding Fear

This revised fear system is meant to work seamlessly with the

existing rules for fear, so GMs should use this system as an
opportunity to add new fear effects to their games, including
those derived from the environment and various situations.
For example, entering an abandoned asylum during a
moonless night might cause all the characters to gain the

e e == Tt R R S = v

FEAR IMMUNITY

A number of creatures and characters are immune to fear.
While that is fine for most fantasy adventure campaigns, it
can prove problematic for horror-themed campaigns. GMs
running such games should consider changing fear immunity
to a form of resistance. Creatures and characters with fear
resistance track their fear levels as normal, but they take
the penalties of the fear level two steps lower than their
actual level (thus, they suffer no effect at all unless they are
at least scared). Furthermore, effects that normally cause a
character to become spooked or shaken don't increase such a
character’s fear to a higher level.

spooked condition, while discovering a cabinet filled with
gnawed bones might cause a character to become scared for 1
minute after a failing a Will save. GMs not using this system
should use the next-lower condition from the Core Rulebook
if one of the new conditions appears, so anything that would
normally inflict the spooked condition has no effect, scared
becomes shaken, and terrified or horrified become panicked.




SANITY

An abundance of horrors can scar a being. Wounds and

fatigue can ravage the flesh. Poisons and venoms can putrefy
a creature from within. Curses and hexes can assault the
body and soul through supernatural means. But of all the
horrors a hero might face, few are as debilitating or insidious
as those that assault her sanity.

The Pathfinder Roleplaying Game already features many
threats that can erode a character’s sanity. The insanity
spell can cause a character to act confused until its effect
is removed. Insanity mist is an inhaled poison that deals
Wisdom damage. The allip, an undead creature created
when a soul is lost to madness, features several madness-
themed abilities.

For some games, presenting the weakening of sanity and
the onset of madness as assaults on a creature’s Wisdom
score or the randomness of the confusion condition
might be enough. But running a horror-themed game
often necessitates a more robust and nuanced system. In
the following system, the mental resilience of a
creature is based on the totality of her mental
being and mental strengths, rather than her
weaknesses, improving her chances to
weather and triumph against a vast
array of sanity-threatening horrors.

Sanity Score, Edge, and
Thresholds

Each creature has a sanity score, along with

a sanity edge and a sanity threshold. These
values depend on the creature’s current ability
scores and ability damage. Increases and
penalties to ability scores (even temporary
increases and penalties) adjust
these numbers. Each discrete
instance in which a creature takes

1 or more points of sanity damage
is called a sanity attack, regardless
of what caused the sanity damage.
Since effects that deal sanity
damage are always mind-affecting
effects, mindless creatures are
immune, and do not have a
sanity score, sanity edge, or
sanity threshold.

Sanity Score: Your sanity
score is equal to the sum
of your mental ability scores
(Charisma, Intelligence, and Wisdom)
minus any ability damage taken to
those ability scores.

pEss T,

Sanity Threshold: Your sanity threshold is equal to the
bonus of your highest mental ability score minus any ability
damage to that score (minimum o). When you experience a
sanity attack, if the sanity damage from that attack equals or
exceeds your sanity threshold, you gain a madness (see page
182), either lesser or greater depending on the relation of your
current sanity damage and your sanity edge (see below).

If your sanity threshold is o, you always suffer a madness
upon taking 1 or more points of sanity damage.

Sanity Edge: Your sanity edge is equal to 1/2 your sanity
score. When you experience a sanity attack that causes you to
gain a madness (see Sanity Threshold above), compare your
total amount of sanity damage to your edge to determine the
potency of the madness. If your current sanity damage is less
than your sanity edge, then you manifest a lesser madness.
If your current sanity damage is equal to or greater than
your sanity edge, you manifest a greater madness instead.
More information on madness, both greater and lesser,
can be found on page 182. Furthermore, when you accrue
total sanity damage equal to or greater than your edge, any
dormant lesser madnesses you have manifest again.

Effects of Sanity Damage
When you experience a potential sanity attack, you
must typically succeed at a Will saving throw to
shake off or reduce the sanity attack’s damage.
Whether this saving throw is successful
or not, if the sanity damage from a single
sanity attack is equal to or greater than your
\ sanity threshold, you gain a madness (see page
. 182) with a potency based on the relation
. between your total sanity damage accrued
and your sanity edge (lesser if the total
sanity damage is below your sanity edge,
greater otherwise). In most cases,
GMs should choose a madness that
reflects the horror faced or your

deep fears and potential mental
breaking points rather than
rolling on tables. For
instance, if you gain a
lesser madness due
_____ to an encounter with
a mummy or some

other undead that features a

fear effect, it might make sense to
choose the phobia madness. If you
already suffer from delirium and gain a
greater madness, it might make sense

% for that madness to be increased
! to  schizophrenia.  However,
when a random madness is

appropriate, the GM can
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generate one by rolling on Table 5-1 (for a lesser madness) or
Table 5—2 (for a greater madness).

You are afflicted with a madness until that madness
is removed by the methods described in Chapter 5. You
may not always manifest the madness, though. If you are
afflicted with madness and then are healed of all sanity
damage, all of your madnesses become dormant until
you accrue further sanity damage. Typically, a dormant
madness does not affect you at all, but some madnesses
feature an effect that occurs only while that madness is
dormant. A lesser madness that becomes dormant does
not manifest again until you take sanity damage equal to
or greater than your sanity edge. A greater madness stays
dormant only as long as your total sanity damage remains
at o. Dormant madnesses, no matter the potency, can be
removed only by miracle or wish.

Lastly, if your total sanity damage equals or exceeds your
sanity score, you become insane as per insanity (no saving
throw) until all your sanity damage is healed and all your
madnesses are cured.

While Pathfinder RPG Horror Adventures introduces a
number of spells, feats, monsters, or other effects that deal
sanity damage, the GM is also encouraged to create her own
sanity-damage-dealing effects in her horror game. The table
below gives a number of examples of situations that might
cause a character to take sanity damage.

Reducing Sanity Damage

Sanity damage can be reduced in a number of ways. The first
is with time and rest. For every 7 full days of uninterrupted
rest, you can reduce the sanity damage you have taken by
amount of equal to your Charisma modifier (minimum
1). Instead of relying on your own strength of personality
to reduce the effects of sanity damage, you can seek out
a single confidante, mentor, priest, or other advisor. You
must meet with that person regularly (at least 8 hours per
day) and gain guidance during the 7 days of rest. At the
end of the rest period, the ally can attempt a Wisdom or
Intelligence check (whichever score is higher) with a DC
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EXPANDED SANITY

Effects dealing sanity damage and the madnesses in Chapter 4
are mind-affecting effects, and as such certain creature types
are immune to them. In horror games, the GM may want
to make an exception to this, at least in the case of sanity
damage and madnesses, allowing undead and even some
kinds of plant and construct creatures to feel the effects of
insanity. The GM should be careful to determine whether the
creature’s immunity to mind-affecting effects compensates for
an extremely poor Will save and potentially give a bonus on
Will saves against sanity damage to such creatures.

TENACIOUS SANITY

In a particularly horror-themed game, the GM may consider
removing some or all of the magical options to reduce sanity
damage, relying on rest alone to recover sanity. For the most
terror, she could even make sanity damage irrecoverable. In
these cases, the GM should consider increasing the characters’
sanity scores and sanity edges to ensure the heroes can make
it through enough of the adventure before they snap.
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of 15 if your sanity damage is below your sanity edge or 20
otherwise. If the ally succeeds at this check, you can add
the ally’s Wisdom or Intelligence modifier (whichever is
higher) to the amount of sanity damage you remove.

Sanity damage can also be reduced with magic. A single
casting of lesser restoration reduces sanity damage by 1d2
points up to once per day; restoration reduces sanity damage
by 2d4 points up to once per day; and heal reduces the
amount of sanity damage by 3d4 points up to once per day.
Greater restoration, psychic surgery®®, and limited wish reduce
your total sanity damage to o if your total sanity damage
was already below your sanity edge; otherwise, these spells
reduce your total sanity damage to 1 point below your sanity
edge. Miracle and wish instantly reduce your sanity damage
to o, regardless of whether your total sanity damage was
below your sanity edge.

Situation DC Failure Success

The first time a character encounters a dead body 10 1d3 sanity damage 0 sanity damage

The first time a character encounters a gruesome 12 1d6 sanity damage 1 sanity damage

scene of death

The first time a character encounters a 10 + CR of Sanity damage equal to Sanity damage equal to
horrifying creature® the creature 1/2 the creature’s CR 1/4 the creature’s CR
Each time a character encounters a glippoth or other 10 + CR of Sanity damage equal to Sanity damage equal to
creature with a particularly horrific appearance the creature the creature’s CR 1/2 the creature’s (R
Each time a character encounters a Great 0ld One 15 + (R of Sanity damage equal to Sanity damage equal to

the creature

double the creature’s CR the creature’s CR

*Horrifying creatures are typically aberrations, evil or chaotic outsiders, and undead. “Each time” could mean the first time for each
creature type, or each time a creature encounters a new kind of specific creature of that type (for example, the first time a creature
encounters a skeleton and then again the first time the character encounters a wraith), at the GM’s discretion.
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CORRUPTION

Even the most pure creature can succumb to tides of

darkness. What begins as a minor malady or errant idea can
grow into something malignant—a spreading corruption
that can obscure your morals, cloud your judgment, and
ultimately devour your soul. There are a number of different
types of corruptions, from the hunger of vampirism to the
horrifying transformation of the promethean. Living with
a corruption is often a terrifying experience, but also offers
the temptation of dark gifts. Hosts sometimes choose not
to fight the corruption, but rather accept it and allow it to
progress. These unfortunate folk either succumb to lust for
the corruption’s power or attempt to control the stain of
corruption and use its gifts for some greater good.

Each corruption detailed on the pages that follow
features a general description, followed by its catalysts
and manifestations. The catalyst section explains how a
creature might contract the corruption, how it progresses,
and how it can be cured. When a creature first contracts
a corruption and its manifestation level increases, the
corrupted creature gains manifestations. Manifestations
carry both beneficial gifts and detrimental stains. Also, as
the manifestation level increases, the stains and gifts of
previous manifestations might grow more powerful. Lastly,
as a creature’s manifestation level increases, so does the
possibility of the corruption taking hold entirely, defiling
its host forever.

GLOSSARY

A short list of terms related to corruptions follows.
Catalyst: The inciting incident that corrupted you in the
game’s story, combined with ways you can progress toward
total corruption.

Corruption: A dark manifestation of evil or alien influence
that changes you over time.

Corruption Stage: A measure of how close you are to
falling to your corruption. Think of your corruption stage
as how much your soul has been altered by your corruption.
At corruption stage 3, you succumb and are no longer a PC.
Gift: A benefit granted by a manifestation of your corruption.
Manifestation: A manifestation is a way in which
your corruption becomes more prominent. You gain
manifestations roughly every 2 character levels you live with
your corruption. Each manifestation has both a gift and a
stain, although you might not get both.

Manifestation Level: This is a measure of how much
your corruption has changed your body and mind. Your
manifestation level equals the number of manifestations
you have.

Stain: A negative effect granted by a manifestation of
your corruption.

CONTRACTING A CORRUPTION

The catalyst section of each corruption offers a number of
possible methods for contracting that corruption. Once you
contract a corruption, you immediately gain a manifestation.
Your manifestation level becomes 1, and your number of
manifestations and your manifestation level can increase as
described in Manifestation Level on page 15. You also draw
closer to losing your soul, as represented by your corruption
stage. This is described under The Corruption’s Progress.

Multiple Corruptions: Typically, you can have only one
corruption. If some exceedingly rare condition arises that
would cause you to be affected by more than one, you
typically gain stains from both corruptions’ manifestations
but gifts from only the first one you contracted, and the
secondary corruption also grants manifestations at a slower
rate. When the text refers to your manifestation level, use
only your manifestation level for the second corruption, not
the sum of all your manifestation levels.

MANIFESTATIONS

You gain a manifestation of your curse when you first
contract a corruption, and gain more at later levels. Each
manifestation includes both a gift and a stain (though
campaign variants can change how you acquire these gifts
and stains as described in the Variants section below).
Many manifestations have prerequisites that limit them to
characters farther along in their corruptions. A prerequisite
marked with an asterisk (*) is another manifestation in the
same section.

Unless stated otherwise, the DC for gifts that allow a saving
throw is equal to 10 + 1/2 your level + your manifestation level
(see below). You can have a maximum of nine manifestations.

Variants

A corruption’s gift and stain don’t have to manifest together.
Your GM can use the following variants to alter how gifts and
stains are gained.

Useful Corruption: In this form of campaign, your
corruption’s gifts allow you to fight sinister forces. You select
which manifestation to take when you gain the corruption
and with each increase to your manifestation level. You
receive the gift, but you don’t have to take the stain. If
you refuse the stain, that manifestation doesn’t increase
your manifestation level, which could prevent you from
qualifying for additional manifestations. You can accept
the stain of your manifestations at any time, immediately
increasing your manifestation level.

Vile Corruption: In this form of campaign, corruptions are
terrible burdens to be purged as soon as possible. When you
contract a corruption or your manifestation level increases,
the GM decides which manifestation you gain. You always
acquire the stain, but you can choose not to take the gift.
If you refuse the gift, you gain a +1 circumstance bonus on



saving throws related to the corruption progressing. For
each additional gift you refuse, this bonus increases by 1.
You can accept the gifts of your manifestations at any time,
but once you do, you immediately lose the corresponding
bonus on saving throws.

MANIFESTATION LEVEL

Each creature with a corruption has a manifestation level,
which is normally equal to the number of manifestations

the corrupted creature has (see Variants for exceptions).

Sometimes gifts and stains become more extreme as a
creature’s manifestation level increases.

You gain a new manifestation roughly every 2 levels. GMs
can introduce corruptions as early as your ist character
level. A standard rate of corruption starts with a PC gaining
the first stain at 1st level, the second at 3rd level, and another
at sth, 7th, oth, and so on. Because you are limited to nine
manifestations, your manifestation level can’t exceed gth.

This standard rate of acquisition is a guideline rather than
a strict rule. Many corruptions feature story considerations
that could speed up or slow down the process, and individual

GMs can alter the speed to serve the campaign’s narrative.
When introducing a corruption at higher levels, a GM could
accelerate the rate at which the first manifestations are
acquired or grant multiple manifestations at once. In any
case, the GM decides when a corruption progresses, not you
(though variants can alter this, as described in Variants).

THE CORRUPTION’S PROGRESS

Every corruption has an associated saving throw. Each time
you fail it, your corruption progresses to the next corruption
stage. Each stage causes a more significant change
within you, until you become completely irredeemable at
corruption stage 3. When you gain a corruption, you begin
at what is effectively stage o, with no direct penalties. You
must attempt a saving throw when you are being pulled
toward darkness, and these saves are usually spread over
a long period of time (often weeks or months). As such,
abilities that allow or force rerolls (or rolling twice and
taking the higher or lower result) can never be used on these
saving throws, and temporary bonuses don’t apply on the
progression saving throw, even if they are long-lasting.




ACCURSED

A foul curse has a deep hold on your body and soul. Your

resentment toward the one who cursed you has taken on a
life of its own. You notice slights against you by everyone
around you, and can gain solace only by punishing them.

CATALYST

The corruption begins with a hateful curse, visitations from
a night hag, or another relentless magical torment. These
curses most often originate with hags, witches, gods, fey,
depraved genies, or insidious divs. Even if the curse is lifted,
its corruption lingers upon your soul.

Progression

The progression is tied to spiteful actions you take that
have lasting consequences. When you inflict a permanent or
long-lasting curse, such as bestow curse, or engage in brutal
retaliation (what constitutes brutal retaliation is up to the GM,
but usually includes disproportionate acts of violence against
living creatures), you must attempt a Will saving throw (DC =
15 + your manifestation level). You must also attempt a saving
throw after any month in which you have failed to perform a
number of spiteful retaliations equal to or greater than your
manifestation level. If you fail any of these saving throws, you
must use the most severe punishment at your disposal against
the next creature that wrongs you, even in a minor way.

If you fail the save but your allies or others prevent you
from exacting your retribution for three consecutive slights,
you shake off this urge. You avoid having to exact retribution
for the time being, and your corruption doesn't progress.
However, the DC of the Will save against your corruption
progressing increases by 2. These increases stack each time
you shake off this urge, and they last until your corruption
reaches the next corruption stage.

Corruption Stage 1: The first time you engage in
disproportionate punishment (voluntarily or because of a
failed save), your alignment shifts one step toward evil and
your face changes, making you memorably ugly or beautiful.
Corruption Stage 2: The second time you engage in
this behavior, your alignment shifts another step toward
evil and you take on an inhuman appearance, increasingly
resembling the type of creature that cursed you.

Corruption Stage 3: The third time you engage in this
behavior, you are utterly consumed by your hatred and
become an NPC under the GM’s control.

Removing the Corruption

Lifting the corruption requires breaking the original curse
and either killing or earning forgiveness from the one who
laid the curse. If you killed or permanently impaired any
creatures unfairly, you must undo the harm and atone.

MANIFESTATIONS

The following are manifestations of the accursed corruption.

Baleful Glare

You can weaken foes with a glare.

Prerequisite: Manifestation level 6th.

Gift: Once per day, when you successfully use Intimidate to
demoralize a creature within 30 feet, you can curse that target
as a swift action. The victim must succeed at a Will save or be
staggered permanently. If you use this ability on a creature
that is still under the effects of your baleful glare from a
previous day, the target must succeed at a Fortitude saving
throw or be paralyzed with fear for 3 days. At the end of each
day the target spends paralyzed with fear, it must succeed at
another Fortitude saving throw or die. Your effective caster
level for these curses is equal to your character level.

Stain: One eye becomes bulging and bloodshot or each eye
turns a different color. You take a —4 penalty on Perception
checks. This transformation can’t be hidden by magic.

Cold Iron Allergy
Your skin is as hardened as your heart.

Prerequisite: Manifestation level 4th.

Gift: You gain an amount of damage reduction equal to 1/2
your manifestation level. This DR is overcome by cold iron.

Stain: Whenever you touch cold iron, including being
struck by a cold iron weapon, you are sickened for 1 round.
Immunities don’t prevent this sickened condition, and you
can't remove it early by any means. You can attempt to hide
this aversion from foes with a Bluff check opposed by their
Sense Motive checks.

Cruel Deceiver
You can weave magical lies to set victims up for a downfall.

Prerequisite: Manifestation level 2nd.

Gift: You gain a +2 bonus on Bluff and Disguise checks. You
can use dancing lights, disquise self, and ghost sound once per day
each as a spell-like ability. You can perfectly mimic the sound
of any animal or voice you have ever heard. At manifestation
level 3rd, the bonus doubles. At manifestation level 5th, you
can use mirage arcana once per day as a spell-like ability.

Stain: You can never speak or otherwise communicate the
truth. You can still communicate by various methods, such
as uttering insignificant lies, obvious lies, or nonstatements.

Grim Fate
You can twist the strands of fate to your desires.

Gift: Once per day as an immediate action, you can reroll
an ability check, attack roll, caster level check, saving throw, or
skill check after learning the result. At manifestation level 8th,
you can also lay a curse of unluck upon a creature (Pathfinder
RPG Core Rulebook 557) once per day. This takes a standard
action, and must target a creature you can see within 30 feet.



Stain: You can't benefit from morale bonuses. You
take a —2 penalty on Perform and Sense Motive checks. At
manifestation level 3rd, the penalty doubles.

Horrific Shock

You can surprise a foe with overwhelming horror.
Gift: When you damage a creature on the surprise round, it
becomes shaken for 1 round unless it succeeds at a Will save.
Stain: You take on a horrible appearance. You take a —2
penalty on Diplomacy, Handle Animal, and wild empathy
checks against creatures who can see you. At manifestation
level 3rd, the penalty doubles.

Spiteful Transformation
You can transform foes into mere beasts.

Prerequisite: Manifestation level 5th.

Gift: Add 1 to the DCs of your spells and abilities that have
the curse descriptor (Pathfinder RPG Ultimate Magic 137).
Once per day as a standard action, you can use baleful
polymorph as a spell-like ability, with a caster level equal

to your character level. This counts as a curse, and the DC of’

any caster level check to remove it increases by s.

Stain: You take a —2 penalty on Will saves. If you have t
this manifestation’s gift, using your baleful polymorph curse },

negates the penalty until the next day.

Undying Hatred
You can’t rest while those you hate go unpunished.
Gift: Once per day, if you would die from hit point
damage, instead your hit point total becomes —1
and you stabilize. This ability doesn't work
against death effects. Observers believe you A )’
to be dead unless they study you closely and A
succeed at a DC 25 Heal check. After 1 minute,
youregain 1 hit point and regain consciousness.

Stain: When you begin your turn with a helpless foe

within 5 feet of your reach, you must attempt a Will save. If

you fail, you must attempt a coup de grace against that foe
this round if possible. The DC of this Will save is equal
to 15 + your manifestation level.

Weakening Claws
Your fingernails grow into talons.
Prerequisite: Manifestation level 3rd.
Gift: Your nails grow into claw natural weapons
that deal 1d3 points of damage if you're Medium (1d2 if
Small). Once per day, you can make a weakening
claw attack as a standard action. If you hit, you
inflict a permanent —4 penalty on the target’s
Strength score. The victim can halve the penalty and reduce
the duration to 24 hours with a successful Fort save.
Stain: You take a —2 penalty on Disable Device checks,
Sleight of Hand checks, and attacks with manufactured
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weapons. Your spells with somatic or emotion (Pathfinder
RPG Occult Adventures 144) components have a failure chance
of 5%. If you have a spell failure chance from other sources,
add the chances together.

Wish Peddler

Like a fey or genie, you can twist another creature’s wishes.
Gift: Once per day as a full-round action, you can duplicate
the effect of a witch spell of a spell level lower than your
manifestation level. This spell cannot have a material or
focus component costing more than 1 gp or a casting time
longer than 1 standard action. The spell’s effect must fulfill,
in part or in whole, a wish verbally stated by a humanoid
creature you can hear (other than yourself).
Stain: If you cast or use a harmless spell or spell-like ability
when you are in combat, you must succeed at a concentration
check (DC = 20 + double the spell level) or lose
the spell. This also applies to nonharmless

spells you cast that target only allies.
=S Additionally, you must attempt
' saves against your allies’
spells and spell-like

abilities, even if they

are harmless.
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DEEP ONE

The waves call to you, like a siren’s song echoing across
you, g g

crashing surf.

_ CATALYST

The corruption of the deep ones typically comes in two
varieties. The most common source of deep one corruption is
having dormant deep one blood running through your veins.
Exposure to the magic of cults dedicated to Great Old Ones
like Cthulhu could awaken this dormant lineage within you,
beginning your transformation into a deep one. Likewise,
exposure to the presence of deep ones themselves can cause
you to heed a call to deep waters that ends with a torturous
transformation. Less common means of contracting a deep
one corruption include ritualistic transformation, curses,
or—in extreme cases—willing copulation with a deep one.

B, | Progression

} Once the deep one corruption has taken root, the summons
calling you to the deep ones’ cold, lightless realm becomes
a constant thrum in the back of your mind. Exposure to sea
water becomes increasingly important to you. Each day that

you don't spend at least 1 hour per manifestation level fully
immersed in the ocean or a salt-water sea, you must succeed
at a Will save (DC = 15 + your manifestation level). You also
need to attempt such a Will save whenever you are a target
of (or in the area of) a divine spell or spell-like ability with
the evil descriptor.

Corruption Stage 1: The first time you fail, you lose control
of yourself for 24 hours. When you regain your senses, you
find yourself'in the sea or an ocean, or at least on your way to
such a place if you were too far away to reach it. Either way,
your alignment shifts one step towards chaotic evil.

Corruption Stage 2: The second time you fail, you lose
control again, and you find that you have made contact with
an alien entity during the missing time. Your alignment
shifts to chaotic evil and your race changes to deep one
hybrid (Pathfinder RPG Bestiary 5 7o), if it wasn't already. If
you are already over the venerable age for a deep one hybrid
(60 years), you experience the final change as per the race’s
ability, becoming an NPC deep one under the GM’s control.

Corruption Stage 3: The third time you fail, you experience
the final change early, becoming an NPC deep one under the
GM'’s control.

Removing the Corruption

Removing the deep one corruption might require psychic
conditioning away from compulsions regarding water and
necromantic rituals to expunge the deep one blood from
your veins. The ritual might also require slaying the deep
one who sired your bloodline.

MANIFESTATIONS

The following are manifestations of the deep one corruption.

Bloodthirst
You gain a bite attack and can taste blood in the water.

Prerequisites: Deep adaptation*, loathsome gills*.

Gift: You gain a bite attack as a primary natural weapon.
This bite attack deals 1d6 points of damage if your size is
Medium (1d4 if Small). Additionally, you gain the scent
ability when underwater and can track a creature that
travels underwater using a Perception check rather than a

Survival check, so long as it was bleeding (either suffering
from a bleed effect or having taken at least 1 point of
piercing or slashing damage that was neither healed nor
treated with a successful Heal check).

Stain: Your toothy maw distorts your speech, and your
thoughts flit between potential prey. You take a 15% spell
failure chance for spells with verbal or thought (Occult
Adventures 144) components and a —2 penalty on all Bluff,
Diplomacy, Disguise, Handle Animal, and Perform checks.

Call of the Deep

Your slimy touch robs your victims of breath.



Prerequisites: Manifestation level yth, claws of the deep*,
swimmer in the deep*.

Gift: Once per day for every 2 manifestation levels you
possess, you can attempt a touch attack that causes your
opponent to suffocate. If this attack hits, the target must
succeed at a Fortitude save or it gains the ability to breathe
water, but also immediately loses the ability to breathe air
and begins to suffocate unless it holds its breath. This effect
lasts for a number of minutes equal to your manifestation
level, and after each minute, the victim can attempt another
Fortitude save to negate the effect. The DC of the save
increases by 2 every minute.

Stain: You require constant submersion in salt water.
If you spend more than 1 day without fully submerging
yourself in such water, you suffer internal organ failure,
painful cracking of the skin, and death within 4d6 hours.

Claws of the Deep
Disgusting, translucent claws grow from your fingers.
Prerequisites: Manifestation level 3rd, swimmer in the deep*.
Gift: You gain two claw natural attacks. These claws deal
1d4 points of damage if your size is Medium (1d3 if Small).
Stain: You exude a strong odor of low tide. This allows
creatures with the scent ability to notice you from twice
the usual distance, and makes it extremely difficult—and
sometimes outright impossible—to disguise yourself.
You also take a —4 penalty on your Diplomacy and Perform
checks against creatures without the aquatic subtype. Your
supernatural scent is not affected by the negate aroma**© spell.

Deep Adaptation
You are acclimated to deep ocean pressures and temperatures.
Prerequisite: Loathsome gills*.
Gift: You gain cold resistance 5. At manifestation level 6th,
you can survive safely at any ocean depth.
Stain: Your flesh peels away to reveal fine, iridescent
scales, and your movements become slow and awkward. You
take a —2 penalty to your Dexterity score while on land.

Deepsight
Your eyes grow accustomed to the dark places of the world.
Gift: You gain low-light vision. At manifestation level 5th,
you gain darkvision with a range of 6o feet, or if you already
have darkvision, its range increases by 30 feet.
Stain: Your eyes’ reflective sheen causes light sensitivity.

Landwalker

Your journey to the depths presaged your return to dry land.
Prerequisites: Manifestation level yth, loathsome gills*.
Gift: You gain the aquatic subtype and the amphibious

special quality. You gain a swim speed equal to half your land

speed. If you have the swimmer in the deep manifestation,

increase your swim speed by 10 feet instead.
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Stain: Your hair falls out in patches and your skin takes on
a slimy sheen. You take a —2 penalty to your Charisma score.

Loathsome Gills
You grow gills at your jawline.
Gift: You can hold your breath underwater for 10 minutes
per point of Constitution you have. At manifestation level 3rd,
you can breathe underwater indefinitely. At manifestation
level 7th, you can no longer breathe air and must hold your
breath when above water (though you can still hold your
breath for 10 minutes per point of Constitution you have).
Stain: Your gills impose a —4 penalty on Fortitude saves
against inhaled poisons and poison effects (like stinking cloud).

Siltsight

Your senses are keener underwater.
Gift: While underwater, you ignore concealment from silt,

muck, and murky water. At manifestation level sth, you also

gain blindsense with a range of 10 feet while underwater.
Stain: Your eyes grow bulbous and fishlike. You take a —2

penalty on Perception checks while not underwater.

Slow Aging
Your deep one blood runs thick and slowly, arresting aging.

Prerequisite: Manifestation level 5th.

Gift: You age more slowly than members of your base race.
It takes you twice as long to reach middle age, and three times
as long to reach both old age and venerable. At manifestation
level 8th, you gain a +2 bonus to your Constitution score.

Stain: You dream of lost cities in ages primordial and are
haunted by strange aeons long since forgotten. You require
16 hours of sleep for a night’s rest and you are incapable of
deriving benefit from effects that replace the need for sleep
(like a ring of sustenance) or ameliorate, suppress, or remove
the effects of lack of sleep.

Swimmer in the Deep
The cold depths of the ocean are your home now.
Gift: You gain a +4 racial bonus on Swim checks (which
doesn’t stack with the +8 racial bonus from having a swim
speed) and can take a 10 on Swim checks even while
threatened. At manifestation level 3rd, you gain a swim
speed equal to half your land speed. At manifestation level
sth, your swim speed is equal to your land speed.
If you are a deep one hybrid (Bestiary 5 70), you instead
gain a +10-foot enhancement bonus to your swim speed.
This increases to a +20-foot enhancement bonus at
manifestation level 3rd and to a +30-foot enhancement
bonus at manifestation level 5th.
Stain: You grow webbing between your fingers and toes
and become dissatisfied with life on land. You take a —2
penalty on Dexterity- and Strength-based skill checks and
ability checks while on land.



. - —— —

GHouL

A hunger for the flesh of the living grows more every day,

until every sentient creature seems no more than a meal.

CATALYST

Ghoul corruption commonly stems from desperate
cannibalism, such as surviving a near-death experience
by eating friends who perished. You might contract ghoul
corruption after recovering from ghoul fever (Bestiary 146),
especially if you died from the disease but were raised from
the dead before rising as a ghoul.

Progression

Each week, you need to consume one portion of flesh from a
sentient creature. A creature one size category smaller than you
counts as one portion, a creature of your size category counts
as four portions, and a creature one size larger counts as 16
portions. The extra meat from Huge or larger creatures spoils
quickly enough that it can't all be consumed within a week.
After a week, if you haven’t consumed enough flesh, you must
succeed at a Will saving throw (DC = 15 + your manifestation
level) each day until you've eaten enough. If you fail the save,
the next time you rest your corruption takes over and you
unconsciously hunt and feed, devouring a living sentient
creature completely. In this state, you can't differentiate
between creatures and might consume an innocent; if you do
so, your corruption progresses to the next stage.

If circumstances make it impossible to feed (such as if you
are tied down or in a locale with nothing to feed upon), you
start to starve as if you had not eaten in 3 days (Pathfinder
RPG Core Rulebook 445), and you continue to hunger for flesh
and struggle to escape and feed until you have received
five times the amount of flesh from sentient creatures you
normally require. If your allies are able to restrain and feed
you flesh from sentient creatures, your corruption doesn't
progress. However, the DC of the Will save against your
corruption progressing increases by 2. These increases stack
each time this occurs, and they last until your corruption
reaches the next corruption stage.

In addition to starvation, close brushes with death also
increase your craving for flesh. Whenever you are dropped
below o hit points, you must attempt a single saving throw
as if you hadn’t eaten enough flesh that week.

Corruption Stage 1: Once you feed on an innocent
sentient creature—either willingly or because you failed a
saving throw—your alignment shifts one step toward evil
and spells that detect undead sense you, though the peculiar
result they return informs the caster that you're still a living
creature. Other spells and effects don't treat you as undead.
Corruption Stage 2: The second time, your alignment
shifts another step toward evil and you are affected by spells

and abilities as if your creature type were undead (including
effects like bane and the favored enemy class feature). This
doesn’t grant you any of the immunities of being undead, nor
does it make you immune to effects that target living creatures
or change how negative and positive energy affect you.

Corruption Stage 3: The third time, you become an NPC
ghoul under the GM’s control.

Removing the Corruption

Getting rid of the ghoul corruption typically requires fasting,
isolation from creatures that could incite your hunger, and
atoning (as per atonement) for the acts that led to the corruption.

MANIFESTATIONS

The following are manifestations of the ghoul corruption.

Brain Eater
Devouring brains imparts knowledge to you.

Prerequisites: Manifestation level 5th, gnashing bite*.

Gift: If you eat the brain of a creature with an Intelligence
score of 3 or higher, you gain a +2 insight bonus on all skill
checks in which the creature possessed ranks for 1 hour.
Eating a brain is a full-round action, and the target must be
dead or helpless. If the target is alive, you can attempt to eat
its brain as a coup de grace attack with your gnashing bite,
but you gain the bonus only if your attempt results in the
victim’s death.

Stain: You take a —4 penalty on saves to resist ghoul
corruption.

Corpse Armor
Your flesh is unnaturally tough.

Gift: You gain a +2 bonus to your natural armor. At
manifestation level sth, this bonus increases by 1.

Stain: Your flesh’s corpselike consistency deadens your
sensations and makes it harder for you to move. You take a
—2 penalty to your Dexterity score.

Diseased Bite
Your bite carries a terrible disease

Prerequisites: Manifestation level 4th, gnashing bite*.

Gift: Creatures damaged by your bite attack must succeed
at a Fortitude save or contract ghoul fever (Bestiary 146). A
humanoid who dies of ghoul fever rises as a ghoul at the
next midnight, as described in the ghoul fever entry.

Stain: Your body has a difficult time fighting off diseases.
You take a —4 penalty on Fortitude saves to resist diseases.

Gnashing Bite

Your jaw can unhinge and your teeth grow to sharp points.
Gift: You gain a bite attack as a primary natural weapon.

This bite deals 1d6 points of damage if your size is Medium

(1dg4 if Small).



Stain: Your tongue grows long and serpentine. You take a
—2 penalty to your Charisma score.

Greater Paralysis
Your paralyzing touch is even stronger.

Prerequisites: Manifestation level 7th, paralysis*, rending
claws*, staggering claw*.

Gift: A creature that fails its save against your paralysis
manifestation is paralyzed for 1d4 rounds instead of
1 round. Elves are immune to this effect.

Stain: Your connection to negative energy is so intense
you recoil from its anathema. Whenever you take damage
from a positive energy source, you are frightened for 1 round.

Greater Stench of the Grave
The smell surrounding you becomes overwhelming.

Prerequisites: Manifestation level 6th, corpse armor*,
stench of the grave*.

Gift: Creatures that fail their saves against your stench
of the grave manifestation become nauseated for 1
round before being sickened for 1d6 rounds. Once
they have become nauseated in this way, they
are immune to the nausea effect of your stench
for 1 hour. A creature that succeeds at its save
becomes immune to both your stench’s nausea
and sickened conditions for 24 hours.

Stain: Your stench is so great that it makes
interacting with you almost impossible, as
others retch and vomit just from being
near you. Living creatures with a sense of :;
smell refuse to engage with you at all,
so you fail checks like Diplomacy and
Handle Animal with living creatures
before you can even attempt them.

Paralysis
Asslash from your claws can render
a creature helpless.
Prerequisites: Manifestation level
G6th, rending claws*, staggering claw™.
Gift: When you confirm a critical
hit against a living creature, it must
succeed at a Fortitude save or
become paralyzed for 1 round.
Elves are immune to this effect.
Stain: You are inured to negative
energy. You are treated as an undead
creature when subjected to channeled
energy, cure spells, and inflict spells.

Rending Claws
You grow vicious claws, perfect for
stripping flesh from bone.

: <ﬁ (For example, if you were wearing leather armor and
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Gift: You gain two claw attacks as primary natural
weapons. These claws deal 1d4 points of damage if your size
is Medium (or 1d3 if you're Small).

Stain: You take a —2 penalty on attacks with manufactured
weapons and on all ranged attacks.

Staggering Claw
Your touch weakens the muscles of your victims.
Prerequisites: Manifestation level 4th, rending claws*.
Gift: Once per day per manifestation level, you can make
a staggering claw attack as a standard action. If you hit, the
target must succeed at a Fortitude save or be staggered for
a number of rounds equal to 1/2 your manifestation level.
Stain: The flesh on your hands is covered with pustules
and blisters, and your hunger begins to devour your
emotions. The penalty you take on ranged attacks and
attacks with manufactured weapons increases to —4. Your
spells with somatic or emotion (Occult Adventures 144)
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components have a failure chance of 5%. This stacks with
any spell failure chances you incur from other sources.

casting arcane spells, you would have a 15% spell
failure chance.)

Stench of the Grave
Your body exudes a stench of decay.
Prerequisite: Corpse armor*.
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Gift: You exude an aura of decay.
Creatures that begin their turns
adjacent to you are sickened
for 1d6 rounds unless they
succeed at a Fortitude

save. A  creature

0%

that succeeds can't

&

be affected by your

’

stench again for 24

¥

hours. At manifestation level 5th,
this aura extends out to 10 feet.
Stain: The stench of decay you
emit allows creatures with scent to
notice you from twice the usual
distance, and makes it extremely
difficult to disguise yourself. Any
.. living creatures that have a sense
of smell have their starting
attitudes toward you reduced
by one step. Your supernatural
scent is not affected by the negate
aroma?* spell.
Special: Upon taking this manifestation,
you must take both the gift and the stain,
even with the useful corruption or vile
corruption variants (see page 14).
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HELLBOUND

The pit of Hell waits for your damned soul.

CATALYST

The hellbound corruption typically takes hold as the result of
an infernal contract with a diabolic patron or your fiendish
blood. Your soul goes to Hell when you die, though you can
be raised from the dead normally.

Progression

Your diabolic patron’s portfolio determines what makes
your corruption progress. When an opportunity to carry out
a significant action that matches the devil’s portfolio comes
up, you are tempted to take it. The action might include
oppressing people using your authority or tempting someone
closer to lawful evil. You must succeed at a Will save (DC =
15 + your manifestation level) or succumb to temptation and
perform the action. What counts as significant is up to the
GM. Usually, an act that wouldn’t harm anyone doesn’t count.
If something prevents you from performing this act, the GM
chooses a time over the next week when you're compelled to
further the cause of lawful evil.

Corruption Stage 1: The first time you perform a significant
act that matches the devil’s portfolio (either willingly or
because you failed your save), your alignment shifts one step
toward lawful evil (toward evil first, if you aren't yet evil). Any
attempt to raise you from the dead requires a successful caster
level check (DC = 15 + double your manifestation level).
Corruption Stage 2: The second time you perform such an
act, your alignment shifts to lawful evil.

Corruption Stage 3: The third time you perform such
an act, your contract comes due or you become a thrall to
Hell—a living devil under the GM’s control.

Removing the Corruption
Gaining release requires destroying your patron, retrieving
the payment, and atoning.

MANIFESTATIONS

The following are manifestations of the hellbound corruption.

Darkest Desires

Your dark patron offers to grant you wishes to tempt you.
Prerequisite: Manifestation level gth.

Gift: You can use limited wish once per day as a spell-like
ability. It can’t duplicate a spell requiring a material component
costing more than 1,000 gp. Each time you get more or less
what you wished for (GM’s discretion), you must succeed at
a Will save or your corruption progresses to the next stage.
Stain: Wishes you make from this manifestation’s gift or
your own spells are granted by your patron and interpreted

from a devil’s perspective. The patron always tries to twist
your wish away from your intent and to its own dark ends.

Special: Upon receiving this manifestation, you must take
both the gift and the stain, even with the useful corruption or
vile corruption variants.

Devils Horns
Horns grow upon your brow.

Gift: You gain a gore attack that deals 1d4 points of damage
if your size is Medium (1d3 if Small). These horns appear in
any form you take, so you still retain this gore attack in any
form you assume with a polymorph effect.

Stain: You gain horns that can’t be hidden by magic, but can
be hidden by mundane means. Anyone who sees the horns
recognizes them as unnatural. If someone leaves a loophole
in an agreement with you that would allow you to gain an
advantage, you must exploit it. This typically counts as an act
that might progress your corruption.

Special: Upon receiving this manifestation, you must take
both the gift and the stain, even with the useful corruption or
vile corruption variants.

Devils Mark

You have the mark of a fiend on your body.

Gift: You gain a 1st-level sorcerer/wizard or witch spell of
your choice as a spell-like ability usable a number of times
per day equal to your manifestation level. It must not have
a casting time longer than 1 standard action or a material or
focus component costing more than 1 gp.

Stain: Your devil's mark manifests on your body. It can't
be hidden by magic, but can be hidden by clothing or other
mundane means. Anyone who sees the mark automatically
recognizes it as unnatural.

Diabolical Servitor
You fraternize with devils who answer your call for aid.

Prerequisite: Manifestation level 2nd.

Gift: Once per day as a spell-like ability, you can summon
a lawful evil outsider, as summon monster IT with a duration of
1 minute per manifestation level. At manifestation level 4th,
you can use summon monster III, but summon an accuser devil
(Pathfinder RPG Bestiary 2 84). At manifestation level 6th, you can
use summon monster IV this way. At manifestation level 8th, you
can use summon monster V this way.

Stain: You see lies and pain behind every exchange, even
when it isn't there. You take a —4 penalty on Perception and
Sense Motive checks except for those made against devils.

Fiendish Tutelage
You learn secrets best kept from mortal minds.

Gift: You gain Infernal as a bonus language and a +2 bonus
on Bluff'and Diplomacy checks to interact with devils. When
you acquire this gift, choose two Knowledge skills. You can



attempt checks with them untrained. At manifestation level
3rd, the bonuses double.

Stain: Effects that vary based on your alignment treat you
as lawful evil or your true alignment, whichever is worse.

Murky Futures
You can call upon Hell for clues about how to avoid your fate.
Gift: Once per day, you can call upon the knowledge of
Hell with 10 minutes of meditation. You gain the benefit of
guidance, with a duration of 24 hours or until discharged. At
higher manifestation levels, you can choose to gain the benefit
of a different divination spell at the end of your meditation
instead: augury at manifestation level 2nd, divination at
manifestation level 4th, or contact other plane at manifestation
level 6th (to consult Asmodeus or an intermediate deity).
Stain: Increase the DCs of Constitution checks you attempt
to stabilize while dying, Heal checks targeting you, and caster
level checks required for conjuration (healing) spells to benefit
you by 2 (the DC increase applies on the caster level check
required to raise you from the dead at corruption stage 1). At
manifestation level 3rd, the DCs increase by 4 instead. Your
soul flees immediately on death, so you can’t be revived by
breath of life, the gift of life domain power, or any similar ability.

Passage through the Pit
The maw of Hell yawns wide to welcome you.

Prerequisite: Manifestation level 3rd.

Gift: You can step through Hell to reach other places once
per hour. As a full-round action, you can choose a direction,
then teleport 2dio x 5 feet away in that direction (or the
nearest safe, unoccupied location). You can use this ability
once per minute at manifestation level 6th, and at will at
manifestation level 8th.

Stain: You register as lawful evil as well as your
own alignment to effects that reveal alignments. This
alignment aura is strong, as if you were a lawful evil cleric. You
are treated as an extraplanar lawful evil outsider with the devil
subtype by abjurations that protect against such creatures.

Serpents Tongue

You gain the persuasive power of a master deceiver.
Prerequisites: Manifestation level 3rd, fiendish tutelage*.
Gift: You gain a +2 bonus on Bluff and Diplomacy

checks. Once per day when you succeed at a Bluff or

Diplomacy check against a creature, you can attempt to

influence it as if using suggestion with a caster level equal to

manifestation level 6th, the bonuses increase to +4.
Stain: Your tongue takes on a serpentlike fork that can’t be
hidden by magic, though you can attempt a Disguise check
to conceal it. Attempt one Disguise check per interaction,
opposed by your opponent’s Perception. Your devil tongue
rebels when you work against infernal interests. When
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you attempt to cast a spell for a chaotic or good cause (as
determined by the GM), you have a 20% spell failure chance if
it has a verbal components and a —5 penalty on concentration
checks if it has a thought component (Occult Adventures 144) .

Tenuous Soul
Your soul feels the constant and increasing pull of Hell.
Gift: You gain a +2 bonus on saving throws against
emotion (Pathfinder RPG Ultimate Magic 137) and fear spells
and effects. You are immune to spells and effects that would
trap or destroy your soul except those employed by a devil. At
manifestation level 3rd, the bonuses increase to +4.
Stain: You take a—2 penalty on saving throws against spells
and effects that would possess you or control your actions. At
manifestation level 3rd, the penalty changes to —4.

i
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your character level and a duration of 1 minute per level. At |/
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HIVE

Your body is a vessel for an invasive otherworldly species

that seek to spread across the stars and devour all other life.

CATALYST

You were infested with hive larvae (likely from a hive larva
swarm; see page 236), but your body has metabolized the
larvae and mutated you into something new.

Progression

A hive infestation increases over time as your body adapts.
Each month, your infestation surges at unpredictable
intervals a number of times equal to your manifestation
level. Each episode lasts about an hour, during which you're
racked by pain and must attempt a Fortitude save (DC = 15 +
manifestation level). On a success, you weather the episode. If
you fail, your corruption progresses to the next stage, but you
don’t need to attempt any further saves until the next month.
Corruption Stage 1: The first time you fail the Fortitude
save, your features shifts into an alien visage. You take a —2
penalty on Diplomacy, Disguise, and Handle Animal checks.
Your alignment shifts one step toward neutral evil.
Corruption Stage 2: The second time you fail, your body
transforms. You are affected by spells and abilities as if your
creature type were aberration. Your mental link with the
hive shifts your alignment to neutral evil.

Corruption Stage 3: The third time you fail, you succumb
to the link. You seek out an isolated place and wrap yourself
in a cocoon of resinous mucous, in which your body
dissolves into hive larva swarms, which erupt after 24 hours.

Removing the Corruption

Curing a hive corruption could require fleshwarping (see page
164) or even seeking out the enigmatic anunnaki (Pathfinder
RPG Bestiary 5 28) who created the hive in the first place.

MANIFESTATIONS

The following are manifestations of the hive corruption.

Acid Blood

Your blood burns like acid.

Prerequisites: Manifestation level 3rd, transformed flesh*.
Gift: If a creature damages you with a slashing or piercing
manufactured weapon, it must succeed at a Reflex saving
throw or its weapon takes 2 points of acid damage per
manifestation level; this damage is not halved before it is
applied to the weapon’s hardness. If a creature damages you
with a slashing or piercing natural weapon, it must succeed
at the save or take that amount of acid damage itself.

Stain: Your acidic sweat damages your equipment. After
using or wearing an item for 8 hours total, it gains the

broken condition. If you use or wear a broken item for
8 hours, it is destroyed. This ability doesn’t break cursed
items, artifacts, or similar items that are difficult or
impossible to destroy.

Blindsense
You can feel the unseen.

Prerequisites: Manifestation level 2nd, hive mind*.

Gift: As a move action, you can force the hive mind to use
its senses to assist you. You gain blindsense with a range of
5 feet x 1/2 your manifestation level until the beginning of
your next turn; during that time, you negate the penalty on
Perception checks from the stain and instead gain a bonus
on Perception checks equal to 1/2 your manifestation level.

Stain: You gain the light blindness universal monster
ability. You take a penalty on Perception checks equal to your
manifestation level.

Bristling Spines

Your body becomes covered in chitinous spines.
Prerequisites: Manifestation level 3rd, living weapon™.
Gift: Your spines can pierce walls, allowing you to climb

quickly. You gain a climb speed equal to half'your base speed.
Stain: Your spines make it difficult to move. Your armor

check penalty for any armor you wear increases by 2. Even

when not wearing armor, you take a—2 armor check penalty.

Greater Acid Blood
Your blood becomes even more vitriolic.

Prerequisites: Manifestation level sth, acid blood?,
transformed flesh*.

Gift: Whenever you take slashing or piercing damage, all
adjacent creatures take an amount of acid damage equal to 1/2
your manifestation level (Reflex negates).

Stain: Your blood is so thin it clots poorly, and its alien
nature stymies magical healing. You take double the normal
damage from bleed effects and lose double the normal
amount of hit points per round when dying or when you
act while disabled. The DC to stabilize you and stanch bleed
effects on you with a Heal check increases by 5. Magical
effects no longer stabilize you or end bleed effects—only a
successful Heal check can do so.

Greater Hive Mind
The whispers of the hive call to you when awake or asleep.

Prerequisites: Manifestation level 5th, hive mind*.

Gift: Asamove action, you can communicate telepathically
with one creature within 30 feet for 1 round. The hive
whispers through the connection, causing a creature that
doesn’t have the hive subtype or hive corruption to be
shaken for 1 round (Will negates).

Stain: The noise of the hive mind is strongest when you
are at your weakest. Whenever damage causes you to drop



below half your maximum hit points, you are also staggered
for 1 round. Immunities don’t prevent this staggered
condition, and you can’t remove it early by any means. This
effect doesn’t trigger if you are already below half your
maximum hit points before you take damage.

Hive Mind
You hear whispers of the hive’s collective consciousness.

Gift: The strength of the hive mind bolsters your own,
granting you a +1 bonus on Will saves. At manifestation level
sth, this bonus increases to +2.

Stain: Your mind is cluttered with other disparate voices.
You take a —2 penalty on concentration checks, as well as
on Intelligence- and Wisdom-based ability checks and skill
checks, and you can never take 10 on such checks.

Living Armor
You can sheathe your body in an armored carapace.

Prerequisites: Manifestation level 2nd, living weapon™.

Gift: As a move action, you can cause chitinous plates
of armor to grow out of your flesh. This armor grants
a natural armor bonus to your AC equal to 1/2 your
manifestation level and persists as long you maintain
concentration with a swift action each round. You must
succeed at a concentration check as if concentrating on
a o-level spell, and your bonus to this concentration
check is equal to your character level + your
manifestation level. If you fail a concentration check,
the armor retracts.

Stain: Growing living armor is painful.
You take 1 point of damage per manifestation
level when you take the action to draw
out your living armor and every time
you retract the living armor (either
voluntarily or by failing a concentration
check). While your armor is retracted, you take 1
point of bleed damage whenever you take piercing
damage.

Special: Upon receiving this manifestation, you
must take both the gift and the stain, even with the
useful corruption or vile corruption variants (see

page 14).

Living Weapon
Your hands contort and mutate into horrible
rending claws.

Gift: You gain two claw attacks as primary
natural weapons. These claws each deal
1d4 points of damage if your size is
Medium (1d3 if Small).

Stain: You take a -2 penalty on
ranged attack rolls and attack rolls with manufactured
weapons because of your deformed hands.
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Resin Secretion
Your body produces a resinous spittle.

Prerequisites: Manifestation level 5th, living weapon™*.

Gift: As a standard action, you can expel spittle that
rapidly hardens into a resin. This effect is identical to the
web spell with a caster level equal to your manifestation
level, except it targets a single 5-foot space, has a hardness
of'1, and has 2 hit points per manifestation level you have.
Creatures caught in the spray can attempt a Reflex save
to avoid the effect. The resin lasts for 1 minute before
crumbling to dust.

Stain: Whenever you use your resin secretion gift, you are
nauseated until the end of your next turn. Immunities don’t
prevent this nauseated condition, and you can’t remove it
early by any means.

Special: Upon receiving this manifestation, you must take
both the gift and the stain, even with the useful
corruption or vile corruption variants (see

page 14).
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Transformed Flesh
Your gain some of a hive creature’s
resistance to acid.
Gift: You gain acid resistance 5.
At manifestation  level
sth, this acid resistance
increases to 10.
Stain: The entirety of
your flesh darkens and
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mutates to look more like
that of a hive creature. You
take a —2 penalty to your
Charisma score.
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LICH

Your attempt to transition into unlife has gone horribly awry

and your soul is trapped. Lich corruption also works for
becoming another sort of corporeal undead (except ghouls
and vampires, which have their own corruptions).

CATALYST

This corruption originates from an unsuccessful attempt at
lichdom. You might have lacked sufficient power or used a
flawed phylactery. If you're not a spellcaster, you could have
been an innocent bystander or become corrupted upon
destroying a particularly powerful lich’s phylactery.

Progression

Lich corruptions are rarely stable, and cause incredible mental
and physical strain. Whenever you fail a saving throw against
a necromancy effect, learn how to cast a new spell or spells, or
are exposed to 25 points of negative energy damage or more
from a single source (whether it heals or harms you), you must
succeed at a Fortitude save (DC = 15 + your manifestation level)
or become spiritually disjoined. You also need to make a saving
throw whenever anyone successfully casts the death ward spell
on you. After a failed save, your spirit and body disconnect,
leaving your corporeal form helpless and your mind trapped
within the Negative Energy Plane. This state lasts for 1 hour per
manifestation level; if you are killed during this time, you rise
24 hours later as a wraith under the GM’s control.

Corruption Stage 1: The first time you recover from
this disconnected state, you return diminished, taking a
permanent —2 penalty to your Charisma score, and your
alignment shifts one step toward evil.

Corruption Stage 2: The second time this happens, your
alignment shifts another step toward evil and you take an
additional —2 penalty to your Charisma score.

Corruption Stage 3: The third time this happens, you die
and your soul is consumed by the Negative Energy Plane.
You can’t be raised or resurrected except by powerful magic
such as miracle or wish. Even if you do get brought back, you
are an evil lich NPC under the GM’s control.

Removing the Corruption
Curing lich corruption requires great acts of purification,
such as being exorcised by a powerful cleric, bathing in
sacred springs, or creating a phylactery of your own into
which to expel the lich corruption.

MANIFESTATIONS

The following are manifestations of the lich corruption.

Agonizing Touch

Your touch racks the living with pain.

Prerequisites: Manifestation level 4th, death’s caress™.

Gift: Once per day per manifestation level, you can make
an agonizing touch as a standard action. A living creature
hit by this touch attack must succeed at a Fortitude save
or be staggered for a number of rounds equal to 1/2 your
manifestation level.

Stain: Both of your hands wither to nearly skeletal
appendages, and your emotions dim towards the coldness of
undeath. You take a —2 penalty on attacks with manufactured
weapons. Your spells with somatic or emotion (Occult Adventures
144) components have a 5% failure chance. This stacks with
any spell failure chances you incur from other sources.

Bleak Aura
Entropy seeps from your body.

Prerequisites: Manifestation level 4th, deathless™.

Gift: Any living creature that ends its turn adjacent to
you takes 1 point of negative energy damage for every 2
manifestation levels you have.

Stain: Animals are startled by your presence, worsening
their starting attitudes toward you by one step. Any animal
companion you have abandons you when you acquire this
stain. Whispering voices fill the air around you, begging for
release or cursing your existence. Any creature that succeeds
at a DC 20 Perception check can hear these whispers, which
might alert it to your presence if you're using Stealth.

Cadavers Countenance
Your body takes on a deathly likeness.

Gift: You gain a +1 natural armor bonus to your AC and a
+2 bonus on saves against mind-affecting effects.

Stain: Your flesh tightens, turning corpselike and gray as
your body rots. You take a —2 penalty to your Constitution.

Deathless
You are inured to negative energy.

Gift: You gain a +2 bonus on saving throws against spells
and effects that work only on living creatures.

Stain: You are healed by negative energy and harmed by
positive energy as if you were an undead creature.

Deaths Caress
Your touch drains the warmth of life from others.
Gift: You can make a touch attack as a standard action that
deals cold damage equal to 1d4 + your manifestation level.
Stain: The flesh from one of your hands rots away, leaving
it a blackened, skeletal claw. Spells that detect undead sense
you, though the peculiar result they return informs the
caster that you're still a living creature. Other spells and
effects don't treat you as undead.

Greater Cadavers Countenance
You become emaciated and nearly skeletal.



Prerequisites: Manifestationlevel 4th, cadaver’s countenance*.

Gift: You gain cold resistance 5 and DR equal to 1/2 your
manifestation level that is overcome by bludgeoning damage.

Stain: You take an additional —2 penalty to your Constitution
score and are affected by spells and abilities (including bane
and favored enemy) as if your creature type were undead. This
doesn't grant you the immunities of undead creatures, nor
does it make you immune to effects that target living creatures
or change how negative and positive energy affect you.

Malevolence
You can wrench your soul from your body to possess another.

Prerequisites: Manifestation level 7th, bleak aura*, deathless*.

Gift: You can touch a living creature as a standard action
and force your soul into its body. If hit by this touch attack,
the target must succeed at a Will save (DC = 15 + your
manifestation level) or be affected by possession®. You can
possess creatures for a number of minutes per day equal to
your manifestation level. These minutes don’t need to be used
consecutively, but must be spent in 1-minute increments.
A failed attempt costs 1 minute of use and renders your
target immune to your malevolence for 24 hours. Your body
is helpless while you possess another creature, and if it is
destroyed you die when the duration of malevolence ends.
You can use malevolence while in another creature’s body to
transfer your soul again (following the same rules for casting
possession while in a body that’s not your own).

Stain: Your spirit is untethered from your body. You roll
twice and take the lowest result on saves against spells that
imprison or target your soul, such as magic jar and trap the soul,
as well as against positive energy effects. If you drop below o
hit points, your soul leaves your body and you instantly die.

Master of the Dead

You can animate the dead with your necromantic power.

Prerequisites: Manifestation level 6th, agonizing touch*,
death’s caress™.

Gift: You can cast animate dead at will as a spell-like ability
with a caster level equal to your character level. You must
provide the material components, and you take 2 points of
Charisma drain for every creature you animate. If the drain
is removed or you avoid taking it, the animated creature
is immediately destroyed (you choose which creatures are
destroyed if some but not all drain is removed). Conversely,
the Charisma drain from animating a creature is instantly
removed when that creature is destroyed. You still must
abide by the usual Hit Die limits of animate dead.

Stain: Your emotions are nearly a thing of the past. You
can’t benefit from morale bonuses or bardic performances.

Necromantic Knowledge
You have gained unusual insights into necromancy.
Prerequisites: Manifestation level 2nd, ability to cast spells.

Gift: You can add one necromancy spell from the sorcerer/
wizard spell list to your spellbook, familiar, or list of spells
you can prepare or to your spells known. This spell must be
of alevel you can cast. A spell learned in this fashion is treated
as though it were on your class spell list. If you normally cast
your spells from the sorcerer/wizard spells list, you can add a
necromancy spell from the cleric or witch spell list instead.

Stain: You cast any spell from a school other than
necromancy as though your caster level were 1 lower, which
might prevent you from casting the spell altogether.

Special: You can gain this manifestation multiple times.
Each time you gain the gift, you gain a different necromancy
spell, and each time you gain the stain, the penalties stack.
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LYCANTHROPY

There is a sound pulsing through your blood, a call to the

wild and savage places of the world, where you are free to
hunt and to kill to satisfy your bloodlust. You are filled with
the desire to rend foes limb from limb with tooth and claw.

CATALYST

Lycanthropy is contracted from being savagely wounded by the
teeth or claws of a lycanthrope, typically when reduced to less
than 10% of your maximum hit points in a single combat with
one. (This can vary with the power of the creature.) When you
contract this corruption, note the animal associated with the
lycanthrope, as that is the kind if lycanthrope you will become.

Progression

Lycanthropy’s progress is tied to the phases of the moon.
Each month, the moon is considered full for three nights. At
the onset of the corruption, you must attempt a Will saving
throw during one of the nights chosen by the GM. For each
stage of lycanthropy corruption you have, you must attempt
a save on one additional night, eventually needing to save on
nights leading up to and possibly after the full moon. The
DC of this save is equal to 15 + your manifestation level. If
you fail a save, you don’t need to attempt more until the next
full moon.

Failing a saving throw against this corruption causes you
to black out, losing control of your character. During this
time, your form becomes that of the associated creature
and you give into your animalistic urges, hunting and
killing with abandon. The next morning, you regain control,
typically in the wilderness without any gear and soaked in
blood. If you fail the save but your inner animal is prevented
from running free, perhaps because you were restrained,
you transform and attempt to run free without a save on the
remaining full moon nights, and you also go out of control
any time you shift forms during the days of that full moon.
If you last through it and remain restrained, your corruption
doesn’t progress to the next stage. However, the DC of the
Will save against your corruption progressing increases
by 2. These increases stack each time this occurs, and they
last until your corruption reaches the next stage.
Corruption Stage 1: The first time you lose control, you
kill defenseless small animals, such as birds, rodents, and
possibly even a dog.

Corruption Stage 2: The second time this occurs, you kill
larger animals, such as a horse, a cow, or a pig.

Corruption Stage 3: The third time this happens, you kill
a nearby sentient humanoid, at which point the corruption
becomes incurable and you are doomed to live a life of
lycanthropy, forever turning evil and becoming an NPC
under the GM’s control.

Removing the Corruption

Removing lycanthropy requires you to slay the source of
your corruption and, at the height of the next full moon,
consume 1 dose of belladonna per 2 manifestation levels you
have all at once. You must choose to fail the initial saving
throw against the belladonna.

MANIFESTATIONS

The following are manifestations of the lycanthropy corruption.

Animalistic Health
You are hardier in your animal form.

Prerequisite: Shift form™*.

Gift: Whenever you shift forms, you gain a +2 bonus to
your Constitution score that lasts as long as you are in your
shifted form. Hit points gained from this bonus are lost
when you revert to your normal form.

Stain: You take a —2 penalty to your Charisma score.

Animalistic Might
You are stronger in your animal form.

Prerequisite: Shift form*.

Gift: Whenever you shift forms, you gain a +2 bonus to your
Strength score that lasts as long as you're in your shifted form.

Stain: Whenever you shift form involuntarily, your body
spasms and changes size, causing you to drop whatever you
were holding and burst out of your other gear and clothing.
Items that can stay on throughout this size change might
not fall off; at the GM’s discretion.

Feral Senses
You gain the senses of your animalistic side.

Gift: You gain low-light vision. At manifestation level 3rd,
you gain the scent special ability if your lycanthrope animal
type has the scent ability.

Stain: Creatures of the animal type (except those of
your lycanthrope type) are unnerved by your lycanthropic
presence, causing you to take a—2 penalty on Handle Animal
and Ride skill checks. At manifestation level 3rd, these
penalties change to —4.

Fur Armor
When in your shifted form, you gain a thick coat of fur.

Prerequisite: Shift form*.

Gift: Whenever you shift your form, your natural armor
bonus increases by 1. At manifestation level 5th, your natural
armor bonus instead increases by 2.

Stain: Whenever you shift form involuntarily, you shift as
a free action but you spend your next round confused and
must roll to determine your action. At manifestation level
sth, you are confused for 2 rounds instead. Immunities don’t
prevent this confusion, and you can’t remove the confusion
early by any means.



Greater Shift Form
You can become an animal.

Prerequisites: Manifestation level 6th, shift form*.

Gift: When you use shift form, you can instead take your
animal form, as if using polymorph. Nonmagical clothing
and gear don’t meld into your animal form. You don’t gain
any ability score adjustments (other than those gained
from other manifestations), but you do gain all of the other
abilities granted by polymorph for your new form.

Stain: While you're shifted, you're treated as a lycanthrope
and shapeshifter for abilities, items, or spells that target
lycanthropes or shapeshifters. In addition, when you shift
involuntarily, you can’t shift back until you spend a full-
round action and succeed at a DC 20 Constitution check.
If you don’t succeed, you remain in your shifted form,
automatically consuming a daily use of shifting each minute
until you have used up all of your uses for the day.

Lunar Call
The moon’s light affects your mind.

Prerequisite: Shift form*.

Gift: Whenever you are outside and the moon is visible,
you gain a +1 morale bonus on attack rolls and damage rolls.
These bonuses double during a full moon.

Stain: Whenever you are outside and the moon is visible,
you take a—2 penalty on saving throws against emotion effects
and a —4 penalty on saving throws to resist involuntarily
shifting. These penalties double during a full moon.

Lycanthropic Empathy
You can relate to the creatures that share your type.

Gift: You can communicate with animals related to your
animal type. You can use Diplomacy to alter such animals’
attitudes, and you gain a +4 racial bonus on such checks.
This bonus also applies on your wild empathy checks.

Stain: Your animalistic nature imposes a penalty on
your Bluff, Diplomacy, and Sense Motive skill checks equal
to your manifestation level (minimum —2) when dealing with
humanoids (and other civilized folk at the GM’s discretion).

Shift Form
You have some control over your shift to a feral nature.

Gift: You can attempt a DC 15 Constitution check as a full-
round action to shiftinto a feral form, with a bonus equal to your
manifestation level. This form grants you a bite natural attack
that deals 1d6 points of piercing damage if you're Medium (1d4
if Small). You retain the use of your abilities and gear. You can
remain in this form for up to 1 minute, but can revert back
as a move action at any time. If the duration expires,
you can extend it by 1 minute by spending
another use of this ability as a free action. You
can use this ability a number of times per day
equal to your manifestation level.
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Stain: When you are struck by a confirmed critical hit and
aren’t in your shifted form, you must attempt a Will save (DC
=15 + your manifestation level). If you fail, you automatically
shift form on your next turn without attempting a check.
This consumes one use of that ability. You must also attempt
this save if you take damage equal to or greater than your
manifestation level while not in combat or before you've acted
in combat.

Special: Upon receiving this manifestation, you must take
both the gift and the stain, even with the useful corruption
or vile corruption variants (see page 14).

Silver Allergy
You're resistant to harm, but can’t abide the touch of silver.

Prerequisites: Manifestation level 4th, shift form*.

Gift: When you are shifted, you gain an amount of damage
reduction equal to half your manifestation level. This DR is
overcome by silver.

Stain: When you're not in your shifted form and you touch
silver, including being struck by a silver weapon, you're
sickened for 1 round. Immunities don’t prevent this sickened
condition, and you can't remove it early. You can try to hide
this aversion with a Bluff check opposed by Sense Motive.
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POSSESSED

Whether it’s an actual spirit or an alternate personality,

another mind vies with you for control of your body.

CATALYST

An evil spirit, soul, or personality—hereafter referred to as a
spirit—has taken up residence within your body.

Progression

The corruption progresses when you give up control to use
the spirit’s power. Like a medium’s spirits (Pathfinder RPG
Occult Adventures 30), the spirit possessing you can give you
more power when you give it influence (this doesn’t interact
with medium spirits; the influence is separate). Each day at
sunrise, the number of points of influence the spirit has
over you returns to 1. The spirit gains 1 point of influence
whenever you fall asleep (or perform your daily rest) or
become confused, dazed, frightened, panicked, or stunned.
You lose any immunity to confusion, daze, fear, and stun.
When the spirit has at least 3 points of influence, you
have visible difficulty controlling your body, and you shift
back and forth between your own personality and a blend
with the spirit. When the spirit has 5 points of influence,
you must attempt a Will save (DC = 15 + your manifestation
level). If you succeed, influence drops to 4 points; otherwise,
the corruption progresses to the next stage. If you must
attempt this saving throw again before the next sunrise, the
DC increases by 2 for every previous attempt.

Corruption Stage 1: The first time you fail, you move one
step closer to the spirit’s alignment (GM’s choice) and the
spirit controls your actions until the next sunrise.
Corruption Stage 2: The second time you fail, your
alignment changes to match the spirit’s, the spirit controls
your actions until the next sunrise, and you have lapses of
control and personality regardless of influence.

Corruption Stage 3: The third time you fail the saving
throw, the spirit steals full control of your body and you
become an NPC under the GM’s control. This NPC has the
possessed corruption with you as the possessing spirit.

Removing the Corruption

Ending a possession corruption usually requires you to be
targeted with dispel evil or cast out**® while you stand inside
a magic circle against evil turned inward as a trap. The spirit
uses your Will save modifier without any of your penalties,
and its effective caster level is equal to your character level +
your possessed manifestation level.

However, since the method of possession varies from case
to case, a particular possession might require other means of
removal, such as undergoing therapy or fulfilling the spirit’s
unfinished business.

MANIFESTATIONS

The following are manifestations of the possessed corruption.

Blurred Soul
The possessing spirit confounds targeted magic.

Prerequisite: Manifestation level 5th.

Gift: Spells that affect a limited number of targets can
fail when targeting you unless the caster selects you as two
separate targets. Against such spells that target you only once,
you have an amount of spell resistance equal to 11 + double
your manifestation level. A spellcaster who finishes casting a
spell that targets you only once and succeeds at a caster level
check against your spell resistance notices the interference
and can attempt a DC 25 Spellcraft check to realize she needs
to target you twice to circumvent it with future spells.

Stain: You cringe from symbols of benevolent magic. Any
ally attempting to cast a touch spell on you must succeed at a
touch attack. You can spend a move action steadying yourself
to allow allies to touch you without a touch attack for 1 round.
If the spirit has 3 or more points of influence over you, you
must attempt saving throws against harmless spells cast by
allies (but not yourself), and you no longer count as willing,

Contaminated Personality
Your mind fractures in the struggle against the spirit.
Prerequisite: Manifestation level 4th.
Gift: You gain a +2 bonus to your Charisma score while the
possessing spirit has 4 or more points of influence over you.
Stain: You adopt the spirit's mannerisms, disturbing
others and making it harder to disguise the possession. You
take a —4 penalty on Diplomacy and Disguise checks.

Hateful Voices
Paranoid whispers constantly mingle with your own thoughts.
Gift: You gain a +4 bonus on Perception checks and Sense
Motive checks to see through disguises, notice when a creature
is under an enchantment, and act on the surprise round.
Stain: Whenever a character you consider an ally or friend
betrays or disappoints you, even if the disappointment is
completely innocent, you unknowingly mutter (Perception
DC 15 for others to hear) about how that character was an
enemy all along and must be made to pay. As long as the spirit
has 3 or more points of influence, you gain no benefit from
another creature’s aid another attempts.

Temporary Clarity
You channel all your negative emotions into the spirit.

Gift: Once per day, without spending an action, you can
sublimate all of your negative thoughts into the spirit to
clear your mind in response to gaining one of the following
conditions: dazed, frightened, panicked, shaken, staggered,
and stunned. You ignore the effects of that particular instance
of that condition for a number of minutes equal to your



manifestation level (if you suffer from that condition from
another source, it applies normally). This time still counts
against the condition’s duration. Once the duration expires,
the possessing spirit gains 1 point of influence over you.

Stain: You make the spirit more powerful by feeding it
your darkest thoughts. Whenever you fall asleep (or perform
your daily rest), the spirit gains 2 points of influence over
you rather than 1 point, and at sunrise, the number of points
of influence the spirit has over you changes to 2.

Traitorous Hand
The spirit focuses on one hand.

Gift: A number of times per day equal
to your manifestation level, you can use
traitorous hand to make a touch attack
that confounds foes with the spirit’s
influence. The target is nauseated
for 1 round per point of influence
the spirit has over you (Will
negates). Even if the target succeeds,
it can’t make attacks of opportunity for 1
round. A creature affected by this ability
becomes immune for 24 hours.

Stain: You take a —2 penalty on attack
rolls and Dexterity-based checks involving
your hands. Whenever you become dazed
or stunned, if the spirit has 3 or more
points of influence over you after
adding the point, the hand attacks
you (or a vulnerable ally, GM’s
discretion) with a held item
or unarmed strike as if
proficient, dealing damage
equal to 1d8 + your Strength
modifier (regardless of the
held item).

Two Minds
The spirit suffers no rivals. 5

Gift: The extra mind provides a -}
reserve of willpower against mental =~ =<4
attacks. You gain a +2 bonus on saves
against mind-affecting effects; if you fail, you can
give the spirit 1 point of influence over you to
reroll the save without using an action. If you
do, you must accept the result of the second
roll and can't reroll. These benefits don’t apply
against this corruption.

Stain: A cacophony of thoughts distracts
you. Roll twice on initiative checks and take
the lower result. You also take a —2 penalty on
concentration checks. At manifestation level 3rd,
the penalty changes to —.
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Unrestrained
The spirit resists physical restraint.
Gift: You gain a +2 bonus on Acrobatics, Climb, Fly, and
Swim checks. You can give the spirit 1 point of influence as a
swift action to gain the benefits of freedom of movement for 1
round. At manifestation level 3rd, the bonuses increase to +4.
Stain: Objects you wear and carry slip from your grasp
and fall from your pockets, or suddenly pelt creatures that
have acted in an unhelpful manner toward you. It takes you
a standard action to retrieve a stored item, and whenever
you drop or lose hold of an item, it lands 10 feet away in a
random direction. You take a —2 penalty on saving throws
and to your CMD against attacks and effects that would
disarm you or steal from you. At manifestation
level 3rd, the penalty changes to —4.

Violent Will
The spirit uses your body as a conduit to
unleash forceful energy.
Prerequisites: Manifestation level 5th,
unrestrained*, weightlessness™.
Gift: You can give the possessing
spirit 1 point of influence over you
to use telekinesis (as per the spell)
with a caster level equal to your
character level.
Stain: Whenever you become
confused, dazed, frightened, panicked,
or stunned, the possessing spirit
blames your allies for failing you.
It unleashes a forceful version of
i telekinesis at your nearest ally, either
"W hurling the largest possible nearby object
" at her or, if there are no objects to hurl,
hurling the ally against a hard surface.
%
¥ Weightlessness
The possessing spirit’s influence causes you
\ to nearly float.
Prerequisite: Unrestrained*.
Gift: You can use feather fall and jump at
PO will as spell-like abilities. You can give the
y possessing spirit 1 point of influence over you
to use levitate or spider climb as a spell-like
ability. In all cases, your caster level is equal
to your character level and the spell-like
ability can target only you.
Stain: You take a —4 penalty on saving
, throws and to your CMD against attacks
and effects that would move or trip you,
as well as on all combat maneuver checks
except those made to escape a grapple. At
* manifestation level 3rd, the penalty changes to —6.



PROMETHEAN

Your body is slowly wasting away. As your body decays, you

must gradually replace more and more of it with artificial
components—corpse flesh, bone, wood, metal, or other
exotic materials.

CATALYST

This corruption stems from experimentation designed to
create or extend life—perhaps you were a willing participant
in an alchemist’s research or brought back from the dead by
an unconventional means that robbed you of your humanity.

Progression

Whenever you fail a Fortitude save against any effect or fall
below o hit points, you must attempt a Fortitude save (DC =
15 + your manifestation level). If you fail that save, some of
the living components of your body begin to fail. Within the
next 3 days, you or someone you trust must spend 8 hours
replacing more of your body with construct parts. If you don’t
do so, you die, and even if you are brought back from the dead
with resurrection or true resurrection (which are necessary since
your body isn't viable), you still must perform the operation
or you die again in 3 days. After an operation, there is a 50%
chance your corruption progresses to the next stage. If it
doesn't, the DC of the above Fortitude save increases by 2 until
your corruption reaches the next stage. These increases stack.
While your body parts are failing (after you've failed the
Fort save but before you've repaired your body), you don’t
have to attempt additional saves when you fail a Fortitude
save or fall below o hit points. Once you've been repaired,
you need to attempt saves in these circumstances again.
Corruption Stage 1: The first time your corruption
progresses, you fall into routines easily, performing repetitive
actions. Your alignment shifts one step toward neutral.
Corruption Stage 2: The second time your corruption
progresses, you find you can’t bring yourself to care about
things or even to love. Your alignment shifts to neutral.
Corruption Stage 3: The third time your corruption
progresses, too much of your body is gone for your soul to
remain. You become a mindless, destructive automaton or
free-willed evil construct under the GM’s control.

Removing the Corruption

Getting rid of a corruption requires invasive surgery to
remove the artificial components fused to your body. Even
these procedures might not cure your underlying wasting, so
you might need to scour medical and alchemical tomes and
consult divine spellcasters for a safer procedure than replacing
your body parts in the way you were before. Powerful magic
like miracle or wish in conjunction with regenerate might strip
the components from your body and prevent the wasting,

MANIFESTATIONS

The following are manifestations of the promethean corruption.

Armored
Your body is unnaturally hardened against attacks.

Gift: Plates bolted to your bones or flesh like leather
protect your body. You gain a +1 natural armor bonus to your
AC. At manifestation level sth, this bonus increases to +2.

Stain: Your take a —1 penalty on Dexterity- and Strength-
based skill checks. At manifestation level 5th, this penalty
changes to —2.

Special: Upon receiving this manifestation, you must take
both the gift and the stain, even with the useful corruption
or vile corruption variants (see page 14).

Berserk Fury
The only emotion left to you is rage.

Gift: You can voluntarily enter an enraged state as
a free action for a number of rounds per day equal to
your manifestation level; these rounds don't have to be
consecutive. Once you end this state, you can’t enter it
again for 1 minute. While enraged, you gain a +2 bonus on
attack and damage rolls, 1 temporary hit point per character
level, and a +2 bonus on Fortitude saves. You are in control
of yourself during this rage, but you must still succeed
at a Will save to resist losing control (as detailed in this
manifestation’s stain). While voluntarily enraged, you take a
—2 penalty on Will saves.

Stain: When you're hit by a critical hit or drop below half’
your maximum hit points, you must succeed at a Will save
(DC = 15 + your manifestation level) or become enraged for a
number of rounds equal to your manifestation level. You gain
the benefits of this manifestation’s gift, but you're completely
out of control, making melee attacks against the nearest
creature (roll randomly if there are multiple targets).

Special: Upon receiving this manifestation, you must take
both the gift and the stain, even with the useful corruption
or vile corruption variants (see page 14).

Greater Armored
Your body is covered in thick armored plating.
Prerequisites: Manifestation level 5th, armored*.
Gift: Your natural armor bonus to your AC from the
armored manifestation increases by 2.
Stain: The penalty from armored changes to —3. All your
movement speeds decrease by 10 feet.

Greater Shattered Body
Nearly all your body is replaced by artificial components.
Prerequisites: Manifestation level sth, armored?,
shattered body*.
Gift: Your body is almost entirely artificial, save for a few
organic components tethering you to your original life.
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Your bonus on saving throws against poison and diseases Rep]acement Limb

from shattered body is equal to your manifestation level. One of your arms has been replaced by a prosthetic.

You automatically stabilize when you are below o hit points. Prerequisites: Armored*, shattered body*.

You no longer need to eat, drink, or sleep. You must still rest Gift: You gain one slam attack as a primary natural

for at least 8 hours to prepare spells. weapon. This slam deals 1d6 points of damage if your size is
Stain: Most of your internal organs have been replaced. Medium (1d4 if Small).

You can no longer benefit from potions, elixirs, extracts, or Stain: You take a —2 penalty on Dexterity-based skill

any other beneficial item that requires consumption. checks and ability checks using your hands, as well as on
Special: You can gain this manifestation only if you have Dexterity-based attack rolls.

failed another corruption progression saving throw and

replaced more of your body with construct parts since the Shattered Body

time you took shattered body. The last time you added more construct parts to your body,
you reached a tipping point.

Greater Shattered Mind Prerequisite: Armored?*.
You can understand no emotion but rage. Gift: You gain a bonus on Fortitude saves against
Prerequisites: Manifestation level 6th, corruption stage 2, poison and disease equal to half your manifestation level.

shattered mind*.

Gift: You become immune to all mind-

Additionally, you require only half as much food and

water as normal, and half as much rest as normal

affecting emotion effects, except those that to gain a full night’s sleep. However, you must still

produce emotions of rage, hatred, or anger.
Stain: You have lost the ability to

understand love or joy. You can’t benefit from

rest for at least 8 hours to prepare spells.

Stain: You are treated as both a construct and
your original creature type for spells and
effects that target creatures by type
(such as the bane weapon special

morale bonuses or bardic performances.

Promethean Transfiguration
You are more machine now than mortal.

ability or a ranger’s favored enemy
class feature).
Prerequisites: Manifestation level 7th, Special: You can gain this
corruption stage 2, armored*, greater manifestation only if you have
shattered body*, greater shattered mind*,
shattered body*, shattered mind*.

Gift: You become immune to bleed, disease,

failed at least one corruption

progression saving throw and
replaced more of your body
paralysis, poison, sleep effects, and stunning, with construct parts.
Stain: So much of your body is now gone

Shattered Mind

Your transformation damaged

that you struggle to remain alive. You take
a—4 penalty to your Constitution score.
your psyche.
Rampage Prerequisite:  Corruption
When you fly into a rage, you destroy Stage 1 or 2.
Gift: Your dulled emotions
are more difficult to affect

with magic. You gain a +2

everything nearby.

Prerequisite: Berserk fury*.

Gift: While enraged, you deal
double damage to objects bonus on Will saves against emotion
and gain a +4 bonus on
Strength  checks to
break objects.

Stain: Returning
from the heights
of fury takes a toll
on your body. You are staggered for 1 minute after

effects, and if you have this
manifestation’s stain, you don’t
need to roll twice and take the
lower result against them. This
doesn't apply to emotion effects
that cause rage, hatred, or anger. At
manifestation level 5th, this bonus
ending a rage of any kind (including berserk fury, increases to +4.
barbarian rage, and the rage spell). Nothing can Stain: Now easy to manipulate,
remove this condition, nor does immunity to you roll twice and take the lower

being staggered prevent it. result against compulsion effects.
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SHADOWBOUND

Darkness and fear are all that guide you. As the shadow
consumes you, you are becoming a gaunt caricature of your

former self, emptied of life and color.

CATALYST

Shadowbound corruption occurs after a month or more of
exposure to the Shadow Plane or shadow magic, or contact
with cruel kytons, aberrations, undead, or shadowy fey.
Corruption sets in only if'it is used to torment or disillusion
you at least six times in a month in a deeply personal manner.

Progression
The corruption progresses when you're tortured by shadow
again, when you destroy a thing of beauty or joy because your
melancholy makes it unbearable, or when you sow fear. Every
month you must spend at least 2 entire days per manifestation
level you have away from all light and other life. If you don't, at
the end of the month you must attempt a Will saving throw.
If you fail, sometime in the next 24 hours you go berserk and
destroy something precious. You also need to attempt such
a saving throw the first time each day you come across a
being or object of great beauty, or a being or object with a
strong or overwhelming aura of good (this includes yourself,
so to avoid the save, you might need to ruin or tarnish your
own beauty). The save DC is equal to 15 + your manifestation
level. If allies are able to restrain you for 24 hours or . =
otherwise prevent you from destroying anything =~
precious during that time, your corruption A/
doesn't progress. However, the DC of the Will
save to prevent your corruption from progressing
increases by 2. These increases stack each time this
occurs, and they last until your corruption reaches
the next corruption stage.

The precious thing you destroy when you fail
your save depends on your corruption stage,
as noted below. If you voluntarily destroy a
being or object related to a later corruption
stage, you automatically progress to
that stage (you might skip over
intervening stages in this manner).
For example, the
first time that
you intentionally
terrorize innocents
or destroy an important
object of beauty, you then
immediately proceed to stage 2.
Repeating your actions
doesn't cause your
corruption stage to

progress further (if you terrorize innocents again, you don’t
progress to stage 3).

Corruption Stage 1: The first time you fail the saving
throw, you destroy a reliable source of light, joy, or beauty,
such as a piece of art or bit of natural beauty.

Corruption Stage 2: The second time you fail the saving
throw, you terrorize innocent people or destroy an important
object of beauty, light, or joy.

Corruption Stage 3: The third time you fail the saving
throw, you destroy one of the pillars that has helped you
retain yourself'in the face of the corruption, either by killing
someone whose support has been essential or destroying an
object of vital personal importance. You lose your identity
entirely, becoming an NPC under the GM’s control.

Removing the Corruption

Undoing the corruption requires destroying the creature
who first twisted you or restoring all the hope and joy that
have fallen into darkness as a result of your corruption.

MANIFESTATIONS

The following are manifestations of this corruption.

Eerie Perception
Your eyes change, adapting to a life in the shadows.

Gift: You gain darkvision to a range of 6o feet. If you
already have darkvision, the range of your darkvision
increases by 30 feet instead. You also gain a +2 bonus on

Perception and Stealth checks. At manifestation level
- 3rd, the bonuses increase to +4.
i Stain: Your eye color fades to a dull gray and your
} I eyes overreact to light. You gain light sensitivity,
causing you to be dazzled in areas of bright light.

Emptiness of the Void
Friends and allies are just people you can hurt
more deeply.

Gift: The darkness in your soul can draw
in the life force of allies. Once per day when
you take ability damage, ability drain, or
hit point damage, you can divide the
damage or drain evenly between
you and one ally within 30 feet.
You can do so only if
the damage or drain

would reduce your

ability score or hit points
to o. The ally can
attempt a Will save
to resist the link. You
can activate this ability
as a free action, even if it
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Stain: You struggle to remember the meaning of alliance
and friendship. You can’t benefit from or use the aid
another action.

Frightful
Fear lingers in your mind, and you can spread it to others.

Gift: You have a knack for guessing just how to scare
others. You gain a +2 bonus on Intimidate checks and the
DCs of fear effects you create increase by 1. At manifestation
level 3rd, the bonus on Intimidate checks increases to +4 and
the DC increases by 2 instead of 1.

Stain: Your hair loses its color and your sleep is
interrupted by nightmares that never leave your mind.
You take a —2 penalty on saving throws against fear effects,
and you lose any immunities to fear you might otherwise
possess. You gain immunity to effects that would remove
your fear (such as remove fear). At manifestation level 3rd, the
penalty changes to —4.

Insubstantiality
Your body flickers occasionally into insubstantial shadow.

Prerequisite: Manifestation level 3rd.

Gift: Your body sometimes shifts or blurs momentarily
before resuming the appearance of solidity. You gain a
deflection bonus to your AC equal to half your manifestation
level. You have a 20% chance to ignore (treat as a normal hit)
confirmed critical hits and precision-based damage (such
as sneak attack damage) from any weapon unless it has the
ghost touch weapon special ability.

Stain: You take a -6 penalty on saving throws and to your
CMD against attacks and effects that would move or trip
you, as well as on all combat maneuver checks except those
made to escape a grapple.

Refuge in Pain
Pain is your only solace from the emptiness of your existence.

Prerequisites: Manifestation level 4th, eerie perception*,
wretched pain*.

Gift: Pain invigorates you. Whenever you take an amount
of damage greater than or equal to three times your character
level from a single attack, you gain a +2 morale bonus on
attack rolls, damage rolls, saving throws, and skill checks
for 1 round. If you have the stain from the weaver of lies
manifestation, these bonuses are profane bonuses instead.

Stain: Whenever you take damage, increase the amount of
damage you take by 1/2 your manifestation level.

Regretful Gaze
Your gaze carries your regret for wasted potential.
Prerequisites: Manifestation level 3rd, frightful*.
Gift: You gain a gaze attack that causes foes within 30 feet
to become shaken for 1 round unless they succeed at a Will
save. You can suppress this ability as a free action and cause
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it to resume as a swift action. A creature that succeeds at the
saving throw is immune to your regretful gaze for 24 hours.

Stain: You are withered as if by age. Reduce your Strength,
Dexterity, and Constitution scores by 1 point each, or by
however much they would be reduced if you were one age
category older, whichever is worse for you.

Touch of Ruin
You are infused with the ruin of the Shadow Plane.
Prerequisites: Manifestation level 4th, frightful*,
regretful gaze*.
Gift: As a standard action a number of times per day equal
to your manifestation level, you can make a melee touch
attack that deals 1dio points of damage per manifestation
level you have. A creature touched this way takes 1 point
of ability drain to the ability score of your choice unless it
succeeds at a Fortitude save. Creatures immune to magical
aging are immune to this touch attack.
Stain: Any clothing or gear you wear or carry seems
strangely faded and timeworn as long as you wear or carry it.
Treat such items’ hardness as half the normal amount. You
take a —4 penalty on saving throws to protect items in your
possession from damage or destruction.

Weaver of Lies
Using shadows drawn from the Plane of Shadow, you can
spin falsehoods into convincing imitations of reality.

Prerequisite: Manifestation level 2nd.

Gift: Once per day, you can use shadow conjuration as a spell-
like ability, but only to emulate a sorcerer/wizard spell 1 spell
level lower than your manifestation level. Your caster level is
equal to your character level. The illusion is 10% real + another
10% real for every manifestation level you have beyond 2nd.

Stain: Joy and excitement have become foreign to you,
leaving pain the only sensation of much interest. You can't
benefit from morale bonuses or bardic performances.

‘Wretched Pain

Inflicting pain is one of the few sensations that still stirs you.
Prerequisite: Eerie perception*.
Gift: Whenever you deal weapon damage to a creature that

you are flanking or a creature that is denied its Dexterity

bonus to its AC against you, you can inflict a painful wound as
an immediate action. The target must succeed at a Fortitude
saving throw or be nauseated by pain for 1 round. If the target
succeeds at the save, it is sickened for 1 round and becomes
immune to your further uses of this ability for 24 hours.

Stain: Your eyes turn a milky white, utter black, or pale
yellow, making you appear blind although you can see
normally in most circumstances. You gain light blindness,
causing you to be blinded for 1 round whenever you are
exposed to daylight or another source of bright light and
dazzled for as long as you remain in bright light thereafter.



YAMPIRISM

You salivate when blood is spilled, and struggle against the

urge to sink your teeth into the necks of friends and innocents.

CATALYST

Being drained—but not killed—at least six times by a vampire
within a month or less causes this corruption. Powerful
vampires or curses can cause this corruption more rapidly.

Progression

Vampirism progresses when you feed off and kill a sentient
creature. Each week, you need to drink the blood of sentient
creatures one size category smaller than you or larger until
you drain enough to deal Constitution damage equal to your
manifestation level. If you don’t have the fangs manifestation,
you must feed on a helpless or willing creature. If you
haven’t drunk enough blood after a week, you must succeed
at a Will save (DC = 15 + your manifestation level) each
day until you have. If you fail, the next time you rest, your
corruption takes over and you unconsciously hunt and feed,
drinking a sentient creature dry. If circumstances make it
impossible to feed (such as if you are tied down or in a locale
with nothing to feed upon) you start to starve as if you had
not eaten in 3 days (Core Rulebook 445), and you continue to
thirst for blood and struggle to escape and feed until you
have received five times the amount of blood from sentient
creatures you normally require. If your allies are able to
restrain and feed you, your corruption doesn't progress.
However, the DC of the Will save against your corruption
progressing increases by 2. These increases stack, and last
until your corruption reaches the next stage. Whenever you
drop below o hit points, you must attempt a save as if you
hadn’t drunk enough blood that week.

Corruption Stage 1: Once you feed on an innocent
sentient creature, your alignment shifts one step toward evil
and spells that detect undead sense you, though the peculiar
result they return informs the caster that you're still a living
creature. Other spells and effects don't treat you as undead.
Corruption Stage 2: The second time this happens, your
alignment shifts another step toward evil and you are affected
by spells and abilities as if your creature type were undead
(including bane and the favored enemy class feature). This
doesn’t grant you any of the immunities of being undead, nor
does it make you immune to effects that target living creatures
or change how negative and positive energy affect you.
Corruption Stage 3: The third time this occurs, you
become an NPC vampire under the GM’s control.

Removing the Corruption
Ending the corruption requires eliminating the source, such
as by slaying your progenitor vampire or ending your curse.

MANIFESTATIONS

The following are manifestations of the vampirism corruption.

Allure
You can influence others subtly, but lose your reflection.

Gift: You gain a +2 racial bonus on Bluff, Diplomacy, and
Intimidate checks. At manifestation level 3rd, these bonuses
increase to +4.

Stain: You cast no reflection. While you're within 10 feet
of 'a mirror or reflective surface, nearby creatures may notice
something amiss (Perception DC 20). If they succeed by 5 or
more, they notice your lack of reflection. When you reach
manifestation level 3rd, a creature can present a mirror to
you as a standard action to repel you. You must stay at least
5 feet away from the mirror and can’t touch or make melee
attacks against that creature. After 1 round, if the creature
continues presenting the mirror, you can attempt a DC 25
Will save each round to ignore the repulsion for that round.

Children of the Night

You can summon foul beasts to faithfully serve you.

Gift: Once per day, you can summon a rat swarm or a wolf;
as if using summon nature’s ally II with a caster level equal to
your character level. The creature serves you for 10 minutes
or until destroyed. At manifestation level 3rd and every 2
manifestation levels thereafter, you can use this ability an
additional time each day. At manifestation level 4th, you can
spend two daily uses of this ability to summon a bat swarm.

Stain: You take a —3 penalty on Handle Animal and Ride
checks against animals (except those you summon with this
manifestation’s gift). At manifestation level sth, you affect non-
hostile animals as if you had an unnatural aura (Bestiary 281).

Dreadful Charm
Your powers of persuasion allow you to compel the weak.

Prerequisite: Allure*.

Gift: Once per day when you succeed at a Bluff, Diplomacy,
or Intimidate check against a creature, you can charm that
creature as if using charm monster with a caster level equal to
your character level. If the creature fails its save, it’s charmed
for a number of minutes equal to your character level.

Stain: You no longer cast a shadow. Noticing this in normal
or bright light requires a successful DC 15 Perception check.
Also, if you're in an area that smells strongly of garlic, you
must succeed at a DC 20 Fortitude save or be sickened for 1d4
minutes. Immunities don’t prevent this sickened condition.

Fangs

Your canines grow unnaturally long when you are angry.
Gift: You can, as a swift action, grow fangs that grant you a

bite attack. This is a primary natural attack that deals 1d6 points

of piercing damage if your size is Medium (1d4 if Small). You

can dismiss the fangs as a move action. You can drain blood



with your bite from a helpless creature as a standard action, or
a pinned creature as a free action once per round immediately
after succeeding at a combat maneuver check to pin the creature
or maintain your pin. Each time you drain blood, you deal 1
point of Constitution damage. This counts toward the feeding
you must do to avoid your corruption progressing; you needn’t
entirely drain and kill the creature. Draining blood changes
your alignment only if you feed on an unwilling innocent.

Stain: To avoid a saving throw against your corruption
progressing, you must drink the requisite amount of blood
each day instead of each week.

Greater Unlife
You can recover from nearly any wound.
Prerequisites: Manifestation level 3rd, unlife*.
Gift: When you use the ability of the unlife manifestation,

you gain fast healing 3 instead of
fast healing 1. While the fast healing 4
lasts, you are immune to nonlethal !
damage, ability damage, and ability
drain, although you retain any you
already had.

Stain: Whenever youre in direct
sunlight, you're staggered instead
of shaken. Nothing can remove or
prevent this condition, but it ends
once you're out of direct sunlight.

Life Drain

You can drain life from those you harm.
Prerequisites: Manifestation level 2nd.
Gift: You gain a slam attack, a primary

natural attack that deals 1d6 points of

bludgeoning damage if your size is

Medium (1d4 if Small). If you confirm a

critical hit with this attack, you inflict 1

temporary negative level on the target. The

DC to remove this negative level is equal to

the standard corruption ability DC.

Stain: You are healed by negative energy
and harmed by positive energy as if you
were an undead creature.

True Unlife

You can cheat death.

Prerequisites: Manifestation level
3rd, greater unlife*, unlife*.

Gift: When youre reduced to fewer
than o hit points but not slain and you
have a use of fast healing remaining,
you immediately assume gaseous form,
activate your fast healing, and remain
conscious. Once you have more than o

.
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hit points, the effect ends. This delays the normal Will save
against your corruption progressing until gaseous form ends.

Stain: If you remain in direct sunlight, at the end of your
second turn you burst into flame, taking 1d6 points of fire
damage per manifestation level you have each round. This
fire damage bypasses resistance or immunity and can’t be
prevented. The fire damage and staggered condition end as
soon as you get out of direct sunlight. If you are reduced to
fewer than o hit points while in direct sunlight, you are slain
and can't be brought back to life without true resurrection.

Unlife

You heal at a phenomenal rate.
Prerequisite: Manifestation level 3rd.
Gift: As a standard action a number of times per day equal

to 1/2 your manifestation level, you can grant yourself

fast healing 1 for 1 minute.

Stain: While you're in direct sunlight, you become

shaken. Nothing can remove this condition, nor

does immunity to fear prevent it, but it ends as
soon as you are no longer in sunlight.

Vampiric Grace
You move with a predator’s grace.
Prerequisite: Manifestation level 2nd.
Gift: You gain Dodge as a bonus
feat and a +2 racial bonus on
Stealth checks. At manifestation
level 6th, you can climb walls (as
per spider climb) at will.
Stain: You can enter a private
dwelling only if invited in
by someone with the
authority to do so,
unless you succeed at
a DC 30 Will save.
If you fail, you can
never retry the save, but
you can enter if you're
later invited inside.
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RACE RULES

Horror is common to all intelligent species, but the

specific things they find terrifying vary from race to race.
Dismembered bodies that would make a halfling lose his
appetite might stir an ancestral bloodlust in the heart of a
half-orc. Yet even the most battle-hardened half-orc fears
horrors that transcend flesh and blood.

Every race has its own historical or mythical fears skulking
just out of sight. Dwarves often dwell close to ghouls and
unnameable creatures haunting the depths. Gnomes know
that not all from the fey realm are kindly, and they also fear
the inhabitants of its dark reflection, the Shadow Plane.
The greatest horror for any race, though, is the monster
that hides within. Unchecked greed has led many dwarves
astray, and not a few gnomes have been lost to their
obsessions. Elves fight zealously against demons because
they know how easily the taint of evil can transform them.
Humans are often surprised to discover what creatures lurk
in their family trees.

Full rules for alternate racial traits and favored class
options are found on pages 8—9 of the Pathfinder RPG
Advanced Race Guide. Remember that alternate racial traits
are not a category of traits (those are called race traits).

DWARF

Dwarves might be stalwart defenders against underground
horrors or misers who hoard riches as jealously as any dragon.

Alternate Racial Traits

Dwarves can select the following racial traits.

Barrow Scholar: Dwarves with this racial trait gain a +2
racial bonus on Knowledge (religion) checks to identify
undead and can attempt them untrained. This racial trait
replaces stonecunning.

Barrow Warden: Dwarves with this racial trait gain a +1
bonus on attack rolls and a +1 dodge bonus to their AC against
undead. This racial trait replaces defensive training and hatred.
Healthy: Dwarves with this racial trait gain a +2 racial
bonus on saves against disease and poison, and they need one
fewer consecutive successful save (minimum 1) to be cured of
diseases and poisons. This racial trait replaces hardy.

Sense Aberration: Dwarves with this trait gain a +2 racial
bonus on Knowledge (dungeoneering) checks and on
Perception checks to notice disguised or hidden aberrations.
This racial trait replaced stonecunning,

Tightfisted: Dwarves with this racial trait gain a +4 racial
bonus to their CMD against disarm and steal*”® combat
maneuvers and a +2 racial bonus on Perception checks to
notice Sleight of Hand attempts. If a dwarf with this trait
notices a Sleight of Hand attempt to steal from him and the
dwarf'is not flat-footed or has Combat Reflexes, the attempt

triggers an attack of opportunity from that dwarf. This racial
trait replaces stability and stonecunning.

Viscous Blood: Dwarves with this trait takes 1 less point of
hit point damage, ability damage, or ability drain (minimum
1) from bleed and blood drain. They can attempt Heal checks
to staunch their own bleeding as a swift action each round.
This racial trait replaces hardy.

Favored Class Options
The following options are available to dwarves.

Paladin: Choose a creature type (and subtype, if necessary)
from the ranger’s favored enemies list. Add a +1/2 bonus on
Knowledge checks to identify creatures of that type. You can
choose the same creature type up to six times; if you choose
the same creature type six times, add 1 point of damage
when smiting creatures of that type.

Spiritualist: Add a +1/4 bonus on weapon damage rolls with
the slam attacks from ectoplasmic bonded manifestation.

Wizard: Add 1/3 to the effective caster level of wizard
abjuration spells, but only to determine duration.

ELF

Elves’ appearances reflect the beauty of nature around them,
yet in realms twisted by evil, elves becomes equally distorted.

Alternate Racial Traits
Elves can select the following racial traits.

Blightborn: Elves from cursed lands and domains of evil
develop resistance to foul influences. They gain a +2 racial
bonus on saving throws against necromancy spells and spell-
like abilities and spells and spell-like abilities with the curse"™
descriptor, as well as on saving throws to remove temporary
negative levels. This racial trait replaces elven immunities.

Creepy: For some elves, their long, slender limbs and large
pupils evoke not attraction, but unease in other humanoids.
Non-elf humanoids take a—1 penalty on saving throws against
spells these elves cast that cause confusion or fear. In addition,
elves with this trait gain a +2 racial bonus on Intimidate
checks to demoralize. This racial trait replaces elven magic.

Keeper of Secrets: Some elves seek to protect younger
races from dangerous lore. The save DCs of enchantment
spells they cast against humanoids increase by 1 and they
receive a +2 racial bonus on Bluff and Linguistics checks to
omit or cover up facts. This racial trait replaces elven magic.

Light against Darkness: Elves have fought against the
corruption of demons since time immemorial. Elves with this
trait receive a +1 bonus on attack rolls against outsiders with
the demon subtype. This racial trait replaces elven magic.

Long-Limbed: Elves with this racial trait have a base move
speed of 35 feet. This racial trait replaces weapon familiarity.

Perfect: The eerie beauty of some elves cannot be denied.
Elves with this racial trait receive a +1 racial bonus on Bluff’
and Diplomacy checks against humanoids and a +2 racial



bonus on saving throws against transmutation spells and
spell-like effects. This racial trait replaces elven immunities.

Slender: Elves often appear unnaturally thin by other
races’ standards. Elves with this trait gain a +2 racial bonus
on Escape Artist checks, on combat maneuver checks to
escape a grapple, and to CMD against grapples. This racial
trait replaces elven immunities.

Favored Class Options
The following options are available to elves.

Mesmerist: Add a +1/4 bonus on grapple and trip combat
maneuver checks.

Sorcerer: Choose a terrain type from the ranger’s favored
terrain list. When casting sorcerer spells in the chosen
terrain, add 1/3 to the effective caster level of the spell, for
the purpose of determining the spells’ duration.

Witch: Add a +1/2 bonus on Spellcraft checks to identify
cursed items and on Sense Motive checks to mnotice
enchantment or possession.

GNOME

Death is temporary in the land of the fey, so fear and despair
are a newer concept for gnomes than they are for other races.

Alternate Racial Traits
Gnomes can select the following racial traits.

Fairy Catcher: Some gnomes are especially sensitive to the
presence of fey and receive a +2 racial bonus on Perception,
Sense Motive, and Survival checks against fey, a +2 racial bonus
on saving throws against the spells, spell-like abilities, and
supernatural abilities of fey (this bonus stacks with the bonus
granted by illusion resistance), and a +2 bonus on caster level
checks to overcome the spell resistance of fey. The racial trait
replaces defensive training, hatred, and keen senses.

Inquisitive: Gnomes have a knack for being in places they
shouldn’t be. Gnomes with this trait gain a +2 racial bonus
on Disable Device and Escape Artist checks. This racial trait
replaces keen senses and obsessive.

Shadow Dodger: Gnomes with this trait gain a +4 dodge
bonus to their AC against incorporeal creatures and partially
real creatures and objects, such as those created by shadow
conjuration, but only if successfully disbelieved. This racial
trait replaces defensive training and illusion resistance.

Shadow Foe: Gnomes with this trait receive a +1 bonus on
attack rolls and to their AC against humanoids of the dark
folk and wayang subtypes, and outsiders native to the Shadow
Plane. This racial trait replaces defensive training and hatred.

Stalker: Some gnomes become obsessed with specific
individuals. Once per day, such a gnome can observe a
creature for 10 minutes. After that, she gains a +1 bonus on
Bluff, Knowledge, Perception, Sense Motive, and Survival
checks against that creature. She also gains a +1 bonus on
weapon attack and damage rolls against that creature.
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These bonuses last for 1 day. This racial trait replaces
defensive training, hatred, and obsessive.

Favored Class Options
The following options are available to gnomes.
Druid: The druid’s animal companion gains 1/4 point
of DR/cold iron (maximum DR s5/cold iron). If the druid
replaces her companion, the new companion gains this DR.
Kineticist: Add a +1/6 bonus on combat maneuver checks
attempted as part of a substance infusion.
Magus: Add 1/2 of an illusion spell from the sorcerer/
wizard spell list that isn't on the magus spell list to the
magus’s spellbook. The magus treats this spell as if it were
on the magus spell list at the same level as on the sorcerer/
wizard list. This spell must be at least 1 level below the
highest spell level the magus can cast.
Rogue: Add 1/4 to the Perception and Disable Device DCs
of traps the rogue creates.

HALF-ELF

Inheriting humanity’s quick wit and elven farsightedness,
half-elves have their own unique way of thinking.

Alternate Racial Traits
Half-elves can select the following racial traits.
Dreamer: Half-elves with this trait gain a +2 racial saving
throw bonus against illusion spells and effects. In addition,
when entering a dreamscape in a lucid body (Pathfinder RPG
Occult Adventures 241), a half-elf with this racial trait treats
her Charisma score as 2 points higher for the purpose of
effects related to the Dimension of Dreams. This racial trait
replaces elven immunities.
Mismatched: Rather than having bodily and facial features
that are a blend of elven and human, or tending towards
one parent or the other, a rare few half-elves have a strange
combination of features. They have noticeable mismatched
eyes and ears, as well as uneven limbs. Half-elves with this
trait take a —2 penalty on Reflex saves but receive a +4 racial
bonus on initiative checks. This racial trait replaces keen
senses and low-light vision.
Multidisciplined: Born to two races, half-elves have a
knack for combining different magical traditions. If a half-
elf with this racial trait has spellcasting abilities from at least
two different classes, the effects of spells she casts from all
her classes are calculated as though her caster level were 1
level higher, to a maximum of her character level. This racial
trait replaces multitalented.
Round Ears: Sometimes half-elves are born with no
obvious elven features. Their parents may even be humans
with only faint traces of elven blood. They gain the human’s
skilled racial trait. In addition, they receive a +4 racial bonus
on Disguise checks to appear human. This racial trait
replaces adaptability, keen senses, and low-light vision.



Starchild: Some half-elves descend from elves who are
not from this world, but rather visitors from another world,
plane, or dimension. Half-elves with this trait gain Psychic
Sensitivity (Occult Adventures 138) as a bonus feat at 1st level.
This racial trait replaces adaptability.

Favored Class Options

The following options are available to half-elves.

Cleric: Add a +1/4 bonus on caster level checks to remove
afflictions (curses, diseases, poisons, etc.).

Oracle: Select one revelation normally usable a number
of times per day equal to 3 + the oracle’s Charisma modifier.
Add 1/2 to the number of uses per day of that revelation.
Ranger: The duration of the ranger’s companion bond
increases by 1 round.

HALF-ORC

Some halforcs draw on their experience to protect others from
cruelty, while others inflict their own suffering on the world.

Alternate Racial Traits

Half-orcs can select the following racial traits.

Inured: Half-orcs raised by orcs often become desensitized
to the violence around them. Half-orcs with this trait gain
a +4 bonus on Will saving throws to avoid sanity damage
(see page 12) caused by encountering monsters, extreme
violence, or death. This racial trait replaces orc ferocity.
Monstrous Sympathy: Some half-orcs know how monsters
think. They receive a +2 racial bonus on Bluff, Diplomacy, and
Sense Motive checks against evil creatures. This racial trait
replaces intimidating and orc ferocity.

Pain Tolerance: Some half-orcs have an increased tolerance
for pain. They gain DR 1/— against nonlethal damage and
receive a +2 racial bonus on saving throws against spells
and spell-like effects with the pain"™ descriptor. This racial
talent replaces intimidating and orc ferocity.

Projection: Some half-orcs channel negative emotions
through magic. The DCs of any saving throws against spells
with the fear or pain"™ descriptor they cast increase by 1.
This racial trait replaces orc ferocity and weapon familiarity.
Smog Sight: Half-orcs with this racial trait can see double
the normal range in dense fog and smoke (including magic
effects like obscuring mist) and ignore concealment from
smoke or fog for targets within 5 feet. This racial trait
replaces darkvision.

Stoic: Some half-orcs learn to suppress their strong
emotions. They don't usually gain morale bonuses, but
instead gain a +2 racial bonus on saving throws against
emotion and fear effects, and the DC to intimidate them
increases by 2. They can choose to gain morale bonuses
when they would normally be able to do so, but if they do,
they lose the benefits from this racial trait for 24 hours. This
racial trait replaces intimidating and orc ferocity.

Favored Class Options
The following options are available to half-orcs.

Alchemist: Gain a +1/2 bonus on Strength checks to break
objects and on sunder combat maneuver checks when
under the effects of a mutagen that increases the alchemist’s
Strength or Constitution score.

Bard: Gain a +1/2 bonus on Bluff checks to pass secret
messages, Sense Motive checks to discern secret messages,
and Linguistic checks to decipher unusual handwriting.

Fighter: The fighter gains 1/2 point of DR/— against
nonlethal damage (maximum DR 10/—).

HALFLING

Halflings are surprisingly resistant to malign influence, but
when they do turn evil, it is all the more shocking.

Alternate Racial Traits
Halflings can select the following racial traits.

Acquisitive: Halflings with this trait receive a +2 racial
bonus on Appraise checks. This bonus increases to +4
when used to determine the most valuable item visible in a
treasure hoard. This racial trait replaces keen senses.

Attentive: Halflings with this trait receive a +2 racial
bonus on Sense Motive checks. This bonus increases to +4 to
notice when someone is enchanted or possessed. This racial
trait replaces keen senses.

Blessed: Halflings with this trait receive a +2 racial bonus
on saving throws against curse effects and hexes. This bonus
stacks with the bonus granted by halfling luck. This racial
trait replaces fearless.

Creepy Doll: Glassy eyes and porcelain skin make some
halflings look more like dolls than living creatures. If they
cease moving and pretend to be a doll while they aren't
being observed, they can use the Stealth skill without cover
or concealment. A successful Stealth check still allows other
creatures to notice the halfling; they just believe the halfling
is a doll, similar to the freeze universal monster ability
(without being able to take 20). In addition, they take no size
penalty on Intimidate checks against larger humanoids. The
racial trait replaces keen senses and sure-footed.

Deep Jungle: Some reclusive halfling tribes flourish in
tropical locales. These halflings begin play speaking only
Halfling (in addition to any additional languages gained
from having a high Intelligence score), rather than Common
and Halfling. They gain a +2 racial bonus on Survival checks
and are proficient with blowguns. In addition, they have the
poison use ability (they never risk poisoning themselves
accidentally). This racial trait alters halflings’ languages and
replaces sure-footed and weapon familiarity.

Irrepressible: Halflings with this trait receive a +2 racial
bonus on saving throws against dominate and possession
effects. This bonus stacks with the bonus granted by halfling
luck. This racial trait replaces fearless.



Resourceful: Halflings with this trait do not take any
penalties for using improvised weapons. This trait counts
as the Catch Off Guard or Throw Anything feats for the
purpose of qualifying for feats. This racial talent replaces
sure-footed and weapon familiarity.

Favored Class Options
The following options are available to halflings.

Barbarian: Add 1 foot to the range increment of thrown
weapons the barbarian wields. This option has no effect
unless the barbarian has selected it 5 times (or another
increment of 5).

Cavalier: The cavalier’s mount gains a +1/2 bonus on
saving throws against fear effects. If the cavalier ever replaces
his mount, the new mount gains this bonus.

Monk: Gain a +1/4 bonus to CMD against trip and on
damage rolls against prone targets that add the monk’s
Strength modifier.

HUMAN

The human mind is powerful enough to unlock the secrets
of the universe, yet too fragile to accept what it discovers.
Human bodies that appear out of the ordinary may bear
traces of inhuman ancestry.

Alternate Racial Traits
Humans can select the following racial traits.

Aquatic Ancestry: Humans with deep one or skum
ancestry may exhibit prominent round eyes or webbed
fingers and toes. They gain a racial bonus equal to half their
character level on Swim checks and Swim is always a class
skill for them. In addition, they can hold their breath for
twice as long as normal. When the racial bonus on Swim
checks from this ability becomes +8 or higher, they can
always take 10 on Swim checks, even when threatened or
distracted. This racial trait replaces skilled.

Giant Ancestry: Humans with ogre or troll ancestry end
up having hulking builds and asymmetrical features. Such
humans gain a +1 bonus on combat maneuver checks and
to CMD, but a—2 penalty on Stealth checks. This racial trait
replaces skilled.

Piety: Humans place great trust in the gods to protect
them. Humans with this trait receive a +2 racial bonus on
Knowledge (religion) checks and Knowledge (religion) is
always a class skill for them. In addition, once per day before
attempting an attack roll, saving throw, ability check, or skill
check, such a human can call out to his deity in order to
receive a +2 racial bonus on that roll; he can use this ability
only if he is able to speak. This racial trait replaces the
bonus feat racial trait.

Psychic Defense: Humans from cultures steeped in
the occult sometimes train their minds to resist outside
influence. They gain a +2 racial bonus on saving throws
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against psychic spells and spell-like abilities, including
those that originate from the psychic magic ability
(Pathfinder RPG Bestiary 5 297). This racial trait replaces the
bonus feat trait.

Rationalize: Humans have the ability to assuage their
own fears by convincing themselves that what they saw or
read is not real. Humans with this trait gain a +3 bonus on
saving throws against effects that cause sanity damage (see g
page 12). This racial trait replaces the bonus feat trait. @ ]

Reptilian Ancestry: Humans with reptoid or serpentfolk
ancestry sometimes have nictitating membranes or patches
of scaly skin. They gain a +2 racial bonus on saving throws
against mind-affecting effects and poisons. This racial trait
replaces the bonus feat trait.

Favored Class Options
The following options are available to all humans who have
the listed favored class.

Inquisitor: Add a +1/2 bonus on Perception checks to see
through magical disguises or pinpoint invisible creatures.

Occultist: Add a +1/3 bonus on any skill check
attempted as a part of an occult ritual (Occult
Adventures 208).

Psychic: Add a +1/4 bonus to AC when flat-
footed, to a maximum of what the psychic’s AC
would be if not flat-footed.
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rasmus raised his
sword, letting the
spirit flow through him.

A voice both his and not
boomed from his mouth.
“That’s far enough!”

The cult leader spun, staff
already weaving a net of red
enerqy around him. “Idiots!
You think your paltry spirits
can protect you?” Around
the room, fish-faced hybrids
chuckled and raised weapons.

“Not really,” Mavaro said.
“But yours might.” Raising
the talisman, he began to
sketch a smoky sigil in the air.

“The sign!” One by one, the
hybrids fell to their knees,
blades clattering to the floor.
“They wield the Elder Sign!”

“Blasphemy!” The leader
snarled and leveled his staff...
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n this chapter, organized by class, are many new
archetypes both horrific and heroic, allowing you to build
both terrifying foes and the stubborn few who choose

to battle against the darkness. In a world of horror, there
are alchemists, druids, and kineticists who steal the lives of
others to increase their own power, as well as paladins who
sacrifice themselves to protect their companions. Crazed
clerics secretly worship eldritch abominations while brave
but daring investigators track them and foolhardy wizards
learn their maddening secrets in order to fight them.
Dark spiritualists bond to horrible undead phantoms and
righteous necromancers refuse to torture the dead and
instead turn their powers to battling undead. Serial killers
live a double life to avoid detection, and tireless profilers
attempt to discover the truth before its too late for the next
in a grisly string of victims.

When a character takes levels in a class, he must decide
whether to take the standard class features or those
presented by an archetype. Each archetype replaces specific
class features from the parent class, and the choice to take
an archetype does not need to be made until a character
reaches the first level that includes a class feature that is
altered or replaced.

If an archetype includes multiple class features, a
character must take all of them. He cannot decide to stop
pursuing the archetype and instead take the replaced class
features at later levels, unless doing so is specifically allowed
by the archetype. All other class features of the base class
that are not mentioned in the archetype remain unchanged
and are acquired normally when the character reaches the
appropriate level (unless noted otherwise). A character who
takes an alternate class feature does not count as having the
class feature that was replaced for the purposes of meeting
any requirements or prerequisites.

A character can take more than one archetype and
gain additional alternate class features, but none of the
archetypes can replace or alter the same class feature from
the base class as another alternate class feature.

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

ALCHEMIST

The science of alchemy allows its practitioners to create

wonders beyond the imagining, but sometimes the pursuit
of science breaks their minds, and other times, the allure
of greater achievements pushes them to cross a moral line
from which they can never return.

BLOOD ALCHEMIST (ARCHETYPE)

Most alchemists can transform matter and energy into other
forms, but some wicked specialists realize that life itself is
an energy that can greatly fuel their alchemy.

Alignment: A blood alchemist trades the lives of others
for more power when using his lifeblood ability. A nonevil
blood alchemist can't use the lifeblood ability, but he can use
his other archetype and class abilities, and he can continue
to advance in alchemist.

Lifeblood (Su): When a blood alchemist performs a
coup de grace that kills an intelligent humanoid creature
(though, not a summoned intelligent humanoid creature),
he can gather its lifeblood into a vial; this is a death effect.
He can use this lifeblood any time within the next 24 hours
to create an extract of a spell level he can cast that is no
higher than 1/2 the creature’s CR, without spending a daily
extract slot. He can use this ability once for each spell level
each day (for example, a 13th-level blood alchemist can use
lifeblood to gain additional 1st-, 2nd-, 3rd-, 4th-, and sth-
level extracts). A blood alchemist can’t take the mutagen”™
or cognatogen" discoveries.

This ability replaces mutagen.

Alchemical Circles (Sp, Su): A blood alchemist gains a
blood pool with a number of points equal to his alchemist
level + his Intelligence modifier. He can spend 1 point
from his blood pool to draw a complex alchemical circle in
blood on the ground or on another permanent fixture in a
process that takes 1 minute. Depending on his alchemist
level, the alchemical circle can have one of several effects.

At 1st level, the blood alchemist can spend an unused
extract slot to charge the circle with alchemical energy. He
chooses one of the spells listed on page 45 of equal or lower
level to the extract slot he spent, and until he refreshes
his extract slots, as long as his body is in physical contact
with the circle, he can produce the effect of the spell he
chose as a spell-like ability. If the spell normally has an
expensive material component, he must still provide it,
either grinding it up and mixing it with the blood used
for the circle or placing it in the circle (if the component is
also the target). The chosen effect can target or affect only
something contained within the circle, or the surface on
which the blood alchemist drew the circle. To learn one of
these effects, he must write it into his formula book, with
the same cost as usual for a formula (he can also use his



free formula from leveling up to learn the chosen effect
instead of a normal formula).

The blood alchemist can choose from the following spells
for this ability: 1st—expeditious excavation**C, fabricate bullets"<,
Jury-rig’®, magic weapon, reinforce armaments’S; 2nd—=knock,
make whole, masterwork transformation”™, silk to steel”™, soften
earth and stone, warp wood; 3rd—keen edge, magic vestment,
greater magic weapon, obsidian flow"<, spike stones, stone shape;
4th—fabricate, passwall, transmute mud to rock, transmute rock
to mud; sth—flesh to stone, move earth, stone to flesh, tar pool“c,
transmute metal to wood; 6th—polymorph any object, transmute
blood to acid"™.

Starting at 8th level, the blood alchemist can also create
a magic circle, as per the magic circles occultist class ability
(Pathfinder RPG Occult Adventures 49), though it costs 1 point
from his blood pool instead of 1 point of mental focus.

Starting at 12th level, he can also create a binding circle,
as per the occultist class ability of the same name (Occult
Adventures 49), though it costs 2 points from his
blood pool instead of 2 points of mental focus.

Starting at 16th level, the blood
alchemist can draw magic circles and
binding circles more quickly but Y
with a shorter duration, as per the
occultist fast circles ability (Occult
Adventures 49).

This ability replaces bombs.

Blood Knowledge (Sp): Starting
at 4th level, a blood alchemist can
spend an unused extract slot of 2nd
level while mixing a drop of blood with
various alchemical reagents in a process that
takes 1 minute. If he does so, he can drink the
resulting concoction as a standard action to gain
the information he would learn as if he had
cast blood biography** on the blood
he just used. As per the spell, living
and undead creatures receive a
Will saving throw (DC = 13 + the
blood alchemist’s Intelligence
modifier) to negate the effect.

MAD SCIENTIST (ARCHETYPE)
The mad scientist’s colleagues laughed at her insights,
mocked her theories, and hounded her from the halls
of academia, simply because they were too weak and
frightened to understand her work. They thought
she was finished. They were wrong.

Mad Genius (Su): At 2nd level, a mad scientist
can deal 1d3 points of Wisdom damage to herself
(or 1d6 points of sanity damage if employing the sanity
rules found on page 12) to create a
genius extract as one of her daily
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1st-, 2nd-, 3rd-, 4th-, or sth-level extracts. This otherwise
takes the same amount of time and effort as creating a
normal extract of its level, but instead of her choosing a
formula she knows for it to grant, a genius extract has an
unpredictable result. When the alchemist (or an ally, if she
has the infusion*"® discovery) drinks the extract, it produces
a random effect from the list of alchemist formulae on
page 32 of the Advanced Player’s Guide of 1 spell level higher
than the extract’s spell level. For instance, if she creates a
genius extract using a 2nd-level extract, it would produce
the effect of'a random 3rd-level alchemist formula. There is
no way to predict which effect a genius extract will produce
before drinking it. A genius extract’s minimum caster level
is equal to the minimum caster level of the extract used,
not the effect produced. So, for instance, a genius extract
that produced a fox’s cunning effect would have a minimum
caster level of 1 (for the 1st-level extract used) rather than
4 (for the 2nd-level effect). There are 29 potential 2nd-level
extracts, 23 potential 3rd-level extracts, 18 potential
4th-level extracts, 15 potential sth-level extracts,

and 15 potential 6th-level extracts.
This ability alters alchemy and replaces

the discovery gained at 2nd level.
Mad Mutagen (Su): At 4th level, a mad
scientist can brew a mad mutagen
in place of a normal mutagen. If
she does so, she need not make

any decisions about the mutagen
(including whether to make it a
cognatogen”™ or another variant
mutagen if she has the appropriate
discoveries) when she brews it.
When the mad scientist drinks her
mad mutagen, she makes those
. decisions on the fly, but she
also takes 1d4 points of Wisdom
damage (or 1d8 points of sanity
damage if using the sanity rules
on page 12). If anyone else, even
another alchemist, drinks a
mad mutagen, that person
must succeed at a Will save
(with the same
DC as for the
Fortitude save
against mnausea) or
she becomes confused
for 1 hour.
This ability alters the
alchemist’s mutagen
and replaces the
discovery gained at
4th level.

¥



BARBARIAN

Barbarians give themselves over to an extraordinary anger,

which can provide the tools needed to perform deeds of
heroism but also has the potential to create rage-fueled
nightmares driven to uncontrolled slaughter. Whether
she’s a remorseless killing machine, a merciless thrall, or
an unusual type of infected lycanthrope, the sheer violence
within a barbarian’s heart makes her an intriguing tragic
villain or troubled hero.

RAGE POWERS

Any barbarian (or other character that gains rage powers)
who meets the prerequisites can take the following new rage
powers. A character can select from only one group of totem
rage powers.

Cult Totem (Ex): The barbarian can make an attack of
opportunity against a
) within  her

} damages an ally of the
barbarian with a melee

creature

reach who

attack. Only the enemy,
not the barbarian’s ally,
needs to be within the

barbarian’s melee reach in order for the barbarian to make
this attack of opportunity. Once the barbarian makes an
attack of opportunity against a creature with this ability, she
can't use this ability to make an attack of opportunity against
the same creature for 24 hours. A barbarian must be at least
6th level and have the lesser cult totem rage power to select
this rage power.

Cult Totem, Greater (Su): While the barbarian is raging,
when she takes hit point damage that would render her
dying or dead, she remains conscious and raging until the
end of her next turn after taking that damage, though she is
disabled during that turn. She becomes dying or dead at the
end of her next turn as normal for her current hit point total.
This ability has no effect if the barbarian dies from a cause
other than hit point damage, such as from a death effect or if
her Constitution damage exceeds her Constitution score. A
barbarian must be at least 10th level and have the lesser cult
totem and cult totem rage powers to select this rage power.

Cult Totem, Lesser (Ex): While the barbarian is raging, any
morale bonuses or bonuses for flanking she gains on attacks
rolls are added to her damage rolls instead of her attack
rolls. They are still morale bonuses, and they don’t stack with
other morale bonuses on damage rolls.

Daemon Totem (Su): While the barbarian is raging,
her melee attacks impose a temporary negative level on
her opponent on a successful critical hit. After 1 hour,
these temporary negative levels disappear automatically
(without a saving throw). A barbarian must be at least 6th
level and have the lesser daemon totem rage power to select
this rage power.

Daemon Totem, Greater (Su): If the barbarian kills an
intelligent creature with a CR equal to at least half her
character level while raging, she heals 5 hit points. If she
is already at her maximum number of hit points, she
instead gains 5 temporary hit points, which don’t stack
if she kills multiple creatures. A barbarian must be at least
1oth level and have the lesser daemon totem and daemon
totem rage powers to select this rage power.

Daemon Totem, Lesser (Su): While raging, the barbarian
gains a +2 bonus on saving throws against acid damage,
death effects, disease, and poison. This bonus increases
by 1 for each daemon totem rage power the barbarian has,
excluding this one.

Fight Response (Ex): When a barbarian with this rage
power attempts a saving throw against a fear effect, she can
enter a rage as an immediate action (as long as she would
normally be able to enter rage). This consumes 3 rounds
of the barbarian’s daily allotment of rage rounds, but the
barbarian can maintain the rage each round on her turn
normally. Any benefits from the barbarian’s rage apply
immediately, so she gains her bonus on Will saves against
the effect that required the initial saving throw. Unlike most
rage powers, this rage power’s effects are useful only when



the barbarian is not raging, so a skald can’t grant this rage
power to allies with raging song.

DREADNOUGHT (ARCHETYPE)

Unstoppable and fearless, the dreadnought turns the terror
of her enemies into violent physical power.

Dead Calm (Ex): A dreadnought can enter a dispassionate
killing spree as a free action, granting her additional combat
prowess. The dreadnought gains only half'the usual bonuses
from her rage but takes no penalty to her AC, can use all her
normal skills and effects that require concentration, and is
not fatigued when her rage ends. The dreadnought cannot
enter a rage for 1 minute after she ends her rage, and she
cannot charge or run while under the effects of her rage.

This ability alters rage.

Steady Gait (Ex): A dreadnought advances steadily,
shrugging off attempts to slow her advance. The dreadnought
gains a +1 bonus on saving throws and to her CMD against
effects that would slow or immobilize her. This bonus
increases to +2 when she gains greater rage and +3 when she
gains mighty rage.

This ability replaces fast movement.

Fearless Killer (Su): Starting at 14th level, a dreadnought
becomes implacable in her pursuit of slaughter. While in
rage, she is immune to fear effects.

This ability replaces indomitable will.

Instant Dispassion (Ex): At 17th level, a dreadnought can
quickly turn her compassion on and off. She can enter a rage
as soon as she wants after ending a previous rage.

This ability replaces tireless rage.

FEARSOME DEFENDER (ARCHETYPE)

Dark overlords frequently recruit their most bloodthirsty
followers to serve as brutal bodyguards. These savage slaves
feel little pain and exist only to rain terror down on the
enemies of their pitiless masters.

Intractable (Ex): A combination of brainwashing and
loyalty helps a fearsome defender resist pain and torture,
enduring grueling combat or questioning without betraying
her dark lord. A fearsome defender gains a +2 bonus
on saving throws against pain" effects, and the DCs of
checks to coerce her or demoralize her with Diplomacy or
Intimidate increase by 2. Both the bonus and the increase to
DCs increase by 2 when she gains greater rage and again by
2 when she gains mighty rage.

This ability replaces fast movement.

Off the Leash (Ex): Beginning at 2nd level, a fearsome
defender simmers on the edge of bloody combat. Whenever
she begins a rage, she can also draw an unconcealed weapon
as part of the free action to begin raging.

This ability replaces uncanny dodge.

Silent Threat (Ex): At 3rd level, a fearsome defender
exudes hostility, creating a threatening atmosphere in
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her presence. The fearsome defender gains a +1 bonus on
Intimidate checks, and the DCs of Intimidate checks to
demoralize her allies within 30 feet increase by 1. Both the
bonus and the increase to DCs increase by 1 at 6th level and
every 3 barbarian levels thereafter.

This ability replaces trap sense.

Bloodlust (Ex): At 5th level, a fearsome defender’s eagerness
for bloodshed makes her quicker to act in a fight. She adds
her Charisma modifier to initiative checks and always acts
during the surprise round. If the fearsome defender is
surprised during the surprise round, she acts last in that
round and then determines initiative order normally for the
remainder of combat.

This ability replaces improved uncanny dodge.

MOONCURSED (ARCHETYPE)

Some barbarians exhibit an unusual form of lycanthropy
powered by their fury. Such a character transforms willfully but
can maintain her animal or hybrid forms only while raging.

Race: A mooncursed must either be a humanoid or
monstrous humanoid.

Shifting Rage (Su): A mooncursed can call upon an animal
totem or inner curse, transforming her into a savage beast.
Starting at 1st level, she chooses bear, boar, crocodile, shark,
tiger, or wolf. Once chosen, this animal can’t be changed.
When using rounds of her shifting rage, instead of the
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usual bonuses and penalties from rage, the mooncursed
transforms into a Medium version of this animal’s form
as if under the influence of beast shape I, treating her class
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level as her caster level whenever relevant. Other aspects of
rage aside from the bonuses and penalties, such as the skill
restrictions on skills and effects that require concentration,
still apply during a shifting rage.

This ability alters rage.

Hybrid Rage (Su): Beginning at 5th level, a mooncursed
can choose to assume a hybrid of her base type and alternate
form instead of her usual alternate form during her shifting
rage. If she does, the animal’s forelimbs (or pectoral fins
for the shark) remain hands able to manipulate objects and
wield weapons as well as human hands do, she can walk on
two legs (the shark’s tail fins remain legs), and she can talk.

This ability replaces improved uncanny dodge.

Greater Shifting Rage (Su): At 11th level, a mooncursed can
assume larger alternate and hybrid forms. This functions
like beast shape II, and it allows the mooncursed to take on a
Medium or Large version of her animal’s form.

This ability replaces greater rage.

Mighty Shifting Rage (Su): At 20th level, a mooncursed
can assume even larger alternate and hybrid forms.
This functions like beast shape III, and it allows the
mooncursed to take on a Medium, Large, or Huge version
of her animal’s form.

This ability replaces mighty rage.




CLERIC

Some crazed clerics venerate otherworldly entities of

inconceivable power with minds and philosophies utterly
alien to humanity—the Outer Gods and the Great Old Ones
of the Elder Mythos. These beings may not even realize
they are worshiped by insignificant mortals, and those who
venerate them are often quite insane.

ELDER MYTHOS CULTIST (ARCHETYPE)

Typically grasping, secretive, and thoroughly mad, Elder
Mythos cultists open their bodies and minds to horrifying
realities not meant for the sane as they strive to prepare the
world for the eventual return of their alien masters.
Alignment: An Elder Mythos cultist must be chaotic evil
or chaotic neutral.

This alters the cleric’s required alignment.

Deities: An Elder Mythos cultist must worship an
Outer God or Great Old One.

Domains: An Elder Mythos cultist receives
only a single domain, chosen from the
following list: Chaos, Madness, or Void.
He can choose any subdomain of those
domains offered by an Outer God or Great
Old One he worships.

This ability alters domains.
Forbidden Knowledge (Ex): An Elder
Mythos cultist gains a +2 profane bonus
on all Knowledge (arcana), Knowledge
(dungeoneering), Knowledge (history),
Knowledge (planes), and Knowledge
(religion) checks, and can attempt
these checks untrained. This bonus
doubles if the check is related to the
Elder Mythos.

Unhinged Mind (Ex): Bartering
sanity for wunspeakable knowledge,
an Elder Mythos cultist props up his
crumbling sanity with a darkly enigmatic
personality. An Elder Mythos cultist uses
Charisma instead of Wisdom as his key
spellcasting ability score (to determine
his spell DCs, bonus spells per day,
bonus on concentration checks, and
so on), to determine the effects and
number of uses of his domain

powers, and to modify
his Will saving throws.
However, because of
the fragile state of
his mind, the Elder
Mythos cultist takes a
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—2 penalty on Will saves to resist mind-affecting effects. An
Elder Mythos cultist automatically fails any save to resist the
effects of confusion, insanity, and nightmare, and other similar
effects so long as the effect’s caster level is higher than his
character level.

Channel the Void (Su): At 1st level, when an Elder Mythos
cultist channels energy, he taps into the unthinkable void
between the stars. This is similar to channeling negative
energy, but instead of healing undead, this blast of energy
harms and devours living beings, corporeal non-skeletal
undead, and constructs crafted from flesh (such as flesh
golems). This is not negative energy damage; instead,
the damage manifests in the form of wounds from
supernatural deterioration and rot. A creature that would
take damage from this energy can attempt a Fortitude save
to halve the damage, rather than a Will save. At 8th level,
a creature that both fails the Fortitude save and would be
killed or destroyed by this effect is entirely disintegrated,
leaving behind only a trace of fine dust. A disintegrated

creature’s equipment is unaffected. This ability still
counts as channel energy, but it counts as neither
positive nor negative energy specifically (for
example, the Elder Mythos cultist couldn't take
the Turn Undead or Command Undead feat).
For the purposes of feats that require channel
energy but refer to what happens if the character
channels positive or negative energy, this ability
alters the listed effect for negative energy. For
instance, an Elder Mythos cultist could use
Channel Smite to damage living or fleshy
creatures with his melee attack.
This ability alters channel energy and
replaces spontaneous casting.
Maddening Gaze (Su): At 5th level, as a
standard action, an Elder Mythos cultist
 can focus his gaze on a single living
lis, creature within 30 feet and inundate
b, the creature’s mind with visions of
alien horror. The target takes 2
points of Wisdom damage and
becomes confused and sickened
for 1d4 rounds. A successful
Will save (DC = 10 + 1/2 the
Elder Mythos cultist’s cleric level +
his Charisma modifier) negates the
Wisdom damage and the confusion
effect, though the target is sickened
for 1 round. This gaze attack is a



mind-affecting effect. An Elder Mythos cultist can use this
ability once per day at 5th level, plus an additional time per
day for every 3 cleric levels thereafter.

At 11th level, the target takes 1d6+1 points of Wisdom
damage and is confused and sickened for 2d4 rounds. A
successful Will save reduces the Wisdom damage to 1 point,
and the target is instead sickened for 1d6 rounds.

At 19th level, the target takes 2d6 points of Wisdom
damage and is rendered permanently confused and
sickened. Only greater restoration, heal, limited wish, miracle,
or wish can remove the confused and sickened conditions.
A successful Will save halves the Wisdom damage, and the
target is instead sickened for 2d6 rounds.

This ability replaces the increases to channel energy
gained at 5th, 11th, and 19th levels.

NEW DOMAIN

The following domain is available to followers of Azathoth,
Cthulhu, Hastur, Shub-Niggurath, and Yog-Sothoth, as well
as various daemon harbingers. If a domain ability calls for
a saving throw, the DC of the save is equal to 10 + 1/2 the
character’s cleric level + his Wisdom modifier.

Void Domain

Granted Powers: You can call upon the cold darkness
between the stars to gain flight, travel to other worlds, or
summon monsters from beyond to do your bidding.

Guarded Mind (Ex): You gain a +2 insight bonus on saving
throws against all mind-affecting effects.

Part the Veil (Su): At 8th level, you can lace spells you cast
with the raw madness that waits in the outer darkness.
Activating this ability is a swift action that you must use as
you cast a spell that targets a single creature and allows a
Will saving throw to negate or reduce the spell’s primary
effect. If the target fails to resist the spell, the target is also
confused for a number of rounds equal to the spell’s level as
visions of the void cause temporary insanity.

The victim can attempt a new saving throw each round to
end the effect—these additional saving throws apply only
to the additional confusion effect and not to the original
spell effect. Part the veil is a mind-affecting effect. You can
use this ability a number of times per day equal to 1/2 your
class level.

Domain Spells: 1st—feather fall, 2nd—Ilevitate, 3rd—fly,
4th—lesser planar binding, sth—overland flight, 6th—planar
binding, 7th—reverse gravity, 8th—greater planar binding, gth—
interplanetary teleport”™.

NEW SUBDOMAINS

The Void domain has the following subdomains. If a
subdomain ability calls for a saving throw, the DC of the
save is equal to 10 + 1/2 the character’s cleric level + his
Wisdom modifier.
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Dark Tapestry
Associated Domain: Void.
Associated Deities: Azathoth, Cthulhu, Hastur, Shub-
Niggurath, Yog-Sothoth.
Replacement Power: The following granted power
replaces the guarded mind power of the Void domain.
It Came from Beyond (Su) Once per day, when you cast a
summoning spell, any one creature you summon is more
powerful than normal. The creature gains the advanced
creature simple template. If you summon more than one
creature with a spell, only one of the summoned creatures
gains the advanced creature simple template. A summoned
creature that gains the advanced creature simple template
in this manner appears unnaturally deformed or hideous,
bringing with it a whiff of the emptiness of the void. This
ability works only on spells you cast as a cleric—it does
not work on spellcasting abilities gained from any other
spellcasting classes you might have.
Replacement Domain Spells: 2nd—summon monster II,
sth—summon monster V, yth—insanity.

Isolation

Associated Domain: Void.
Associated Deities: Daemon harbingers with the Void

domain.
Replacement Power: The following granted power
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replaces the part the veil power of the Void domain.

Aura of Isolation (Su): As a standard action, you can create a
20-foot aura that causes enemies within to be overcome with
feelings of isolation and loss. Your enemies treat the aura
as difficult terrain, as they become sluggish within its area
of effect. Furthermore, while within the aura, your enemies
cannot provide flanking, nor can they use or benefit from the
aid another action. The aura lasts for a number of rounds
equal to 3 + your Wisdom modifier, but the rounds need not
be consecutive. This is a mind-affecting emotion effect.

Replacement Domain Spells: 4th—crushing despair, 6th—
wall of force, 8th—prismatic wall.

Stars
Associated Domain: Void.
Associated Deities: Azathoth, Cthulhu, Hastur, Shub-
Niggurath, Yog-Sothoth.
Replacement Power: The following granted power
replaces the part the veil power of the Void domain.
The Stars are Right (Su): If you prepare cleric spells while the
stars are visible to you, you can spontaneously cast any of your
Stars subdomain spells by swapping out a spell of an equal
spell level. Casting a Stars subdomain spell while the stars are
visible to you restores an amount of hit point damage equal to
the spell’s level to you; this effect happens as you cast the spell.
Replacement Domain Spells: 2nd—hypnotic pattern, 7th—
sunbeam, gth—meteor swarm.
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DRUID

The natural world is full of beauty, but it is equally a realm

of horror, savagery, and death. Some druids call these darker
places of nature home. They tend to wayward spirits and
venerate the cycle of life and death, as well as seek to control
that cycle themselves through baleful sacrifices, taking life
to give new life.

DEATH DRUID (ARCHETYPE)

Some druids believe that birth and death are the most
important parts of the natural cycle. They focus on
destroying undead and putting troubled souls to rest.
Phantom: A death druid attracts phantoms like a
spiritualist (Pathfinder RPG Occult Adventures 72), though she
focuses her efforts on putting those phantoms to rest. A death
druid is continually attempting to figure out how to send her
phantom to the afterlife (usually by completing the phantom’s
unfinished business as determined by the GM). If she is able
to do so, she gains a new phantom with no additional effort
on her part, sometime during the next week. At 1st level,
she gains the spiritualist'’s phantom and etheric tether class
features; at 4th level, she gains the bonded manifestation class
feature; and at 14th level, she gains the spiritual bond class
feature. She does not gain any of the other spiritualist abilities
related to phantoms. The death druid treats her druid level as
her spiritualist level for these abilities.
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This ability replaces nature bond and wild shape.

Soul Magic: A death druid adds the following spells to
her druid spell list at the given spell levels: o—grave words®4;
1st—sanctify corpse™; 2nd—calm spirit®, false life, ghostbane
dirge®™S, spiritual weapon; 3rd—speak with dead; 4th—speak with
haunt*S, spiritual ally**S; sth—breath of life, call spirit°4, mass
ghostbane dirge**; 6th—circle of death, undeath to death.

This ability replaces nature sense and wild empathy.
Resist Death’s Call (Ex): At 4th level, a death druid gains
a +4 bonus on saving throws against death effects, negative
energy, and energy drain.

This ability replaces resist nature’s lure.

Negative Immunity (Su): At gth level, a death druid is
immune to negative energy and energy drain.

This ability replaces venom immunity.

DEVOLUTIONIST (ARCHETYPE)

Full of simmering hatred toward civilization and those
who dwell within it, devolutionists believe that the world
would be better off’ without any sentient life at all. They
transform intelligent creatures and domesticated animals
into throwbacks to their feral ancestors.

Devolved Companion (Ex): A devolutionist must choose a
devolved humanoid as an animal companion for her nature
bond. Use the stats for an ape animal companion, but at 4th

level, the devolved humanoid doesn't increase to size Large
(it still gains all the other benefits at 4th level).

This ability alters nature bond.

Undomesticate (Su): At 4th level, a devolutionist can spend
1 minute with a willing or restrained domesticated animal to
undo the effects of domestication, transforming it into a wild
animal and causing it to lose any tricks it knew. The animal
no longer recognizes any humanoids as friends or allies
and gladly tears former playmates apart for food. Handle
Animal checks don't work on an undomesticated creature,
though wild empathy does. This ability doesn’t function on
animal companions, special mounts, or the like, and other
exceptional domesticated animals can attempt a Will save
(DC = 10 + 1/2 the devolutionist’s druid level + her Wisdom
modifier) to negate the effect and become immune to it for 24
hours. Though this ability is instantaneous, break enchantment,
limited wish, miracle, or wish can reverse the effects.

This ability replaces resist nature’s lure.

Devolution (Sp): At gth level, a devolutionist can perform a
24-hour ritual to irrevocably transform a humanoid or animal
into a devolved feral state. There is no saving throw, but the
target must be present and stay relatively still for the entire
ritual, which typically requires a willing or restrained target.

An affected humanoid’s Intelligence score is instantly
reduced to 2; its type changes to animal; it loses all
spellcasting and abilities that require intelligence; it can’t
wield manufactured weapons; it gains two claw attacks and
a bite attack (all dealing 1d4 points of damage for a Medium
humanoid or 1d3 for Small humanoids); and it can't use skills
other than Acrobatics, Climb, Escape Artist, Fly, Intimidate,
Perception, Stealth, Survival, and Swim.

An affected animal is undomesticated (see above) if
applicable and then either gains the advanced template, except
without any increases to mental ability scores, or becomes a
dire version of the animal (if a dire version exists and at the
GM’s discretion). The devolved creature starts out friendly
toward the devolutionist, though it typically tries to kill and
devour other sentient humanoids. The devolutionist has no
special empathy or connection with a creature she devolves,
and if it was her animal companion before, it ceases to be so.
The druid can communicate her desires to a devolved creature
using wild empathy. This ability counters and dispels awaken,
and only awaken, miracle, or wish can reverse it.

This ability replaces venom immunity.

LIFE CHANNELER (ARCHETYPE)

Life channelers take the natural cycle to what they believe
is its logical conclusion. By sacrificing the life of a sentient
creature, they can generate energy that guarantees fertility
and prosperity for lower creatures like plants and animals.
These druids preach to flocks who become willing sacrifices,
each serving as a “king” or “queen” for a short time after
being chosen as the next sacrifice.



Alignment: In addition to a druid’s usual alignment
requirements, a life channeler must be of a nongood
alignment. If she becomes good, she can no longer take
levels in the druid class or fill her wicker talismans (see
below), but she otherwise keeps all her abilities.

This alters the druid’s alignment requirements.

Plant Preservation (Su): A life channeler must choose
the Plant domain with her nature bond (she can select the
Growth subdomain if she wishes). When she performs a
coup de grace that kills a sentient humanoid creature (not
a summoned creature), she can do so ritualistically in order
to affect the area centered on the body with the enrichment
version of plant growth. The sacrifice is a death effect.

This ability alters nature bond.

Wicker Talismans (Su): At 4th level, a life
channeler gains a selection of wicker
talismans that can store and convert the life
energy of sentient creatures into the growth, health,
and fertility of plants around her. The life channeler
gains one wicker talisman corresponding
to each level of druid spells she can cast,
starting with 1st-level spells. These talismans
are initially empty, but can hold life energy. When
the life channeler ritualistically kills a creature
with a coup de grace, she can store life energy in
a talisman instead of gaining the plant growth effect.
The creature must be of a CR equal to at least twice
the spell level of the corresponding talisman. For
instance, a CR 8 creature’s life energy could provide
energy for a talisman holding up to a 4th-level spell.
Atalisman is either full or empty; it can’t hold more
than one creature’s life energy. A life channeler
can expend the energy stored in a talisman to cast
her domain spell of the talisman’s level without
expending a spell slot.

Starting at 6th level, a life channeler gathers a
flock of willing sacrifices. This grants her the
benefits of the Leadership feat, except that using
a follower as a human sacrifice with this ability
doesn’t cause the life channeler to take a penalty to
her Leadership score.

This ability replaces wild shape.

Rampant Growth: At 4th level, alife channeler
can enrich the land more than usual with her
sacrifices. When ritually killing a creature with
a coup de grace for the plant growth enrichment
effect or casting plant growth for the enrichment
effect from one of her talismans, the effect has
a range of 1 mile instead of a range of half a
mile. At 8th level, if the sacrificed creature was
at least CR 8, the effect lasts for 3 years instead of
1 year. At 12th level, if the sacrificed creature was at least
CR 12, the effect increases productivity to two-thirds above
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normal, instead of one-third above normal. These effects
stack, assuming the creature is high enough CR.
Stored Life: At gth level, a life channeler gains a third
option when using a coup de grace on a sentient humanoid.
If the victim had a CR at least as high as the life channeler’s
class level, the life channeler can store the creature’s life
energy in her body. She can have the life energy from only
1 creature in her body at a time. While she is storing life
energy, if she would take damage or die from a death effect
or if she would gain negative levels or take energy drain, she
can sacrifice the stored energy to negate the effect without

spending an action.
This ability replaces venom immunity.




INQUISITOR

When true evil threatens the land, some inquisitors cling to

the words of their deities in a direct fashion, using their gods’
holy books as weapons. Others give in to the temptation to
use their foes’ magic against them, delving into witchcraft
in order to combat the darkness that surrounds them and
threatens to extinguish the light.

HEXENHAMMER (ARCHETYPE)

Some inquisitors embrace the dark powers of their
traditional foes, turning such powers toward their own
ends in order to pronounce judgment on those who oppose
them. These inquisitors learn to use the hexes and some
spells of witches, but must pay the price for dealing with
supernatural powers, as they slip ever closer to the
evil they seek to destroy.

Withering Gaze (Su): Hexenhammers
study the effects of a witch’s evil eye, and
can use this dark magic to steel their
gaze in a similar manner. Beginning
at 1st level, whenever a hexenhammer
successfully demoralizes a creature
as a standard action, instead of
applying the shaken condition, she
can apply the effects of the witch
evil eye®*© hex as if she were a 1st-
level witch (save DC = 10 + 1/2 the
hexenhammer’s inquisitor level +
her Wisdom modifier).

This ability replaces monster
lore and stern gaze.

Pride and ©Penance (Ex):
Hexenhammers are deeply conflicted
about their dealings with dark powers.
If a hexenhammer uses a hex or casts a
spell gained from the witch class spell list,
she temporarily loses access to her domain
abilities and her cunning mind bonus until
she undergoes a brief period of penance and
atonement that takes 1 minute of quiet prayer and
contemplation; this atonement doesnt require
any additional cost, and it automatically restores
the lost abilities, regardless of how many times
the hexenhammer uses her dark powers.

If the hexenhammer uses her dark trade
ability (see below) to trade uses of judgment
for hexes, she loses access to her domain
abilities and cunning mind bonus until
the next time she regains her spell slots for
the day.

This ability alters domain.

Cunning Mind (Ex): At 2nd level, a hexenhammer gains
a +2 bonus on saving throws against hexes, curses, spells of
the necromancy school, and spells with the evil descriptor.

This ability replaces cunning initiative.

Hexcrafter (Su): Beginning at 3rd level, a hexenhammer
learns to turn some powers of witches to her own advantage.
She learns either the blight**¢, the misfortune®*<, or the
slumber**¢ hex from the witch’s hex list, and can use that hex
once per day as a standard action, using her inquisitor level
in place of a witch level. If the hex allows a saving throw, the
save DC to resist the hex is equal to 10 + 1/2 the inquisitor’s
level + the inquisitor’s Wisdom modifier.

At 6th level, 12th, and 15th levels, the hexenhammer
learns an additional hex from her available hexes. At gth
level and 18th level, the hexenhammer can use any one
of her hexes one additional time per day. At 12th level,

the hexenhammer adds the

agony**S, nightmares**, and

retribution*¢

major hexes to
her list of learnable hexes.
This ability replaces
teamwork feats.
Dark Trade (Su):

At 3rd level, a
hexenhammer can forgo
the power of her judgments
and succumb to the temptation
of darker powers. She can trade a
daily use of judgment to instead gain an

additional use of one of her hexes.
This ability replaces solo tactics.
_ Witchcraft (Ex): At 5th level and at every 3
_' ) inquisitor levels thereafter, a hexenhammer
™ ) can learn a witch spell in place of a spell
she already knows. In effect, she loses an
old spell in exchange for a new one
selected from the witch class spell
list. The new spell’s level must
be the same as that of the spell
being exchanged, and it
must be at least
1 level lower
than the
highest-level
inquisitor spell
she can cast. The
hexenhammer can swap
out only a single spell at any given
level and must choose whether or



not to swap the spell at the same time she gains new spells
known for the level.
This ability alters the inquisitor’s spellcasting.

LIVING GRIMOIRE (ARCHETYPE)

The living grimoire literally wields the sacred word of his
deity, using his holy tome to smite the foes of his god with
divine might. Unlike most inquisitors, a living grimoire
focuses on careful study of divine scripture, valuing
knowledge over intuition.

Holy Book (Su): At 1st level, a living grimoire forms a
supernatural bond with alarge ironbound tome containing
the holy text of his deity and learns to use it as a weapon.

When wielding the holy book as a weapon, he deals base
damage as if it were a cold iron light mace (but see Sacred
Word below), is considered proficient with the book, takes no
improvised weapon penalty, and gains a +1 bonus on attack
rolls with the book. The tome serves as his holy symbol and
divine focus, and can be enchanted as a magic weapon.

He can replace his bonded tome with another book at any
time, though he must perform a 24-hour binding ritual to
attune himself to the new book.

This ability replaces monster lore.

Spells: A living grimoire must prepare his spells ahead
of time, and can know any number of inquisitor spells. He
uses Intelligence instead of Wisdom as his key spellcasting
ability score (to determine his spell DCs, bonus spells
per day, modifier on concentration checks, and so on),
and to determine the effects and number of uses of his
domain powers.

The living grimoire receives the same number of spell
slots per day as a warpriest of his inquisitor level, and
receives bonus spells per day if he has a high Intelligence
score. He must choose and prepare his spells ahead
of time by choosing a time each day for 1 hour of quiet
contemplation while he studies his holy book.

At 1st level, the living grimoire’s holy book contains all
o-level inquisitor spells plus three 1st-level inquisitor spells
of his choice. He also selects a number of additional 1st-level
inquisitor spells equal to his Intelligence modifier to add to
his holy book. At each new inquisitor level, he gains two new
inquisitor spells of any spell levels he can cast (based on his
new inquisitor level) for his holy book. At any time, he can
learn inquisitor spells from scrolls or other written sources
and add inquisitor spells he finds to his holy book.

This ability alters orisons and spellcasting and replaces
cunning initiative.

Sacred Word (Su): At 1st level, a living grimoire learns
to charge his holy book with the power of his faith. The
inquisitor gains the benefits of the warpriest’s sacred
weapon*“® class ability, but the benefits apply only to
his bonded holy book. Like a warpriest’s sacred weapon,
the living grimoire’s book deals damage based on the
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inquisitor’s level, not the book’s base damage (unless the
inquisitor chooses to use the book’s base damage).
At gthlevel, the living grimoire gains the ability to enhance
his holy book with divine power as a swift action. This ability
grants the holy book a +1 enhancement bonus. For every 4
inquisitor levels the living grimoire has beyond 4th, this
bonus increases by 1 (to a maximum of +5 at 20th level).
These bonuses stack with any existing bonuses the holy
book might have, to a maximum of +5. The living grimoire
can enhance his holy book to have any of the special abilities
listed in the warpriest’s sacred weapon ability, subject to the
same alignment restrictions, but adds bane to the general
special ability list. Adding any of these special abilities to
the holy book consumes an amount of enhancement bonus
equal to the special ability’s base price modifier. The holy
book must have at least a +1 enhancement bonus before the
living grimoire can add any special abilities to it. The living
grimoire can use this ability a number of rounds per day
equal to his inquisitor level, but these rounds don’t need to
be consecutive. As with the warpriest sacred weapon ability,
he determines the enhancement bonus and special abilities
the first time he uses the ability each day, and they cannot be
changed until the next day.
This ability replaces judgment.
Blessed Script (Su): At sth level, a living grimoire can
permanently tattoo one spell of 2nd level or lower from
his holy book onto his body. The tattooed spell cannot
have an expensive material component or focus. The living
grimoire can prepare any tattooed spell without needing
his holy book, and can cast his tattooed spells as a spell-like
ability once per day.
At 8th level, the living grimoire can tattoo one additional
spell of 3rd level or lower upon himself. At 12th level, he
can tattoo one additional spell of 4th level or lower upon
himself, and at 16th level he can tattoo a final additional
spell of any level upon himself.
When the living grimoire uses these spell-like abilities,
the tattooed holy script associated with the spell-like
ability glows as per light for a number of rounds equal to
the spell’s level.
This ability replaces bane, greater bane, second judgment,
and third judgment.
Word of God (Su): At 20th level, a living grimoire can
smite his foes with the holy word of his deity. Up to seven
times per day, the inquisitor can make a single melee attack
with his holy book against a target. If the attack hits, it deals
damage normally and the target must succeed at a Fortitude
save or die (DC = 10 + 1/2 the living grimoire’s inquisitor
level + his Intelligence modifier). Regardless of whether the
save is successful, the target creature is immune to the living
grimoire’s word of god ability for 24 hours. Once the living
grimoire uses this ability, he cant use it again for 1d4 rounds.
This ability replaces true judgment.
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INVESTIGATOR

Investigators who look into abductions, murder, and strange

cults are often all that stands between insensate evil and the
fragile veneer of civilization.

CULT HUNTER (ARCHETYPE)

Cult hunters seek out heretical secret societies, purging their
ideological taint and banishing summoned servants.

Sense Madness (Ex): A cult hunter adds a bonus equal to
1/2 his class level (minimum +1) on Sense Motive checks, or
double that bonus to determine whether a creature suffers
from natural or magical insanity.

This ability replaces trapfinding.

Purify Body and Mind (Ex): At 2nd level, a cult hunter

poisons. This bonus increases to +2 at 5th level
and +3 at 8th level. At 11th level, a cult
hunter who fails a saving throw against
a compulsion or poison can expend 1 use
of his inspiration to reroll the saving throw
(and his inspiration die, if added to the
save). He must accept the result of this
second roll, even if it is worse.

This ability replaces poison resistance
and poison immunity.

Student of the Beyond (Ex): At 2nd
level, a cult hunter gains a bonus equal
to 1/2 his class level on Knowledge and
Spellcraft checks made to recognize
any calling and summoning spells,
portals, rifts, and planar travel.

This ability replaces poison lore.
Ambush Defenses (Ex): At 3rd
level, a cult hunter gains a +1
insight bonus during a surprise
round triggered by his enemies
on Reflex saves and to his AC. This
bonus increases by 1 for every 3
investigator levels beyond 3rd.

This ability replaces trap sense.
Cultic Study (Ex): A cult hunter can
spend 8 hours studying a specific deity
or religion to gain a +1 bonus on Bluff,
Intimidate, Knowledge, Perception,
and Sense Motive checks against
followers of that deity or religion
and against extraplanar creatures.
These bonuses increase by 1 for every
4 investigator levels beyond 4th. If he
studies a new deity or religion, the
bonuses replace the former bonuses.

gains a +1 bonus on saving throws against compulsions and

This ability replaces swift alchemy.

Cult Combat (Ex): A cult hunter’s bonuses on attack and
damage rolls when using studied combat increase by 1
against followers of the cult he chose with his cultic study
ability and decrease by 1 against other targets.

This ability alters studied combat.

Cult Strike (Ex): A cult hunter’s studied strike uses d8s
for the bonus damage against targets that belong to the cult
he’s studied. Against other targets, his studied strike uses
d4s for the bonus damage.

This ability alters studied strike.

Summoning Sense (Su): At 7th level, a cult hunter gains
the benefits of uncanny dodge and improved uncanny
dodge against summoned creatures.

This ability replaces the 7th-level investigator talent.

Extraplanar Expulsion (Sp): At 13th level, a cult hunter can
grant himself the ability to use dispel chaos, dispel evil,

dispel good, or dispel law as a spell-like ability (using

his investigator level as his caster level and his

Intelligence to determine the DCs) by sacrificing

an unused 5th- or 6th-level extract for the day. He
is able to use this ability as many times as he likes,
but only so long as he continues to have unused 5th-
or 6th-level extract slots to expend.

This replaces the 13th-level
investigator talent.

GRAVEDIGGER
(ARCHETYPE)

. Gravediggers pursue long-

g buried mysteries, figuratively

and literally digging wup

the truth and finding answers to secrets only
moldering corpses and dry bones can tell.

Weapon and Armor Proficiency: A gravedigger
is proficient with simple weapons and scythes, and
can fight with gravediggers’ tools such as a shovel
or lantern as if she had the Catch Off-Guard feat.

A gravedigger is proficient with light armor, but not
with shields.

This replaces the investigator’s weapon and
armor proficiencies.

Limited Alchemy: A gravedigger prepares and
uses extracts as an investigator but gains no
other benefits of the alchemy ability. This also
means that a gravedigger can’t take the alchemist
discovery investigator talent or any discovery that

affects or involves alchemy.

This alters alchemy and investigator talents.
Grave Magic (Sp): A gravedigger can sacrifice

unused extract slots of the level given below

or higher to use the following spells as spell-

like abilities, using her investigator level as her caster level



and her Intelligence to determine DCs: 1st—expeditious
excavation**¢; and—calm spirit®4; 3rd—speak with dead; 4th—
rest eternal**C; sth—call spirit®; 6th—undeath to death.

Relic Focus (Su): A gravedigger can form a psychic bond
with a skull or bone that she has personally exhumed
or recovered from a burial site, using it as an occultist
necromancy implement (Pathfinder RPG Occult Adventures
47) and gaining its base focus power. The gravedigger
cannot invest mental focus into the implement and thus
doesn't receive any resonant powers. However, once per
day she can expend one use of inspiration to use any
focus power she knows that has a cost of 1 point of mental
focus (Occult Adventures 47). She can do this an additional
time each day at 3rd level and every 3 investigator levels
thereafter. To activate a focus power that costs more than
1 point of mental focus, the gravedigger can expend that
number of daily uses of this ability (as well as uses of
inspiration) at the same time. In addition, any number of
times per day, she can expend 1 use of inspiration to use
grave words®* as spell-like ability.

This ability replaces trapfinding and trap sense.

Deny Death (Ex): At 2nd level, a gravedigger gains a +2
bonus on all saving throws against death effects and energy
drain. This increases to +4 at 5th level, to +6 at 8th level, and
to +8 at 11th level.

This ability replaces the investigator’s poison resistance
and poison immunity.

Read the Bones (Su): At 2nd level, a gravedigger can
perform object reading as an occultist (Occult Adventures 48),
but only on corpses, bones, and other physical remains.

This ability replaces poison lore.

Focus Talent (Su): A gravedigger can select a focus
power for one of her implements as per an occultist of her
investigator level in place of an investigator talent.

This ability alters investigator talents.

Kill the Dead (Ex): A gravedigger focuses on battling the
undead, and her studied combat and studied strike function
as if she were 2 levels lower against creatures other than
undead (this means she can’t use them at all against such
creatures until 6th level).

This ability alters the investigator’s studied combat and
studied strike.

Grave Lamp (Su): At 4th level, a gravedigger can form
a psychic bond with a lantern, using it as a conjuration
implement in much the same way as she uses her relic focus
as a necromancy implement. She can expend inspiration
to fuel her grave lamp’s focus powers the same number of
times each day as she can for her relic focus (for example,
a Gth-level gravedigger with 6 points of inspiration could
expend up to three uses of inspiration as mental focus for
her relic focus and up to three uses of inspiration as mental
focus for her grave lamp).

This ability replaces swift alchemy.

.
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PROFILER (ARCHETYPE)

Profilers understand the human psyche to an intense degree,
allowing them to predict the criminals they hunt.

Expert Profiler (Ex): A profiler gains a bonus equal to 1/2
his class level (minimum +1) on Sense Motive checks. At
2nd level, he can use inspiration on any Sense Motive check
without expending a use of inspiration, provided he is trained
in the skill.

At3rdlevel, he can attempt to predict a creature’s movements
using his knowledge of the creature’s psychology. He can use
this ability only on a creature familiar to him (for example, a
serial killer whose crimes the profiler has studied will suffice,
even if the profiler hasn't yet identified the serial killer’s true
identity). To do so, he starts from a place where he knows that
the creature has been and why (most often the scene of a crime)
and attempts a Sense Motive check against a DC equal to 40
or to 20 + the creature’s Bluff modifier, whichever is higher,
which the GM rolls in secret. On a failure, the profiler’s guess
about the creatures movements is inaccurate. On a success,
the profiler is able to track the creature’s general movements
as if using Survival to track (though the usual modifiers on
Survival checks to track don’t apply, and this ability allows
her to track a creature using pass without trace or otherwise
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leaving no trail). After at most 1 hour (or sooner if there are
many possible options for the creature to take, at the GM’s
discretion), if the profiler has not yet found further evidence of
the creature’s passing (such as footprints, fingerprints, or any
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other indication that the creature came this way), he loses track
of the creature’s movements; if he does, he can try to guess
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where the creature went next by attempting another check.
This ability replaces trapfinding, poison lore, and trap sense.
Divination Analysis (Su): At 2nd level, a profiler has analyzed
the workings of the mind. His caster level to determine the
duration of his divination extracts increases by 1, and he
gains a +1 bonus on saving throws against divinations. The
increases to caster level and bonus on saving throws increase
by 1 at 5th level and by another 1 at 8th level. At 11th level,
a profiler can expend one use of inspiration to add 1d6 to
the result of a concentration check when using a divination
extract or investigator spell-like ability.
This ability replaces poison resistance and poison immunity.
Blood Sleuth (Sp): At 4th level, a profiler can expend one
use of his inspiration to use discern next of kin*““ as a spell-like
ability. Alternatively, he can expend two uses of inspiration to
use blood biography**© as a spell-like ability.
This ability replaces swift alchemy.
Pack Psychology (Su): At 7th level, a profiler can understand
the way that groups act together, allowing him to exploit the
vulnerabilities in their attacks. A profiler can't be flanked by
creatures with an Intelligence score and he gains a +1 bonus
to his AC against such creatures when they would otherwise
flank him, as he plays their movements against each other.
This ability replaces the investigator talent at 7th level.
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KINETICIST

Kineticists are suffused with power outside their control,

and these chaotic elements can lead them to horrifying
fates. Sometimes, the surging powers of the elements break
a kineticist’s mind, and other times, a kineticist chooses to
end the lives of the innocent in order to protect herself from
the consequences of her actions.

DARR ELEMENTALIST (ARCHETYPE)

Some kineticists who are loathe to suffer the consequences
of channeling their power study the darkest esoteric
energies of the planes and use souls to fuel their occult
might. The spiritual tortures these dark elementalists
inflict upon their victims’ souls are horrifically selfish acts
on par with the actions of daemons.

Alignment: Since harming souls is a wicked act, a dark
elementalist must be of an evil alignment. If she becomes
nonevil, she can't use any of her dark elementalist abilities
other than dark studies, though she can still use her other
kineticist class features.

Dark Studies: A dark elementalist’s base Will save bonus
from the kineticist class is equal to 2 + 1/2 her kineticist level,
and her base Reflex and Fortitude save bonuses are equal
to 1/3 her kineticist level. She gains all Knowledge skills as
class skills.

A dark elementalist uses her Intelligence modifier instead
of her Constitution modifier to determine her damage with
wild talents, the DCs of Constitution-based wild talents, the
durations of wild talents with Constitution-based durations,
her bonus on concentration checks for wild talents, and any
other Constitution-based effects of all her wild talents.

This alters the kineticist’s class skills and base saving
throws and the key ability score of wild talents.

Soul Power: A dark elementalist uses the souls of others
to protect herself from the dangers of burn. She can’t choose
to accept burn if doing so would raise her total number of
points of burn above 3. However, a number of times per day
equal to her Intelligence modifier, as a full-round action she
can gather up the soul of a sentient creature with a CR equal
to or higher than her character level, as long as that creature
died in the past minute. When she does, some of her existing
burn is unloaded into the departing soul, racking it with
unspeakable torment, but reducing her current burn total
by 1 point. A soul used in this way cannot be brought back
to life as if it died of a death effect. Using a soul like this
doesn’t heal the nonlethal damage from that point of burn
immediately, but does enable the dark elementalist to heal
the nonlethal damage from that point of burn normally.

At 6th level, racking a soul in this way forces anyone trying
to bring the creature back to life to succeed at a caster level
check (DC = 10 + the dark elementalist’s kineticist level) or

the attempt fails. At 11th level, even if the creature returns
from the dead, its soul is so damaged by the agony that it
takes 2d6 points of Wisdom damage (or 3d10 points of sanity
damage if using the sanity system found on page 12). At 16th
level, the soul is destroyed in the process, and the creature
can be restored only by a miracle or wish.

A dark elementalist gains attack and damage bonuses
from elemental overflow based on how many times that day
she has used soul power to rack a soul, rather than based
on her current burn total. For instance, a gth-level dark
elementalist who used soul power to rack three or more
souls during the course of the day would add a +3 bonus
on attack rolls and a +6 bonus on damage rolls. A dark
elementalist does not gain size bonuses to physical ability
scores or a chance to ignore critical hits and sneak attacks
from elemental overflow.

This ability alters burn and elemental overflow and
replaces internal buffer.

PSYCHORINETICIST (ARCHETYPE)

While most kineticists channel elemental power through
their bodies, rare kineticists, such as elemental ascetics,
overwhelming souls, and psychokineticists channel such
power through their minds. Psychokineticists lack an
overwhelming soul’s strong spirit, and so this energy ravages
their minds but unleashes power locked in their ruptured
emotions. Sometimes a psychokineticist inadvertently
unleashes his power when he experiences an outburst of
strong emotion, potentially making a psychokineticist an
outcast or even an accidental killer.

Emotional Intensity (Ex): A psychokineticist uses his
Wisdom modifier instead of his Constitution modifier
to determine his damage with wild talents, the DCs of
Constitution-based wild talents, the durations of wild
talents with Constitution-based durations, his bonus
on concentration checks for wild talents, and other
Constitution-based effects of all his wild talents.

He can’t use any of his wild talents whenever he would
be unable to use a spell with an emotion component (see
page 144 of Pathfinder RPG Occult Adventures), and if he ever
gains immunity to charm, compulsion, emotion effects
(even if such immunity extends only to a subcategory of
these effects like fear effects or compulsion effects from
creatures of certain alignments), he loses all his kineticist
abilities. This includes effects that he previously activated
that normally last until the next time his burn is removed,
like elemental defenses, though he still keeps all his
penalties from burn. He can always choose to ignore such
immunities when he would normally gain them, even if
they are granted by another class feature (such as the
paladin’s aura of courage), but once he decides whether
or not to ignore an immunity he would have gained, the
choice cannot be changed.



A psychokineticist adds Sense Motive to his list of class
skills and gains Psychic Sensitivity®* as a bonus feat.

This ability alters the kineticist’s class skills and the key
ability score of wild talents.

Mind Burn (Ex): A psychokineticist’s mind strains when he
overtaxes himself. He takes a—2 penalty on Will saves, Wisdom
checks, and Wisdom-based skill checks for each point of burn
he has accepted, rather than taking nonlethal damage from
burn. He can accept an amount of burn equal to his Wisdom
modifier (rather than 3 + his Wisdom modifier). Otherwise,
his burn works just like a normal kineticist’s.

This ability alters burn.

Mental Overflow (Ex): A psychokineticist’s elemental
energy sends strange elemental humors and planar echoes
through his brain instead of reshaping his body with matter
from his element. Instead of gaining size bonuses to physical
ability scores from elemental overflow, he gains alchemical
bonuses to his mental ability scores in equal amounts (a +2
alchemical bonus to two mental ability scores at 6th level
if he has at least 3 points of burn; a +4 alchemical bonus to
one mental ability score and a +2 alchemical bonus to the
other two at 11th level if he has at least 5 points of burn;
and a +6 alchemical bonus to one mental ability score, a
+4 alchemical bonus to another, and a +2 alchemical bonus
to the last at 16th level if he has at least 7 points of burn).
A psychokineticist doesn’t gain a chance to negate
critical hits and sneak attacks based on his burn. “\'
Otherwise, his elemental overflow works just like a
normal kineticist’s.

This ability alters elemental overflow.

UTILITY WILD TALENTS

ELEMENTAL WHISPERS

Element universal; Type utility (Su); Level 1; Burn 0

You form a friendship with a fragment of your element.

The element speaks back to you empathically, like a

familiar. Pick a type of creature usually allowed as a familiar
when you gain this wild talent. You gain the Alertness feat
and the special abilities granted by a familiar of that type. As a
standard action, you can give the voice of the element the body
of such a creature, using elemental matter of the appropriate
element within 30 feet. As long as you concentrate, the
familiar can take actions as a normal animal of its type, and

it can move any distance away from you, though if it takes
any damage or you cease concentrating, it returns to your
mind. You lose Alertness while the familiar is manifested in
this way. The familiar gains abilities as usual for a familiar

of its type, though it never gains the ability to speak with
animals of its kind.

When most people talk to the flames, others call them B
mad. The following utility wild talents allow the E
elements to speak back, after a fashion. '
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ELEMENTAL WHISPERS, GREATER

Element universal; Type utility (Su); Level 3; Burn 0
Prerequisite elemental whispers

Your friendship with the elements has grown. You gain your
choice of a wysp® or Small elemental of your primary element
as an improved familiar, without needing to meet any of the
usual prerequisites for gaining such a familiar. Unlike with
elemental whispers, this improved familiar acts in all ways like -
a familiar: it's always manifested, it has hit points equal to 1/2
your own, and so on. You no longer receive the familiar benefits
from the original creature you selected. If your improved familiar
dies, you can still contact its voice in your mind and gain the
Alertness feat, but you can’t cause it to manifest. If you pay the
usual costs for replacing a familiar, you manifest a new form for
your elemental friend.

v
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MEDIUM

Some mediums channel dark legendary spirits that bestow

sinister and malevolent abilities.

LEGENDARY SPIRITS

Gaining the ability to channel one of the following legendary
spirits involves performing a certain deed, swearing an
oath, and succeeding at an ability check (DC = 10 + 1/2 the
medium’s level). If the medium breaks the oath, the spirit
will no longer answer when he calls. If the medium attempts
to call another spirit of the legendary spirit’s legend, the
legendary spirit similarly departs forever. A legendary spirit
grants new abilities but otherwise uses the same rules as
the original legend. For instance, the Butcher replaces
the favored locations, taboos, lesser spirit power, and
intermediate spirit power from the champion spirit but still
uses the champion’s spirit bonus, seance boon, influence
penalty, greater spirit power, and supreme spirit power.

Butcher (Champion)

The Butcher is a spirit of blood, violence, murder, and pain.
Gaining Favor: To gain the Butcher’s favor, you must deal a
total number of hit points of bleed damage equal to twice your
medium level to two dozen non-mindless living creatures,
inflicting as much pain and suffering as possible. You must
next vow to never use the Heal skill or magical healing to heal
or treat another creature, then succeed at a Strength check.
Favored Locations: Abattoirs, battlefields, execution sites.
Taboo: If you accept a taboo while channeling the Butcher,
you must not attack with bludgeoning weapons in combat and
must never deal nonlethal damage. You must also kill all your
defeated foes in combat, although you can accept surrender
or take prisoners for the purpose of torturing and then killing
those prisoners later (but before the Butcher departs).
Bladesharp (Lesser, Ex): You gain proficiency in all
slashing martial weapons and the spiked chain. Any slashing
weapon or spiked chain you wield gains the deadly weapon
special quality (Pathfinder RPG Ultimate Equipment 22) and on
a critical hit deals an amount of bleed damage equal to the
weapon’s critical multiplier — 1.

Bloodletter (Intermediate, Ex): The Butcher enhances
a single slashing weapon or spiked chain, allowing you to
add the keen, mighty cleaving, or wounding special abilities
to the weapon when you wield it. As a swift action, you can
allow the Butcher to gain 1 point of influence over you to
make that weapon vorpal until the end of your turn, though
the vorpal special ability doesn’t work with abilities that let
you choose the result of your dzo roll. Each time you kill a
creature whose CR is greater than your medium level with
this vorpal special ability, the butcher gains an additional
point of influence over you.
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Deceiver (Trickster)
The Deceiver is the prince of prevarication.

Gaining Favor: To gain the Deceiver’s favor, you
must successfully lie to 100 different sentient creatures,
convincing each one of a different lie that somehow leads
to its death or other great misfortune. You must then vow to
never make a truthful statement, except to answer a question
whose answer is clearly already known to the asker (such as
the color of the sky), and succeed at a Charisma check.

Spirit Bonus: When you channel the Deceiver, your spirit
bonus applies to Charisma checks, Charisma-based skill
checks, and Will saves against compulsions and divinations.

Favored Locations: Bordellos, courtrooms, gambling
dens, taverns.

Skilled Deceiver (Lesser, Ex): You add 1/2 your medium
level (minimum 1) as a bonus on all Bluff checks.

Shift Blame (Greater, Ex): When you provoke an attack
of opportunity from a given enemy, you can divert that
attack of opportunity to another target of your choice
within the attacker’s reach. Afterward, the foe whose attack
you diverted becomes immune to this ability for 24 hours.
When you target a creature with a spell, spell-like ability, or
supernatural ability, or when you fail a Bluff, Diplomacy, or
Intimidate check, you can allow the Deceiver to gain 1 point
of influence over you to make the target believe another
creature adjacent to you created the effect or attempted to
lie to, convince, or bully the target.

Heretic (Hierophant)
The Heretic warps the faith of a good deity.

Gaining Favor: To gain the Heretic’s favor, you must first
pervert the worship of a congregation of worshipers of a
good deity to evil. You must then vow to corrupt, debase, and
violate the worship of that deity and never perform a truly
altruistic act, and finally succeed at a Charisma check.

Spirit Bonus: When you channel the Heretic, your spirit
bonus applies to Charisma checks, Charisma-based skill
checks, and Will saves.

Seance Boon: For the purpose of spells and effects that
have an effect based on which deity you worship, you count as
worshiping the deity chosen in your vow. For the purpose of
divinations, your alignment is the same as the deity’s, and you
have an aura corresponding to that deity’s alignment as if you
were a cleric of that deity. This doesn’t alter other effects based
on alignment, like smite evil.

Favored Locations: Hidden shrines, repositories of dark
knowledge, sacrificial altars, temples.

Heresy (Lesser, Su): This functions as the divine surge
lesser spirit power but you gain the following inquisitor
spells at the indicated spell levels, instead of selecting a set
of cleric spells each day: o—guidance; 1st—divine favor,; 2nd—
castigate**®; 3rd—terrible remorse™; gth—reprobation™; s5th—
mass castigate*®; Gth—overwhelming presence™. Whenever



you use your spirit surge on a skill check or ability check to
convince or trick someone into perverting his faith in the
good deity you chose with your vow, the Heretic is pleased
and does not gain the usual point of influence over you.

False Font (Intermediate, Su): You gain the effects of the
energy font intermediate spirit power, but you must match
the faith you chose to pervert, meaning that you always
channel positive energy and add cure spells.

Stolen Grace (Greater, Su): When a member of your chosen
faith who believes that you are a member of that faith’s clergy
requests you to cast a cleric spell of a spell level you can cast,
you can allow the Heretic to gain 1 point of influence over you
and expend a spell slot of the appropriate level to cast the spell.

Lich CArchmage)
The Lich is a spirit of power over death and the undead.

Gaining Favor: To gain the Lich’s favor, you must research
fragments of how to create a personal phylactery and then
outline a plan for lichdom. This requires spending 2 months
visiting libraries and sites of necromantic power, followed by
a successful Intelligence check. You must then vow to never
destroy an intelligent undead creature, even if it attacks you
first (though it is perfectly acceptable to control it with magic).

Seance Boon: You gain a +4 bonus on damage rolls with
your necromancy spells.

Favored Locations: Battlefields, graveyards, tombs.

Taboos: If you accept a taboo while channeling the Lich,
you must not use beneficial spells on living creatures (except
yourself if you are a living creature).

Necromantic Arcana (Lesser, Su): This functions as the
archmage arcana lesser spirit power, except you gain the
following spells at the indicated spell levels (even if they are
not the usual spell levels for the sorcerer/wizard spell list),
instead of selecting them each day: o—bleed; 1st—chill touch;
2nd—command undead; 3rd—animate dead; 4th—enervation;
sth—magic jar; Gth—create greater undead.

Lesser Lichdom (Greater, Su): In order to benefit from
this power, you must have a proto-phylactery that costs
you 10,000 gp to create (if you continue with the process of
lichdom, you can upgrade this to a true phylactery by paying
the difference in cost). If you die while channeling the Lich,
you return from the dead in 1dio days, reforming around
the proto-phylactery and gaining 1 permanent negative level
(as if subject to the resurrection spell). This process consumes
the proto-phylactery. If you are already a lich, you can
instead create a backup phylactery for 10,000 gp, at which
you reform if your normal phylactery is destroyed. This
consumes the backup phylactery.

Terminator (Guardian)
The Terminator is a stoic spirit of relentless death.

Gaining Favor: To gain the Terminator’s favor, you
must engage in over 1 hour (6oo combat rounds) of actual

S .

ARCHETYPES AND CLASSORTIONSESE2

&

— =T

life-or-death battle in the same day, refusing to cease
because of either fatigue or mercy. In addition to the battles
themselves, this requires a Constitution check. If you succeed,
you must swear an oath to never retreat from combat and to
eschew all mercy, always killing unconscious, captured, or
surrendered foes, regardless of extenuating circumstances.

Favored Locations: Arenas, fortifications under siege,
places of violence.

Bloodless (Lesser, Su): You automatically stabilize when at
negative hit points, and you are killed only if your negative
hit point total exceeds double your Constitution score. In
addition, you can allow the Terminator to gain 1 point of
influence over you to automatically end any bleed or blood
drain effect or effect with the pain“™ descriptor. Doing so is
not an action, so you can do this even if you are unconscious.

Emotionless Killer (Intermediate, Su): You are immune to
emotion™ effects, including fear, but you can’t benefit from
morale bonuses or bardic performances.

Warmonger (Marshal)

The Warmonger is a spirit of unbridled strife, inspiring others
to throw their lives away in pursuit of hatred and vengeance.

Gaining Favor: To gain the Warmonger’s favor, you must
intentionally incite a war or blood feud between two groups
(which could be nations but don'’t have to be) that results
in at least 36 deaths. You must then swear an oath to never
allow quarter or truce or to compromise with those who will
not meet your demands, and succeed at a Charisma check.

Favored Locations: Barracks, battlefields, fortresses,
throne rooms.

No Mercy (Lesser, Su): You can use spirit surge on your own
attack rolls or those of allies within 30 feet who participated
in your seance, as long as you have line of sight and line
of effect. You can also use your spirit surge when an enemy
takes an action that would provoke an attack of opportunity
from you or such an ally who threatens that enemy. If you do
so, you or an ally of your choice who threatens that enemy
can make an attack of opportunity and add your spirit surge,
and that attack of opportunity does not count against your
normal limit for the round or your ally’s. When you use a
spirit surge on an attack roll and the attack hits, the spirit
surge benefit also applies to the damage roll.

Warmonger's Way (Intermediate, Su): Add the following
spells of spell levels you can currently cast to your list of
spells known of those levels: 1st—command, murderous
command”™; 2nd—rage, tactical acumen’<; 3rd—confusion, fear;
4th—Dbattlemind link™, song of discord. You can also use your
spirit surge on concentration and caster level checks when
you cast these spells.

Inspiring Call (Greater, Su): You gain the marshal’s
intermediate spirit power of the same name, but you can
activate it as a move action. This improves to a swift action
if you have the legendary marshal legendary spirit power.
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MESMERIST

Mesmerists delight in bending others’ minds to their whims.

DREAMSTALKER (ARCHETYPE)

Many mesmerists concentrate their studies on conscious,
rational thought, but dreamstalkers instead delve into the
unleashed unconscious mind that wanders free in dreams.
Dreams of Pain: A dreamstalker’s painful stare deals
nonlethal damage.

This ability alters painful stare.

Somnomancer: At ist level, a dreamstalker gains the
slumber®*® hex. The dreamstalker’s effective witch level
is equal to her mesmerist level, and she can activate them
only by expending two daily uses of mesmerist tricks. The
save DCs for her hexes are Charisma-based. She can take
certain additional hexes in place of mesmerist tricks,
selecting nightmares** or vision**¢ at 10th level
and higher, or eternal slumber**¢ at 18th level
and higher.

When she would normally gain a

new mesmerist trick, she can learn

additional spells instead. Each

time she does so, she adds two

of the following spells of a level

she can currently cast to her list
of spells known: 1st—oneiric
horror®4, sleep; 2nd—detect
mindscape®, greater oneiric
horror4, instigate psychic
duel®®; 3rd—deep slumber,
minor dream®; 4th—create
mindscape®, dream, forgetful
slumber**®, mindscape door®4,
sleepwalkARe,
suggestion (see page 127);
sth—cloak of dreams, dream
council®®, dream scan®®, symbol of sleep, waves
of fatigue, 6th—dream travel®, greater create
mindscape®®, waves of exhaustion.

This alters mesmerist tricks and
replaces the 1st-level mesmerist trick.
Sleepless (Ex): At 2nd level, a
dreamstalker gains immunity to

sleepwalking

sleep effects and a bonus equal to
her Charisma bonus on saving throws
against fatigue and exhaustion. She loses
both benefits when under an effect that
would prevent her from providing an
emotion component (Pathfinder

RPG Occult Adventures 144).

This replaces towering ego.

Touch of Night (Su): A dreamstalker can’t remove shaken,
frightened, sickened, cowering, nauseated, or panicked
conditions using her touch treatment. However, she can
remove fatigue or magical sleep (other than hard-to-remove
magical sleep such as the eternal slumber**© hex) as a minor
condition, staggered as a moderate condition, and exhausted
as a greater condition. As normal, removing fatigue or
exhaustion only removes the condition, not the underlying
cause, such as lack of sleep.

This ability alters touch treatment.

Dreamwalker (Su): At sth level, a dreamstalker treats
dreamscapes as a favored terrain, as per the ranger ability,
gaining a +2 bonus that increases by 2 every 4 mesmerist
levels after sth. While in a dreamscape, she also treats any
creature from the Dimension of Dreams (including dreamed
figments) as her favored enemy, with a bonus equal to 1/2 her
favored terrain bonus.

This ability replaces manifold tricks.

Traumatic Spell: At 11th level, a dreamstalker gains
Traumatic Spell® as a bonus feat.
This ability replaces glib lie.

GASLIGHTER
(ARCHETYPE)

A gaslighter takes joy in others’ suffering,
delighting in driving them to madness.
Alignment: A gaslighter must be of an evil
alignment. A gaslighter who becomes nonevil

cannot gain new levels as a mesmerist but

retains all his class abilities.

Consummate Cruelty: A gaslighter
gains a bonus equal to 1/2 his mesmerist
level (minimum 1) on Intimidate checks. A

gaslighter can take Improved Dirty
Trick®”® and Greater Dirty Trick**¢
without having Combat Expertise

or an Intelligence score of

13. He can also ignore those

two prerequisites for
other feats that have

Improved Dirty Trick

or Greater Dirty Trick as
a prerequisite.

This ability replaces
consummate liar.

Horrid Mask (Su): At 3rd level, as

a standard action, a gaslighter can
implant a maddening phantasm in

the mind of the target of his hypnotic
stare, causing the target to perceive its own
reflection as corrupted in some disturbing
way. This is a mind-affecting fear effect, and there

is no saving throw. The target is simultaneously captivated



and horrified by the sight of its own reflection, and in any
round in which the target can see itself in a mirror within
30 feet, the gaslighter can trigger his painful stare against the
target without dealing damage. This is a gaze attack, and the
creature can avert its eyes to attempt to avoid it. Any creature
holding a visible mirror that attempts to demoralize the target
can choose to add the gaslighter’s Charisma modifier to its
Intimidate check instead of its own. Horrid mask lasts until
that particular hypnotic stare ends (often when the target
moves away from a mirror). The gaslighter can use this ability
anumber of times per day equal to 3 + his Charisma modifier.

This ability replaces touch treatment (minor) and alters
painful stare.

Phantasmal Force (Su): At 6th level, a gaslighter can force the
target of his horrid mask ability to recoil from its reflection.
Whenever the gaslighter uses horrid mask, if an affected
target begins its turn adjacent to a mirror, it must succeed at
aWill save (DC =10 +1/2 the gaslighter’s mesmerist level + his
Charisma modifier) or be compelled to either flee from the
mirror (or the creature holding it) to beyond 30 feet or attempt
to destroy the mirror (or the creature holding it). This is a gaze
attack, and the target can attempt to avert its eyes.

This ability replaces touch treatment (moderate).

Phantasmal Foes (Su): At 10th level, a gaslighter can spend
one use of his horrid mask ability as a standard action to
convince the target of his hypnotic stare that it is surrounded
by foes only it can see. The target is treated as flanked for any
melee attacks against it until the hypnotic stare ends. The
gaslighter can use either this ability or horrid mask during
a particular hypnotic stare, but not both at once. This is a
mind-affecting fear effect.

This ability replaces touch treatment (greater).

Corrosion of Sanity (Su): At 14th level, whenever a creature
fails its initial saving throw against a gaslighter’s single-
target mind-affecting effect, the target also takes 1 point of
Wisdom damage. This has no effect on abilities that don’t
allow a saving throw or affect multiple targets or an area. If
using the sanity system (see page 12), the target takes 2 points
of sanity damage instead.

This ability replaces touch treatment (break enchantment).

HATE-MONGER (ARCHETYPE)

Hate-mongers are xenophobic and judgmental rabble-
rousers who whip up mobs against enemies real or imagined.
Alignment: A hate-monger must be of a nongood
alignment. A hate-monger who becomes good cannot gain
new levels as a mesmerist but retains all his class abilities.
Mental Manipulator (Ex): A hate-monger masters a broad
repertoire of emotional corruption. At 1st level, he adds one
spell from the 1st-level spells below to his spells known. When
he would gain a new mesmerist trick, he can learn additional
spells instead, adding two of the following spells of a level he
can currently cast to his spells known: 1st—cause fear, compel
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hostility"S, delusional pride™, demand offering®®, forbid action™,
lesser confusion, murderous command™, scare, sow thought**%
2nd—aversion®, paranoia®, rage, unadulterated loathing”™; 3rd—
confusion, crushing despair, curse of disqust”™, fear, instant enemy**<,
malicious spite”™, smug narcissism"™, spite*S; sth—envious urge”™,
feast on fear*®S, greater forbid action”™, modify memory, utter
contempt™; sth—foe to friend**S, foster hatred®*, song of discord,
repress memory®®, unwilling shield**¢, vengeful outrage”™; 6th—
eyebite, insanity, overwhelming presence”™, symbol of persuasion.
When he casts a spell he learns in this way, he increases
the duration as if his caster level were 1 higher. Starting at
sth level, the save DC is increased by 1 for creatures of his
favored enemy type.
This ability replaces consummate liar and alters
mesmerist tricks.
Insidious Hatred (Su): At 3rd level, a hate-monger can sow
hatred and strife under the pretense of assisting others. He
can use his touch treatment only on others, but as part of
the action of using touch treatment, he can cast any targeted
spell from the mental manipulator list that does not have
a range of “personal” and has a casting time of 1 standard
action or less, targeting only the creature that receives his
touch treatment. That creature doesn’t realize the hate-
monger has cast a spell, and considers any manifestations
to be part of the touch treatment. Other creatures notice as
normal. The target creature takes a —2 penalty on its saving
throw and to its spell resistance against the spell.
This ability alters touch treatment.
Xenophobe (Ex): At s5th level, a hate-monger can choose
one favored enemy, as per the ranger class feature. His
favored enemy bonus begins at +2 and increases by 2 for
every 4 mesmerist levels after sth, but he does not gain
additional favored enemies. His favored enemy bonus also
applies on Intimidate checks against his favored enemy.
This ability replaces mental potency and manifold tricks.
Out for Blood (Ex): At 7th level, when a creature takes extra
damage from the hate-monger’s painful stare, it also takes
1 point of bleed damage (or 1 point of bleed damage per
1d6 points of damage dealt by the painful stare if the hate-
monger damages the target himself). This bleed damage
does not stack with itself or other sources of bleed damage.
This ability replaces the yth-level bold stare.
Insidious Emotions (Su): At 11th level, the power of a hate-
monger’s psychic hold becomes more difficult to detect
or to break. The DC of Sense Motive checks to notice if a
creature is under the effects of his enchantments with the
emotion"™ descriptor increases by 5 (if he also has the Subtle
Enchantment" feat, the effects stack), as does the DC to
identify his emotion spells. Magical divinations can detect
his emotion effects only if the caster succeeds at a caster
level check (DC = 11 + the hate-monger’s mesmerist level)
as if the affected creatures were the subject of nondetection.
This ability replaces glib lie.
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OCCULTIST

Some occultists specialize in using the belongings of the

restless dead or talismans that ward reality against the
strange geometries of the beyond.

HAUNT COLLECTOR (ARCHETYPE)

Haunt collectors use items haunted by their former owners
to create ghostly presences imbued with psychic power.
Possessed Possessions (Su): At 2nd level, and every 4
occultist levels thereafter, when the haunt collector chooses
an implement school he doesn’t already know, instead of
using implements as normal for that school, he can gain
access to a haunted implement—a powerful, spirit-possessed
item collected during his travels. When he selects a haunted
implement, he forsakes the resonant power from the item’s
implement group and instead selects a spirit from the
medium’s list of spirits (Pathfinder RPG Occult Adventures 33),
gaining that spirit’s seance boon in place of the resonant
power. He can also call upon the implement’s haunting entity
as a swift action to temporarily gain bonuses on all checks
associated with the selected legendary spirit’s spirit bonus for
1 round. This spirit bonus is equal to 1/2 the amount of mental
focus invested in the implement, to a maximum bonus of 1 +1
for every 4 occultist levels the haunt collector has. He can call
upon this spirit bonus a number of times per day equal to the
amount of mental focus invested in the implement, though
invoking it doesn’t expend any mental focus. Once the spirit
type is selected for an implement, it cannot be changed.

This ability alters implements.

Hauntist (Su): At 5th level, a haunt collector with at
least one haunted implement gains the medium’s haunt
channeler class feature (Occult Adventures 31), with an effective
medium level equal to his occultist level — 2.

This ability replaces aura sight.

Spirit Speaker (Sp): At 8th level, a haunt collector with at
least one haunted implement can commune with the spirits
once per day. By holding a seance for 10 minutes, he can ask
questions of a destroyed undead or a neutralized or destroyed
haunt. To use this ability on a corporeal undead, the haunt
collector must have the creature’s head in his possession. For
a haunt or incorporeal undead, this seance must be held in
the haunt’s location or where the incorporeal undead was
destroyed. Treat this ability as speak with haunt*“ or as speak
with dead (but affecting only destroyed undead rather than
only corpses), using the haunt collector’s occultist level as the
caster level. He can perform this seance one additional time
per day at 12th level, and again at 16th level and 20th level.
This ability replaces outside contact.

Extricate Haunt (Su): The haunt collector can temporarily
exorcise his haunted implements’ possessing entities to
spontaneously create phenomena similar to haunts and

imbue them with spells the occultist knows. As a full-round
action that provokes attacks of opportunity, the haunt
collector expends 1 point of mental focus to extricate an
implement’s spirit and infuse an adjacent square with its
ghostly presence while granting it the power to deliver
a spell from the implement’s associated school (whose
range is touch or greater) on the haunt collector’s behalf.
This action consumes the spell just as if it had been cast,
but the energy is held in check by the created haunt until
triggered by conditions set forth by the haunt collector. The
conditions needed to trigger the haunt’s spell effect must be
clear, although they can be general, using the guidelines of
the magic mouth spell. The haunt is stationary, and once the
conditions for the trigger are met, the spell is discharged
normally, though it now originates from the haunt’s square.

The haunt itself is an invisible, incorporeal, spectral force,
similar to a stationary unseen servant with an undead aura for
the purposes of spells such as detect undead. It has a number
of hit points equal to the double the level of the spell used
to create it + the occultist’s Intelligence modifier. If triggered
during the same combat it is created, the haunt acts at initiative
count 10; otherwise, when the trigger occurs, the haunt
initiates combat and acts at initiative count 10 on the surprise
round. Other creatures must succeed at a Perception check
(DC = 10 + the haunt collector’s occultist level) to act in the
surprise round. The haunt can be damaged by positive energy
and anything else that can harm haunts, and if destroyed
before it is triggered, it dissipates harmlessly. If the haunt is
destroyed, it does not reform in its haunted implement until
the occultist next invests his implements with mental focus.
If the haunt doesn't trigger before the occultist next invests
his implements with mental focus, the haunt dissolves at that
point and reforms in its haunted implement.

The haunt collector can use this ability a number of times
per day equal to 1 + his Intelligence modifier. While a haunting
presence is extricated from its implement, the haunt collector
does not receive the benefit of the implement’s seance boon,
nor can he call upon the implement’s spirit bonus or use its
focus powers, though he can still cast spells associated with
the implement without penalty. If the spell is discharged
successfully (rather than the haunt being destroyed), the
spirit’s presence returns to the haunt collector’s implement
the following round, and the seance boon and spirit bonus
abilities are again available to the haunt collector.

At 12th level, the haunt collector can create a free-roaming
haunt by expending an additional point of mental focus,
granting it a fly speed of 10 feet with good maneuverability,
which allows it to change locations or seek targets, under the
restrictions for trigger conditions as outlined above. If the
haunt wanders beyond medium range (measured from the
haunt collector’s current position), it is instantly destroyed.

At 16th level, the haunt collector can extricate an
implement’s spirit as a standard action.



This ability replaces magic circles, binding circles, and
fast circles.

TALISMAN CRAFTER (ARCHETYPE)

Talisman crafters specialize in the creation of seals,
constructing master talismans to use as implements and
inscribing wards with esoteric geometry.

Talismanic Implements (Su): The talisman crafter doesn’t
gain normal implements; rather, after refreshing her mental
focus, she spends 1 hour crafting a number of small master
talismans out of cast metal, parchment, wax, or wood,
inscribing them with esoteric seals and investing them
with power to serve as her implements for casting occultist
spells of the schools she knows. The talisman crafter selects
schools as normal (two at 1st level and an additional one at
2nd level and every 4 occultist levels thereafter). She creates
one master talisman for each implement school she knows,
unless she selected that implement school multiple times,

in which case she needs one master
talisman per time she has selected
that school. The talisman crafter
splits her mental focus among
the schools she knows and
generic focus as normal.

This ability alters implements.

Spellbound Talisman (Su): At 2nd
level, a talisman crafter can inscribe
spellbound talismans in addition to her
master talismans, infusing small tokens
she crafts with psychic spells she knows
that normally affect one or more target
creatures (but not spells that target the
caster, spells that affect an area, spells
that create effects, or other such spells).
When the occultist infuses a talisman with one
of her spells, she expends the spell slot just as if
she had cast the spell and expends any material
components necessary. The talisman crafter
can hurl this prepared talisman as a standard
action that provokes an attack of opportunity
and that requires the same thought and
emotion components (Occult Adventures 144)
as the original spell. Even if she can normally
throw objects without provoking an attack
of opportunity, throwing a talisman still
provokes an attack of opportunity unless
she also succeeds at a concentration check
to cast defensively. The thrown talisman
has a range of 20 feet, and the occultist
must succeed at a ranged touch attack
to hit her target. If she hits the target,
the spell affects it normally, and the
creature receives the normal saving
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throw (if any) against the spell effect. This allows the
talisman crafter to deliver touch spells at range through
the spellbound talisman. Alternatively, the talisman crafter
can touch the talisman to a target creature as a melee touch
attack (for a willing target, she automatically hits); this
attack doesn't provoke an attack of opportunity as long as
she succeeds at a concentration check to cast defensively. If
an inscribed talisman’s spell would normally target more
than one creature, its DC increases by 2.

Only a talisman crafter can activate her spellbound
talismans. Once created, a spellbound talisman remains
potent until the next time the talisman crafter regains
spell slots before losing its magic. Inscribing a spellbound
talisman in this manner takes 1 minute of work.

This ability replaces magic item skill and object reading.

Shared Talisman (Su): At 4th level, a talisman crafter
can expend 1 point of generic mental focus to create a

spellbound talisman that anyone can activate. As long
as the spellbound talisman exists, it continues to
occupy one of the occultist’s spell slots, but can
be used by another creature to trigger its effects.
Whoever triggers the effect, a shared talisman does
not require thought or emotion components, and
it doesn't provoke attacks of opportunity for
casting a spell (though it still does so as normal
if thrown).

This ability replaces shift focus.
Warding Seal (Su): At sth level, a talisman crafter
can inscribe a warding seal, infusing an inscribed
glyph with psychic energy. Inscribing the seal follows
the rules for drawing magic circles, takes 1 minute, and
requires the occultist to expend 1 point of mental
focus (either generic focus or focus from any one
of her implements). As a full-round action that
provokes attacks of opportunity, the talisman
crafter expends 1 point of mental focus to
scribe a special seal, infusing the glyph with a
psychic spell she knows that affects one or more
creatures and expending the spell slot just as
if she had cast the spell. This seal holds the
spell energy in check until it’s triggered by
conditions set forth when the seal is crafted
or until the occultist refreshes her mental
focus. The seal functions as the spell glyph
option of the glyph of warding spell. At
17th level, the talisman crafter’s fast
circles ability applies to her warding
seals, and she treats the ability as the
greater spell glyph option of the
greater glyph of warding spell.

This ability replaces aura sight
and the focus powers normally

gained at 5th and 17th levels.
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PALADIN

Surrounded by horror on all sides, paladins can be one

last shining beacon of hope in a dark world, even if that
beacon is in danger of being extinguished forever. Some
paladins sacrifice themselves to protect their allies. Others
struggle to save the souls of those on the brink of giving
into the darkness. And even in the bleakest times, battered
paladins continue to cling to their hopeless struggle
against evil out of sheer determination and an unshakable
faith in what is right.

MARTYR (ARCHETYPE)

Every paladin’s code instructs him to put the welfare of
others before his own, but some paladins take this farther
than most, shouldering the blackest suffering of the world

onto themselves in order to help others and inspiring their
allies to achieve heights of valor rather than seeking the
glory for themselves.

Stigmata: As a standard action, the martyr can chant
hymns of faith and cause bleeding stigmata to visibly appear
on his body; at 7th level, he can manifest stigmata as a move
action, and at 13th level, he can do so as a swift action. He can
use this ability a number of rounds per day equal to 4 + his
Charisma modifier at 1st level, plus 1 additional round per
day for each level beyond 1st. While his stigmata are active,
he takes 1 point of bleed damage, which automatically ceases
when he ends this ability but otherwise does not relent, even
in the face of magical healing or Heal checks. His stigmata
assist his allies, duplicating the effect of the countersong,
distraction, or inspire courage bardic performance of a
bard of his paladin level, though both countersong and
distraction use Heal skill checks instead of Perform skill
checks. At 10th level, he can choose to duplicate the effects
of inspire greatness. At 16th level, he can choose to duplicate
the effects of inspire heroics.

This ability replaces smite evil.

See No Evil, Hear No Evil (Su): At 2nd level, the martyr
and all allies within 20 feet of him gain a +4 morale bonus
on saving throws against bardic performance, sonic effects,
language-dependent effects, and gaze attacks. This ability
functions only when the martyr is conscious.

This ability replaces divine grace.

Aura Mastery (Su): The martyr’s aura of courage,
aura of resolve, and aura of righteousness have a
radius of 20 feet instead of 10 feet, but the martyr
does not gain immunity to fear, charms, or compulsions
from those abilities.

This ability alters aura of courage, aura of resolve, and
aura of righteousness.

Aura of Health (Su): At 3rd level, the martyr and all allies
within 20 feet of him gain a +4 morale bonus on saving
throws against diseases. This ability functions only when the
martyr is conscious.

This ability replaces divine health.

Martyr’s Mercy (Su): At 3rd level, a martyr can apply any
of the mercies for which he qualifies based on his paladin
level to his lay on hands, even if he didn't select that mercy
(or its prerequisites). However, when he uses a mercy he
didn't select, he transfers the condition to himself for the
remaining duration (ignoring any immunity he might have
to the condition), and he can'’t use this ability if he already
has that condition. If he transfers a condition to himself in
this way, he can’t remove it from himself with a personal-
only ability. The martyr can use lay on hands on any ally
within 30 feet, rather than needing to touch the ally, but

- -using lay on hands on himself is a standard action, not a

swift action.
This ability alters lay on hands and mercy.



SOUL SENTINEL (ARCHETYPE)

In a world of horrors, some holy warriors fight to safeguard
the minds and spirits of those exposed to evil. Soul
sentinels use the strength of their resolve to stem the tide
of corruption and insanity, as they believe that the greatest
tragedy is a soul lost to evil when it was within their power
to save it.

Reprieve (Su): A soul sentinel relieves manic and tortured
souls exposed to the harsh evil of the world. At 6th level,
when the soul sentinel uses her lay on hands ability to heal
a living creature, she can remove confusion effects in place
of applying one of her other mercies. If used on a creature
suffering from a permanent confusion effect, this removes
the effect for only 1 minute.

This replaces the mercy gained at 6th level.

Sacred Soul (Su): At 11th level, a sacred soul is immune to
hexes and curse spells or abilities. Each ally within 10 feet of
her gains a +4 morale bonus on saving throws against hexes
or curses. This ability functions only while the paladin is
conscious, not if she is unconscious or dead.

This ability replaces aura of justice.

Greater Reprieve (Su): The soul sentinel suppresses the
stain of corruption on the spirits of those she heals. At 12th
level, whenever she uses her lay on hands ability to heal a
living creature (other than herself) or damage an undead
creature, in place of applying one of her other mercies, she
can suppress the stain from a corrupted creature’s most
recent manifestation for 1 minute (for more information
about corruption and manifestations, see page 14). Any
gift from that manifestation is unaffected and remains
available, unless the manifestation has a special note
requiring the gift and stain be taken together, in which case
greater reprieve also suppresses the gift.

This replaces the mercy gained at 12th level.

TORTURED CRUSADER
(ARCHETYPE)

Though tortured crusaders may be beaten and battered,
body, mind, and soul, they still somehow continue through
torment and hardship. Despite setbacks and impossible odds,
they shine like candles even in the darkest times. Somewhere
in their minds, they realize that they can't win in the end, but
this only strengthens their resolve to fight for what is right,
rather than giving in to hopelessness.

Torment: A tortured crusader’s great suffering in the face
of inevitable horror strengthens her faith and resolve, even
as it makes her introverted and far less personable than
most paladins. A tortured crusader uses Wisdom instead of’
Charisma as her key spellcasting ability score (to determine
her spell DCs, bonus spells per day, bonus on concentration
checks, and so on),and to determine the effects of lay on hands.

This ability alters the paladin’s spellcasting, smite evil, and
lay on hands.
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Self-Sufficient: A tortured crusader adds Knowledge
(arcana), Knowledge (dungeoneering), Knowledge (planes),
Perception, Stealth, Survival, and Use Magic Device to her list
of class skills, instead of Diplomacy and Handle Animal. She
gains a number of skill ranks equal to 4 + her Intelligence
modifier at each level, instead of gaining a number of skill
ranks equal to 2 + her Intelligence modifier.

This ability alters the paladin’s class skills and skill ranks
per level.

All Is Darkness: Everything around a tortured crusader
is so bleak that detecting evil only reminds her that the
odds are always against her. A tortured crusader doesn'’t
gain the detect evil or divine grace class features. At 1st
level, a tortured crusader gains the smite evil ability, but
she doesn’t add her Charisma bonus to attack rolls or a
deflection bonus equal to her Charisma bonus to her AC
against the target of her smite. At 2nd level, she adds a
+4 bonus to attack rolls and a +4 deflection bonus to AC
against the target of her smite.

This ability replaces detect evil and divine grace and alters
smite evil.

Alone in the Dark: Faced with endless foes, a tortured
crusader can’t ask others to confront the same horrors she
does. She can’t use her lay on hands ability to heal others
or to channel energy, though starting at 4th level, she can
convert two uses of lay on hands into an additional use
of smite evil. Her aura of courage, aura of resolve, aura of
faith, and aura of righteousness affect only her, not her
allies. When she selects a divine bond, it must be with a
weapon, not a mount.

This ability alters lay on hands, channel energy, divine
bond, aura of courage, aura of resolve, aura of faith, and aura
of righteousness.

Second Chance (Su): At 2nd level, once per day, a tortured
crusader can spend two uses of lay on hands and choose
an unambiguous trigger such as “when I am paralyzed”
or “when I am about to fall unconscious from hit point
damage,” as well as a mercy she knows starting at 3rd level.
When the named trigger occurs, the tortured crusader gains
the benefits of a lay on hands with the chosen mercy without
spending an action. This healing can prevent her from
falling unconscious or dying. If the effect doesn't trigger, it
expires the next time the tortured crusader recovers uses of
lay on hands.

This ability alters lay on hands and mercy.

Last Stand (Su): At 11th level, a tortured crusader can
spend an additional use of smite evil when declaring a smite
to make it a last stand. The duration of last stand’s benefits
is only 1 minute (rather than 24 hours). However, the bonus
damage from smite evil is doubled on every attack (this
doesn't stack with the doubling if the smite’s target is an evil
outsider, undead, or evil dragon).

This ability replaces aura of justice.
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SLAYER

Slayers are killers by trade but are rarely random or wanton

in plying it. In the midst of horrors that drive others beyond
rationality, slayers remain calm, considerate, and cunning,

BLOODY JARE (ARCHETYPE)

Bloody jakes are cruel backwoods folk who prey upon their
country cousins while terrorizing civilized people who
venture into their rural range.

Alignment: A bloody jake must be of an evil alignment. A
bloody jake who becomes nonevil cannot gain new levels as
a slayer but retains all his class abilities.

Favored Terrain (Ex): At 1st level, a bloody jake can select
a type of terrain from the favored terrain table for rangers
(Pathfinder RPG Core Rulebook 65), though he is restricted to
cold, desert, forest, jungle, mountains, plains, and swamp.
His bonuses when in this terrain increase by 2 at 5th level
and every 5 slayer levels thereafter, though he does not gain
the ability to select additional favored terrains unless he
takes the terrain mastery"® rogue talent.

This ability replaces the slayer’s proficiency in medium
armor and shields.

Cruel Tricks: Bloody jakes use backwoods folk magic to
confuse, terrify, and weaken their prey. A bloody jake can use
this ability a number of times per day equal to his slayer
level + his Charisma modifier. He gains the cruel tricks
below at the indicated slayer levels.

Distant Voices (Sp): At 1st level, a bloody jake can cause
his voice to seem to emanate from somewhere else, as per
ventriloquism. This ability doesn't take any other action to
activate and can be used as part of speaking (as a free action);
it costs one use of cruel tricks to affect his speech for 1 round.
Lose Your Way (Sp): At 4th level, as a standard action, a
bloody jake can spend one use of cruel tricks to cause a
creature that is within 30 feet and within the bloody jake’s
favored terrain to become disoriented, taking a penalty on
Survival checks equal to the bloody jake’s slayer level and a
—2 penalty on saving throws against fear and illusions. This
effect lasts for 1 hour per slayer level of the bloody jake or for
as long as the affected creature remains within the bloody
jake’s favored terrain, whichever is shorter.

Something’s Not Right (Su): At 8th level, as a move action,
a bloody jake can spend one use of cruel tricks to cause all
foes within 30 feet to become shaken for 1 round. This is a
fear effect that doesn’t increase in strength by applying other
effects that cause creatures to become shaken. At 12th level,
he can use this ability as a swift action. At 16th level, a bloody
jake can make any number of the affected foes frightened for
1 round, though such foes receive a Will save (DC =10 +1/2 the
bloody jake’s slayer level + his Charisma modifier) to negate
the frightened condition; even so, such a foe is still shaken.

The Woods Have Eyes (Sp): At 12th level, a bloody jake in his
favored terrain can spend one use of cruel tricks as a swift
action to gain blindsense in a 30-foot radius for 1 round; this
blindsense is sound-based.

This replaces the 1st-level studied target and the slayer
talents gained at 4th, 8th, 12th, and 16th level.

Poor Study (Ex): A bloody jake gains this ability at 5th
level rather than 1st level, beginning with a bonus of +1
at 5th level and increasing by 1 for every 5 slayer levels
thereafter. A bloody jake must be 11th level to study an
opponent as a move or swift action.

This ability alters studied target.

Sadistic Snare (Ex): At 6th level, a bloody jake gains Learn
Ranger Trap"™ as a bonus feat, benefiting from it as if he
were a ranger. He can expend two uses of his traps ability to
add his sneak attack damage to the trap’s damage; any slayer
talents or rogue talents he has that modify sneak attack
damage, such as bleeding attack, also apply to sneak attack
damage dealt by his ranger traps.

This replaces the slayer talent gained at 6th level.

Cruel Trick (Ex): At 11th level, a bloody jake can maim or
humiliate his target with a sneak attack, substituting 1 point
of Dexterity or Charisma damage per die of sneak attack
damage forfeited. A successful Will save negates this ability
damage (DC = 10 + 1/2 the bloody jake’s slayer level + his
Charisma modifier).

This ability replaces swift tracker.

Woodland Shortcut (Sp): At 13th level, a bloody jake can
move with supernatural ease among the trees once per day,
as if using tree stride with a caster level equal to his slayer level.

This ability replaces slayer’s advance.

FAMILY HUNTER (ARCHETYPE)

Most slayers focus their efforts on single targets, but family
hunters try to root out every branch of a tainted tree of life.

Find Family (Sp): At 2nd level, a family hunter chooses
a particular family line of mortal creatures to cleanse (she
must choose an actual family line like “The Montrose
family,” rather than something generic that would cover all
creatures of a given kind like “All humans descended from
the first human created by the gods”). She can target any
creature from that family line with discern next of kin*S (with
a caster level equal to her slayer level) at will as a spell-like
ability. The save DC is Charisma-based and is modified by
the slayer’s studied target bonus if the creature is also her
studied target. A creature that successfully saves against this
effect is immune to this ability for 24 hours. If the family
hunter’s chosen family line is completely eradicated, she can
choose a new one after 1 month of studying.

This ability replaces the slayer talent gained at 2nd level.

Kinslayer (Su): At 3rd level, a family hunter’s sneak attack
deals an additional 1d6 points of damage to any creature
with a blood relation to the family line she seeks to cleanse.



This ability alters sneak attack.

Studied Target (Ex): At sth level and above, a slayer can
maintain more than one studied target at a time only if all
targets are closely related to one another (even if they aren’t
part of the family line she seeks to cleanse). This includes
blood relatives; undead spawn; constructs or undead and
their creator; summoned creatures and their summoner;
creatures that are charmed, dominated, or otherwise under
direct magical control and their controller; and cohorts,
followers, animal companions, familiars, and similar
associates of one master.

This ability alters studied target.

Disrupt Teamwork (Ex): At 6th level, a family hunter’s
studied target never counts as an ally to its allies for the
purpose of flanking the family hunter or using teamwork
feats or the aid another action against the family hunter.

This ability replaces the slayer talent gained at 6th level.

WITCH RILLER (ARCHETYPE)

Born into cultures where magic users are hated and feared,
witch killers devote their
lives to purge the arcane
taint from the world.

Class Skills: A witch
killer adds Knowledge
(arcana) and Spellcraft
to his list of class skills.

This alters the
slayer’s class skills.

Studied Witch
(Ex): A witch killer’s
studied combat bonus
applies on Spellcraft checks and saving
throws against arcane spells and spell-like
abilities and hexes. This bonus is reduced by
1 (minimum o) if the target is not an arcane
spellcaster, or a being called or summoned by
arcane magic. He does not gain the increases
to the maximum number of studied targets
he can have at a time normally attained at 5th,
10th, 15th, and 20th levels, but his bonuses still
increase at those levels.

This ability alters studied target.

Superstitious (Ex): Instead of being able to
select ranger combat style feats as slayer talents,
a witch killer can select any of the following
barbarian rage powers as slayer talents, treating
his slayer level as his barbarian level:
clear mind, disruptive®,
eater of magic’C, spell
sunder'¢, spellbreaker*c,
sunder enchantmentc,
superstition, or witch
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hunter*™S. If the witch killer selects a rage power that can
normally be used only once per rage (eater of magic, spell
sunder, or sunder enchantment), he can use it once per day
per 5 slayer levels he possesses, though no more than once
per round in any event. The other rage powers affect the
slayer constantly, though the superstition and witch hunter
rage powers apply only against arcane spells and spell-like
abilities and the creatures that use them.
Lingering Thrust (Ex): At 4th level, when a witch killer’s
attack against an arcane spellcaster in the midst of casting
forces the spellcaster to attempt a concentration check,
the witch killer adds half his slayer level to the check’s DC.
When he makes a sneak attack against an arcane spellcaster,
up to 1 point of sneak attack damage per slayer level counts
as ongoing damage for the purpose of forcing the spellcaster
to attempt concentration checks (the witch killer does
not add half his slayer level to this DC).
This ability replaces the slayer talent gained at
4th level.
Scent Magic (Su): At 5th level, a witch killer
can detect arcane magic by scent. He can
use detect magic at will (as per a paladin’s
ability to detect evil), but only against
arcane magic, and the ability is scent-
based and thus defeated by effects like
negate aroma**¢. Even when he isn't
concentrating on using his magic scent,
when a creature within scent range
casts an arcane spell (including arcane
spell-like abilities or magic item
effects), the witch killer automatically
pinpoints the caster’s location.
Burn the Witch (Sp): At 10th level,
once per day when a witch killer
observes a creature within 30 feet
cast an arcane spell or use an
arcane spell-like ability, he
can use foster hatred®® on
that character, or target one
creature harmed by the arcane effect
with vengeful outrage”™, identifying
the caster as the enemy. He
can use this ability twice per
day at 15th level, and he
can use this ability three
times per day at 2oth
level. The save DC is
Charisma-based and uses the
witch killer’s slayer level as
his caster level.
This ability replaces the
slayer talent normally
gained at 10th level.




SPIRITUALIST

Phantoms can be malevolent or benign, but none are to be

trifled with. Spiritualists dare to let those phantoms roam
free within their psyches while channeling them to unleash
insubstantial and ectoplasmic terrors upon their foes.

EXCITER (ARCHETYPE)

Psychic magic draws upon the twin and sometimes opposed
powers of thought and emotion, but an exciter cares little
for rationality. The phantom that accompanies him fills him
with unbridled exultation, as he lets feeling and passion rule
and sharpen his mind and body into a glorious fusion.

Merged Phantom: An exciter internalizes his phantom
and merges it completely within his mind. He cannot
fully manifest his phantom outside of his own body in
incorporeal or ectoplasmic form. Emotional focus abilities
that affect or require a manifested phantom are lost, except
for any aura gained by the phantom at 7th level; if the
phantom gains an aura at 7th level, this aura functions
despite the phantom not being manifested, and
is centered on the exciter.

This ability alters phantom and emotional focus and
replaces the 6th-level phantom recall.

Rapture (Su): An exciter gains the ability to enter an
ecstatic state in which he’s consumed and overwhelmed by
his passions and driven into a fighting fury. This functions
similarly to a bloodrager’s bloodrage (Pathfinder RPG
Advanced Class Guide 15), treating his spiritualist level as his
bloodrager level, though he doesn’t qualify for feats or other
elements that require rage or bloodrage. When entering a
rapture, the exciter loses all other benefits from having his
phantom confined in his consciousness (such as the Skill
Focus feats and bonus against mind-affecting effects), but
he can choose to exchange the normal +4 morale bonus
to his Strength and Constitution scores normally gained
from bloodrage for a +4 morale bonus to his Dexterity
and Charisma scores or a +2 morale bonus to his Strength,
Dexterity, Constitution, and Charisma scores. In addition to
the fatigue for ending a bloodrage, an exciter can't enter a
rapture again for 1 minute after ending his last rapture.

This ability replaces a spiritualist’s ability to manifest his
phantom and use emotional focus abilities that require a
manifested phantom.

Fast Movement (Ex): An exciter’s land speed is faster than
normal for his race by 10 feet. This benefit applies only when
he is wearing light armor, medium armor, or no armor and
is not carrying a heavy load. This doesn’t stack with the
barbarian ability of the same name.

This ability replaces etheric tether.

Excitation (Su): At 2nd level, when an exciter is
in a rapture, each round he can choose to intensify
his emotional fury, expending 2 rounds of rapture

instead of 1. When he uses excitation, he chooses
one of the two abilities that his emotional focus
would normally grant to a manifested phantom,
such as strength focus and powerful strike for
an anger phantom, or power from despair and
miserable strike for a despair phantom. He
gains these abilities until the beginning of his
next turn. If the ability normally augments only
a phantom’s slam attacks, it instead applies to the
ectoplasmic tendrils that the spiritualist can sprout
using his ectoplasmic bonded manifestation.

This ability replaces bonded senses.

Rapturous Rage: At 10th level and every 4 spiritualist levels
thereafter, an exciter can select one rage power for which
he qualifies, treating his spiritualist level as his barbarian
level for all purposes relating to that particular rage power
(he still doesn’t qualify for the Extra Rage Power feat or any
similar abilities).

This ability replaces the 1oth-, 14th-, and 18th-level
phantom recall and spiritual bond.

Perfect Passion (Su): At 4th level, an exciter can cast psychic
spells with an emotion component (Pathfinder RPG Occult




Adventures 144) even while in his rapture. He can cast these
spells defensively and attempt concentration checks for
these spells without impairment, despite being in a rapture.
He also can attempt Charisma- and Intelligence-based skill
checks related to psychic spells with an emotion component
while in his rapture. He cannot cast arcane or divine spells
or psychic spells that have a thought component while in
a rapture.

This ability replaces spiritual interference.

Overwhelming Excitement (Su): At 1oth level, an exciter
can share the effects of his rapture with willing allies within
10 feet. He must expend 2 additional rounds of his rapture
each round for each ally sharing its effects. The exciter’s allies
share all effects of the rapture except the rage powers; each
ally must end its turn within 10 feet of the exciter, or the
effects of the rapture end for that ally and it becomes fatigued.

Whenever he is not sharing the effects of his rapture with
an ally, the exciter now retains the benefits of his phantom
in his consciousness even during rapture.

This ability replaces fused consciousness.

Greater Rapture (Su): At 12th level, an exciter increases the
morale bonus his rapture grants to each applicable ability
score by 2 and the morale bonus he gains on Will saves by 1.
In addition, upon entering a rapture, he can apply the effects
of a single spiritualist spell he knows with an emotion
component to himself. The spell must have a range of touch
or personal, and it must be a 1st- or 2nd-level spell. For every
3 spiritualist levels he has beyond 12th, the maximum spell
level of this spell increases by 1. If he uses this ability to
apply the effects of a spell again before the duration of the
previous spell expires, the previous spell ends immediately.

This replaces greater spiritual interference.

NECROLOGIST (ARCHETYPE)

All spiritualists call upon residual phantoms that cling to the
living world through force of will and unresolved passion. The
vile spiritualists known as necrologists reach farther toward
the Negative Energy Plane, however, and for whatever evil
purpose, they bring back malevolent spirits whose passions
have turned to vengeance and hate for all life.

Alignment: Only an evil character can contact a malevolent
undead phantom and take the necrologist archetype. If
a necrologist becomes nonevil, she can continue to take
spiritualist levels, but her phantom ceases to give her
benefits while in her consciousness, she can’t use bonded
manifestation, and if she manifests the phantom, it is no
longer loyal to her and likely attacks her and her allies.

This alters the spiritualist’s alignment.

Spells: A necrologist adds the following spells to her class
list: 1st—hide from undead; 2nd—ghostly disquise"™, haunting
mists"™; 3rd—haunting choir™; gth—Ilesser age resistance™,;
sth—age resistance®™; Gth—greater age resistance "™, create
greater undead.

.

s 0 5 RS

N7

Shared Consciousness: A necrologist gains a bonus
on saving throws against death effects, energy drain, and
negative energy rather than against mind-affecting effects
(and can shunt such an effect onto the phantom) when her
undead phantom is contained within her consciousness.

This ability alters shared consciousness.

Undead Phantom: A necrologist’s phantom is undead,
rather than an outsider. It has normal undead immunities
and no Constitution score; uses d8 Hit Dice, each of which is
modified by the phantom’s Charisma modifier as normal; and
gains the abilities below at the levels indicated. An undead
phantom otherwise follows the standard phantom rules (for
instance, its base attack bonus and skills don’t change to
match undead).

Cling of the Grave (Su)}: An undead phantom can hold the
charge on a touch spell of the necromancy school up to a
maximum of 1 round per spiritualist level of the necrologist.

This ability alters share spells.

Unnatural Aura (Su): At 5th level, animals do not willingly
approach within 30 feet of a fully manifested undead

phantom unless the necrologist succeeds at a Handle
Animal, Ride, or wild empathy check (DC = 10 + 1/2 the
necrologist’s spiritualist level + the phantom’s Charisma
modifier).
This replaces the slam damage increase gained at sth level.
Channel Resistance (Su): At 6th level, a necrologist’s
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phantom gains a +4 bonus on saving throws to resist the
effects of channel energy.
This ability replaces devotion.
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Lifedrinker (Su): At 13th level, when a necrologist’s phantom
reduces a creature to fewer than o hit points with an attack
or spell, the necrologist can expend one use of her channel
energy ability as a swift action to affect the same target with
death knell. If the target fails its save, the necrologist can choose
either herself or her phantom to gain the benefit of the spell.

This replaces the necrologist’s slam damage increase
gained at 13th level.

Bonded Manifestation: A necrologist cannot use
ectoplasmic bonded manifestation.

This ability alters bonded manifestation.

Channel Energy (Su): At 4th level, a necrologist gains the
ability to channel negative energy, with an effective cleric level
equal to her spiritualist level — 3. She can use this ability a
number of times per day equal to 1 + her Charisma modifier.

This ability replaces spiritual interference.

Necropsychic Conduit: At 12th level, a necrologist can
cast psychic spells as if she had the Thanatopic Spell”™™
and Threnodic Spell’™ metamagic feats, using her undead
phantom as a conduit to pierce the defenses of undead
creatures. If her phantom has been banished or is not within
30 feet of her when she casts the spells, however, these feats
have no effect.

This ability replaces greater spiritual interference.
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VIGILANTE

In a world of horror, vigilantes might be society’s secret

guardians or the sociopathic monsters civilized folk fear.

EXPERIMENTER (ARCHETYPE)

Some vigilantes adopt lives of secrecy to hide their strange
experiments from public view.

Class Skills: An experimenter adds all Knowledge skills to
his list of class skills.

This alters the vigilante’s class skills.

Weapon and Armor Proficiencies: Experimenters aren't
proficient with martial weapons, medium armor, or shields.
This alters the vigilante’s weapon and armor proficiencies.
Forbidden Science (Ex): An experimenter gains a bonus
equal to 1/2 his vigilante level on Craft (alchemy) checks to
create alchemical items and on Knowledge (engineering)
checks (minimum +1). He also learns how to craft a
mutagen®*® as if he were an alchemist of his class level. He
can take alchemical discoveries in place of vigilante talents,
but only discoveries that affect his mutagen (including
cognatogen™ discoveries).

When an experimenter is confused, dazed, frightened,
panicked, or stunned, he must attempt a Will save (DC
= 20 + his vigilante level) each round at the start of his
turn. If he fails, he transforms as if he had consumed his
mutagen (determine which ability score gets the bonus
randomly). This doesn't consume his mutagen, and lasts a
number of rounds equal to 3 + his vigilante level, after which
the transformation ends and he becomes fatigued. While
transformed in this way, he is confused, and he rerolls any
result of “act normally.” Since the confusion is part of the
mutagenic transformation, abilities that prevent or remove
confusion don't apply to this effect, though abilities that end
the effect of a mutagen work normally. He forgets everything
that happened while he was involuntarily transformed.
This ability replaces vigilante specialization.

Mutagenic Change (Ex): As a full-round action, an
experimenter can consume his mutagen (if he has one) and
shift from his social identity to his vigilante identity, as if he
had the quick change social talent.

This ability replaces the 1st-level social talent.

Brew Potion: At 3rd level, an experimenter gains Brew
Potion as a bonus feat. He treats his vigilante level as his
caster level and can use Craft (alchemy) instead of Spellcraft
to brew potions. He can use another potion of the same spell
as a sample to provide the necessary spell without consuming
the potion, increasing the DC by 5.

This ability replaces unshakable.

Lore Master (Ex): At 5th level, an experimenter gains the
lore master bard class feature.

This ability replaces startling appearance.

Craft Construct: At 11th level, an experimenter gains Craft
Construct as a bonus feat. He treats his vigilante level as his
caster level and can use Knowledge (engineering) instead of
Spellcraft to craft a construct.

This ability replaces frightening appearance.

Mutable Mutagen (Su): At 17th level, the duration of an
experimenter’s mutagen increases to 1 hour per level.

This ability replaces stunning appearance.

HANGMAN (ARCHETYPE)

Wherever the guilty walk free, the hangman brings judgment.

‘Weapon and Armor Proficiencies: A hangman is proficient
with nets and whips, but not shields.

This alters the vigilante’s weapon and armor proficiencies.

Vigilante Specialization: A hangman must choose the
stalker specialization.

This alters vigilante specialization.

Hangman'’s Noose (Ex): At 2nd level, a hangman can wield
a rope noose as a net or whip, and also can use it to grapple,
gaining the benefits of Improved Grapple with it. He takes no
penalty on combat maneuver checks with the noose for having
the noose in his hand, but he still doesn’t add any bonuses he
might have with a net or whip (such as weapon enhancement
bonuses or benefits from Weapon Focus) on the check. He can
spend 1 minute to weave a magical or masterwork net or whip
into a noose, thereafter gaining these benefits with it.

This ability replaces the 2nd-level vigilante talent.

Bound to Truth (Ex, Sp): At 3rd level, a hangman adds
half his vigilante level to his Sense Motive checks to notice
lies told by a creature entangled or grappled by his noose,
by feeling the creature’s throat clench or changes in its
breathing. In addition, he can prevent a creature entangled
or grappled in his noose from lying by tightening the noose,
as per a single-target zone of truth (the caster level equals his
vigilante level; the save DC is Charisma-based). He can use
the latter ability a number of rounds per day equal to halfhis
vigilante level. These rounds don’t need to be consecutive.

This ability replaces unshakable.

Twisted Rope (Su): At 4th level, a hangman can spend 1
hour preparing his noose, granting it temporary hit points
equal to his vigilante level, giving it a hardness equal to 1/2 his
vigilante level plus double the weapon’s enhancement bonus
(or its current hardness, whichever is better), and changing its
break DC to 23 + 1/2 his vigilante level (or its current break DC,
whichever is better). These benefits last for 8 hours, but end
immediately if the hangman prepares another noose. This
ability replaces the 4th-level vigilante talent.

Chokehold: At 5th level, a hangman gains Chokehold" as
a bonus feat.

This ability replaces startling appearance.

Tighten the Noose (Ex): At 11th level, while a hangman is
grappling a target with his noose, as a swift action he can deal
increased hidden strike damage to the target.



This ability replaces frightening appearance.

Suffocation (Ex): At 17th level, the first time the hangman
succeeds at a check to maintain a grapple (on his next turn
after establishing the grapple), in place of the other options,
he can suffocate the target and cause her to fall unconscious.
A successful Fortitude save (DC =15 + the hangman’s Strength
bonus) negates the suffocation. On subsequent rounds, the
hangman can maintain the grapple to suffocate the target
again. On the next failed save, the target drops to -1 hit points
and starts dying. On the third failed save, she dies. Even if the
hangman has the ability to maintain a grapple with less than
a standard action, he can attempt to maintain a grapple to
suffocate only once per round.

This ability replaces stunning appearance.

SERIAL RILLER (ARCHETYPE)

Some vigilantes adopt an innocent guise to cloak their acts
of brutal murder.

Alignment: A serial killer’s vigilante identity must be evil.
A serial killer whose vigilante identity becomes nonevil
cannot gain new levels as a vigilante but retains all of her
class abilities.

Vigilante Specialization: A serial killer must choose the
stalker specialization. Her hidden strike is considered
equivalent to a sneak attack with the same number of dice
for the purpose of meeting prerequisites or using abilities
that depend on sneak attack.

This alters vigilante specialization.

Thwart Pursuit (Ex): At 3rd level, a serial killer adds 1/2 her

vigilante level as a bonus on all checks in a chase (Pathfinder |

RPG GameMastery Guide 232) and to the DCs of Diplomacy
checks to gather information about her and checks to track
her or notice her tracks (though not to the DC of the
profiler’s expert profiler ability; see page 55).

This ability replaces unshakable.

Studied Target (Ex): At 4th level, a serial killer
gains the studied target“c ability of a slayer 3 levels
lower, including the ability to study multiple
targets simultaneously at the appropriate levels.
The serial killer does not provoke attacks of’
opportunity when attempting a coup de grace
against a studied target.

This ability replaces the 4th- and 14th-
level vigilante talents and the gth- and 19th-
level social talents.

Charming (Ex): At sth level, a serial
killer gains the charm*?® hex as if she
were a witch of her vigilante level, but she
can't affect animals. The DC is based on her
Charisma, and the ability is nonmagical.

This ability replaces startling appearance.

Death Attack (Ex): At 6th level, a serial killer
gains the ability to make a death attack as if she

-

were an assassin (DC = 10 + 1/2 her vigilante level + her
Charisma modifier).

This ability replaces the 6th-level vigilante talent.

Calling Card (Ex): At 7th level, when a serial killer slays a
humanoid with a coup de grace or death attack, she can leave a
telltale token or clue behind identifying this death as her work.
The serial killer chooses her calling card when she gains this
ability, and the first time she uses it in an area where she has
renown (as per the renown social talent), it becomes associated
with her killings. After that, once citizens of a new settlement
find this calling card, the serial killer immediately establishes
the settlement as an area of renown for her vigilante identity
without spending additional time to spread tales, and the
Intimidate bonus from renown increases by 2. She still must
spend time to establish her social identity’s renown.

This replaces the yth-level social talent.

Grisly Murder (Ex): At 11th level, a serial killer gains
Dreadful Carnage**© as a bonus feat, and if she leaves a calling
card, the murder is so horrifying that creatures examining the
corpse are affected as per nightmare that night (DC = 10 + 1/2
the serial killer’s vigilante level + her Charisma modifier). The

nightmare affects a number of creatures equal to the
serial killer’s Charisma modifier, starting with the
first creature to examine the corpse.
This replaces frightening appearance.
Quiet Death (Ex): At 12th level, a serial
killer gains the quiet death class feature as

if she were an assassin.
This ability replaces the 12th-

level vigilante talent.
Swift Death (Ex): At 17th level, a

/4 serial killer gains the swift death
. class feature as an assassin.
@ This ability
vigilante’s stunning appearance.

replaces the



WITCH

To a witch, even the simple things can be a tools of terror.

PATRON SPELLS
Some witches have patron themes that are associated with
the Elder Mythos.

Conspiracies: 2nd—lock gaze’S; gth—disguise other™,;
6th—tongues; 8th—hypercognition®; 10th—dominate person;
12th—symbol of persuasion; 14th—vision; 16th—frightful
)] aspect’S; 18th—overwhelming presence’™.

—— Decadence: 2nd—negative reaction”; gth—demand offering®;
6th—sepia snake sigil;, 8th—charm monster; 10th—dream;

. 1ath—envious urge”™; 14th—waves of ecstasy”™; 16th—euphoric
_ ‘% tranquility**<; 18th—symbol of strife"™.

e Entropy: 2nd—lesser confusion; 4gth—plague carrier™; 6th—
‘“‘i babble®*; 8th—wandering star motes**®; 10th—feeblemind,;

12th—antimagic field; 14th—insanity; 16th—symbol of insanity;
18th—interplanetary teleport”™.

Nightmares: 2nd—sleep; 4th—detect thoughts; 6th—oneiric
horror®4; 8th—phantasmal killer; 10th—nightmare; 12th—
dream travel®; 14th—symbol of weakness; 16th—demand;
18th—polar midnight™.

Revenge: 2nd—magic fang; 4th—slipstream**¢; 6th—rage;
8th—moonstruck**; 1oth—beast shape III, 12th—vengeful
outrage”™; 14th—phantasmal revenge*™; 16th—seamantle**S;
18th—storm of vengeance.

Space: 2nd—mirror strike’S; gth—twisted space®; 6th—
blink; 8th—dimension door; 1oth—hostile juxtaposition“<;
12th—repulsion; 14th—walk through space"S; 16th—bilocation®;
18th—teleportation circle.

GINGERBREAD WITCH (ARCHETYPE)

A sweet tooth lures the gingerbread witch’s victims to doom.

Gingerbread Familiar (Ex): A gingerbread witch concocts
her familiar out of gingerbread, sugar, and other confections.
It has the shape of the original animal or vermin, but its type
changes to construct. As a construct, it gains 6o-foot darkvision
and construct immunities, it loses any special abilities the
animal or vermin has other than movement speed, and it
doesn’t provide the usual familiar benefit (for instance, a
gingerbread toad doesn't provide 3 bonus hit points). With a
supply of flour and sugar at hand, the gingerbread witch can
spend 8 hours and use her cauldron to restore her familiar to
full health at no cost, unless the familiar is destroyed, in which
case she must follow the usual rules for replacing her familiar.
A gingerbread witch can never gain an improved familiar.

This ability alters familiar.

Cauldron Cook (Ex): A gingerbread witch gains the
cauldron and child-scent”™ hexes at 1st level. When brewing
potions with her cauldron, she can create small candies,
pastries, or similar edible items identical in effect and
application to normal potions. At 1oth level, she gains the
cook people™ hex.

This ability replaces the hexes gained at 1st and 10th levels.

Tricky Treats Hex (Sp): At 4th level, a gingerbread witch
learns a unique hex that lets her create a piece of candy or
a similar sweet as a full-round action. If eaten by the witch
or a single creature she designates when she creates it, the

sweet functions as goodberry or a polypurpose panacea™ (as

determined at creation).

Anyone else that eats the sweetbecomes nauseated
(Fortitude negates); a creature nauseated by the
sweet can attempt a new saving throw each
round at the end of its turn to end this effect.
_ A creature that fails its initial save is also
s affected as per the scar’™ hex for a number
of days equal to the witch’s witch level,
except that at extended range, the witch

can use only harmful hexes on the creature.



She can create a number of sweets each day equal to her
Intelligence modifier + her level. These sweets retain their
potency for 24 hours and then turn to crumbs.

This ability replaces the hex gained at 4th level.

Confection Conjuring (Sp): At 8th level, a gingerbread
witch can use shadow conjuration as a spell-like ability. Items
and creatures she conjures appear to be made of fanciful
foodstuffs, and because of this, sentient creatures gain a +2
bonus on Will saves to disbelieve the illusion. However, they
otherwise function as described for the shadow conjuration
spell. For every 3 witch levels beyond 8th, the gingerbread
witch can duplicate conjuration (creation) and conjuration
(summoning) spells of 1 level higher, up to a maximum of
7th-level spell effects at 20th level (though they are still only
20% real). The witch can use this ability once per day for every
4 witch levels she has.

This ability replaces the hex gained at 8th level.

Gruesome Gobbler (Ex): At 12th level, a gingerbread witch
gains a bite attack that deals 1d6 points of damage for a
Medium witch. As a full-round action, she can make a single
bite attack that deals double base damage (2d6 for a Medium
witch) and functions as if she had the grab and swallow whole
special attacks, allowing her to grab and swallow a creature
of her size or smaller. Her stomach doesn't deal damage to
swallowed creatures, but a living creature she swallows must
succeed at a Fortitude save (DC = 10 + 1/2 her witch level +
Constitution modifier) at the beginning of each of its turns
or become nauseated for 1 round.

If a gingerbread witch successfully swallows a creature,
her torso distends grotesquely and she is treated as if she
were carrying a heavy load if the creature is the same size
and a medium load if it’s one size smaller; regardless, she
can swallow only one such creature at a time. Creatures
two or more sizes smaller do not distend her belly,
though every four creatures of a smaller size count as one
creature one size category larger (she can swallow 4 Tiny,
16 Diminutive, or 64 Fine creatures). She can regurgitate a
swallowed creature of her choice as a move action, leaving
it prone in an adjacent open square. If she is struck with a
confirmed critical hit while she has a creature swallowed,
the swallowed creatures each take half as much damage
as the witch does (this doesn’t reduce the damage the
gingerbread witch takes).

This ability replaces the hex gained at 12th level.

Horrible Hunger (Sp): At 16th level, a gingerbread witch
can affect a target as if she had cast feast of ashes**® on it,
but with her hex DC instead of the spell’s DC. This hunger
is so intense that any creature can offer the target food as a
standard action and the target is compelled to eat it, as if the
creature offering it had cast beguiling gifi**® (with a DC and
caster level equal to that of the witch’s hexes). She can use this
ability once per day for every 4 witch levels she has.

This ability replaces the hex gained at 16th level.

.
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TATTERDEMALION (ARCHETYPE)

Some witches can bend the warp and weft of fabric and thread.
Weapon Proficiency: A tatterdemalion is proficient with
bolas, nets, and whips.
This alters the witch's weapon proficiencies.
Cantrips: A tatterdemalion must choose mage hand, open/
close, and prestidigitation as her prepared cantrips at 1st level,
and they require a piece of cloth, string, rope, or other woven
material (including clothing) as a focus. Any action she takes
with these cantrips must involve the focus. Starting at 2nd
level, she can choose any cantrip for her remaining cantrip.
This alters the witch’s cantrips.
Dancing Strings (Su): A tatterdemalion adds animate rope
to her class spell list and spells her familiar knows. She can
control her clothing and cloth, rope, or woven fabric she wears
in a manner otherwise identical to the prehensile hair"™ hex.
This alters spells and replaces the hex gained at 1st level.
Witchweaver: A tatterdemalion gains the following
unique hexes, with a caster level equal to her witch level.
Moth-Eaten (Sp): At 4th level, a tatterdemalion can make a
touch attack that damages leather, rope, or cloth like rusting

grasp damages metal, once per day per witch level.

Lace Weaver (Sp): At 8th level, a tatterdemalion can create
cloth as per minor creation or create one 5-foot cube of tangled
skeins of cloth per witch level, affecting the target areas as
per web, once per day for every 4 witch levels she has.
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Sinister Stitching (Su): At 12th level, once per day for every 4
witch levels she has, a tatterdemalion can conjure enchanted
threads to hinder a creature she can see (Fortitude negates).
The tatterdemalion can choose to either sew shut the target’s
eyes (blinding it) or mouth (preventing speech, bite attacks,
breath weapons, verbal components, command words, and
the like). The target can end the effect with a successful
Strength check (DC =15 + 1/2 the tatterdemalion’s witch level)
as a standard action, or by slashing the stitches with a magic
slashing weapon as a full-round action that provokes attacks
of opportunity. Either way, the victim takes 1d4 points of
bleed damage and either is dazzled (for stitched eyes) or
takes a —2 penalty on bite attack and damage rolls and a 20%
chance of spell failure with verbal components (for a stitched
mouth). Either residual effect lasts 1 minute per witch level.
Any creature can safely remove the enchanted threads with a
minute of work and a successful DC 25 Heal check.

Unravel (Su): At 16th level, once per day when a
tatterdemalion is hit by a melee or ranged attack, she can
unravel herself as an immediate action, causing her body
and gear to appear to collapse into a bundle of tattered rags
and strands while she teleports to any open square within 30
feet. She takes no damage from the triggering attack, but she
must have line of effect to the target square. She can use this
ability twice per day at 20th level.

These replace the hexes gained at 4th, 8th, 12th, and
16th levels.
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WIZARD

Some wizards plumb the despicable depths of the mystic

arts or bend reality to thwart the designs of darkness.

ELDER MYTHOS SCHOLAR (ARCHETYPE)
Elder Mythos scholars risk their sanity to seek knowledge of
alien and awful entities from beyond the stars.

Arcane Bond: An Elder Mythos scholar must choose to bond
with an object, inscribing that object with eldritch runes.

This alters arcane bond.

Eldritch Knowledge (Su): An Elder Mythos scholar gains
two fewer daily uses of his 1st-level arcane school ability,
which is normally used a number of times per day equal to 3
+ his Intelligence modifier. If he has no such ability, he can’t
take this archetype.

When an Elder Mythos scholar attempts a Will save
against confusion, fear, insanity, or madness (see page 12),
whether magical or mundane, he can spend 2 daily uses of
that arcane school ability to apply his Intelligence modifier
instead of his Wisdom modifier to the save. However,
whenever he uses this ability, he is affected by a nightmare
the next time he sleeps, with no saving throw. Until he sleeps
and experiences the nightmare, he can’t recover the spent
uses of the arcane school ability by any means.

This ability alters the 1st-level arcane school ability.
Eldritch Grimoire: An Elder Mythos scholar keeps copious
notes on how to use magic against the servants of the Elder
Mythos in his spellbook. Every spell he adds to his spellbook
takes up an additional 1d6 pages and costs twice the normal
amount to inscribe; however, when casting spells prepared
from his grimoire, he gains a +2 bonus on caster level checks
and increases the save DCs by 1 against the creatures listed in
talisman of revealing below.

This ability alters spellbook.

Talisman of Revealing: While wearing or wielding his
bonded item, an Elder Mythos scholar can spontaneously
cast a special detect aberration®*© spell by sacrificing a prepared
ist-level spell. Instead of detecting aberrations, this spell
detects creatures associated with the Elder Mythos, such as the
following (or similar creatures, at the GM’s discretion): bhole®,
colour out of space®, deep one®, deep one elder™, denizen of’
Leng™, elder thing™, flying polyp™, gug®, hound of Tindalos®,
Leng ghoul®, Leng spider®, mi-go™, nightgaunt™, ratling™,
shantak®, shoggoth, spawn of Yog-Sothoth™, star-spawn of’
Cthulhu®, voonith™, wendigo™, and yithian®. He gains a +2
circumstance bonus on Knowledge checks to identify such
creatures and Spellcraft checks to identify effects they create.
At sth level, an Elder Mythos scholar adds invisibility purge
and see invisibility to his spellbook and can spontaneously
cast either spell by sacrificing a prepared spell of the same
or higher level while wearing or wielding his bonded item.

At 10th level, he adds banish seeming®* and true seeing to his
spellbook as sth-level spells and can spontaneously cast them
in the same fashion.

This replaces Scribe Scroll and the sth- and 1oth-level
bonus feats.

Eldritch Infusion (Su): At 8th level, once each day while
preparing spells, an Elder Mythos scholar can spend 1 extra
hour to brew a tincture of hallucinogens and alien trace
minerals. Though it has no effect for others, if he drinks it,
the elixir expands his mind and perceptions into transitive
dimensions, granting him a +4 alchemical bonus to his
Intelligence score and reducing his Wisdom and Constitution
scores by 2 for 10 minutes per wizard level he has. While
under the effects of this elixir, he adds 1/2 his class level to
his Perception checks against aberrations and creatures
listed in talisman of revealing, but subtracts the same
amount from all other Perception checks. His spells have a
20% failure chance, unless they summon, call, or contact a
creature listed in talisman of revealing or otherwise affect
only such creatures (for instance, a fireball aimed at 3 gugs but
not a fireball aimed at 3 gugs and a gnome).

This ability replaces the school ability gained at 8th level.

HALLOWED NECROMANCER
(ARCHETYPE)

Many wizards study necromancy to create undead, but some
study the same arts to purge the stain of undeath.

Arcane School: A hallowed necromancer must specialize in
the school of necromancy and swear never to create undead.

This alters arcane school and spells.

Turn Undead (Su): A hallowed necromancer must select
Turn Undead as a bonus feat with her power over undead
arcane school ability.

This alters power over undead.

Positive Touch (Su): As a standard action, a hallowed
necromancer can sacrifice a prepared spell of the
necromancy school to spontaneously cast a cure spell of the
same level or lower, counting the spell as a necromancy spell
rather than a conjuration spell. This cure spell harms only
undead; it doesn't heal the living. If the spell requires an
attack roll, it as has a critical threat range of 19-20. A number
of times per day equal to 3 + her Intelligence modifier, when
she spontaneously casts a cure spell, she can either turn the
effect into a ray and increase the range to close or remove
the Will save but deal half the normal amount of damage.

This ability replaces grave touch and Scribe Scroll.

Deathbane (Su): At sth level, a hallowed necromancer’s
cure spells are maximized when used to damage undead
and the save DCs of her spells cast on undead creatures are
1 higher. She can expend 2 uses of positive touch as a swift
action to imbue any weapon she wields with the undead-bane
or ghost touch weapon special ability for 1 round per 5 wizard
levels she has. These effects apply only against undead, and



only while the hallowed necromancer wields the weapon. If
the weapon is her arcane bond item, this ability costs only 1
use of positive touch.

This ability replaces the bonus feat gained at 5th level.

Ghostbane (Su): At 10th level, a hallowed necromancer
can expend 3 uses of her positive touch as a swift action
while casting a spell to affect undead as if the spell were
prepared with the Ectoplasmic Spell**¢, Thanatopic Spell**¢,
or Threnodic Spell**¢ feat.

This ability replaces the bonus feat gained at 10th level.

Guarded Life (Su): At 1s5th level, when a hallowed
necromancer fails a saving throw againsta death effect, energy
drain, a necromantic effect, or a negative energy effect, she
can expend 2 uses of positive touch as an immediate action
to reroll it. She must accept the result of the reroll even if
it’s worse. If she would take hit point damage
from such an effect, as an immediate action
she can instead expend 1 use of positive touch
and sacrifice a prepared necromancy spell of’
4th level or higher to reduce the damage she
takes by an amount equal to her wizard level +
10 times the spell level.

This ability replaces the 15th level
bonus feat.

UNDEAD MASTER
(ARCHETYPE)

Undead masters have great power over undeath.

Necromantic Focus: An undead master must be of an evil
alignment. If he becomes nonevil, he can still use his powers
but can't progress any further as a wizard. Most undead
masters specialize in the necromancy school, and an undead
master can't have necromancy as an opposition school.

This alters arcane school and alignment.

Necropolitan (Ex): An undead master gains a bonus equal
to half his wizard level (minimum +1) on Diplomacy and
Knowledge checks regarding undead creatures. Because
of his obsessive focus on the undead, he takes a —2 penalty
when attempting such checks regarding living creatures.

Corpse Bond (Su): An undead master can forge an
arcane bond with an object, but that object must be made
at least partially of bone. Alternatively, he can animate a
corpse companion, as per the undead lord cleric archetype
(Pathfinder RPG Ultimate Magic 32). He can’t gain a familiar.

This ability alters arcane bond.

Command Undead (Su): An undead master gains Command
Undead as a bonus feat, treating his wizard level as his cleric
level. If he lacks the ability to channel negative energy for the
purpose of Command Undead, he can expend 3 uses of any
1st-level arcane school ability that normally has a number of
uses per day equal to 3 + his Intelligence modifier, rather than
a use of channel energy. If he’s a necromancer with the power
over undead ability, he instead gains Improved Channel.

ARCHETYPES AND (LIS OPTIONSEARPA
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This ability replaces Scribe Scroll.

Reanimator (Su): An undead master adds the following
spells to his spellbook at the given wizard levels: 1st—repair
undead*“®; 3rd—Iesser animate dead’™; sth—animate dead;
7th—undead anatomy I°™; gth—create undead; 11th—undeath
to death; 13th—create greater undead; 15th—undead anatomy
IVO™; 17th—cursed earth”. He can spontaneously cast any of’
these spells by sacrificing a prepared spell of the same level
or higher. The undead master can cast lesser animate dead,
animate dead, create undead, and create greater undead as if they
were 1 level lower than their normal wizard spell level; this
does not alter their level for the purpose of item crafting
and the like.

This ability replaces the bonus feats gained at 5th, 10th,
and 15th levels.

Lich-Loved (Su): At 20th level, an undead master gains the
benefits of the undead sorcerer bloodline’s one of us ability.

This ability replaces the bonus feat gained at
20th level.







?i[i ands worn down to

=) bloody claws scrabbled

! against ancient wood. Rotted

{ faces pressed through holes,

} yellow teeth snapping, as the

| gap between the doors inched
slowly wider.

| “It’s not working!” Alain.

| yelled. “There’s too many of
them!” He added, in a quieter,
almost thoughtful tone. “You
ever think about heroic last
stands? Just you against a
horde of enemies, sacrificing

| yourself so your comrades

| could escape? The skalds
would sing about it for ages.”
“Damn it, Alain!” Amiri
backhanded a zombie,
pulping its grave-slick face.

i “If you run away, I'll track

b you down and eat your flesh
myself! Now PUSH!”




ome abilities are not tied to a character’s race, class, or
skills; feats represent special abilities that characters

acquire though training, luck, or a quirk of birth. Some
eats are more useful to certain types of characters than
others, and many of them have particular prerequisites.

TYPES OF FEATS

Though many of the feats presented in this chapter are
general and have no special rules governing them, some
feats belong to a type or types of feats that share special
rules. A feat’s types appear in parentheses after the feat’s
name. This chapter features the following types of feats.

Combat Feats

Members of some classes can select combat feats as bonus
feats. Members of other classes can take combat feats if they
meet the prerequisites.

Item Creation Feats
Item creation feats allow characters to create particular
magic items. See pages 548-549 of the Pathfinder RPG Core
Rulebook for more details.

Metamagic Feats

Metamagic feats allow spellcasters to modify and change
their spells, granting the spells new powers and effects. Such
spells generally take up a higher-level spell slot than the
normal spell. For complete rules on how to apply metamagic
feats to spells, see page 112 of the Core Rulebook.

Monster Feats

Monster feats were introduced in Pathfinder RPG Bestiary,
though without a separate tag (all feats in Bestiary are
monster feats except Craft Construct). Most of these feats
apply specifically to monsters and might grant abilities that
could be disruptive in the hands of PCs, although with the
GM'’s permission PCs can take one of these feats if they meet
the prerequisites.

Some monster feats allow a creature to apply metamagic
feat-like effects to its spell-like abilities. You can select a
spell-like ability duplicating a spell with a level less than or
equal to 1/2 the monster’s caster level (round down)-1 or 2,
depending on the ability. Table 3-1: Metamagic Spell-Like
Abilities summarizes these feats and what spell-like abilities
they can affect by caster level.

Story Feats

Story feats were first introduced in Pathfinder RPG Ultimate
Campaign. A story feat reflects a goal—often an all-consuming
one—that shapes your life. Each story feat incorporates
a trigger event (which comes from either a campaign
occurrence or your background), an immediate benefit, a
goal, and a further benefit for achieving that goal.

Most story feat bonuses are untyped and stack with
almost any other bonus. However, if you have multiple story
feats, their untyped bonuses do not stack with each other.
For example, if two story feats gave you a bonus on saving
throws, you would add only the higher bonus.

Many story feats share similar terminology in their
prerequisites and completion conditions. The following
terms have special meanings when used in story feats.

Appropriate Number: These are either creatures whose
individual CRs add up to 20, or creatures whose individual
CRs add up to 5 times your character level, whichever is
greater. For example, an appropriate number of creatures for
a 6th-level character have CRs that total 30. This calculation
is based on your current character level, not the level at
which you selected the story feat. Easily defeated opponents
(those with CRs of 3 or more below your character level)
don't count unless circumstances make them much more
difficult to handle.

Challenging Foe: This is a foe or group of foes with a total
CR of 10 or a CR of 3 plus your character level, whichever is
higher. If this refers to a distinct individual, the foe’s CR is
set when the feat is taken, but the foe advances in power as
you do. Otherwise, it refers to your current level, not the level
at which you selected the story feat. A typical challenging foe
advances in CR by 1 for every level you gain.

Character’s Level: Normally, this is your actual character
level. If playing a creature best represented by CR rather
than character level (such as most monsters with more
than 1 HD), use your calculated CR instead of your
character level.

Decisively Defeat: You overcome a foe in some way, such as
by killing the creature, knocking it unconscious, or causing
it to be taken prisoner. You must be a significant participant
in the conflict to defeat the opponent, even if another strikes
the final blow. Whether or not merely causing the enemy
to flee qualifies is up to the GM. Generally, driving off an
enemy while causing little permanent harm does not qualify
as a decisive defeat.

Slay: Slaying a foe includes killing it, destroying it, turning
it to stone, banishing it to the Abyss (assuming it can't easily
return), or otherwise eliminating it in a fashion reversible
only by powerful magic. Unless otherwise noted, you must
deal the final blow yourself to slay a creature.

Thwart: Distinct from defeating a foe, thwarting a foe
involves disrupting its plans in a substantial and essentially
permanent fashion. Deposing a lord, bringing down a
priest’s temple, or disrupting a cultist’s one-time-only
ritual and exposing her secret cult all qualify as thwarting.
You keep any benefits gained by thwarting a foe even if it
survives defeat and returns more powerful than before. You
must be a significant participant in the events that lead to
your foe being thwarted for your actions to count toward
fulfilling a story requirement.



Style Feats

Style feats were first introduced in Pathfinder RPG Ultimate
Combat. The style feats presented in this chapter are fitting
for creatures that delve into the depravities of horror.

As a swift action, you can enter the stance employed by
the fighting style that a style feat embodies. Although you
cannot use a style feat before combat begins, the style you
are in persists until you take a swift action to switch styles or
the end of the combat encounter, whichever occurs first. You
can use a feat that has a style feat as a prerequisite only while
you are in the stance of the associated style.

The styles presented in this book are listed below, along
with associated combat feats that require the style feat as a
prerequisite.

Brute Style: Adherents to this style emulate the destructive
and overwhelming power of brutish creatures. This forceful
style focuses on knocking opponents prone and then
crushing them by treading heavily upon them.

Feat Path: Brute Style, Brute Stomp, Brute Assault.

Deadhand Style: Adherents to this style call to the
restless and malevolent spirits of the dead to sow fear and
bolster their own courage. Masters of this style learn to
drain the life essence of their enemies, reducing them to
desiccated husks.

Feat Path: Deadhand Style, Deadhand Initiate, Deadhand
Master.

Kyton Style: Adherents to this style model themselves
after kytons, and focus pain (and its inherent pleasures)
into a strict, orderly discipline through which to channel
their ki. They use a spiked chain as an instrument of
control and defense.

Feat Path: Kyton Style, Kyton Shield, Kyton Cut.

Maddening Style: Adherents to this style channel the
sanity-consuming power of the incomprehensible beings
that dwell in the dark places between stars, and use these
forces to defend against mental attacks and corrupt their
opponents’ bodies and minds.

Feat Path: Maddening Style, Maddening Strike, Maddening
Obliteration.

FEAT DESCRIPTIONS

The feats in this chapter are summarized on Table 3-2: Feats
on pages 80-81. The prerequisites and benefits of the feats
listed in this table are abbreviated for ease of reference. See
the feats’ descriptions for full details.

All feat descriptions use the following format.

Feat Name: This line indicates the feat’s name as well as
the feat types, if any, that it belongs to, and is followed by a
basic description of what the feat does.

Prerequisites: This entry lists the required minimum
ability score, feats, minimum base attack bonus, minimum
number of skill ranks, or anything else required in order to
take the feat. This entryis absent if a feat has no prerequisites.

TABLE 3-1: METAMAGIC SPELLLIKE ABILITIES

spell Level Caster Level’ Caster Level?
0 2nd 4th
1st 4th 6th
2nd 6th 8th
3rd 8th 10th
4th 10th 12th
5Sth 12th 14th
6th 14th 16th
7th 16th 18th
8th 18th 20th
9th 20th S

" Bouncing, disruptive, intensified, lingering, or scarring ability.
2 Fearsome, sickening, or traumatic ability.

A feat can have more than one prerequisite. Prerequisites
from this book, such as classes, class abilities, and feats, are
marked with a dagger (“1”).

Benefit: This entry describes what a feat enables the
character (“you” in the feat description) to do. If a character
takes the same feat more than once, its benefits don’t stack
unless indicated otherwise in its description.

Normal: This entry states what a character who doesn’t
have this feat is limited to or restricted from doing, It is
typically included only when a feat interacts with rules
systems in an unusual way.

Special: Additional unusual facts about the feat, if any,
appear here.

Absorb Spirit
You absorb restless spirits into your body at the cost of your
own life force and sanity.

Prerequisites: Con 13, must have died at least once or been
possessed by an undead creature.

Benefit: When an incorporeal undead with the
rejuvenation special ability or a haunt is reduced to o or
fewer hit points within 30 feet of you, you can attempt to
absorb its spirit into your body as an immediate action. You
must attempt a Will save with a DC equal to 5 + twice the CR
of the undead creature or haunt. If you are a medium with
the haunt channeler® class feature, you receive a +2 bonus
on this saving throw. If you succeed, you harbor the undead
or haunt’s essence, and it cannot continue to rejuvenate or
manifest until you release it. For every 24 hours that you
harbor the entity, you must attempt a Constitution check
(DC = 10 + the CR of the undead or haunt). If you are a
medium with the haunt channeler class feature, you receive
a +2 bonus on this check. If you fail the check, you take 1d4
points of Constitution and Wisdom damage. If you succeed,
you take 1 point of Constitution and Wisdom damage. No
effect can prevent or reduce this ability damage, nor can the
ability damage be healed or suppressed by any means until
you release the spirit. You can release the spirit at any time



TABLE 3-2: FEATS

Feats

Prerequisites

Benefits

Absorb Spirit
Spirit Speaker
Aura Flare

Blood Spurt®
Brutal Coup de Grace®
Bully Breed

Clarity of Pain
Exorcising Mutilation

Disconcerting Knowledge
Disrupting Fist®

Fear Eater
Incorporeal Intuition

Lifeless Gaze

Mutilating Ritualist

Sacrificial Ritualist
Profane Studies

Purging Emesis
Putrid Summons

Sacrificial Adept
Shatter Control
Stubborn Curse

Touch of Evil
Unyielding Ferocity®

Zealous Mind

Con 13, died or possessed by an undead

Cha 13, Absorb Spirit, Diplomacy 5 ranks

Cha 13; aura, aura of good, or aura of evil class feature;
channel energy 4dé; strong or overwhelming good or
evil aura

Base attack bonus +2, susceptibility to bleed

Dazzling Display, Weapon Focus, base attack bonus +5,
proficiency with the selected weapon

Handle Animal 4 ranks, Intimidate 4 ranks,

animal companion or mount class feature

Con 13, Improved Iron Will, Iron Will

Con 15, Clarity of Pain

Bardic knowledge class ability or Knowledge domain,
Knowledge (any two) 3 ranks each

Channel Smite, Improved Unarmed Strike,

base attack bonus +9, channel positive energy 4d6

Cha 13, Iron Will, no immunity to fear effects

Psychic Sensitivity® or the ability to cast psychic spells,
Spirit Sense®

Iron Will, Bluff 5 ranks

Knowledge (arcana) 4 ranks, Knowledge (religion)
4 ranks, Spellcraft 4 ranks

Mutilating Ritualist

Int 13, Knowledge (planes) 4 ranks, ability

to cast a summon monster spell

Great Fortitude

Spell Focus (conjuration), ability to cast a

summon monster or summon nature’s ally spell
Knowledge (arcana) 4 ranks, Knowledge (planes)

4 ranks, Knowledge (religion) 4 ranks, Spellcraft 4
ranks, ability to cast 3rd-level spells, evil alignment
Channel positive energy 4d6

Ability to cast a spell or spell-like ability with the
curse™descriptor or a special ability with a curse effect
Channel negative energy 6d6, evil alignment

Con 19, ferocity

Iron Will, Unimpeachable Honor", lawful alignment

Temporarily absorb a spirit to prevent rejuvenation
Talk to spirits you've absorbed

Flare your alignment aura to fatigue or stagger
those who oppose it

Adjacent foes risk being blinded when dealing
you bleed damage

Successful coup de grace disheartens nearby
enemies

Animal companion or mount gains Intimidate
as a class skill and can demoralize foes
Damage yourself to fight off a charm or compulsion
Grievously damage yourself to fight off a
dominate effect or possession

Demoralize a foe by proving you know its
weaknesses

Destroy an undead on a critical unarmed strike

Transfer others’ fear effects to yourself
Notice adjacent incorporeal creatures inside walls

Gain bonuses against emotions, and those who
read your mind or fail to impress you gain the
shaken condition

Mutilate yourself to enhance a ritual

Kill sentient creatures to enhance your ritual
Gain +5 on Knowledge checks and +2 CL on
summoning durations involving evil outsiders
Vomit an ingested poison

Summon a single weaker creature that has a
horrific stench

Kill sentient creatures to enhance your spells

Use channel to cut the control of undead creatures
Creatures roll twice to remove your curses

With a touch, compel other toward evil acts
Make a full attack when reduced to 0 or fewer hit
points, with restrictions

Gain additional bonuses against enchantments

Item Creation Feats

Prerequisites

Benefits

Fleshwarper

Craft (alchemy) 5 ranks, Heal 5 ranks, evil alignment

Create fleshwarped creatures and items

Metamagic Feats

Prerequisites

Benefits

Contagious Spell

Spell spreads to those who fail to remove it

Monster Feats

Prerequisites

Benefits

Blood Feast*®
Bouncing Spell-Like Ability
Consume Essence®

Disruptive Spell-Like Ability

Bite attack

Spell-like ability at CL 4th or higher

Base attack bonus +6; swallow whole universal
monster ability; evil alignment; magical beast,
outsider, or undead type

Spell-like ability at CL 4th or higher

Gain morale bonuses after biting living creatures
Failed spell-like ability bounces to another target
Inflict negative levels on swallowed creatures

Spell-like ability interferes with spellcasting




Engulf Revulsion®
Enqulf Horror®
Exsanguinate®

Fearsome Spell-Like Ability
Gruesome Shapechanger

Horrific Gorging®

Enqulf or smother universal monster ability
Engulf Revulsion

Blood drain universal monster ability,

grab universal monster ability

Spell-like ability at CL 6th or higher
Shapechanger subtype

Bite attack, swallow whole universal monster ability,
size Large or larger

Intensified Spell-Like Ability Spell-like ability at CL 4th or higher

Latching Horror®
Lingering Spell-Like Ability
Reach Spell-Like Ability
Scarring Spell-Like Ability

Sickening Spell-Like Ability
Skin Suit

Spawnlink

Traumatic Spell-Like Ability

Attach universal monster ability

Spell-like ability at CL 4th or higher
Spell-like ability at CL 4th or higher
Spell-like ability at CL 4th or higher

Spell-like ability at CL 6th or higher

Int 7, undead creature that was originally humanoid
Int 13, create spawn universal monster ability
Spell-like ability at CL 6th or higher

Engulfed or smothered foes are shaken
Enqgulfed or smothered foes are staggered
Double blood drain damage once per round

Spell-like ability makes damaged foes shaken
Bloody transformation sickens foes and makes
area slippery

Swallow one foe to make its allies shaken

Spell-like ability has a higher damage dice cap
A foe is shaken when you attach to it
Instantaneous spell-like ability lasts another round
Spell-like ability gains a longer range
Spell-like ability causes penalties against
emotion™ effects

Spell-like ability sickens damaged foes
Hide in false flesh during the day

See through spawn’s eyes

Spell-like ability causes nightmares

Story Feats

Prerequisites

Benefits

Enemy Cult
Ghost Guide

Protector of the People

Twisted Love

See text

See text

See text

See text

Detect the cult’s alignment, and on completion,
gain defenses against that alignment
Gain a bonus on social skills against spirits, and on
completion, gain benefits with spirit-talking spells
Gain the ability to make a golem protector, and
on completion, gain Craft Construct at a
conditional 10% discount

Gain a +2 bonus vs. enchantments and bonuses to
influence your obsessed foe, and on completion,
you can pretend to be affected by enchantments

Style Feats

Prerequisites

Benefits

Brute Style®

Brute Stomp®

Brute Assault®
Deadhand Style®

Deadhand Initiate®
Deadhand Master®

Kyton Style®
Kyton Shield”
Kyton Cut®

Maddening Style®

Maddening Strike®

Maddening
Obliteration®

Str 15, Int 13, Combat Reflexes, Improved Overrun,
Improved Trip, Improved Unarmed Strike, Vicious
Stomp'S, base attack bonus +6

Str 19, Brute Style, base attack bonus +8

Str 23, Brute Stomp, Brute Style, base attack bonus +10
Wis 15, Improved Unarmed Strike, Knowledge (religion)
4 ranks, ki pool class feature, nongood alignment

Wis 19, Deadhand Style, Knowledge (religion) 6 ranks
Wis 23, Deadhand Initiate, Deadhand Style, Knowledge
(religion) 14 ranks

Wis 13, Exotic Weapon Proficiency (spiked chain),
Knowledge (planes) 3 ranks, ki pool class feature

Wis 15, Kyton Style, base attack bonus +5,

Knowledge (planes) 3 ranks

Wis 17, Kyton Shield, Kyton Style, base attack bonus

+8 or monk level 6th

Wis 15, Cha 11, Improved Unarmed Strike, Stunning Fist,
Knowledge (arcana) 4 ranks, ki pool class feature,
nongood alignment

Wis 17, Cha 13, Maddening Style, Knowledge (arcana)

8 ranks

Wis 19, Cha 15, Maddening Strike, Maddening Style,
Knowledge arcana (10 ranks)

Use Vicious Stomp within 10 feet

Make an extra unarmed attack when starting next
to a prone foe
Weaken tripped foes and reduce their move speed
You are hard to scare and your unarmed strikes
can make foes shaken

You feast upon your own fears
Your unarmed strikes inflict negative levels

Use a spiked chain as a monk weapon and deliver
Stunning Fist through it
Spiked chain acts as both weapon and shield

Spiked chain attacks can hurt both you and the
target, and hinder concentration
Gain additional use of Stunning Fist, increase DC
of madness effects, and deal Wisdom/sanity
damage with Stunning Fist
Use ki to deal substantial Wisdom/sanity damage

Your unarmed strikes weaken foes against
madness and can disintegrate the fallen

* This is a combat feat, and can be selected as a brawler, fighter, gunslinger, swashbuckler, or warpriest bonus feat.




as a standard action, at which point the spirit returns to its
former location and begins rejuvenating or manifesting
again as normal. If you die from the Constitution damage,
the spirit is released, and if you become comatose from the
Wisdom damage, the spirit gains control of your body (and
can release itself whenever it desires).

Special: If you are using the sanity system (page 12) and
fail your Constitution check while harboring the spirit, you
_ take sanity damage equal to 1/2 the spirit’s CR (minimum
1) instead of 1d4 points of Wisdom damage. If you succeed
at the Constitution check, you take sanity damage equal to
1/4 the spirit’s CR instead of 1 point of Wisdom damage.
Either way, you still take the normal amount of Constitution
damage. No effect can prevent or reduce the damage, nor can

it be healed or suppressed by any means until you release
the spirit.

Aura Flare
You are able to flare your alignment aura to debilitate
your foes.

Prerequisites: Cha 13; aura, aura of good, or aura of evil
class feature; channel energy 4d6; strong or overwhelming
good or evil aura.

Benefit: Once per day, when you channel energy, you are
also able to cause your divine aura to flare in a display of
overwhelming force, affecting all good creatures within the
aura (if you channel negative energy) or all evil creatures in
the aura (if you channel positive energy). This effect is in
addition to the normal effects of channeling energy.

When you flare your aura, select from one of the following
options based on the strength of your alignment aura. You
can select a lower-strength effect.

Strong: Affected creatures must succeed at a Fortitude
save (DC = 10 + 1/2 your class level in the class granting you
the channel energy ability + your Charisma bonus) or be
fatigued for 1d4 rounds.

Overwhelming: Affected creatures must succeed at a
Fortitude save (DC = 10 + 1/2 your class level in the class

granting you the channel energy ability + your Charisma
bonus) or be staggered for 1d4 rounds.

Blood Feast (Combat, Monster)
You become more aggressive and vicious when you
taste living flesh and blood.
Prerequisite: Bite attack.
Benefit: When you damage a living creature with
_ your bite attack, you gain a +1 morale bonus on
' } attack and damage rolls with your bite attack until
the end of your next turn.

Blood Spurt (Combat)

When cut in combat, you spray your blood into the faces
of your foes.

Prerequisites: Base attack bonus +2, susceptibility to
bleed damage.

Benefit: Whenever a creature adjacent to you hits you
with a melee attack that deals bleed damage, that creature
must succeed at a Fortitude save (DC = 10 + 1/2 your
character level + your Constitution modifier) or become
blinded for 1d4 rounds as your blood sprays it in the face.
Additionally, if you have a special ability that deals bleed
damage (such as a rogue’s bleeding strike rogue talent), as
a standard action, you can deal 1 point of bleed damage to
yourself to spray blood in the face of an adjacent creature
of your choice, causing the same effect. The creature only
needs to attempt the saving throw for the first of'its attacks
that deals bleed damage.



Bouncing Spell-Like Ability (Monster)
You can retarget one of your spell-like abilities when it fails
to affect its original target.

Prerequisite: Spell-like ability at caster level 4th or higher.

Benefit: Choose one of your spell-like abilities, subject
to the restrictions described in this feat. You can use the
chosen spell-like ability as a bouncing spell-like ability three
times per day (or less, if the ability is normally usable only
once or twice per day).

Whenever you use a bouncing spell-like ability against a
single target and the ability has no effect on it (whether due
to spell resistance or a successful saving throw), as a swift
action, you can redirect the spell-like ability to target another
eligible creature within range. The redirected spell-like ability
behaves as if its new target were the original target for the
spell-like ability. Spell-like abilities that affect a target in any
way (including a lesser effect from a successful saving throw)
can't be redirected in this manner.

You can only select a spell-like ability duplicating a spell
with a level less than or equal to 1/2 your caster level (round
down) - 1. For a summary, see Table 3-1.

Special: This feat can be taken multiple times. Each time
it is taken, you can apply it to a different spell-like ability.

Brutal Coup de Grace (Combat)

Your killing blows are so brutal that they scare other foes.

Prerequisites: Dazzling Display, Weapon Focus, base
attack bonus +5, proficiency with the selected weapon.

Benefit: When you deliver a coup de grace with the selected
weapon and kill the target, enemies within 30 feet of you who
can see or hear you must succeed at a Will saving throw (DC
= 10 + 1/2 your character level + your Charisma bonus) or
become shaken. This is a mind-affecting fear effect.

Brute Assault (Combat)
With brute force, you can bowl over and cripple opponents
by treading on them.

Prerequisites: Str 23, Int 13, Brute Stompf, Brute Stylef,
Combat Reflexes, Improved Overrun, Improved Trip,
Improved Unarmed Strike, Vicious StompUc, base attack
bonus +10.

Benefit: While using Brute Style, when you successfully
perform an overrun or trip combat maneuver against an
opponent that causes that opponent to fall prone, your
opponent takes 1d6 points of Strength damage, and its
base speed is halved until the Strength damage is healed. A
successful Fortitude save (DC = 10 + your base attack bonus)
reduces the Strength damage to 1 point and negates the
movement speed reduction.

Brute Stomp (Combat)
Few can avoid the brutal violence of your bone-crushing
kicks and stomps.

Prerequisites: Str 19, Int 13, Brute Style!, Combat Reflexes,
Improved Overrun, Improved Trip, Improved Unarmed
Strike, Vicious StompY¢, base attack bonus +8.

Benefit: While using Brute Style, when you make a full
attack with a prone opponent adjacent to you that includes
at least one unarmed strike, you can make an additional
unarmed strike at your highest base attack bonus against
that prone creature. These additional attacks don’t stack
with those granted by Medusa’s Wrath, and this does not
allow you to make an additional attack against a creature you
tripped during your full attack. Additionally, you can use
your Vicious Stomp feat against any opponent within your
natural reach regardless of whether it falls prone adjacent
to you.

Brute Style (Combat, StyleD
Through strength, study, and intense inner reflection, you
have become an expert at battering fallen opponents.

Prerequisites: Str 15, Int 13, Combat Reflexes, Improved
Overrun, Improved Trip, Improved Unarmed Strike, Vicious

StompY€, base attack bonus +6.

Benefit: While using this style, you can use your Vicious
Stomp feat against any opponent within 10 feet of you, as
long as it is within your natural reach. If you don’t have the
Vicious Stomp feat, you gain no benefit from this feat.

Normal: The Vicious Stomp feat only works against an
opponent that falls prone adjacent to you.

Bully Breed

Your animal companion can terrify as well as fight.

Prerequisites: Handle Animal 4 ranks, Intimidate 4 ranks,
animal companion or mount class feature.

Benefit: Your animal companion or mount gains
Intimidate as a class skill. It can attempt to demoralize
an opponent using the Intimidate skill as a move action
on the same round that it damages an opponent with a
natural attack.

Special: Your animal companion can select the
Dazzling Display and Shatter Defenses feats if it meets
the prerequisites. This feat does not allow your animal
companion to use Intimidate to make a target friendly or
gain their assistance.

Normal: Animal companions and mounts with an
Intelligence score of 2 or less must select feats from a
limited list.

Clarity of Pain

You can inflict pain upon yourself to sharpen your focus.
Prerequisites: Con 13, Improved Iron Will, Iron Will.
Benefit: Three times per day, as an immediate action

when you fail a saving throw against a charm or compulsion

effect, you can inflict 1d6 points of slashing, piercing, or

bludgeoning damage to yourself in order to reroll that



saving throw. You can’t reroll the saving throw if you negate
the damage, such as by having damage reduction greater
than or equal to the damage you dealt to yourself; instead,
you spend the immediate action and daily use of this feat
but gain no benefit. You must take the result of the second
roll, even if it is worse.

Consume Essence (Combat, Monster)
Creatures that you swallow are quickly absorbed and soon
utterly annihilated.

Prerequisites: Base attack bonus +6; evil alignment;
swallow whole universal monster ability; must be of the
magical beast, outsider, or undead type.

Benefit: When you start your turn having swallowed at
least one creature, each swallowed creature must succeed at
a Fortitude save (DC =10 + 1/2 your Hit Dice + your Charisma
modifier) or gain a temporary negative level. Swallowed
creatures that die from these negative levels are consumed
as per disintegrate. This is a death effect.

Special: If you are of the undead type, each time a
swallowed creature gains a temporary negative level from
this ability, you add 5 temporary hit points to the number of
hit points that swallowed creatures must deal to escape, up
to a maximum of 15 temporary hit points. These temporary
hit points last for 10 minutes.

Contagious Spell (Metamagic)

Your spells are dangerous to dispel and likely to backfire
upon those who try.

Benefit: A caster level check to dispel or remove a
contagious spell that fails by 5 or more causes it to spread
from the original target to the creature that attempted to
remove it. The spell spreads to the new target regardless of’
its normal range or any special targeting requirement like a
melee or ranged touch attack. The spell is treated as if you
had just cast it on the new target. The new target receives a
saving throw or the benefit of spell resistance (if applicable)
if the spell normally allows it.

You can apply Contagious Spell only to targeted spells
that are harmful to their target and don’t have a range of
personal; a contagious spell never spreads to someone
who would benefit from being the target of the spell. A
contagious spell uses up a spell slot 2 levels higher than
the spell’s actual level.

Special: A contagious spell can be identified normally
as it is being cast with a successful Spellcraft check.
Identifying whether a spell is contagious by its effect,
however, requires the use of the analyze dweomer spell or
a similar effect.

Deadhand Initiate (Combat)

Your adulation of death not only shields you from your
fears, it allows you to feed on them.
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Prerequisites: Wis 19, Deadhand Stylef, Improved
Unarmed Strike, Knowledge (religion) 6 ranks, ki pool class
feature, nongood alignment.

Benefit: While using Deadhand Style, as long as you
have at least 1 point in your ki pool, your bonus on saving
throws against fear effects increases to +4, and the DC of
Intimidate checks attempted against you increases by 8.
Additionally, if an enemy targets you with a fear effect, you
can spend 1 point from your ki pool as an immediate action
to gain a number of temporary hit points equal to twice
your Hit Dice.

Deadhand Master (Combat)
Your death-infused punch drains life force from your foes.

Prerequisites: Wis 23, Deadhand Initiate!, Deadhand
Style!, Improved Unarmed Strike, Knowledge (religion) 14
ranks, ki pool class feature, nongood alignment.

Benefit: While using Deadhand Style, when you damage
a living creature with an unarmed strike, you can spend
2 points from your ki pool as a swift action to inflict 2
temporary negative levels on your enemy with no saving
throw. Effects that reduce the ki cost also reduce the
number of negative levels you inflict on your foe, but effects
that increase the ki cost do not increase the number of
negative levels you inflict. As long as the foe is affected
by the temporary negative levels, you can’t recover the ki
points you spent, effectively reducing the size of your ki
pool. The Fortitude save DC to remove the negative levels
and prevent them from becoming permanent is equal
to 10 + 1/2 your Hit Dice + your Wisdom modifier. Once
the negative levels become permanent or the foe removes
them, you can recover your spent ki points. If the foe dies
before either happens, you can recover the spent ki after
24 hours.

Deadhand Style (Combat, StyleD
Your study of death allow you to exploit your foes’ fears.

Prerequisites: Wis 15, Improved Unarmed Strike,
Knowledge (religion) 4 ranks, ki pool class feature, nongood
alignment.

Benefit: While using this style, if you have at least 1
point in your ki pool, you gain a +2 bonus on saves against
fear effects, and the DC of Intimidate checks against you
increases by 4. As a swift action, you can spend 1 point from
your ki pool to empower your unarmed strikes. Creatures
hit with your unarmed strikes must succeed at a Will save
(DC =10 + 1/2 your character level + your Wisdom modifier)
or become shaken for a number of rounds equal to your
Wisdom modifier. This is a mind-affecting fear effect.

Disconcerting Knowledge
You unsettle your enemies by demonstrating that you how
to defeat them.



Prerequisites: Bardic knowledge class ability or Knowledge
domain, Knowledge (any two) 3 ranks each.

Benefit: You can use your knowledge to demoralize
an enemy. When you use a standard action to Intimidate
a creature with a base CR of 2 or greater, you can use a
Knowledge skill that could be used to identify the creature’s
type in place of Intimidate when attempting to demoralize
that creature. The target creature must be intelligent and
understand the language that you are using when conveying
the disconcerting knowledge.

Disrupting Fist (Combat)

Your powerful fists can reduce undead foes to dust.

Prerequisites: Channel Smite, Improved Unarmed Strike,
base attack bonus +9, channel positive energy 4d6.

Benefit: On a confirmed critical hit using an unarmed
strike against an undead creature, you can expend two uses
of your channel energy ability as a swift action to destroy
that undead creature. The undead creature can negate this
effect with a successful Will saving throw (DC = 10 + your
base attack bonus).

Disruptive Spell-Like Ability (Monster)
Your spell-like ability clings to affected targets and interferes
with their spellcasting.

Prerequisite: Spell-like ability at caster level 4th or higher.

Benefit: Choose one of your spell-like abilities, subject to
the restrictions described in this feat. You can use the chosen
spell-like ability as a disruptive spell-like ability up to three
times per day (or less, if the ability is normally usable only
once or twice per day).

For 1 round after you use a disruptive spell-like ability,
affected targets attempting to cast as spell must attempt
concentration checks when casting spells or use spell-like
abilities (DC = the disruptive spell-like ability’s DC + the
level of the spell the target is casting or spell-like ability it’s
using). Targets that avoid the spell-like ability’s effects also
avoid this feat’s effect.

You can only select a spell-like ability duplicating a spell
with a level less than or equal to 1/2 your caster level (round
down) - 1. For a summary, see Table 3-1.

Special: This feat can be taken multiple times. Each time
you do, you can apply it to a different spell-like ability.




Enemy Cult (Story)

You have crossed paths with a cult opposed to everything in

which you believe.

Prerequisite: You must have encountered a cult whose
general alignment is opposite to yours on at least one axis
or who threatened your beliefs or way of life, or you must
have the Angelic Encounter, the False Witness, The Omen,
or the Terrible Secret background (all of which are found in
Ultimate Campaign).

Benefit: Choose an appropriate detect chaos/evil/good/law
spell that would aid you in opposing your chosen enemy cult.
You can cast this spell twice per day as a spell-like ability with
a caster level equal to your character level.

Goal: Thwart the enemy cult, whose leader must be a
challenging foe. You must deal that cult leader a decisive
defeat, and additionally eradicate the cult or drive the cult
from the area.

Completion Benefit: You gain a +2 resistance bonus on
saving throws against evil creatures and a +2 deflection
bonus to AC against evil creatures’ attacks. These bonuses
double against evil summoned creatures.

Engulf Horror (Combat, Monster)
The repulsive horror of your smothering attack nearly
incapacitates most foes.

Prerequisites: Engulf Revulsionf; engulf or smother
universal monster ability.

Benefit: When you successfully engulf or smother an
opponent, successfully maintain a grapple combat maneuver
on a smothered opponent, the opponent must succeed at
a Will save (DC = 10 + 1/2 your Hit Dice + your Strength
modifier) or become staggered for 1 round. This is a mind-
affecting fear effect.

Engulf Revulsion (Combat, Monster)
The stomach-churning terror of your smothering attack
leaves creatures sick and weakened.

Prerequisite: Engulf or smother universal monster
ability.

Benefit: When you successfully engulf or smother an
opponent, or successfully maintain a grapple combat
maneuver on an engulfed or smothered opponent, that
opponent must succeed at a Will save (DC = 10 + 1/2 your
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Hit Dice + your Strength modifier) or become shaken for 1
round. This is a mind-affecting fear effect.

Exorcising Mutilation
Malevolent entities that seek to possess or dominate you are
unaware of how far you will go to stop them.

Prerequisites: Con 15, Clarity of Pain', Improved Iron Will,
Iron Will.

Benefit: When you fail a saving throw to resist possession
or a dominate spell, you can deal 4 points of Constitution
damage to yourself and reroll your saving throw as an
immediate action. You cannot reduce or negate this damage
in any way, and the only way to heal the damage is through
natural recovery; magical methods don’t work. You must
take the result of the second roll, even if it is worse. If
you succeed at the second saving throw, you also become
immune to that spell or ability from that creature for 24
hours. You must be wielding a lethal piercing or slashing
weapon, or possess a claw natural attack or some way to draw
such a weapon reactively without using your immediate
action, to use this ability.

Exsanguinate (Combat, Monster)
You drink blood from the living at a furious rate, often
draining creatures dry in a matter of seconds.
Prerequisites: Blood drain universal monster ability, grab
universal monster ability.
Benefit: Once per round, when you successfully pin an
opponent, that opponent takes double the normal damage
from your blood drain.

Fear Eater
You eat the fear of others, freeing them from its effects.

Prerequisites: Cha 13, Iron Will, have no immunity to fear
effects.

Benefit: As a standard action, you can remove a fear
effect from another creature by touching it. The fear effect
is transferred from that creature to you, with the same
remaining duration. If the fear effect has varying effects
depending on the target (such as the effects of cause fear
depending on the target’s Hit Dice), it has the effect it
had on the original creature or the effect it would have on
you, whichever is more severe. When you choose to accept
another creature’s fear, you don'’t receive any saving throw,
spell resistance, or other defenses you would normally have
against the fear effect.

Fearsome Spell-Like Ability CMonster)

Your spell-like ability induces fear in affected targets.
Prerequisite: Spell-like ability at caster level 6th or higher.
Benefit: Choose one of your spell-like abilities, subject

to the restrictions described in this feat. You can use the

chosen spell-like ability as a fearsome spell-like ability three

times per day (or less, if the ability is normally usable only
once or twice per day).

When a target takes damage from a fearsome spell-
like ability and fails its saving throw against the spell-like
ability, it becomes shaken for a number of rounds equal to
the spell-like ability’s equivalent spell level. If the spell-like
ability doesn’t allow a saving throw, creatures harmed by it
can attempt a Will save (against the DC that the spell-like
ability would have if it allowed a saving throw) to negate
the shaken effect. If the effect of the spell-like ability also
causes targets to become shaken and a target fails its saving
throw, the duration of the shaken condition caused by this
effect stacks with the spell-like ability’s. A fearsome spell-
like ability can’t cause a creature to become frightened, even
if that creature is already shaken.

You can only select a spell-like ability duplicating a spell
with a level less than or equal to 1/2 your caster level (round
down) - 2. For a summary, see Table 3-1.

Special: This feat can be taken multiple times. Each time it
is taken, you can apply it to a different spell-like ability.

Fleshwarper (ltem Creation)
You can create creatures through an abominable alchemical
process.

Prerequisites: Craft (alchemy) 5 ranks, Heal 5 ranks, evil
alignment.

Benefit: You can create fleshwarped creatures and
fleshcraft grafts (see page 165). A newly created fleshwarped
creature has average hit points for its Hit Dice.

Ghost Guide (Story)
You have made it your life’s work to put the dead to rest.
Prerequisites: You have encountered a ghost or haunt,
or have the Bones, the Died, the Raised Among the Dead,
or The Dead One background (all of which are found in
Ultimate Campaign).
Benefit: Whenever you communicate with a ghost or haunt,
whether while adventuring or through use of spells such as
call spirit°4, speak with haunt*S, and speak with dead, or seances
and talking boards, you gain a +2 bonus on Diplomacy and
Sense Motive checks. The GM can also extend this benefit to
any intelligent undead creature that has an interest in being
laid to rest. If you have more than 10 ranks in either these
skills, you instead gain a +4 bonus on the appropriate skill.
Goal: Lay an appropriate number of ghosts, haunts,
and other undead creatures to rest. Laying to rest means
fulfilling the actions described on a haunt’s destruction line
or doing what is required to prevent a ghost’s rejuvenation.
If the GM includes other types of undead, the GM decides
what constitutes their final business.
Completion Benefits: You retain the normal benefit.
Additionally, you increase your effective caster level by 2
when determining the effects of call spirit, speak with haunt,



speak with dead. Finally, when a spirit lies to you, you can
confront the spirit about the lie and force it to roll another
saving throw against the spell’s DC. If the spirit fails the
saving throw, you receive an additional question to replace
the one where the spirit gave a false answer.

Gruesome Shapechanger (Monster)

When you change shape, it is a violent and bloody affair.
Prerequisite: Shapechanger subtype.

Benefit: When you change shape, your previous form
sloughs off your body in a spray of blood and viscera that
congeals into a thick, disgusting slime that dissolves within
24 hours. Until the slime dissolves or is cleaned in some way,
the space where you stood when you changed (or the space
below if you changed in mid-air) becomes slippery, counting
as difficult terrain and increasing the DC of Acrobatics
checks made in that area by 5. Any foe witnessing this
gruesome shape change must succeed at a Fortitude save
(DC =10 +1/2 your Hit Dice + your Constitution modifier) or
be sickened for 1 minute.

Special: The gruesome way you change shape is tiring.
Once you've used your change shape ability, you must wait
1d4 rounds before you can use it again. If you take this feat,
it changes the way your shapechanging ability works; you
cannot choose to avoid this feat’s effects.

Horrific Gorging (Combat, Monster)

In the space of a few horrific seconds, you can chew up and
gulp down an entire humanoid body.

Prerequisites: Bite attack, Large or larger, swallow whole
universal monster ability.

Benefit: As a full-round action, you can completely
consume a dead, unconscious, paralyzed, or otherwise
helpless humanoid creature that you could normally
swallow with your swallow whole ability. When you do, you
deal bite damage as a critical hit and swallow the humanoid
as your swallow whole special ability.

Allies of the swallowed creature within 30 feet that can see
you indulge in this horrific feast must succeed at a Will save
(DC = 10 + 1/2 your Hit Dice + your Charisma modifier) to
avoid being shaken for 1d4 rounds. This part of the ability is
a mind-affecting fear effect.

Incorporeal Intuition

You notice incorporeal creatures, even those lurking in walls.
Prerequisites: Psychic Sensitivity®* or the ability to cast
psychic spells, Spirit Sense©.

Benefit: You can sense the presence and movement of
incorporeal creatures though solid walls, as long as that
incorporeal creature is adjacent to you. When you sense a
creature in this way, you can attempt a Knowledge (religion)
check to identify the creature and its special powers or
vulnerabilities, with a —5 penalty. When you sense an

incorporeal creature with this ability and use a readied
action to attack it when it attacks from inside the wall, it
doesn’t gain cover against your attack.

Normal: Incorporeal creatures are silent unless they
choose to make a sound and are thus almost impossible to
detect when inside a solid wall. When readying to attack an
incorporeal creature in a solid wall, it gains cover against
your attack.

Intensified Spell-Like Ability CMonster)
Your spell-like ability deals more damage.

Prerequisite: Spell-like ability at caster level 4th or higher.

Benefit: Choose one of your spell-like abilities, subject
to the restrictions described in this feat. You can use the
chosen spell-like ability as an intensified spell-like ability
three times per day (or less, if the ability is normally usable
only once or twice per day).

When you use an intensified spell-like ability, the
maximum number of the ability’s damage dice increases
by 5 levels. You must have sufficient caster levels to surpass
the normal maximum in order to benefit from this feat.
No other variables of the spell-like ability are affected, and
spell-like abilities that inflict damage that is not modified by
caster level are not affected by this feat.

You can only select a spell-like ability duplicating a spell
with a level less than or equal to 1/2 your caster level (round
down) - 1. For a summary, see Table 3-1.

Special: This feat can be taken multiple times. Each time it
is taken, you can apply it to a different spell-like ability.

Ryton Cut (Combat)
You lash yourself and share the pain with your opponent.

Prerequisites: Wis 17, Exotic Weapon Proficiency (spiked
chain), Kyton Shield!, Kyton Stylef, base attack bonus +8
or monk level 6th, Knowledge (planes) 3 ranks, ki pool
class feature.

Benefit: When using Kyton Style, your spiked chain
attacks can be brutal, both to yourself and your foe. Before
attempting an attack roll with a spiked chain attack, you can
choose to make a Kyton Cut. Before making the attack, you
take 1d6 points of nonlethal damage. This damage cannot
be avoided or reduced in any way. If you are immune to
nonlethal damage, you take normal damage instead. If
the attack hits, its target takes an additional 1d6 points of
nonlethal damage and a —4 penalty on concentration checks
for 1 round. The penalty is a pain"™ effect.

Ryton Shield (Combat)

Whether in your hand or draped around your body, the

spiked chain serves as both weapon and shield.
Prerequisites: Wis 15, Exotic Weapon Proficiency (spiked

chain), Kyton StyleT, base attack bonus +5, Knowledge (planes)

3 ranks, ki pool class feature.



Benefit: When using Kyton Style, you gain a +1 shield
bonus to your Armor Class as long as you are wielding a
spiked chain. If the spiked chain is magical, add 1/2 its
enhancement bonus to this shield bonus. If the spiked
chain has the vicious ability, instead add its full enhancement
bonus to the shield bonus.

Ryton Style (Combat, Style)
Your fighting style emulates the disciplined nature of the
kytons, with passion and pain held tightly in chains.
Prerequisites: Wis 13, Exotic Weapon Proficiency (spiked
chain), Knowledge (planes) 3 ranks, ki pool class feature.
Benefit: When using this style, you treat spiked chains as
if they had the monk special weapon feature. Additionally,
if you have Stunning Fist, you can spend 1 point from your
ki pool to make a Stunning Fist attack with your spiked
chain instead of an unarmed strike. This still costs a use of
Stunning Fist as normal.

Latching Horror (Combat, Monster)
You induce fear and loathing when you latch onto another
living creature.

Prerequisite: Attach universal monster ability.

Benefit: When you use your attach ability, your
opponent must succeed at a Will save (DC = 10 + 1/2
your Hit Dice + your Constitution modifier) to avoid
becoming shaken while you remain attached. This is a
mind-affecting fear effect.

Lifeless Gaze
Your cold visage and eyes devoid of sentiment cause fear
in those making contact with your gaze.

Prerequisites: Iron Will, Bluff 5 ranks.

insights to the darker places of your inner psyche. You

Benefit: Your haunting gaze grants horrifying ‘{

gain a +2 insight bonus on Will saving throws against
emotion"™ effects and a +2 insight bonus on Bluff’
checks. Additionally, if a humanoid creature attempts
to read your mind using an ability like detect thoughts,
it is shaken for 2d4 rounds regardless of whether the
mind-reading attempt succeeds. If a humanoid fails a
Diplomacy check against you by 5 or more, it becomes
shaken for 2d4 rounds by your emotionless gaze.

Lingering Spell-Like Ability CMonster)
Your spell-like ability clings to existence, slowly fading from
the world.

Prerequisite: Spell-like ability at caster level 4th or higher.

Benefit: Choose one of your spell-like abilities, subject
to the restrictions described in this feat. You can use the
chosen spell-like ability as a lingering spell-like ability three
times per day (or less, if the ability is normally usable only
once or twice per day).

A lingering spell-like ability causes an instantaneous spell-
like ability that affects an area to persist until the beginning of
its next turn. Targets already in the area suffer no additional
harm, but other creatures or objects entering the area are
subject to its effects. A lingering spell-like ability with a visual
manifestation obscures vision, providing concealment (20%
miss chance) beyond 5 feet and total concealment (50% miss
chance) beyond 20 feet.

You can only select a spell-like ability duplicating a spell
with a level less than or equal to 1/2 your caster level (round
down) - 1. For a summary, see Table 3-1.

Special: This feat can be taken multiple times. Each time it
is taken, you can apply it to a different spell-like ability.

Maddening Obliteration (Combat)

With a mighty killing blow, your unsettling punch vaporizes
your foe.




Prerequisites: Wis 19, Cha 15, Improved Unarmed Strike,
Maddening = Strikef, Maddening Stylef, Stunning Fist,
Knowledge (arcana) 10 ranks, ki pool class feature, nongood
alignment.

Benefit: When you damage a living creature with an unarmed
strike while using Maddening Style, and you have at least 1
point in your ki pool, that creature suffers a— penalty on saving
throws against any confusion, madness, and insanity effects
(including your Maddening Strike) for 1 round. Additionally, if
you reduce a creature to fewer than o hit points with a Stunning
Fist attack, you can spend 2 points from your ki pool as a free
action to obliterate your opponent, reducing their body to fine
dust as per disintegrate. A living creature can attempt a Fortitude
save (DC = 10 + 1/2 your character level + your Wisdom modifier)
to negate this effect.

Maddening Strike (Combat)

Your fists are weapons of mind-devouring madness.
Prerequisites: Wis 17, Cha 13, Improved Unarmed Strike,

Maddening Stylef, Stunning Fist, Knowledge (arcana) 8

ranks, ki pool class feature, nongood alignment.
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Benefit: As a swift action, you can spend 1 point from your
ki pool to imbue the next unarmed strike you make on this
turn with the maddening power of the spaces between the
stars. If that attack doesn't hit, you take 2 points of Wisdom
damage. If the attack hits, your opponent takes damage from
your unarmed strike + 1d4+1 points of Wisdom damage. A
successful Will save (DC = 10 + 1/2 your character level +
your Wisdom modifier) reduces this to 2 points of Wisdom
damage.

Special: If you are using the sanity system (page 12), when
you miss with a Maddening Strike, you take 4 points of
sanity damage. If you hit, the target takes damage from the
unarmed strike plus 8 points of sanity damage (or 4 points
of sanity damage on a successful Will save).

Maddening Style (Combat, Style)
When you clobber an opponent with your fists, you inundate
its mind with visions of madness and horror.

Prerequisites: Wis 15, Cha 11, Improved Unarmed Strike,
Stunning Fist, Knowledge (arcana) 4 ranks, ki pool class
feature, nongood alignment.
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Benefit: You gain one additional use of Stunning Fist
per day. When using this style, if you have at least 1 point
in your ki pool, you increase the DCs of your confusion,
madness, and insanity effects (including Maddening Strike)
by 1. Additionally, when you successfully stun an opponent
with your Stunning Fist attack, your target takes 1 point of
Wisdom damage.

Special: If you are using the sanity system (page 12), when
you successfully stun an opponent with your Stunning Fist
attack, the target takes 1d4 points of sanity damage instead
of 1 point of Wisdom damage.

Mutilating Ritualist
You add a personal sacrifice to heighten the power of your
ritual magic.

Prerequisites: Knowledge (arcana) 4 ranks, Knowledge
(religion) 4 ranks, Spellcraft 4 ranks.

Benefit: Once during the casting of an occult ritual
(Pathfinder RPG Occult Adventures 208), you can inflict 1d6
hit points of damage per 2 Hit Dice and 1d4 Constitution
damage (or Charisma damage if you're undead) to yourself
as an immediate action with a piercing or slashing weapon.
You can'’t reduce or ignore this damage in any way. This
damage doesn’t disrupt the ritual, and you can roll twice
for the next skill check made as part of a ritual casting and
take the better result. If the resulting ritual effect has the
fear descriptor or is in the phantasm subschool, increase its
saving throw DC by 1. Multiple characters with this feat can
each use it once per ritual on their skill checks, but the DC
increases don't stack.

Profane Studies
Your study of fiends grants you advantages when summoning
or fighting them.

Prerequisites: Int 13, Knowledge (planes) 4 ranks, ability to
cast a summon monster spell.

Benefit: You gain a +5 bonus on Knowledge (planes)
checks involving evil outsiders. Additionally, when you cast a
summon monster spell to summon an evil outsider, treat your
caster level as 2 levels higher for the purpose of determining
the duration.

Protector of the People (Story)
You have vowed to construct a defender for your community.
Prerequisite: Your community has come under persecution
and requires considerable defense, or you have the Raiders,
the Righting a Wrong, The War, or The Way Things Work
background (all of which are found in Ultimate Campaign).
Benefit: You temporarily gain the Craft Construct feat for
the purposes of building one golem to satisfy the goal of
this story feat. You do not need to meet Craft Construct’s
prerequisites, and it can’t be used as a prerequisite for any
other crafting endeavor.

Goal: Craft a golem of CR 5 or greater and donate it
to your community for its defense against persecution.
You and your allies must fund the construction, not the
community. You must be significantly involved in the
golem’s construction. After completion, this golem cannot
be used as a personal adventuring companion; it is the
property of the community to which it was dedicated. The
donated creature must be a golem and not another type of
construct, such as an animated object.

Completion Benefits: You gain Craft Construct as a
bonus feat without meeting its prerequisites and can use
it for any purpose. The cost to build any construct that
normally costs less than the cost of your donated golem is
permanently reduced by 10%; the cost of the base materials
is not reduced, however.

Purging Emesis
You learn to purge toxins by vomiting.
Prerequisite: Great Fortitude.
Benefit: As a full-round action that provokes attacks of’
opportunity, you can attempt to end an ingested poison
effect by making yourself vomit. If you succeed at a new
saving throw against the initial effect, you gain the nauseated
condition for 1 round but end the poison effect as if you
had succeeded at the requisite saving throws. Your vomiting
causes one adjacent square to become slippery (Core Rulebook
412) until your vomit is cleaned (usually taking 1 full round)
or dries up (usually 1 hour). Once you use this feat, you must
wait at least 1 hour and consume food or drink before you
can use it again.

Putrid Summons
You summon creatures whose very presence turns the
stomach of your foes.

Prerequisites: Spell Focus (conjuration); ability to cast
summon monster or summon nature’s ally.

Benefit: When you cast a summon monster or summon
nature’s ally spell, you can choose to summon a single
creature that exudes a putrid odor or befouls the water
surrounding it, granting it the stench universal monster
ability. The duration of the sickened condition created
by this stench is a number of rounds equal to the spell’s
level. When performing a putrid summon, you summon
a creature from the next lower list than the spell you are
casting, For instance, if you cast summon monster IV, you
summon a creature from the summon monster III list.

Reach Spell-Like Ability CMonster)
You can use a spell-like ability at a greater range.
Prerequisite: Spell-like ability at caster level 4th or higher.
Benefit: Choose one of your spell-like abilities, subject
to the restrictions described in this feat. You can use the
chosen spell-like ability as a reach spell-like ability three



TABLE 3-3 REACH SPELL-LIKE ABILITY

Caster

Range Increase (by Spell Level)

Level 0 1st 2nd 3rd 4th 5th 6th 7th 8th 9th
2nd +1 — — — — — — — - —
4th 2 o - — — — — — - —
6th +3 +2 + — — — — — - —
8th +3 +3 2 +1 — — — — — —
10th +3 +3 +3 +2 +1 — — — — —
12th +3 +3 +3 +3 +2 1 — — - —
14th +3 +3 +3 +3 +3 2 +1 — = —
16th +3 +3 +3 +3 +3 +3 2 +1 — —
18th +3 +3 +3 +3 +3 +3 +3 +2 o —
20th +3 +3 +3 +3 +3 +3 +3 +3 2 +1

times per day (or less, if the ability is normally usable only
once or twice per day).

When you use a reach spell-like ability, it can alter a
spell-like ability 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. You can
select a spell-like ability that duplicates a spell only if
its level is less than or equal to 1/2 its caster level (round
down) — 1 per increase in range category. For example, a
spell-like ability with a range of touch can be increased
to long range only if it duplicates a spell with a level less
than or equal to 1/2 your caster level (round down) — 3.
For a summary, see Table 3-3. Reach spell-like abilities
that normally require melee touch attacks instead require
ranged touch attacks.

Spell-like abilities that do not have a range of touch,
close, or medium do not benefit from this feat.

Special: This feat can be taken multiple times. Each time it
is taken, you can apply it to a different spell-like ability.

Sacrificial Adept

The deaths of living, sentient creatures fuel your spells and
heighten their potency.

Prerequisites: Knowledge (arcana) 4 ranks, Knowledge
(planes) 4 ranks, Knowledge (religion) 4 ranks, Spellcraft 4
ranks, ability to cast 3rd-level spells, evil alignment.

Benefit: By partaking in a heinous ritual that takes at least
10 minutes to complete and which requires you to perform
a successful coup de grace upon a sacrifice, you can enhance
the power of a single spell you know or have prepared for
the next 24 hours, regardless of how many times you cast it
within that period. Your sacrifice must be a sentient creature
with a total number of Hit Dice greater than or equal to your
caster level, and it must die from your coup de grace; if it
doesn’t die or comes back to life, you lose all benefits related
to that sacrifice.

After successfully performing the ritual, you choose the
spell that the ritual enhances and gain your choice of a +2
bonus to any attack rolls and combat maneuvers made with

that spell or a +2 bonus on caster level checks to overcome
spell resistance with that spell for 24 hours.

You can perform this ritual a number of times per day
equal to your Charisma modifier, but you cannot affect the
same spell more than once at a time.

Sacrificial Ritualist
Your magical power used to originate in yourself, but now
you draw it from others.

Prerequisites: Mutilating Ritualist’, Knowledge (arcana) 4
ranks, Knowledge (religion) 4 ranks, Spellcraft 4 ranks.

Benefit: You can improve your ability to cast an occult
ritual (Occult Adventures 208) by powering it with the blood of
creatures. When you begin the occult ritual with the death of
a sentient creature (or number of sentient creatures with a
total number of Hit Dice equal to twice the effective level of
the ritual), you and all secondary casters gain a +4 bonus on
all skill checks necessary to complete the occult ritual. This
feat’s sacrifices are in addition to any sacrifices normally
required to complete the ritual.

Scarring Spell-Like Ability (Monster)
Your spell-like ability leaves mental scars.

Prerequisite: Spell-like ability at caster level 4th or higher.

Benefit: Choose one of your spell-like abilities, subject
to the restrictions described in this feat. You can use the
chosen spell-like ability as a scarring spell-like ability three
times per day (or less, if the ability is normally usable only
once or twice per day).

When you use a scarring spell-like ability, a target that
fails its saving throw against the spell-like ability takes a—2
penalty on saving throws against emotion and fear effects
you create, and a —1 penalty on saving throws against other
emotion and fear effects, for the next 24 hours. If the spell-
like ability doesn’t allow a saving throw, you can't choose
to enhance it with this feat. Penalties from multiple
scarring spell-like abilities don’t stack. This feat can be
applied only to spell-like abilities with the emotion"™ or
fear descriptor.



You can only select a spell-like ability duplicating a spell
with a level less than or equal to 1/2 your caster level (round
down) - 1. For a summary, see Table 3-1.

Special: This feat can be taken multiple times. Each time it
is taken, you can apply it to a different spell-like ability.

Shatter Control (Combat)

You can infuse your attacks with divine power capable of
harming the undead and shattering the bond between the
undead and its controller.

Prerequisite: Channel positive energy 4d6.

Benefit: As a special full-round action, you can make a
single melee attack against an undead creature or a single
ranged attack against an undead creature within 30 feet.
If the attack is successful, you deal your normal damage
with the melee or ranged attack to your undead target. If
the target undead creature is being controlled by another,
by way of spell, because the target undead creature is an
unintelligent undead controlled by that creature, or is
under command of another undead creature, and if the
controlling creature is within 120 feet of you when you
make the attack, the controlling creature must succeed at
a Will save (DC = 10 + 1/2 your level + your Cha modifier)
or immediately lose control of the targeted undead for 10
minutes. While under this effect, the targeted undead is
immediately compelled to seek out and attack its former
controller until the control is regained.

Sickening Spell-Like Ability CMonster)
Your spell-like ability sickens affected targets.

Prerequisite: Spell-like ability at caster level Gth
or higher.

Benefit: Choose one of your spell-like abilities, subject
to the restrictions described in this feat. You can use
the chosen spell-like ability as a sickening spell-
like ability three times per day (or less, if
the ability is normally usable only once
or twice per day).

When you use a sickening spell-
like ability, a target that takes damage
from the spell-like ability becomes
sickened for a number of rounds equal
to the spell-like ability’s
spell level. If the spell-like ability allows a

equivalent

saving throw, a successful save negates
the sickening effect. If the spell does
not allow a saving throw, the target can
attempt a Fortitude save (against the DC
that the spell-like ability would have if
it allowed a saving throw) to negate

the sickening effect. If the effect of

the spell-like ability also causes targets to
become sickened and targets fail their save,

()

add the duration of the sickened condition caused by this
effect to the duration of the sickened condition imposed by
the spell-like ability.

Spell-like abilities that do not inflict damage do not
benefit from this feat.

You can only select a spell-like ability duplicating a spell
with a level less than or equal to 1/2 your caster level (round
down) - 2. For a summary, see Table 3-1.

Special: This feat can be taken multiple times. Each time it is
taken, you can apply it to a different spell-like ability.

Skin Suit (Monster)
During the daylight hours, you can cloak your unnatural
form beneath a veil of flesh and blood.

Prerequisites: Int 7, undead creature that was originally
humanoid.

Benefit: Once per day as a full-round action, you can cloak
your body in a thin, fleshy suit that gives you the appearance
of yourself as a young adult humanoid. Your appearance
changes as per alter self, but this feat doesn’t adjust your ability
scores or grant any new abilities. When

i
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so disguised, you cannot use slashing or piercing natural
attacks, such as bite or claw attacks, without unraveling and
destroying your skin suit, nor can you deliver energy drain
or ability damage with your undead special attacks (such as
a wight or vampire’s slam attacks) without destroying the
suit. While wearing a skin suit, your alignment is masked
as though by a constant undetectable alignment spell, and
you have the aura of a living creature instead of an undead
creature for the purposes of detect undead and similar effects.
The skin suit dissolves into a puddle of bloody slurry at
sundown, though you can remove it at any time as a standard
action. The skin suit does not protect you from the effects of
being exposed to direct sunlight. Finally, if you take lethal
damage while wearing your skin suit, you must succeed at a
Reflex save with a DC equal to the amount of lethal damage
or the skin suit is destroyed.

Spawnlink C(Monster)

You can see through the eyes of your spawned minions.
Prerequisites: Int 13, create spawn monster ability.
Benefit: As a full-round action, you can create a link with
one of your spawn that you control on the same plane.
When you do so, your spawn’s eyes glow bright red. When
linked in this way, you can see through your spawn’s eyes
with either the spawn’s vision or yours, whichever is more
beneficial. While looking through your spawn’s eyes, your
body is blinded. You can also speak though your spawn (if
it can speak), using your own voice. You can maintain this
link each round as a standard action as if concentrating to
maintain a 3rd-level spell. If your spawn is reduced to o
or fewer hit points while you use this ability, you become
blinded and dazed for 1d6 rounds with no saving throw.

Spirit Speaker

By absorbing spirits, you can learn how to set them free.
Prerequisites: Cha 13, Con 13, Absorb Spirit!, Diplomacy 5
ranks, must have died at least once or been possessed by an
undead creature.

Benefit: When you absorb a spirit with the Absorb Spirit
feat, you can converse with it through an internal dialogue
in your mind. While conversing with the spirit, you can
attempt Diplomacy checks to change its attitude toward
you, as a normal use of that skill. If you are a medium with
the haunt channeler®® class feature, you gain a +4 bonus
on these Diplomacy checks. Once the spirit’s attitude is
indifferent or better, you can request to know what must
be done to lay the spirit to rest, though the DC to do so is
the DC to change its current attitude + 15. This takes into
account the circumstance modifiers for the request in a
typical situation, though it could be higher or lower in an
unusual circumstance.

The spirit’s starting attitude is usually hostile since you
destroyed it and imprisoned it within you, interfering with

its rejuvenation. If it’s the spirit of an undead creature, it
has the same Charisma bonus it had while fully manifested.
If the spirit is that of a haunt, it has an effective Charisma
based on its CR using the following table.

Haunt CR Effective Charisma (Modifier)
1-4 12 (+1)
5-8 16 (+3)
9-12 20 (+5)
13-16 24 (+7)
17-20 28 (+9)
21+ 32 (+11)

Conversing with a spirit in this manner unsettles the
mind. Each time you attempt a Diplomacy check using this
ability to influence the spirit’s attitude or make a request,
you take 1 point of Wisdom damage. No effect can prevent
or reduce the ability damage, nor can the ability damage
be healed or suppressed by any means until you release
the spirit.

Special: If you are using the sanity system (page 12), when
you attempt a Diplomacy check using this ability, you take
1d6 points of sanity damage instead of 1 point of Wisdom
damage. No effect can prevent or reduce the damage, nor can
the damage be healed or suppressed by any means until you
release the spirit.

Stubborn Curse
Your curses are particularly tenacious.

Prerequisite: Ability to cast a spell or spell-like ability
with the curse™ descriptor, or a special ability with a
curse effect.

Benefit: Any curse effect you create is difficult to remove.
When a creature makes a caster level check to remove the
curse, it must roll twice and take the worse result.

Touch of Evil
You instill unbidden thoughts and desires into another with
your touch.

Prerequisites: Channel negative energy 6d6, evil
alignment.

Benefit: As a standard action, you can expend three uses
of your channel negative energy and make a melee touch
attack against a target. You can attempt an opposed Sleight
of Hand check against the target’s Perception to make this
attack without the target noticing. If the attack hits, the
target gets a Will save (DC=10 + 1/2 your character level +
your Charisma modifier). On a failed save, you implant a
suggestion into the creature’s mind. This works similar
to the suggestion spell, however, you can suggest to the
creature to commit a harmful or destructive act against
another creature or object. If you choose the latter, the
creature attempts to carry out the suggestion in 1d6+1



days as it thinks over the suggestion and plans it out. The
creature can attempt another Will save at the original DC
to resist the suggestion right before it carries it out. If it
fails the save, it gains a +4 circumstance bonus on one die
roll used in carrying out the suggestion. This relentless
planning causes the creature 1 point of Wisdom damage
(or 1d6 sanity damage, if you are using that system), until
the suggestion is carried out.

Traumatic Spell-Like Ability (Monster)
Your spell-like ability causes affected targets to relive their
torments in nightly terrors.

Prerequisite: Spell-like ability at caster level 6th or higher.

Benefit: Choose one of your spell-like abilities, subject to
the restrictions described in this feat. You can use the chosen
spell-like ability as a traumatic spell-like ability three times
per day (or less, if the ability is normally usable only once or
twice per day).

When you use a traumatic spell-like ability, affected
targets must succeed at an additional Will saving throw the
next time that they sleep (DC = the spell-like ability’s DC)
or be affected as per nightmare. Each time the target fails its
save, it must save again the following night or be affected by
another nightmare, though the save DC decreases by 2 each
night after the first. This feat can be applied only to spell-
like abilities with the emotion or fear descriptor. Targets
that avoid the spell-like ability’s effects avoid this feat’s effect
as well.

You can only select a spell-like ability duplicating a spell
with a level less than or equal to 1/2 your caster level (round
down) - 2. For a summary, see Table 3-1.

Special: This feat can be taken multiple times. Each time
it is taken, you are able to apply it to a different spell-like
ability.

Twisted Love (Story)
An evil person or entity has become obsessed with your
resemblance to a lost loved one.

Prerequisites: You resemble a lost loved one of an evil
creature who would otherwise be a challenging foe. The
likeness is close enough for you to be mistaken as the
former loved one’s reincarnation, or you might be that loved
one reborn in a new life. Alternately, the creature might be
a former lover who has become evil and wishes to resume
the relationship. This unwanted relationship must be
contrary to your alignment or long-term goals. Thematically
appropriate backgrounds include Born out of Time, Current
Lover, Reincarnated, The Lover, and Troubled First Love (all
of which are found in Ultimate Campaign).

Benefit: You gain a +2 bonus on saving throws against
enchantment effects and a +2 bonus on Bluff and Diplomacy
checks to influence your would-be love or her minions
and servants.

Goal: You must break the heart of your pursuer in a
dramatic and significant manner. This requires you to
interact closely and frequently enough with the entity
to cause her to become emotionally compromised or
vulnerable. A simple rebuff or refusal of her affections
is insufficient to satisfy this goal and might only further
drive the obsessed creature to capture you, cast charm spells
upon you, corrupt you, or transform you in a way that
would make you more sympathetic to her.

Completion Benefit: You retain your +2 bonus on saving
throws against enchantment effects. If you succeed at a
Will save against such an effect, the caster does not learn
that you succeeded at your saving throw (effects such as
detect magic and analyze dweomer still work normally).
However, this benefit doesn't inform you of the nature of
the effect cast upon you. The spurned entity might later
seek revenge for the humiliation but is no longer obsessed
with you. You also receive the completion benefit even if
the formerly obsessed entity is slain, though you never
receive the benefit if the entity perishes before you can
achieve your goal.

Unyielding Ferocity (Combat)
When near the brink of death, you fight ferociously until
the bitter end.

Prerequisites: Con 19, ferocity.

Benefit: When you are reduced to o or fewer hit points,
if you remain conscious from your ferocity monster ability,
you can make a full attack on your next turn (or your current
turn if you are reduced to o hit points on your own turn).
If you do, you push your body to the point that your mind
becomes more primitive, and you can no longer use any
Charisma-, Dexterity-, or Intelligence-based skills except
Acrobatics, Fly, Intimidate, or Ride, or any ability that
requires patience or concentration (such as spellcasting)
until your hit points are raised above o.

Normal: When using the ferocity ability, you are staggered
while you have fewer than o hit points and thus can’t make
a full attack.

Zealous Mind

You are so steadfast in the principles of your alignment,
even magic has difficult swaying you.

Prerequisites: Iron Will, Unimpeachable Honor", lawful
alignment.

Benefit: Whenever you are under the effect of a charm
or compulsion effect cast by or coming from a source with
a chaotic alignment or an alignment on the good and evil
axis opposite of your alignment (evil if you are good, and
good if you are evil) you gain a +2 on any saving throw or
opposed Charisma check to break free from the effect. This
bonus stacks with itself and with the bonus granted by
Unimpeachable Honor.
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s the chanting reached
a crescendo, Quinn
stepped from the shadows.

Immediately the eerie song
ceased, cultists turning to stare.

Behind his steel mask, Golfre a8

cackled. “You're too late to

| stop the ritual, Quinn. It was
B foolish of you to come—and
insane to come alone.”

“I never claimed to be wise,”
Quinn admitted. “But I'm
afraid I'm not alone.”

“What?” Before Golfre could
move, someone Tipped the
dagger from his hands. He
spun to find Aric grinning,

blood dripping from where the =

manacles had held his wrists.

“You did a fine job with the
knife,” Aric said, tapping the
blade against his chest. “But
now it’s my turn...”




agic has the capability of twisting reality into any
number of horrific forms. Vile spellcasters create

vicious and disgusting spells so they can spread
their cruelty. Warping bodies, contacting mad creatures
from the beyond, and paving a path to power by sacrificing
living creatures all become possible to those who divest
themselves from compassion. Many horror spells revolve
around the theme of corruption, from those that deal with
the monstrous corruptions detailed in Chapter 1 to the
corruption of the caster’s sanity by spells that touch on
unknowable things. In fact, many spells include optional
effects that tie into the sanity system (see page 12), though
they still function in a campaign that doesn’t use it.

But the forces of good possess their own magic to struggle
back against the darkness. They arm themselves with holy
weapons and employ restorative magic to undo the harm to
the soul and sanity of those subjected to horrors they had
never imagined.

HORROR SPELLS IN OTHER SOURCES

Many spells from previous books can be used to great effect
in horror games. The following spells can instill horror in a
game or recreate scenes that are common in works of horror.
They're ideal choices to give to your spellcasting NPCs or
monsters you create with spell-like abilities. A spell that has
greater, lesser, or mass versions lists only the main spell.
Pathfinder RPG Core Rulebook: Animate dead, animate
objects, baleful polymorph, bestow curse, black tentacles, blasphemy,
blight, blindness/deafness, cause fear, chill touch, circle of death, clone,
contagion, control undead, create undead, creeping doom, crushing
despair, curse water, darkness, death knell, desecrate, dominate
person, eyebite, fear, finger of death, ghoul touch, giant vermin,
horrid wilting, insanity, insect plague, nightmare, phantasmal killer,
poison, rage, scare, shades, shadow conjuration, shadow evocation,
shadow walk, slay living, soul bind, speak with dead, summon
swarm, trap the soul, unhallow, unholy aura, unholy blight, unseen
servant, vampiric touch, wail of the banshee, and weird.
Pathfinder RPG Advanced Class Guide: Banshee blast,
barrow haze, bloatbomb, blood sentinel, feast on fear, speak with
haunt, stench of prey, stricken heart, and vampiric shadow shield.
Pathfinder RPG Advanced Player’s Guide: Bloody claws,
cup of dust, feast of ashes, fester, ill omen, moonstruck, pain strike,
phantasmal revenge, pox pustules, screech, shadow projection,
swarm skin, and vomit swarm.

Pathfinder RPG Advanced Race Guide: Damnation stride,
enemy’s heart, ghost wolf; sentry skull, and steal breath.
Pathfinder RPG Monster Codex: Conirol vermin, fleshy
facade, and swarm of fangs.

Pathfinder RPG Occult Adventures: Call spirit, create
mindscape, entrap spirit, foster hatred, ghost whip, grave words,
inflict pain, microcosm, oneiric horror, paranoia, possession,
primal regression, psychic reading, quintessence, riding possession,
shadow body, spirit-bound blade, and wall of ectoplasm.

Pathfinder RPG Ultimate Combat: Phantom chariot and
phantom driver.

Pathfinder RPG Ultimate Intrigue: Conditional curse, dark
whispers, false resurrection, and phantasmal affliction.

Pathfinder RPG Ultimate Magic: Aura of doom, blood
mist, boiling blood, cackling skull, cursed earth, disfiguring touch,
ear-piercing scream, epidemic, eruptive pustules, excruciating
deformation, fungal infestation, ghostly disquise, haunting
choir, haunting mists, howling agony, loathsome veil, mad
hallucination, major curse, malicious spite, marionette possession,
murderous command, overwhelming grief, piercing shriek, plague
storm, sands of time, skinsend, terrible remorse, vengeful outrage,
and vision of Hell.

SPELL LISTS

The following lists summarize the new spells presented
in this book, arranged by class and level. A superscript “F”
or “M” appearing at the end of a spell’s name in the spell
lists denotes a focus or material component not normally
included in a spell component pouch; any creature listed
as a material component must be killed as part of casting
the spell.

Order of Presentation: These lists present the spells in
alphabetical order by name, except when a spell's name

”

begins with “lesser,” “greater,” or “mass,” in which case it is
alphabetized under the second word of the spell name.

Hit Dice: The term “Hit Dice” is used synonymously with
“character levels” for effects that affect a specific number of’
Hit Dice of creatures.

Caster Level: A spell’s power often depends on caster level,
which is defined as the caster’s class level for the purpose of
casting a particular spell. The word “level” in the short spell
descriptions that follow always refers to caster level.

Creatures and Characters: “Creature” and “character” are

used synonymously in the short descriptions.
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ALCHEMIST SPELLS

2nd-Level Alchemist Spells

Quick Change: Use change shape as a swift action and

surprise foes.

3rd-Level Alchemist Spells

Assume Appearance™ Use a creature’s corpse to adopt its
form.

Temporary Graft®: Graft a body part onto yourself to gain
one of several benefits.

4th-Level Alchemist Spells

Assume Appearance, Greater: Use a likeness to adopt a dead
creature’s form.

Decollate: A target can safely remove its head.
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6th-Level Alchemist Spells

Verminous Transformation: Partially transform into a

swarm.

ANTIPALADIN SPELLS

1st-Level Antipaladin Spells

Barbed Chains™: Hellish chains attack and cause a target to
become shaken.

Bloodbath*: Cause yourself and enemies to bleed.

Boneshaker™ Momentarily control a living or undead
creature’s skeleton.

Grasping Corpse™: Cause a corpse to grab or trip a foe.

Hedging Weapons: Floating weapons protect you and make
ranged attacks.

Sense Fear: Perceive nearby creatures that are experiencing
fear.

2nd-Level Antipaladin Spells

Borrow Corruption: Temporarily gain the effects of a
corrupted creature’s manifestations.

Flesh Puppet™: Control a zombie in human guise.

3rd-Level Antipaladin Spells

Charnel House™: Create an area of semi-real gore.

Flesh Puppet Horde™: Control multiple zombies in human
guise.

Hunger for Flesh: Give a creature a bite attack and a hunger
for its own kind’s flesh.

Screaming Flames: Send forth a wave of flames screaming
with the agony of the damned.

Vile Dog Transformation: Transform ordinary dogs into
fiendish minions.

4th-Level Antipaladin Spells

Blood Ties: When a target is harmed, so is the target’s
relative.

Cruel Jaunt: Sense creatures suffering from fear, then
teleport close to them.

Decollate: A target can safely remove its head.

Profane Nimbus: Unholy energy damages good creatures
that attack you and protects you from good attacks.

Torpid Reanimation™: Animate dead when a specific trigger
condition occurs.
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2 BARD SPELLS

2nd-Level Bard Spells
Absurdity: Threats seem like a ridiculous farce.
an area of inconsistent

Flickering Lights: Create

lighting.

Quick Change: Use change shape as a swift action and
surprise foes.

3rd-Level Bard Spells
Assume Appearance®: Use a creature’s corpse to adopt its form.
Dreadscape: Surroundings and unfamiliar creatures seem
like something out of a nightmare.
Mad Sultan’s Melody*: Bizarre cacophony fascinates eldritch
creatures.

4th-Level Bard Spells
Assume Appearance, Greater™: Use a likeness to adopt a dead

creature’s form.
Horrific Doubles: Call forth disturbing mirror images.
Pessimism: Force a creature to see the negative side of things.
Sleepwalking Suggestion™: Cause a creature to perform a

suggested action while asleep.

sth-Level Bard Spells

Compelling Rant: People believe your ridiculous speech as
long as you keep talking.

Locate Gate: Find a nearby magical portal.

Phobia: Induce an irrational fear in a creature to the point
of madness.

6th-Level Bard Spells

Night Terrors: Disturb a creature’s rest with dark dreams.

-7 BLOODRAGER SPELLS

1st-Level Bloodrager Spells
Barbed Chains™: Hellish chains attack and cause a target to

become shaken.
Bloodbath*: Cause yourself and enemies to bleed.
Sense Fear: Perceive nearby creatures that are experiencing fear.

2nd-Level Bloodrager Spells
Quick Change: Use change shape as a swift action and
surprise foes.
Symbol of Exsanguination™: Triggered rune causes nearby
creatures to bleed.

3rd-Level Bloodrager Spells
Pyrotechnic Eruption: Erupting flames burn a target several
times.
Temporary Graft®: Graft a body part onto yourself to gain
one of several benefits.
Waves of Blood: A cone of blood pushes creatures, sickens
them, and makes the ground slick.

4th-Level Bloodrager Spells
Horrific Doubles: Call forth disturbing mirror images.



1st-Level Cleric Spells

Barbed Chains™: Hellish chains attack and cause a target to
become shaken.

Grasping Corpse™: Cause a corpse to grab or trip a foe.
Hedging Weapons: Floating weapons protect you and make
ranged attacks.

2nd-Level Cleric Spells

Bloodbath*: Cause yourself and enemies to bleed.

Boneshaker: Momentarily control a living or undead

creature’s skeleton.

Contact Entity I": Ask eldritch entities to find and converse
with you.

Curse Terrain, Lesser™: Curse an area with three mild hazards.

Flickering Lights: Create an area of inconsistent lighting.

Sense Fear: Perceive nearby creatures that are experiencing
fear.

Sense Madness: Determine mental disturbances in nearby
creatures.

Stave Off Corruption™: Protectagainst a corruption’s progression.

zrd-Level Cleric Spells

Appearance of Life*: Undead appear to be alive.

Contact Entity IT™: Ask more powerful eldritch entities to
find and converse with you.

Damnation™: Punish creatures for evil spells they know or
that affect them.

Flesh Puppet™: Control a zombie in human guise.

Holy Javelin: Deal ongoing damage to evil creatures and
apply penalties.

Screaming Flames: Send forth a wave of flames screaming
with the agony of the damned.

Symbol of Exsanguination™: Triggered rune causes nearby
creatures to bleed.

4th-Level Cleric Spells

Borrow Corruption: Temporarily gain the effects of a

corrupted creature’s manifestations.

Curse Terrain™: Curse an area with four hazards.

Flesh Puppet Horde™: Control multiple zombies in human
guise.

Hunger for Flesh: Give a creature a bite attack and a hunger

for its own kind’s flesh.

Rigor Mortis: Painfully swell a target’s joints.

Torpid Reanimation™: Animate dead when a specific trigger

condition occurs.

sth-Level Cleric Spells
Ban Corruption®: Eliminate the gifts of nearby corrupted
creatures.

Blood Ties: When a target is harmed, so is the target’s relative.

Charnel House™: Create an area of semi-real gore.

Compelling Rant: People believe your ridiculous speech as
long as you keep talking.

Contact Entity ITI™: Ask very powerful eldritch entities to find
and converse with you, or they may reply telepathically.

Decollate: A target can safely remove its head.

Locate Gate: Find a nearby magical portal.

Profane Nimbus: Unholy energy damages good creatures
that attack you and protects you from good attacks.

Sacred Nimbus: Holy energy damages evil creatures that
attack you and protects you from evil attacks.

Slough: Slough off a target’s skin.

Vile Dog Transformation: Transform ordinary dogs into
fiendish minions.

6th-Level Cleric Spells

Alleviate Corruption™: Attempt to weaken a corruption’s
effect at risk to yourself.

Cruel Jaunt: Sense creatures suffering from fear, then teleport
close to them.

Curse Terrain, Greater™: Curse an area with six dangerous
hazards.

Flesh Wall™: Create a wall of zombies.

Wither Limb: Make one of the target’s limbs useless.

7th-Level Cleric Spells

Contact Entity IV™: Ask extraordinarily powerful eldritch
entities to find and converse with you, or they may reply
telepathically.

Hunger for Flesh, Mass: Give creatures bite attacks and a
hunger for their own kind’s flesh.

Plundered Power™: Kill a creature and steal its strongest
spell-like ability.

8th-Level Cleric Spells

Curse of Night": Curse an area with eternal night.

Curse Terrain, Supreme™: Curse an area with seven deadly
hazards.

Death Clutch: Rip out someone’s heart.

Sacramental Seal™: Seal a creature away inside the spell’s focus.

oth-Level Cleric Spells

Massacre: Slaughter creatures in a line.

¥, DRUID SPELLS

2nd-Level Druid Spells

Curse Terrain, Lesser™: Curse an area with three mild

hazards.
Quick Change: Use change shape as a swift action and
surprise foes.



Sense Fear: Perceive nearby creatures that are experiencing
fear.

4th-Level Druid Spells

Borrow Corruption: Temporarily gain the effects of a
corrupted creature’s manifestations.

Curse Terrain™: Curse an area with four hazards.

Life Blast: Drain life from local vegetation to launch a blast
of positive energy.

sth-Level Druid Spells

Blood Ties: When a target is harmed, so is the target’s
relative.

Vile Dog Transformation: Transform ordinary dogs into
fiendish minions.

6th-Level Druid Spells

Curse Terrain, Greater™: Curse an area with six dangerous
hazards.

Green Caress: Slowly transform a creature into an inanimate
plant.

7th-Level Druid Spells
Plundered Power™: Kill a creature and steal its strongest
spell-like ability.

8th-Level Druid Spells

Curse of Night™: Curse an area with eternal night.

Curse Terrain, Supreme®: Curse an area with seven deadly
hazards.

oth-Level Druid Spells
Curse of Fell Seasons®: Curse an area’s weather.
Death Clutch: Rip out someone’s heart.

INQUISITOR SPELLS

1st-Level Inquisitor Spells
Barbed Chains™: Hellish chains attack and cause a target to

become shaken.
Hedging Weapons: Floating weapons protect you and make
ranged attacks.

2nd-Level Inquisitor Spells

Bloodbath*: Cause yourself and enemies to bleed.

Boneshaker: Momentarily control a living or undead
creature’s skeleton.

Flickering Lights: Create an area of inconsistent lighting.

Quick Change: Use change shape as a swift action and
surprise foes.

Sense Fear: Perceive nearby creatures that are experiencing
fear.

._ft”

S'PE[[S"ANI)

Sense Madness: Determine mental disturbances in nearby
creatures.

3rd-Level Inquisitor Spells
Damnation™: Punish creatures for evil spells they know or
that affect them.
Holy Javelin: Deal ongoing damage to evil creatures and
apply penalties.

4th-Level Inquisitor Spells
Ban Corruption® Eliminate the gifts of nearby corrupted
creatures.
Straitjacket: Restrain a creature’s arms and grant it a second
saving throw against certain magic.

sth-Level Inquisitor Spells
Blood Ties: When a target is harmed, so is the target’s relative.
Compelling Rant: People believe your ridiculous speech as
long as you keep talking.
Decapitate®: Turn a critical hit into a decapitation.
Profane Nimbus: Unholy energy damages good creatures
that attack you and protects you from good attacks.
Sacred Nimbus: Holy energy damages evil creatures that
attack you and protects you from evil attacks.

6th-Level Inquisitor Spells
Cruel Jaunt: Sense creatures suffering from fear, then teleport

close to them.
Wither Limb: Make one of the target’s limbs useless.

A1l MAGUS SPELLS

2nd-Level Magus Spells
Hlickering Lights: Create an area of inconsistent lighting.
Quick Change: Use change shape as a swift action and

surprise foes.

3rd-Level Magus Spells
Waves of Blood: A cone of blood pushes creatures, sickens
them, and makes the ground slick.

4th-Level Magus Spells

Pyrotechnic Eruption: Erupting flames burn a target several
times.

Rigor Mortis: Painfully swell a target’s joints.

Temporary Graft®: Graft a body part onto yourself to gain
one of several benefits.

6th-Level Magus Spells
Cruel Jaunt: Sense creatures suffering from fear, then teleport

close to them.
Decapitate®: Turn a critical hit into a decapitation.



1st-Level Medium Spells

Bloodbath*: Cause yourself and enemies to bleed.

Contact Entity I™: Ask eldritch entities to find and converse
with you.

Sense Fear: Perceive nearby creatures that are experiencing
fear.

2nd-Level Medium Spells

Absurdity: Threats seem like a ridiculous farce.

Appearance of Life™: Undead appear to be alive.

Borrow Corruption: Temporarily gain the effects of a

corrupted creature’s manifestations.

Contact Entity II: Ask more powerful eldritch entities to

find and converse with you.

Quick Change: Use change shape as a swift action and
surprise foes.

Sense Madness: Determine mental disturbances in nearby
creatures.

3rd-Level Medium Spells

Assume Appearance™ Use a creature’s corpse to adopt its
form.

Ban Corruption®: Eliminate the gifts of nearby corrupted
creatures.

Contact Entity ITI™: Ask very powerful eldritch entities to find

and converse with you, or they may reply telepathically.

Dreadscape: Surroundings and unfamiliar creatures seem

like something out of a nightmare.

Horrific Doubles: Call forth disturbing mirror images.

Impossible Angles: Distort geometry in an area.

Phantasmal Asphyxiation: Trick a creature into thinking it
can’t breathe.

Sleepwalking Suggestion™: Cause a creature to perform a

suggested action while asleep.

4th-Level Medium Spells

Assume Appearance, Greater”: Use a likeness to adopt a dead

creature’s form.

Contact Entity IV™: Ask extraordinarily powerful eldritch

entities to find and converse with you, or they may reply
telepathically.

Pessimism: Force a creature to see the negative side of things.

Phantasmal Putrefaction: Trick creatures into thinking

their flesh is rotting.
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2nd-Level Mesmerist Spells
Absurdity: Threats seem like a ridiculous farce.

Quick Change: Use change shape as a swift action and
surprise foes.

Sense Fear: Perceive nearby creatures that are experiencing
fear.

zrd-Level Mesmerist Spells

Appearance of Life": Undead appear to be alive.

Assume Appearance™: Use a creature’s corpse to adopt its
form.

Dreadscape: Surroundings and unfamiliar creatures seem
like something out of a nightmare.

4th-Level Mesmerist Spells

Assume Appearance®, Greater: Use a likeness to adopt a dead
creature’s form.

Horrific Doubles: Call forth disturbing mirror images.

Impossible Angles: Distort geometry in an area.

Mad Sultan’s Melody*: Bizarre cacophony fascinates eldritch
creatures.

Pessimism: Force a creature to see the negative side of things.

Phantasmal Asphyxiation: Trick a creature into thinking it
can't breathe.

Sleepwalking Suggestion™: Cause a creature to perform a
suggested action while asleep.

sth-Level Mesmerist Spells

Charnel House™: Create an area of semi-real gore.

Compelling Rant: People believe your ridiculous speech as
long as you keep talking.

Phantasmal Putrefaction: Trick creatures into thinking
their flesh is rotting.

Phobia: Induce an irrational fear in a creature to the point
of madness.

6th-Level Mesmerist Spells

Night Terrors: Disturb a creature’s rest with dark dreams.

<& OCCULTIST SPELLS

1st-Level Occultist Spells

Barbed Chains™: Hellish chains attack and cause a target to
become shaken.

Grasping Corpse™: Cause a corpse to grab or trip a foe.

2nd-Level Occultist Spells

Contact Entity IM: Ask eldritch entities to find and converse
with you.

Flickering Lights: Create an area of inconsistent lighting.

Quick Change: Use change shape as a swift action and
surprise foes.

Sense Fear: Perceive nearby creatures that are experiencing
fear.
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Sense Madness: Determine mental disturbances in nearby
creatures.

Symbol of Exsanguination™: Triggered rune causes nearby
creatures to bleed.

3rd-Level Occultist Spells

Assume Appearance™: Use a creature’s corpse to adopt its
form.

Borrow Corruption: Temporarily gain the effects of a
corrupted creature’s manifestations.

Contact Entity IT™: Ask more powerful eldritch entities to
find and converse with you.

Flesh Puppet™: Control a zombie in human guise.

Temporary Graft": Graft a body part onto yourself to gain
one of several benefits.

4th-Level Occultist Spells

Assume Appearance, Greater’: Use a likeness to adopt a dead
creature’s form.

Ban Corruption® Eliminate the gifts of nearby corrupted
creatures.

Contact Entity ITI™: Ask very powerful eldritch entities to find
and converse with you, or they may reply telepathically.

Flesh Puppet Horde™: Control multiple zombies in human
guise.

Impossible Angles: Distort geometry in an area.

Mad Sultan’s Melody*: Bizarre cacophony fascinates eldritch
creatures.

Pyrotechnic Eruption: Erupting flames burn a target several
times.

Rigor Mortis: Painfully swell a target’s joints.

Slough: Slough off a target’s skin.

Straitjacket: Restrain a creature’s arms and grant it a second
saving throw against certain magic.

Torpid Reanimation™: Animate dead when a specific trigger
condition occurs.

sth-Level Occultist Spells
Locate Gate: Find a nearby magical portal.

6th-Level Occultist Spells

Contact Entity IVM: Ask extraordinarily powerful eldritch
entities to find and converse with you, or they may reply
telepathically.

Plundered Power™: Kill a creature and steal its strongest
spell-like ability.

51 PALADIN SPELLS

1st-Level Paladin Spells
Hedging Weapons: Floating weapons protect you and make

ranged attacks.

2nd-Level Paladin Spells
Holy Javelin: Deal ongoing damage to evil creatures and
apply penalties.
Sense Madness: Determine mental disturbances in nearby
creatures.
Stave Off Corruption™: Protect against a corruption’s
progression.

3rd-Level Paladin Spells
Damnation™: Punish creatures for evil spells they know or
that affect them.

4th-Level Paladin Spells
Ban Corruption® Eliminate the gifts of nearby corrupted
creatures.
Sacred Nimbus: Holy energy damages evil creatures that
attack you and protects you from evil attacks.

PSYCHIC SPELLS

2nd-Level Psychic Spells

Absurdity: Threats seem like a ridiculous farce.

Bloodbath*: Cause yourself and enemies to bleed.

Contact Entity I": Ask eldritch entities to find and converse
with you.

Sense Fear: Perceive nearby creatures that are experiencing fear.

Sense Madness: Determine mental disturbances in nearby
creatures.

3rd-Level Psychic Spells
Appearance of Life™: Undead appear to be alive.
Assume Appearance®: Use a creature’s corpse to adopt its form.
Contact Entity IT™: Ask more powerful eldritch entities to

find and converse with you.
Waves of Blood: A cone of blood pushes creatures, sickens

them, and makes the ground slick.

4th-Level Psychic Spells
Assume Appearance, Greater™: Use a likeness to adopt a dead
creature’s form.
Borrow Corruption: Temporarily gain the effects of a
corrupted creature’s manifestations.
Dreadscape: Surroundings and unfamiliar creatures seem
like something out of a nightmare.
Horrific Doubles: Call forth disturbing mirror images.
Hunger for Flesh: Give a creature a bite attack and a hunger
for its own kind’s flesh.
Mad Sultan’s Melody": Bizarre cacophony fascinates eldritch
creatures.
Phantasmal Asphyxiation: Trick a creature into thinking it
can't breathe.
Rigor Mortis: Painfully swell a target’s joints.



sth-Level Psychic Spells

Blood Ties: When a target is harmed, so is the target’s relative.

Charnel House™: Create an area of semi-real gore.

Compelling Rant: People believe your ridiculous speech as

long as you keep talking.

Contact Entity ITI™: Ask very powerful eldritch entities to find

and converse with you, or they may reply telepathically.

Impossible Angles: Distort geometry in an area.

Locate Gate: Find a nearby magical portal.

Pessimism: Force a creature to see the negative side of
things.

Sleepwalking Suggestion: Cause a creature to perform a

suggested action while asleep.

Slough: Slough off a target’s skin.

6th-Level Psychic Spells

Alleviate Corruption™: Attempt to weaken a corruption’s
effect at risk to yourself.

Cruel Jaunt: Sense creatures suffering from fear, then
teleport close to them.

Decapitate®: Turn a critical hit into a decapitation.
Decollate: A target can safely remove its head.

Night Terrors: Disturb a creature’s rest with dark dreams.
Phobia: Induce an irrational fear in a creature to the point
of madness.

7th-Level Psychic Spells

Contact Entity IV™: Ask extraordinarily powerful eldritch
entities to find and converse with you, or they may reply
telepathically.

Hunger for Flesh, Mass: Give creatures bite attacks and a
hunger for their own kind’s flesh.

8th-Level Psychic Spells
Death Clutch: Rip out someone’s heart.

oth-Level Psychic Spells

Massacre™: Slaughter creatures in a line.

Maze of Madness and Suffering": Send a target into a
dangerous extradimensional maze.

RANGER SPELLS

2nd-Level Ranger Spells

Quick Change: Use change shape as a swift action and

surprise foes.

Sense Fear: Perceive nearby creatures that are experiencing
fear.

3rd-Level Ranger Spells
Life Blast: Drain life from local vegetation to launch a blast
of positive energy.

4th-Level Ranger Spells

Green Caress: Slowly transform a creature into an inanimate

plant.

SHAMAN SPELLS

1st-Level Shaman Spells

Barbed Chains™: Hellish chains attack and cause a target to
become shaken.

Grasping Corpse™: Cause a corpse to grab or trip a foe.

2nd-Level Shaman Spells

Contact Entity IM: Ask eldritch entities to find and converse
with you.

Curse Terrain, Lesser™: Curse an area with three mild hazards.

Flickering Lights: Create an area of inconsistent lighting.

Quick Change: Use change shape as a swift action and
surprise foes.

Sense Fear: Perceive nearby creatures that are experiencing
fear.

3rd-Level Shaman Spells

Assume Appearance™: Use a creature’s corpse to adopt its
form.

Contact Entity IT™: Ask more powerful eldritch entities to
find and converse with you.

Flesh Puppet™: Control a zombie in human guise.

4th-Level Shaman Spells

Assume Appearance, Greater™ Use a likeness to adopt a dead
creature’s form.

Borrow Corruption: Temporarily gain the effects of a
corrupted creature’s manifestations.

Curse Terrain™: Curse an area with four hazards.

Flesh Puppet Horde™: Control multiple zombies in human
guise.

Hunger for Flesh: Give a creature a bite attack and a hunger
for its own kind’s flesh.

Life Blast: Drain life from local vegetation to launch a blast
of positive energy.

Rigor Mortis: Painfully swell a target’s joints.

Torpid Reanimation™: Animate dead when a specific trigger
condition occurs.

sth-Level Shaman Spells

Ban Corruption®: Eliminate the gifts of nearby corrupted
creatures.

Blood Ties: When a target is harmed, so is the target’s
relative.

Contact Entity III™: Ask very powerful eldritch entities
to find and converse with you, or they may reply
telepathically.
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Vile Dog Transformation: Transform ordinary dogs into
fiendish minions.

6th-Level Shaman Spells

Alleviate Corruption™: Attempt to weaken a corruption’s
effect at risk to yourself.

Cruel Jaunt: Sense creatures suffering from fear, then teleport
close to them.

Curse Terrain, Greater™: Curse an area with six dangerous
hazards.

Flesh Wall™: Create a wall of zombies.

Green Caress: Slowly transform a creature into an inanimate
plant.

Wither Limb: Make one of the target’s limbs useless.

7th-Level Shaman Spells

Contact Entity IVM: Ask extraordinarily powerful eldritch
entities to find and converse with you, or they may reply
telepathically.

Hunger for Flesh, Mass: Give creatures bite attacks and a
hunger for their own kind’s flesh.

Plundered Power™: Kill a creature and steal its strongest
spell-like ability.

Verminous Transformation: Partially transform into a swarm.

8th-Level Shaman Spells
Curse Terrain, Supreme™: Curse an area with seven deadly
hazards.

gth-Level Shaman Spells
Curse of Fell Seasons™: Curse an area’s weather.
Massacre: Slaughter creatures in a line.

) SORCERER/WIZARD SPELLS

1st-Level Sorcerer/Wizard Spells
Grasping Corpse™: Cause a corpse to grab or trip a foe.

2nd-Level Sorcerer/ Wizard Spells

Bloodbath*: Cause yourself and enemies to bleed.

Boneshaker”: Momentarily control a living or undead
creature’s skeleton.

Contact Entity I": Ask eldritch entities to find and converse
with you.

Curse Terrain, Lesser™: Curse an area with three mild hazards.

Flickering Lights: Create an area of inconsistent lighting.

Quick Change: Use change shape as a swift action and
surprise foes.

3rd-Level Sorcerer/Wizard Spells
Appearance of Life": Undead appear to be alive.
Assume Appearance®: Use a creature’s corpse to adopt its form.

Contact Entity IT™: Ask more powerful eldritch entities to
find and converse with you.
Symbol of Exsanguination™: Triggered rune causes nearby
creatures to bleed.
Waves of Blood: A cone of blood pushes creatures, sickens
them, and makes the ground slick.

4th-Level Sorcerer/ Wizard Spells

Assume Appearance, Greater™: Use a likeness to adopt a dead
creature’s form.

Curse Terrain™: Curse an area with four hazards.

Dreadscape: Surroundings and unfamiliar creatures seem
like something out of a nightmare.

Flesh Puppet™: Control a zombie in human guise.

Horrific Doubles: Call forth disturbing mirror images.

Hunger for Flesh: Give a creature a bite attack and a hunger
for its own kind’s flesh.

Mad Sultan’s Melody*: Bizarre cacophony fascinates eldritch
creatures.

Phantasmal Asphyxiation: Trick a creature into thinking it
can't breathe.

Pyrotechnic Eruption: Erupting flames burn a target several
times.

Rigor Mortis: Painfully swell a target’s joints.

Temporary Graft®: Graft a body part onto yourself to gain
one of several benefits.

sth-Level Sorcerer/Wizard Spells
Charnel House™: Create an area of semi-real gore.
Compelling Rant: People believe your ridiculous speech as
long as you keep talking.
Contact Entity ITI™: Ask very powerful eldritch entities to find
and converse with you, or they may reply telepathically.
Decollate: A target can safely remove its head.
Flesh Puppet Horde: Control multiple zombies in human
guise.
Impossible Angles: Distort geometry in an area.
Locate Gate: Find a nearby magical portal.
Pessimism: Force a creature to see the negative side of
things.
Sleepwalking Suggestion™: Cause a creature to perform a
suggested action while asleep.
Slough: Slough off a target’s skin.
Straitjacket: Restrain a creature’s arms and grant it a second
saving throw against certain magic.
Torpid Reanimation™: Animate dead when a specific trigger
condition occurs.
Vile Dog Transformation: Transform ordinary dogs into
fiendish minions.

6th-Level Sorcerer/Wizard Spells
Cruel Jaunt: Sense creatures suffering from fear, then teleport
close to them.



Curse Terrain, Greater™: Curse an area with six dangerous
hazards.

Decapitate®: Turn a critical hit into a decapitation.

Flesh Wall™: Create a wall of zombies.

Night Terrors: Disturb a creature’s rest with dark dreams.

Phantasmal Putrefaction: Trick creatures into thinking

their flesh is rotting.

Phobia: Induce an irrational fear in a creature to the point

of madness.

Wither Limb: Make one of the target’s limbs useless.

7th-Level Sorcerer/ Wizard Spells

Contact Entity IV™: Ask extraordinarily powerful eldritch
entities to find and converse with you, or they may reply
telepathically.

Hunger for Flesh, Mass: Give creatures bite attacks and a
hunger for their own kind’s flesh.

Plundered Power™: Kill a creature and steal its strongest
spell-like ability.

8th-Level Sorcerer/ Wizard Spells

Curse of Night™: Curse an area with eternal night.

Curse Terrain, Supreme™: Curse an area with seven deadly
hazards.

Death Clutch: Rip out someone’s heart.

oth-Level Sorcerer/ Wizard Spells

Curse of Fell Seasons™: Curse an area’s weather.

Massacre™: Slaughter creatures in a line.

Maze of Madness and Suffering": Send a target into a
dangerous extradimensional maze.

S SPIRITUALIST SPELLS

1st-Level Spiritualist Spells
Grasping Corpse™: Cause a corpse to grab or trip a foe.

2nd-Level Spiritualist Spells

Absurdity: Threats seem like a ridiculous farce.

Bloodbath': Cause yourself and enemies to bleed.

Boneshaker: Momentarily control a living or undead

creature’s skeleton.

Quick Change: Use change shape as a swift action and

surprise foes.

Sense Fear: Perceive nearby creatures that are experiencing
fear.

3rd-Level Spiritualist Spells

Appearance of Life": Undead appear to be alive.

Assume Appearance®: Use a creature’s corpse to adopt its form.
Flesh Puppet™: Control a zombie in human guise.

Rigor Mortis: Painfully swell a target’s joints.

Waves of Blood: A cone of blood pushes creatures, sickens
them, and makes the ground slick.

4th-Level Spiritualist Spells

Assume Appearance, Greater’: Use a likeness to adopt a dead
creature’s form.

Decollate: A target can safely remove its head.

Flesh Puppet Horde™: Control multiple zombies in human
guise.

Hunger for Flesh: Give a creature a bite attack and a hunger
for its own kind’s flesh.

Phantasmal Asphyxiation: Trick a creature into thinking it
can't breathe.

Slough: Slough off a target’s skin.

Torpid Reanimation™: Animate dead when a specific trigger
condition occurs.

sth-Level Spiritualist Spells
Flesh Wall™: Create a wall of zombies.
Wither Limb: Make one of the target’s limbs useless.

6th-Level Spiritualist Spells

Alleviate Corruption™: Attempt to weaken a corruption’s
effect at risk to yourself.

Hunger for Flesh, Mass: Give creatures bite attacks and a
hunger for their own kind’s flesh.

SUMMONER SPELLS

1st-Level Summoner Spells
Barbed Chains™: Hellish chains attack and cause a target to

become shaken.

2nd-Level Summoner Spells

Contact Entity I": Ask eldritch entities to find and converse
with you.

Quick Change: Use change shape as a swift action and
surprise foes.

3rd-Level Summoner Spells

Assume Appearance®: Use a creature’s corpse to adopt its form.

Contact Entity II™: Ask more powerful eldritch entities to
find and converse with you.

4th-Level Summoner Spells

Assume Appearance, Greater’: Use a likeness to adopt a dead
creature’s form.

Contact Entity ITI™: Ask very powerful eldritch entities to find
and converse with you, or they may reply telepathically.

sth-Level Summoner Spells
Flesh Wall™: Create a wall of zombies.



Locate Gate: Find a nearby magical portal.
Straitjacket: Restrain a creature’s arms and grant it a second
saving throw against certain magic.

6th-Level Summoner Spells

Contact Entity IVM: Ask extraordinarily powerful eldritch
entities to find and converse with you, or they may reply
telepathically.

Plundered Power™: Kill a creature and steal its strongest
spell-like ability.
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WITCH SPELLS

1st-Level Witch Spells

Grasping Corpse™: Cause a corpse to grab or trip a foe.
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2nd-Level Witch Spells

Bloodbath*: Cause yourself and enemies to bleed.

Boneshaker”: Momentarily control a living or undead
creature’s skeleton.

Contact Entity IM: Ask eldritch entities to find and converse
with you.

Curse Terrain, Lesser™: Curse an area with three mild hazards.

Quick Change: Use change shape as a swift action and
surprise foes.

Sense Fear: Perceive nearby creatures that are experiencing
fear.

3rd-Level Witch Spells

Appearance of Life*: Undead appear to be alive.

Assume Appearance®: Use a creature’s corpse to adopt its form.

Contact Entity IT™: Ask more powerful eldritch entities to
find and converse with you.

Symbol of Exsanguination™: Triggered rune causes nearby
creatures to bleed.

Waves of Blood: A cone of blood pushes creatures, sickens
them, and makes the ground slick.

4th-Level Witch Spells

Assume Appearance, Greater: Use a likeness to adopt a
dead creature’s form.

Borrow Corruption: Temporarily gain the effects of a
corrupted creature’s manifestations.

Curse Terrain™: Curse an area with four hazards.

Flesh Puppet™: Control a zombie in human guise.

Hunger for Flesh: Give a creature a bite attack and a hunger
for its own kind’s flesh.

Mad Sultan’s Melody": Bizarre cacophony fascinates eldritch
creatures.

Phantasmal Asphyxiation: Trick a creature into thinking it
can't breathe.

Rigor Mortis: Painfully swell a target’s joints.

sth-Level Witch Spells
Blood Ties: When a target is harmed, so is the target’s relative.
Charnel House™: Create an area of semi-real gore.
Contact Entity ITI™: Ask very powerful eldritch entities to find
and converse with you, or they may reply telepathically.
Decollate: A target can safely remove its head.
Flesh Puppet Horde™: Control multiple zombies in human
guise.
Pessimism: Force a creature to see the negative side of things.
Sleepwalking Suggestion™: Cause a creature to perform a
suggested action while asleep.
Slough: Slough off a target’s skin.
Vile Dog Transformation: Transform ordinary dogs into
fiendish minions.

6th-Level Witch Spells
Alleviate Corruption™: Attempt to weaken a corruption’s
effect at risk to yourself.
Cruel Jaunt: Sense creatures suffering from fear, then teleport
near them.
Curse Terrain, Greater™: Curse an area with six dangerous
hazards.
Flesh Wall™: Create a wall of zombies.
Green Caress: Slowly transform a creature into an inanimate
plant.
Night Terrors: Disturb a creature’s rest with dark dreams.
Phantasmal Putrefaction: Trick creatures into thinking
their flesh is rotting.
Phobia: Induce an irrational fear in a creature to the point
of madness.
Wither Limb: Make one of the target’s limbs useless.

7th-Level Witch Spells
Contact Entity IVM: Ask extraordinarily powerful eldritch
entities to find and converse with you, or they may reply
telepathically.
Hunger for Flesh, Mass: Give creatures bite attacks and a
hunger for their own kind’s flesh.
Plundered Power™: Kill a creature and steal its strongest
spell-like ability.
Verminous Transformation: Partially transform into a swarm.

8th-Level Witch Spells

Curse of Night™: Curse an area with eternal night.

Curse Terrain, Supreme™: Curse an area with seven deadly
hazards.

Death Clutch: Rip out someone’s heart.

oth-Level Witch Spells

Curse of Fell Seasons®: Curse an area’s weather.

Massacre: Slaughter creatures in a line.

Maze of Madness and Suffering™: Send a target into a
dangerous extradimensional maze.
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SPELLS

ABSURDITY

School illusion (phantasm) [emotion"™, mind-affecting]; Level
bard 2, medium 2, mesmerist 2, psychic 2, spiritualist 2
Casting Time 1 standard action

Components V, S

Range medium (100 ft. + 10 ft./level)

Target up to one creature/level, no two of which can be more
than 30 ft. apart

Duration 1 minute/level (D)

saving Throw Will negates; Spell Resistance no

Your targets perceive intimidation and threats as laughably absurd.
A character attempting to intimidate your targets is instead
perceived as having exaggerated facial features or babbling and
awkward speech. Effects that impose fear conditions become
objects of ridicule, with the targets making fun of the source of
the object as it attempts to scare them.

Absurdity protects your targets from gaining lesser fear
conditions (spooked, shaken, and scared), granting them
immunity to spooked and a 50% chance to negate shaken or
scared conditions instead of gaining them from any effect,
including uses of the Intimidate skill to demoralize. Any other
effect related to a spell or ability that generates fear (such as
dying from a phantasmal killer) affects them normally, and effects
that ignore immunity to fear also ignore absurdity.

However, target creatures also have serious difficulty noticing
potential threats; they take a -10 penalty on Sense Motive checks
to avoid surprise or to notice that a creature is actively threatening
or malicious and a -2 penalty on initiative checks. The spell doesn’t
prevent spells or effects that provide early warning or a form of
danger sense (like anticipate peril' or find traps) from alerting
the affected character to danger.

ALLEVIATE CORRUPTION

School abjuration; Level cleric 6, psychic 6, shaman 6,

spiritualist 6, witch 6

Casting Time 1 minute

Components V, S, M (rare herbs, incense, and jewels worth 500
gp/the target’s character level or HD)

Range touch

Target one creature other than yourself

Duration instantaneous

saving Throw Will negates (harmless); Spell Resistance

yes (harmless)

You combat the rising corruption (see page 14) in another creature
or advance the long-term process of exorcising it entirely. This
spell has two purposes, and you choose which application to use
at the time of casting.

Combat Corruption: Each time a creature fails a saving throw
to prevent its corruption from progressing (as described in that

corruption’s Progression section), it advances to the next corruption
stage—at stage 3, it loses the battle against its corruption. Using
this spell can lower the target’s corruption stage by 1. This has no
effect if the target isn't at progression stage of 1 or higher.

Remove Corruption: You can remove 1 manifestation level
from the target creature, as well as the most recently acquired
manifestation and its corresponding gift and stain. Doing this
also reduces the power of gifts and stains that vary based upon
manifestation level. This application of alleviate corruption doesn’t
reduce the target’s corruption stage. If the target creature loses all
manifestation levels, it is cured of the corruption.

Either application of the spell requires a caster level check. The
DC is equal to 10 + double the target’s manifestation level + 3
times the target’s corruption stage (effectively 0, 3, or 6, since
stage 3 removes the character from player control).

Tampering with corruptions is dangerous, as their nature is
contagious. If you fail this caster level check by 5 or more, you
contract the corruption and gain a manifestation (the rules for the
useful and vile corruption variants still apply). A roll of natural 1 on
the caster level check is an automatic failure. If you already have
the same corruption, you must instead attempt an immediate
saving throw against it. Casting alleviate corruption on yourself
automatically fails, as does casting it on a target who has fully
succumbed to a corruption (failed three saving throws against it).
A creature can be the beneficiary of this spell only once per week,
whether it succeeds or not.

APPEARANCE OF LIFE

School illusion (glamer) [evil]; Level cleric 3, medium 2,
mesmerist 3, psychic 3, sorcerer/wizard 3, spiritualist 3,
witch 3
Casting Time 1 round
Components V, S, M (one Tiny or larger living creature)
Range long (400 ft. + 40 ft./caster level)
Target one or more undead creatures
Duration 10 minutes/level (D)
saving Throw Will disbelief or Will negates (see text); Spell
Resistance no
The illusion makes undead creatures of Medium size or smaller
appear as if they were living humanoid creatures. You can target
a number of undead creatures whose total number of Hit Dice
is no greater than twice your caster level. When you create the
illusion, you choose the races, genders, and attire for the undead
creatures. Additionally, the illusion makes the undead creatures’
movements appear lifelike (two shuffling zombies could be made
to appear as two strolling lovers). The illusion doesn’t create
smell, sound, texture, or temperature. Undead with Intelligence
scores can attempt a saving throw to negate the effect of the
spell, but mindless undead do not. Any creatures interacting with
the illusion receive a saving throw to disbelieve the illusion.
The illusion interferes with detect undead, requiring the caster
to succeed at a caster check (DC = 11 + your caster level) for the
spell to determine the creatures are undead.



Appearance of life can be made permanent with a permanency
spell by a caster of 12th level or higher for the cost of 10,000 gp.

ASSUME APPEARANCE

School transmutation (polymorph); Level alchemist 3, bard 3,
medium 3, mesmerist 3, occultist 3, psychic 3, shaman 3,
sorcerer/wizard 3, spiritualist 3, summoner 3, witch 3

Casting Time 1 minute

Components V, S, F (corpse of the deceased creature whose form
you plan to assume)

Range personal

Target you

Duration 1 day/level (D)

This spell functions similarly to alter self, except for the following

differences. You assume the exact form of a deceased Small or

Medium creature of the humanoid type. Your voice changes to

match that of the form you assume. The creature whose form you

assume must be dead and you must have access to its fresh corpse

(either dead less than 24 hours, or preserved via gentle repose or

similar effect). Any attempt to copy the form of a living creature

causes the spell to fail. You do not have access to the assumed
form'’s abilities, memories, mannerisms, or speech patterns. The
spell grants a +10 bonus on Disguise checks to appear as the
imitated creature.

If the assumed creature is returned to life while this spell is
active, assume appearance immediately ends.

ASSUME APPEARANCE, GREATER

School transmutation (polymorph); Level alchemist 4, bard 4,
medium 4, mesmerist 4, occultist 4, psychic 4, shaman 4,
sorcerer/wizard 4, spiritualist 4, summoner 4, witch 4

Components V, S, F (corpse or likeness of the deceased creature
whose form you plan to assume)

This spell functions similar to assume appearance, except that
you can imitate a creature even if you have only a likeness (such
as a sketch or painting) that is fairly accurate. If there is an age
difference between the likeness and the actual creature, you take
on the appearance of the creature near the end of its life. If you
have heard the creature whose form you plan to assume speak
aloud, you can also copy its voice as vocal alteration"™ (speak with
dead can also be used to fulfill this requirement). The spell doesn’t
grant insight into the dead creature’s mannerisms.

Additionally, if a likeness used as a focus for the spell is kept
on your person or within 30 feet at all times, the aura of greater
assume appearance is redirected to the likeness instead of to you,
similar to a reverse application of the misdirection spell.

BAN CORRUPTION

School abjuration [good]; Level cleric 5, inquisitor 4, medium 3,
occultist 4, paladin 4, shaman 5

Casting Time 1 standard action

Components V, S, F (a ceremonial dagger)

Area 30-ft.-radius emanation centered on you

i -

Duration concentration plus 1 round/level, up to 1 hour/level
saving Throw Will negates; Spell Resistance yes

You strip all creatures within the emanation of any gifts associated
with corruptions (see page 14). Abilities associated with
corruptions cease to function, as if they were magically dispelled.
The corruption stains still fully affect creatures. A creature that
enters the emanation and fails its saving throw loses its gifts until
the spell’s duration ends, even if it leaves the emanation, but a
successful saving throw renders a creature immune to the spell,
even if it enters and exits the emanation several times.

BARBED CHAINS

School conjuration (summoning) [emotion“, fear, mind-
affecting]; Level antipaladin 1, bloodrager 1, cleric 1,
inquisitor 1, occultist 1, shaman 1, summoner 1

Casting Time 1 standard action
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EVIL SPELLS

This section includes a large number of evil spells. Casting an
evil spell is an evil act, but for most characters simply casting
such a spell once isn't enough to change her alignment; this
only occurs if the spell is used for a truly abhorrent act, or
if the caster established a pattern of casting evil spells over
a long period. A wizard who uses animate dead to create
guardians for defenseless people won't turn evil, but he will
if he does it over and over again. The GM decides whether
the character’s alignment changes, but typically casting two
evil spells is enough to turn a good creature nongood, and
three or more evils spells move the caster from nongood
to evil. The greater the amount of time between castings,
the less likely alignment will change. Some spells require
sacrificing a sentient creature, a major evil act that makes
the caster evil in almost every circumstance.

Those who are forbidden from casting spells with an
opposed alignment might lose their divine abilities if
they circumvent that restriction (via Use Magic Device, for
example), depending on how strict their deities are.
Though this advice talks about evil spells, it also applies
to spells with other alignment descriptors.

Components V, S, M (a length of chain doused with fresh blood)
Range close (25 ft. + 5 ft./level)

Effect a chain sharpened at one end

Duration instantaneous

saving Throw Will partial (see text); Spell Resistance no

You summon a chain from another realm, causing it to burst out
from the ground and strike a target within the spell’s range. You
can have the chain either make a melee attack (dealing 1d6
points of slashing damage) or attempt a trip combat maneuver
against the target. The chain uses your base attack bonus plus
your key spellcasting ability score modifier as its attack bonus
and combat maneuver bonus. On a successful hit or combat
maneuver check, the target must attempt a Will save. If it fails
its save, the creature is shaken for 1d4 rounds. You summon one
additional chain every 3 levels after 1st, for a total of two chains
at 4th level, three at 7th level, and a maximum of four at 10th
level. Multiple chains can attack the same target but the shaken
effect doesn't stack.

BLOOD TIES

School necromancy [evil]; Level antipaladin 4, cleric 5, druid 5,
inquisitor 5, psychic 5, shaman 5, witch 5

Casting Time 1 standard action

Components V, S, F (a small length of crimson string)

Range unlimited (see text)

Target two living creatures

Duration 1 day/level (D)

Saving Throw Will negates (see text); Spell Resistance no

One of the targets of this spell must be a hostage—a bound,
pinned, or helpless creature within your reach (though the spell
doesn’t end if the hostage later moves beyond your reach). The
second target must be a member of the first target’s family. If
neither creature successfully saves against the spell, the second
target also takes any damage conferred to the hostage, provided
both are still alive, to a maximum of 10 points of damage per
caster level per day (damage beyond that necessary to kill the first
target does not transfer). This transferred damage is typeless and
ignores the second creature’s damage reduction and resistances. If
either target succeeds at the saving throw, you can never attempt
to exploit the connection between these particular two creatures
again. The connection between your targets weakens when the
two are less familiar with one another. Each target gains a +2
bonus on its save if the two are distant relations or related by
marriage. Each target takes a -2 penalty on its save if the two
targets are parent and child or siblings.

BLOODBATH

School necromancy; Level antipaladin 1, bloodrager 1, cleric 2,
inquisitor 2, medium 1, psychic 2, sorcerer/wizard 2,
spiritualist 2, witch 2

Casting Time 1 standard action

Components V, S, F (a ceremonial dagger)

Range close (25 ft. + 5 ft./level)

Target up to one living creature/level, no two of which can be
more than 30 feet apart

Duration 1 round/level (D)
Saving Throw Fortitude negates; Spell Resistance yes
You cut yourself with the dagger, dealing yourself 1dé6 points of
bleed damage. So long as you keep taking this bleed damage,
your targets each bleed for 1d6 points of damage at the beginning
of their turns. The bleed damage on any target ends if that target
receives magical healing, or if your bleed damage ends for any
reason. This spell has no effect if you're immune to bleed damage
or can otherwise reduce or ignore the bleed damage to yourself.

BONESHAKER

School necromancy; Level antipaladin 1, cleric 2, inquisitor 2,
sorcerer/wizard 2, spiritualist 2, witch 2
Casting Time 1 standard action
Components V, S, F (human-shaped fetish made of bones)
Range medium (100 ft. + 10 ft./level)
Target one living creature or undead creature with a skeleton
Duration instantaneous
Saving Throw Fortitude partial or negates (see text); Spell
Resistance yes
By using a bone fetish like a marionette, you take control of a
target creature’s skeleton. This has a variety of effects depending
on whether the target is living or undead.
A living creature has its skeleton rattle within its flesh, causing
it grievous harm. The target takes 3d6 points of damage, plus
1d6 additional points of damage per 2 caster levels you have.



In addition, you can move the target 5 feet. This movement
doesn’t provoke attacks of opportunity. A successful saving throw
halves the damage and negates the movement.

An undead creature takes no damage. Instead, you manipulate
the undead, forcing it to take an immediate action to either move
up to its speed (provoking attacks of opportunity as normal) or
make a single attack against a creature of your choice in its reach.
Either of these is the most basic version of the action the creature
can take (it doesn't activate any special abilities that it could apply
to the movement or attack, such as grab). A successful saving
throw negates this effect. A mindless undead creature doesn’t
receive a save against this effect.

BORROW CORRUPTION

School transmutation [evil]; Level antipaladin 2, cleric 4, druid 4,

medium 2, occultist 3, psychic 4, shaman 4, witch 4
Casting Time 1 standard action
Components V, S, M (a dirty scrap of a good priest’s raiment)
Range touch
Target creature touched
Duration 1 minute/level (D)

Saving Throw none; Spell Resistance no

You touch a creature with at least one manifestation from a
corruption (see page 14). You temporarily gain any stains and gifts
that corruption grants to the creature, and the creature retains
them. If the gifts have limited uses, you count as having no uses
remaining. You take 1d3 points of Wisdom drain whenever you
cast this spell.

If your campaign uses the sanity system (see page 12), your
sanity score decreases by 2 (and thus your sanity edge decreases
by 1) each time you cast this spell, instead of you taking Wisdom
drain. Only greater restoration, miracle, or wish can remove this
decrease. A single casting of greater restoration removes one
decrease of sanity from casting borrow corruption, while a casting
of miracle or wish removes them all.

School illusion (shadow) [evil, shadow""]; Level antipaladin 3,
cleric 5, mesmerist 5, psychic 5, sorcerer/wizard 5, witch 5

Casting Time 10 minutes

Components V, S, M (one Tiny or larger living creature)

Range close (25 ft. + 5 ft./2 levels)

Area 20-ft. cube (S)

Duration 10 minutes/level

saving Throw Will partial; Spell Resistance no

By sacrificing a living creature, you create the grisly illusion of

viscera and gore splattered about the nearby area. When the

casting time is complete, the walls drip with blood and the floor

is slick with unidentifiable lumps of meat and other signs of a

massacre. Anyone entering the area must attempt a Will save or

be sickened for 1d6 rounds. This is a mind-affecting effect. If a

creature succeeds at its save, it can see the semi-real nature of

the illusion.
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CONTACT SPELLS

There are a few nuances to contact entity spells that bear
attention. First, not all eldritch creatures have a correlating
contact spell. Contact spells do not replace or supplant
planar ally or planar binding, so each contact spell targets
an eldritch creature that is not an outsider. Contact entity
spells might be useful for contacting other specific types of
creatures that aren’t listed, at the GM'’s discretion, and could
be adapted for contacting certain outsiders.

It's recommended that contact entity spells should be
discovered in actual play rather than granted to PCs through
level advancement. They represent ancient knowledge lost
to most spellcasting traditions. Usually found in the form
of scrolls or spell trigger items, an individual contact entity
spell comes predetermined to work with a single kind of
entity, with the appropriate material component already
expended. Copying a spell to a spellbook from such a scroll
doesn’t let the caster know how to contact other creatures
with the spell. Though the class lists for these spells includes
spontaneous casters, this is primarily to let them use the
spell if found on a scroll, not to have unfettered access to
contact entity as a spell known.

Some contact spells are evil, but many lower level contact
spells are not. This is because certain Elder Mythos creatures
(see page 193) are distinctly alien but not necessarily
morally evil. There is also a rich tradition of spellcasters who
traffic with dangerous creatures with the best of intentions;
while actively summoning them onto the Material Plane is
evil, merely speaking with them is not necessarily so.
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The room itself is covered in a layer of slippery, semi-real gore.
Any creature attempting to walk within or through the area of gore
can move at half normal speed with a DC 10 Acrobatics check.
Failure means it can’t move that round, and failure by 5 or more
means it falls prone (see the Acrabatics skill for details). Creatures
that don’t move on their turns don’t need to attempt this check and
are not considered flat-footed. A creature that succeeded at its Will
save gains a +5 bonus on the Acrobatics check.

COMPELLING RANT

School enchantment (charm); Level bard 5, cleric 5, inquisitor 5,
mesmerist 5, psychic 5, sorcerer/wizard 5

Casting Time 1 minute

Components V, S, M/DF (a handwritten sheet of notes)

Range medium (100 ft. + 10 ft./level)

Target any number of creatures

Duration concentration plus 1 round/level, up to 1 hour/level

saving Throw Will negates (see text); Spell Resistance no

You deliver a confusing but fascinating monologue, relaying

conspiracies or metaphysical revelations that confound your

audience, throughout the spell’s casting time and as long as you




TABLE 4-1; CONTACT ENTITY

Contact Entity |

Material Component

Cerebric fungus®?
Deep one®
Grioth®
Nightgaunt®
Ratling®
Voonith®

Scholarly tome

Engraved stone tablet

An eye struck blind during an eclipse [evil]

Sculpture of an animal with the face filed smooth [chaotic]
Spell scroll of 1st level or higher [chaotic, evil]

Bundle of cattail plants [chaotic]

Contact Entity Il

Material Component

Colour out of space®*
Denizen of Leng®
Elder thing®*

Hound of Tindalos®
Leng ghoul®
Mi-go®
Neh-thalggu®2
Rhu-chalik®
Shantak®2
Yangethe®

Shard of a meteorite

Painting of a memory from a dream worth 1,000 gp

Magic item or piece of technology worth 2,000 gp

Exotic, trance-inducing elixir worth 500 gp

Skull of a dead scholar

Fresh brains of an intelligent creature [evil]

Vial of cerebrospinal fluid from a creature that still lives [chaotic, evil]
Brain of a creature that had 16 Int or higher [evil]

A shard of rock harvested from another world [chaotic]

Scroll of an emotion™ spell of 4th level or higher

Contact Entity IlI

Material Component

Aatheriexa®

Deep one elder®
Flying polyp®

Gug®

Leng spider®?
Moon-beast®

Spawn of Yog-Sothoth®*
Wendigo®?

Yithian®

A swatch of flesh recently damaged by magic [evil]
Engraved stone tablet

Eerie music played upon a wind instrument carved from the bone of a living creature [chaotic, evil]

Fresh flesh of a creature of 5 HD or more [chaotic, evil]

Head of a denizen of Leng [evil]

Intelligent humanoid sacrificed while dreaming [chaotic, evil]

All blood drained from a sacrificed intelligent humanoid [chaotic, evil]
Must devour the flesh of sentient creatures with 8 HD total [chaotic, evil]
Quartz geode

Contact Entity IV

Material Component

Bhole®*

Bodythief®*

Neothelid

Shoggoth

Star-spawn of Cthulhu®*

Jar of slime created by a bhole’s breath weapon

Chunks of brain from a lobotomy subject [evil]

Ruby worth 3,000 gp [chaotic, evil]

Art object worth 3,000 gp recovered from the bottom of a sea [chaotic]
Sacrificed humanoid of 10 HD or more [chaotic, evil]

concentrate. You take 1d4 points of Wisdom drain when you begin
the speech and can't reduce or prevent this damage in any way.
Each intelligent creature in the spell’s area takes 1dé points of
Wisdom damage as their perceptions of reality realign with yours
for the spell’s duration. Listeners with at least 5 HD can attempt
a Will save to negate the effects. Your targets view you with a
friendly attitude and respond to criticism of you with irritation.
Bluff, Diplomacy, or Intimidate checks to create doubt about your
purpose in those affected by the spell take a -4 penalty. The
attitude of your targets regarding any creature that criticizes you
or your vision automatically changes one step toward hostile; a
Diplomacy check that fails by 5 or more reduces their attitude
further. Your targets retain the same alignment and their prior
beliefs, in addition to the ones you force on them. You can’t force

beliefs on a target if such beliefs would be necessarily against the
nature of its alignment and prior beliefs, but targets are otherwise
able to hold contradictory beliefs.

If your campaign uses the sanity system (see page 12), your
sanity score decreases by 2 (and thus your sanity edge decreases by
1) instead of taking Wisdom drain each time you cast this spell. Only
greater restoration, miracle, or wish can remove this decrease. A
single casting of greater restoration removes one decrease in sanity
from casting compelling rant, while a casting of miracle or wish
removes them all. Affected targets take sanity damage equal to
half your caster level (maximum 10) instead of Wisdom damage.
The targets might actually change alignment and beliefs if their loss
of sanity afflicts them with an appropriate madness, in which case
those effects last even after the spell’s duration has ended.



CONTACT ENTITY |

School evocation; Level cleric 2, medium 1, occultist 2, psychic 2,

shaman 2, sorcerer/wizard 2, summoner 2, witch 2
Casting Time 1 minute
Components V, 5, M (see text)
Range 100 miles
Target up to 20 entities of 6 HD or fewer; see text
Duration instantaneous
Saving Throw none; Spell Resistance no
You send out a magical message to any eldritch entities of a
particular kind within a 100-mile radius, which can be delivered
to up to 20 such creatures, starting with the nearest creatures
until the limit has been met. This spell cant contact creatures with
more than 6 Hit Dice. You can’t send a specific message, but this
spell (and all similar contact entity spells) can be characterized as
an open invitation to make contact and establish communication.
If there is an appropriate entity within range, the spell succeeds
automatically. You don’t know whether the message was received,
nor any specific details about what creatures received it or how
many. Creatures that receive the message know the location and
distance from where the spell was cast. Because this spell doesn’t

call or summon the target, the target must have its own way to
reach the place where the spell was cast.

How creatures respond to a contact spell is circumstantial and
it is possible the creatures will simply ignore the spell. Creatures
that come and investigate do so in their own time. They usually
arrive cautiously, aware of the potential for ambush. Targets of the
spell might inform their organization or community if they have
one. There are no restrictions on how the creatures react to being
contacted, and they might respond with hostility, parley, entertain
an alliance, or subjugate the caster and their related community.
Using this spell counts as mentally contacting the creature for the
purpose of any of its special abilities (such as the star-spawn’s
overwhelming mind). For the purpose of spells like scrying, the
creature has firsthand knowledge of you and a connection similar
to if it possessed a likeness of you.

Each type of creature requires a different material component
that must be included when casting the spell, as shown on Table
4-1: Contact Entity on page 112. Some of these components are
expensive or might require quests to acquire. Contacting certain
types of creatures makes the spell chaotic, evil, or both, as
indicated on the table.
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CONTACT ENTITY 1l
School evocation; Level cleric 3, medium 2, occultist 3, psychic 3,
shaman 3, sorcerer/wizard 3, summoner 3, witch 3
Range 200 miles
Target up to 20 entities of 12 HD or fewer
This spell functions like contact entity I, except that you can contact
creatures from the contact entity Il list, and as noted above.

CONTACT ENTITY 11l

School evocation; Level cleric 5, medium 3, occultist 4, psychic 5,
shaman 5, sorcerer/wizard 5, summoner 4, witch 5

Range 200 miles

Target up to 20 entities of 18 HD or fewer

This spell functions like contact entity Il, except that you can
contact creatures from the contact entity Il list, and as noted
above. Additionally, if a contacted creature has telepathy, it can
send a telepathic message to you of up to 10 words.

CONTACT ENTITY IV

School evocation; Level cleric 7, medium 4, occultist 6, psychic 7,
shaman 7, sorcerer/wizard 7, summoner 6, witch 7

Range 500 miles

Target up to 20 entities of 24 HD or fewer

This spell functions like contact entity I, except that you can
contact creatures from the contact entity IV list, and as noted above.

School conjuration (teleportation) [evil, fear, mind-affecting];
Level antipaladin 4, cleric 6, inquisitor 6, magus 6, psychic 6,
shaman 6, sorcerer/wizard 6, witch 6

Casting Time 1 standard action

Components V, S, M/DF (a dilated human eyeball)

Range medium (100 feet + 10 ft./level)

Target you

Duration 1 round/level (D)

Saving Throw none; Spell Resistance no

You gain the ability to detect fear, as per sense fear (see page
127), but you sense creatures within medium range.

Once per round as a standard action, you can teleport to a
creature suffering from a fear effect within the spell’s range if you
are aware of the creature and its rough location. You can carry
objects with you so long as you don't transport more than your
maximum load. You arrive in a random open space within 20 feet
of the creature and immediately begin sensing the location of
creatures with a fear condition from your new location.

Once you teleport to a new location with this spell, you can
take no additional actions for the round, as if casting dimension
door. You can't teleport if there are no creatures suffering from a
fear effect in range.

CURSE OF FELL SEASONS

School transmutation [curse"™, darkness]; Level druid 9,
shaman 9, sorcerer/wizard 9, witch 9

Casting Time 10 minutes

Components Y, S, F (darkwood carving of a tree worth 15,000 gp)
Range touch

Area 2-mile radius emanating from the touched point

Duration permanent (D)

Saving Throw none; Spell Resistance no

By touching the ground, you drastically change the weather in
the area, as the unseasonable weather curse (see page 145). The
focus merges into the cursed area as part of the spell and can only
be retrieved if the curse is lifted.

CURSE OF NIGHT

School evocation [curse"™, darkness]; Level cleric 8, druid 8,
sorcerer/wizard 8, witch 8

Casting Time 10 minutes

Components V, S, F (jet gemstones worth a total of 10,000 gp)

Range touch

Area 1-mile radius emanating from the touched point

Duration permanent (D)

saving Throw none (see curse text); Spell Resistance no

By touching the ground, you curse an area to remain in bleak

darkness, as the endless night curse (see page 143). The focus

merges into the cursed area as part of the spell and can only be

retrieved if the curse is lifted.

CURSE TERRAIN

School necromancy [curse’™, evil]; Level cleric 4, druid 4,
shaman 4, sorcerer/wizard 4, witch 4

Components V, 5, M (the heart of a creature that dwelled in the
area and powdered onyx worth 700 gp)

Range touch

Area 1-mile radius emanating from the touched point

By touching the ground, you curse the land with four unnatural

hazards. This functions as lesser curse terrain, but with the effects

of the major perilous demesne curse (see page 145).

CURSE TERRAIN, GREATER

School necromancy [curse’™, evil]; Level cleric 6, druid 6,
shaman 6, sorcerer/wizard 6, witch 6

Components V, 5, M (the heart of a creature that dwelled in the
area and powdered onyx worth 1,500 gp)

Range touch

Area 5-mile radius emanating from the touched point

By touching the ground, you curse the land with six unnatural

hazards. This functions as lesser curse terrain, but with the effects

of the greater perilous demesne curse (see page 145).

CURSE TERRAIN, LESSER

School necromancy [curse’™, evil]; Level cleric 2, druid 2,
shaman 2, sorcerer/wizard 2, witch 2

Casting Time 10 minutes

Components V, S5, M (the heart of a creature that dwelled in the
area and powdered onyx worth 350 gp)



Range touch
Area 300-ft. radius emanating from the touched point
Duration 1 day (D)
Saving Throw none; Spell Resistance no
By touching the ground, you curse the land with three unnatural
hazards, as the minor perilous demesne curse (see page
145). Though this makes the hazards appear frequently, their
manifestations are still unpredictable—you can't control when
the hazards begin or end, nor where they appear within the
cursed terrain.

Curse terrain spells can be made permanent with a permanency
spell. The minimum caster level and gp cost are shown on the
table. The spell is still dismissable if made permanent.

Spell Minimum Caster Level GP Cost

Lesser curse terrain 9th 2,500 gp
Curse terrain 11th 7,500 gp
Greater curse terrain 15th 17,500 gp
Supreme curse terrain 19th 27,500 gp

CURSE TERRAIN, SUPREME

School necromancy [curse’™, evil]; Level cleric 8, druid 8,
shaman 8, sorcerer/wizard 8, witch 8

Components V, 5, M (the heart of a creature that dwelled in the
area and powdered onyx worth 4,000 gp)

Range touch

Area 5-mile radius emanating from the touched point

By touching the ground, you curse the land with seven unnatural

hazards. This functions as lesser curse terrain, but with the effects

of the grand perilous demesne curse (see page 144).

DAMNATION

School evocation [good]; Level cleric 3, inquisitor 3, paladin 3
Casting Time 1 standard action

Components V, S, M/DF (a drop of holy water)

Area 30-ft.-radius burst centered on you

Duration instantaneous

saving Throw Will half; Spell Resistance yes

You pass judgment on your enemies’ intentions and punish
them with holy power. Each creature in the spell’s area takes
1d8 points of damage per spell level, determined by the
most powerful effect with the evil descriptor either affecting
that creature or in its spell repertoire. A caster who prepares
spells takes this damage based on the highest-level evil
spell he prepared that day, even if he already cast that spell.
A spontaneous spellcaster takes this damage based on the
highest-level evil spell she knows, even if she has no remaining
spell slots available to cast that spell. A creature with evil spell-
like abilities takes this damage based on the highest-level evil
spell-like ability it can use. A creature who doesn’t cast spells but
is the willing beneficiary of evil spells takes this damage based
on the highest-level evil spell currently affecting it, including
spells that affect an area such as desecrate. A creature subject
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to the harmful effects of an evil spell are unaffected unless it
voluntarily accepted the spell’s effects.

School necromancy [death, evil]; Level cleric 8, druid 9,
psychic 8, sorcerer/wizard 8, witch 8
Casting Time 1 standard action
Components V, S
Range close (25 ft. + 5 ft./2 levels)
Target one living creature
Duration instantaneous
Saving Throw Fortitude partial (see text); Spell Resistance yes
Chanting an unholy litany, you reach out with a grasping motion
toward your target and cause its heart to leap out of its chest and
into your hand. A target with 200 or fewer hit points remaining
that fails its saving throw is instantly reduced to a number of
negative hit points equal to your caster level or its Constitution
score - 1, whichever is less negative. The creature is staggered
until the beginning of your next turn, at which point it dies. If
the affected creature receives a regenerate spell before the
beginning of your next turn, the creature gains the normal
benefits of that spell and, thanks to its heart’s regeneration,
it doesn’t immediately die when your next turn begins. If a
creature that dies from death clutch is brought back from the
dead by a breath of life or raise dead spell, it must also be
targeted with regenerate on the following round to restore its
missing heart or be unable to return to life.
A target with 201 or more hit points that fails its saving throw
manages to keep its heart from leaping out of its chest, but it is
still staggered for 1 minute and takes 1d4 points of Constitution
drain and 1d4 points of Constitution bleed.
Regardless of its current hit points, if the target succeeds at
its Fortitude save, it is still staggered until the beginning of your
next turn as it feels its heart wrenching within its chest.

DECAPITATE

School evocation; Level inquisitor 5, magus 6, psychic 6,
sorcerer/wizard 6

Casting Time 1 immediate action

Components V, S, F (a sliver from a guillotine blade)

Range close (25 ft. + 5 ft./2 levels)

Target one creature (see text)

Duration instantaneous

Saving Throw Fortitude partial (see text); Spell Resistance yes

You can cast this spell only as a response to a confirmed critical

hit against the target that would deal slashing damage. If the

target fails the saving throw and has a discernible head, the

attack deals an extra 4dé points of damage and the critical

multiplier of the critical hit increases by 1. If the critical hit then

brings the target to 0 hit points or fewer, the target is instantly

decapitated and dies unless it can survive decapitation. Even

on a successful saving throw, the critical hit deals an extra 4d6

points of damage.




DECOLLATE

School necromancy; Level alchemist 4, antipaladin 4, cleric 5,
psychic 6, sorcerer/wizard 5, spiritualist 4, witch 5

Casting Time 1 standard action

Components V, S, F (a red wax pencil)

Range touch

Target one willing humanoid or monstrous humanoid creature

Duration 24 hours

Saving Throw none; Spell Resistance yes (harmless)

A thin red line circles the target’s neck. The target’s head

becomes detachable so long as she removes it willingly. While

the target’s head is detached, she gains DR 2/— and immunity

to decapitation effects and other effects that require their target

to have a head or a particular facial feature. The target is blind so

long as she has no head, but she gains blindsense to a distance

of 15 feet. The target hears normally even without its head.
While detached, the target’s head appears to be dead. The

target can’t see through its eyes or hear events around the

head. The target’s body knows the direction and distance to its

head. Without additional protection, the severed head has AC 7,

~ hardness 5, and 10 hit points. Destroying the head while the
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spell is in effect kills the target of the spell. If the spell’s duration
expires normally without the head being reattached, the target
dies. If either the target or the head are removed to a different
plane, or if the spell is dispelled, the head teleports back to its
owner and reattaches without further harm.

DREADSCAPE

School illusion (phantasm) [emotion™, fear, mind-affecting];
Level bard 3, medium 3, mesmerist 3, psychic 4, sorcerer/
wizard 4

Casting Time 1 standard action

Components V, S, M (a pinch of black sand)

Range close (25 ft. + 5 ft./2 levels)

Target up to one creature/level, no two of which can be more
than 30 feet apart

Duration 10 minutes/level

saving Throw Will negates; Spell Resistance yes

Your targets see their surroundings as a nightmarish reflection

of the world around them. Buildings and furnishings take on a

dirty, ruined appearance. Even allies appear foreign and hostile,

with friendly speech turning into garbled mockery and threats.



Each target gains the scared condition and has a hostile attitude
toward any new creature it encounters (though not toward
creatures that were already present at the time of the casting).
Being hostile doesn’t necessarily mean the target will attack,
and creatures can attempt Diplomacy checks to gain a target’s
trust at the normal DC. If a creature becomes frightened or
panicked while under the influence of dreadscape, that creature
takes 1dé points of Wisdom damage, though only once per
casting of dreadscape.

If your campaign uses the sanity system (see page 12),
creatures that become frightened or panicked take 2d6 sanity
damage instead of Wisdom damage.

FLESH PUPPET

School necromancy [evil]; Level antipaladin 2, cleric 3, occultist 3,

shaman 3, sorcerer/wizard 4, spiritualist 3, witch 4
Casting Time 1 round
Components V, S, M (an onyx worth 25 gp and a silken string)
Range touch
Target one corpse touched
Duration permanent (D)
saving Throw none; Spell Resistance no
You animate one corpse that has been dead no more than 48
hours. It rises as a zombie (Pathfinder RPG Bestiary 288) that is
magically tethered to you and obeys your commands. As noted in
animate dead, you can’t control more than 4 HD per caster level
worth of undead in total, nor can a single casting create more than
2 HD per caster level.

This spell disquises the zombie’s appearance and allows you
to control it. The zombie’s outward appearance, movement, and
voice appear the same as if it were still alive. The zombie’s normal
staggered condition doesn’t apply (though it can still be staggered
by other means). Successfully detecting the flesh puppet as a
zombie without magic requires an opposed Perception check
against your Disquise check, and you add your caster level as a
bonus on this Disguise check.

An ephemeral string connects you to the zombie. Through this
string, you have a mental link to the zombie and can command
it as a swift action. The zombie uses its own actions to complete
your commands. The zombie can speak up to 25 words in 1 round,
but you must mentally impart what you intend it to say as a
swift action. It is incapable of articulating speech on its own. The
zombie can be ordered to perform very simple tasks it knew in life
but can’t make attacks, cast spells, or perform complex or difficult
tasks requiring constant concentration.

The string connecting you and the zombie is nearly invisible.
A DC 30 Perception check is required to detect it. It has hardness
0 and 1 hp. The length of string you can create is 100 feet + 10
feet per caster level you have. The string snaps if you and the
zombie move farther apart than this length, though the zombie
won't move out of range unless forced to do so or unless you
command it to do so. If the string to the zombie is severed, the
spell immediately ends. The ephemeral string can pass through
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physical barriers, but not barriers of magical force, and it can be
damaged as though it were a physical object.

When this spell ends, the zombie immediately reverts back to
a normal corpse. The spell ends automatically if you cast flesh
puppet or flesh puppet horde on a new corpse.

FLESH PUPPET HORDE

School necromancy [evil]; Level antipaladin 3, cleric 4,
occultist 4, shaman 4, sorcerer/wizard 5, spiritualist 4, witch 5
Casting Time 10 minutes
Components V, S, M (an onyx worth 50 gp for each zombie and
a silken string)
Range touch
Target one or more corpses touched
This spell functions as flesh puppet, but can animate multiple
zombies. As noted in animate dead, you can’t control more than 4
HD per caster level worth of undead in total, nor can a single casting
create more than 2 HD per caster level. A separate string attaches to
each zombie in your horde. Severing a zombie’s string reverts that
zombie to a corpse, but doesn’t end the spell for other zombies.
Because commanding a flesh puppet requires a swift action,
you can issue commands to only one zombie per round, though
zombies you previously commanded continue to follow their orders.
Likewise, you can command only one zombie to speak per round.
Unlike with flesh puppet, you can command a zombie to attack.
If you do, all your zombies immediately gain the staggered quality
and no longer appear to be alive.
This spell ends automatically if you cast flesh puppet or flesh
puppet horde on a new corpse.

School necromancy [evil]; Level cleric 6, shaman 6, sorcerer/
wizard 6, spiritualist 5, summoner 5, witch 6
Casting Time 1 standard action
Components V, S, M (one corpse for every 5-ft. square of the
wall), DF
Range medium (100 ft. + 10 ft./level)
Effect a wall of corpses with an area of up to one 5-ft. square/
level (S)
Duration concentration + 1 round/level (D)
saving Throw none; Spell Resistance no
You animate corpses, forming them into a wall of joined flesh
and limbs. The wall inserts itself into any surrounding nonliving
material if its area is sufficient to do so. The wall can’t be created
so that it occupies the same space as a creature or another object.
The wall must be vertical, but can be shaped as you see fit.
The wall is considered to be undead. It uses your Will saving
throw to resist channel energy.
A flesh wall is 2 feet thick. Each 5-foot square of the wall has
12 hit points and DR 5/slashing. A section of wall whose hit
points drop to 0 is breached. As a move action, you can cause the
fleshwall to constrict, shrinking it by a 5-foot square to fill the hole.
Additionally, as a standard action, you can cause a 5-foot square of




the wall to permanently detach, forming a human zombie (Bestiary
288) under your verbal control (this zombie doesn’t count against
your normal limit of commanded undead). The zombie reverts
back into a normal corpse when the spell’s effect ends. Each 5-foot
square of the wall makes a single slam attack against an adjacent
enemy on your turn, as a human zombie. The squares of the wall
threaten their adjacent squares and can even provide flanking.
Creatures can force their way slowly through the wall by
making a Strength check as a full-round action. The DC to move
through the wall is equal to 15 + your caster level. A creature that
fails the check is trapped in the wall, takes 3d6 points of crushing
damage, and is denied its Dexterity bonus to AC against the wall’s
slam attack. The creature can make an attempt to escape the wall
on its next turn.

You can use zombies already under your control as the material
components for a flesh wall. However, they and any other corpses
in the wall revert back to inanimate corpses when the spell ends.

FLICKERING LIGHTS

School evocation [darkness, light]; Level bard 2, cleric 2,
inquisitor 2, magus 2, occultist 2, shaman 2, sorcerer/wizard 2
Casting Time 1 round
Components V, S, M (a patch of white cloth and a patch of
black cloth)
Range medium (100 ft. + 10 ft./level)
Area contiguous area consisting of one 10-foot cube/level (S)
Duration 1 round/level
Saving Throw Will negates; Spell Resistance yes
You cause the illumination in the area to seem to flicker erratically,
fluctuating between absolute darkness and blinding brightness.
The level of light in the area changes at the start of each creature’s
turn, as determined by rolling a percentile die and consulting the
following table.

d% lllumination level
1-10 Supernatural darkness
11-25 Darkness

26-50 Dim light

51-90 Normal light

91-00 Bright light

Even darkvision can’'t see through supernatural darkness
(as deeper darkness). Bright light affects creatures with light
blindness or light sensitivity. For the purpose of superseding its
effects with higher-level light or darkness spells, flickering lights
counts as a light spell when it increases the ambient light level
and a darkness spell when it decreases the ambient light level.

GRASPING CORPSE

School necromancy [evil]; Level antipaladin 1, cleric 1, occultist 1,

shaman 1, sorcerer/wizard 1, spiritualist 1, witch 1
Casting Time 1 standard action
Components V, S, M (pinch of powdered onyx worth 1 gp)
Range close (25 ft. + 5 ft./2 levels)

Target one corpse

Duration instantaneous

saving Throw none; Spell Resistance no

You can cause one nearby corpse to animate for a brief moment.
Choose a creature within 30 feet of the corpse (even if the
creature is outside the spell’s range). The corpse shambles toward
the creature and then attempts to trip or grapple it (your choice).
The corpse does not provoke attacks of opportunity.

Attempt a special combat maneuver check against the chosen
creature. Your CMB for this combat maneuver is equal to your
caster level plus your Intelligence, Wisdom, or Charisma modifier,
whichever is highest. If you chose to trip the creature, it falls
prone if you equal or exceed its CMD. If you chose to grapple, the




creature gains the grappled condition until it breaks free from the
corpse. Treat your save DC for a spell of this level as the C(MD of the
grasping corpse. Alternatively, destroying the corpse with damage
ends the grapple. The corpse has 12 hit points and DR 5/slashing.

School transmutation; Level druid 6, ranger 4, shaman 6, witch 6
Casting Time 1 standard action

Components V, 5, M (pinch of moss or a kudzu leaf)

Range touch

Target one living creature

Duration 7 days (see text)

Saving Throw Fortitude partial (see text); Spell Resistance yes
You cause the target to transform into a plant over time. You must
succeed at a melee touch attack to infect the target. If the target
succeeds at its Fortitude saving throw, it takes 1d4 points of ability
damage to each physical ability score (Strength, Dexterity, and
Constitution) and the spell ends. If the target fails its saving throw,
it takes 1d4 points of ability damage to each physical ability score
immediately and continues to take 1d4 points of ability damage to
each of its physical ability scores every day, until the spell expires.
It can’t recover this ability damage as long as the spell lasts, even
with magic. While the spell continues, the target takes on physical
plant characteristics as appropriate to the environment. It begins
to diminish in height and its skin turns plantlike. For example, the
target’s skin might turn green and its hair is slowly replaced with
grass or leaves or the target’s skin might become smooth, pale,
and flabby as the creature transforms into a large mushroom in an
underground environment.

If the damage to any single ability score equals or exceeds that
score, the target fully transforms into a normal small tree or shrub.
This final transformation is instantaneous, ending green caress.
The target remains alive but is considered the same as a regular
tree, shrub, or other vegetation. Any ability damage from other
sources, like poison or disease, also applies toward transforming
the creature. If the target retains at least 1 point in all of its physical
ability scores at the end of 7 days, the final transformation doesn't
occur and the spell ends. Any changes in appearance gradually
reverse themselves as the ability damage heals.

Break enchantment, dispel magic, and remove curse can end
the spell before the duration expires, but the spell is contagious.
If a caster level check attempt to remove green caress fails by 5
or more, the creature who attempted to remove the effect must
attempt a Fortitude saving throw as if it had just been targeted
with the spell. If the spell’s target attempts to remove the effect
from itself and fails, it causes the spell to behave as if affected by
plant growth (as described below).

Polymorph any object ends the spell and totally restores the
target without any risk to the caster, even after the target has
been finally transformed, as do limited wish, miracle, and wish
(treat polymorph any object as if it had an instantaneous duration
if itis used in this way). If the target is in the area of a plant growth
spell as it is cast, it must attempt a Fortitude save at green caress’s
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DC or immediately take another 1d4 points of ability damage to
each physical ability score; this stacks with multiple castings of
plant growth. If the target is in the area of diminish plants as it is
cast, it ignores the next ability damage from green caress to one
of its three physical ability scores (chosen randomly); this doesn’t
stack with multiple castings of diminish plants.

HEDGING WEAPONS

School abjuration [force]; Level antipaladin 1, cleric 1,
inquisitor 1, paladin 1
Casting Time 1 standard action
Components V, S, DF
Range personal
Target you
Duration 1 minute/level (D)
A weapon made from divine force appears and floats near you.
This weapon takes the shape of your deity’s favored weapon (if
you have no deity, the weapon appears as a simple weapon with
special significance to you). You gain one additional weapon at
6th level and every 4 caster levels thereafter—two at 6th, three
at 10th, four at 14th, and a maximum of five weapons at 18th
level. The weapon averts and deflects attacks, granting you a +1
deflection bonus to AC for each weapon summoned (maximum +5
at 18th level). As a standard action, you can grasp a weapon and
throw it as a ranged attack at any target you can see within 30 feet
of you (even if it’s a type of weapon that cant normally be thrown).
0n a successful hit, the weapon deals 2d6 points of force damage
to the target. This force weapon has the same threat range and
critical multiplier as a standard weapon of its type, but no other
special abilities. Because it deals force damage, DR doesn’t apply.
Each weapon thrown lowers the total deflection bonus to your AC
by 1 as it disappears immediately after the attack action. The spell
immediately ends once you throw all the weapons.

HOLY JAVELIN

School conjuration (creation) [good]; Level cleric 3, inquisitor 3,
paladin 2
Casting Time 1 standard action
Components V, S, DF
Range medium (100 ft. + 10 ft./level)
Effect javelin of divine energy
Duration 1 round + 1 round/4 levels
saving Throw none; Spell Resistance yes
You create a shimmering javelin of holy energy to hurl at an
enemy as a ranged touched attack. The javelin deals 1d6é points
of damage to an evil creature on a successful attack; it dissipates
harmlessly against creatures of any other alignment. Each time
a creature starts its turn while impaled by the javelin, it takes
another 1d6 points of damage. For every 4 caster levels you have,
the javelin remains in the creature for an additional round (to a
maximum of 5 rounds at 18th level). While the creature remains
impaled, it takes a -2 penalty on attack rolls and skill checks.
As a move action, the creature (or another adjacent creature)




can attempt to pull the javelin out (causing it to immediately
disappear) with a DC 12 Strength check.

The holy javelin glows like a torch, and this light clearly indicates
the impaled creature’s location, even if it turns invisible. Since
this light is not a light effect, just the glow of a conjured javelin,
darkness spells always suppress it, even if they are lower level.

HORRIFIC DOUBLES

School illusion (figment); Level bard 4, bloodrager 4, medium 3,
mesmerist 4, psychic 4, sorcerer/wizard 4
Casting Time 1 standard action
Components V, S
Range personal
Target you
Duration 1 minute/level
You create several illusory doubles of yourself, where you and
each image all seem slightly off or wrong in appearance. Treat
this spell as mirror image, except as noted.
Each creature that can see the doubles must succeed at a
Will save or become shaken for as long as it can see any of the
doubles. A successful saving throw negates the shaken condition

and renders the creature immune to the further effects of this
spell (beyond the usual effects of mirror image). In addition, the
first time a creature that failed its initial saving throw destroys one
of the images, it must succeed at a Will save or its perception of
the double shifts at the last second. The double takes on the face
of the attacker, the face of a loved one, or some other equally
disturbing image, causing the attacker to become frightened for 1
round and take 1d3 points of Wisdom damage from the traumatic
shock. Both additional effects are mind-affecting fear effects, and

spell resistance applies against them.

If your campaign uses the sanity system (see page 12), a creature
takes 1d8 points of sanity damage instead of Wisdom damage.

HUNGER FOR FLESH

School necromancy [evil, mind-affecting]; Level antipaladin 3,
cleric 4, psychic 4, shaman 4, sorcerer/wizard 4, spiritualist 4,
witch 4

Casting Time 1 standard action

Components V, S, M/DF (a ghoul fang)

Range close (25 ft. + 5 ft./2 levels)

Target one humanoid, magical beast, or monstrous humanoid




Duration 1 round/level
saving Throw Will negates; Spell Resistance yes
Your target’s belly distends and its front teeth grow longer and
sharper. The creature ravenously craves the flesh of its own kind,
gaining the staggered condition as hunger pangs rack its altered
body. The target gains a bite attack as a primary natural attack
that deals damage appropriate for its size (1d6 if Medium, 1d4
if Small). There’s a 25% chance on each of the creature’s turns
that it can't overcome its hunger. If so, it must move directly
toward the nearest corporeal creature of its type and subtype
(if applicable) and make a bite attack against it. If the target
lacks enough actions to attack on that turn, it moves as close
to the creature as it can, but on its next turn, if the percentile
dice indicate it overcomes its hunger, the target is not forced to
pursue or attack further.

0n any round after the target deals damage to another creature
of its own type and subtype (if applicable) with its bite attack,
the target loses the staggered condition. If it doesn’t continue
dealing bite damage to applicable creatures, the target regains
the staggered condition at the beginning of its next turn.

HUNGER FOR FLESH, MASS

School necromancy [evil, mind-affecting]; Level cleric 7,
psychic 7, shaman 7, sorcerer/wizard 7, spiritualist 6, witch 7
Target one humanoid, magical beast, or monstrous humanoid/
level, no two of which can be more than 30 feet apart
This spell functions like hunger for flesh, except that it affects
multiple targets. When forced to feed by the spell, affected
creatures attack creatures not affected by this spell if there are
any such appropriate creatures nearby, but otherwise they attack
other affected creatures.

IMPOSSIBLE ANGLES

School illusion (figment); Level medium 3, mesmerist 4,
occultist 4, psychic 5, sorcerer/wizard 5

Casting Time 1 standard action

Components V, 5, M (a melted prism)

Range medium (100 ft. + 10 ft./level)

Area contiguous area up to one 5-foot cube/caster level (S)

Duration 1 minute/level

saving Throw Will negates; Spell Resistance yes

You cause the surrounding area to appear to distort. The angles

and corners of the area subtly twist and contort, creating

unnatural and impossible shapes. Any creature entering the area

must succeed at a Will save or become disoriented. Disoriented

characters treat the area as difficult terrain and are sickened. In

addition, whenever a disoriented creature uses an action to move

(including taking a 5-foot step if it can do so in difficult terrain),

roll 1d8 to see which direction it moves, in a similar manner to

determining where a splash weapon lands on a miss (Pathfinder

RPG Core Rulebook 202). On a 1, the creature moves in its

intended direction, with 2 through 8 rotating around the creature’s

starting square in a clockwise direction. Only the creature’s first

SPELLS AND FTUALGENE

T -

5 feet of movement each round are affected in this way—it can
move normally for any remaining movement, either from the
same action or from later actions, as the creature acclimatizes to
the distortion. An affected creature can attempt a new Will save
each round to end the disoriented effect. A creature that leaves
the area and re-enters must attempt the saving throw again, even
if it succeeded at its initial save.

School necromancy; Level druid 4, ranger 3, shaman 4

Casting Time 1 standard action

Components V, S, M (a dead leaf)

Range 150 ft.

Area 150-ft. line

Duration instantaneous

saving Throw Will half; Spell Resistance yes

This spell must be cast in an area with vegetation or it has no

effect. When you cast this spell, you draw the life force from the

surrounding land and hurl it at your enemies, dealing 1d6 points

of positive energy damage per caster level (to a maximum of

12d6 at 12th level) to any undead creatures in the spell’s area.

However, doing so blights the land around you in a spread with

a radius of 5 feet per caster level you have (to a maximum of

60 feet at 12th level). All vegetation in that area immediately

withers and dies. Plant creatures aren't affected.
The blast starts from your palm and is able to travel through

solid objects and obstacles.

LOCATE GATE

School divination; Level bard 5, cleric 5, occultist 5, psychic 5,
sorcerer/wizard 5, summoner 5
Casting Time 1 standard action
Components V, S, F/DF (a small lodestone sphere)
Range long (400 ft. + 40 ft./level)
Area circle centered on you with a radius of 400 ft. + 40 ft./level
Duration 1 minute/level
Saving Throw none; Spell Resistance no
You sense the direction of the nearest teleportation circle
(permanent or with a remaining duration), gate spell, or other
effect which magically connects two different locations (for
example, an active magic item, a creature’s special ability, or
unique adventure location). Locate gate detects only spells or
effects with a permanent or ongoing duration, not instantaneous
effects like dimension door or teleport.
Locate gate can be blocked by spells like nondetection,
if the effect originates from a specific object or creature.
However, spell effects can't likewise be warded. For example,
ring gates are a specific object, but a permanent teleportation
circle is not (the surface in which it’s inscribed doesn’t count).
Locate gate isn't blocked by lead, water, or other physical
environmental conditions, but it is blocked by any intervening
area that is dimensionally warded (such as by dimensional lock
or forbiddance).




MAD SULTAN’S MELODY

School enchantment (compulsion) [mind-affecting, sonic]; Level
bard 3, mesmerist 4, occultist 4, psychic 4, sorcerer/wizard 4,
witch 4

Casting Time 1 standard action

Components VY, S, F (masterwork flute, pipe, or string instrument)
Range close (25 ft. + 5 ft./2 levels)

Target one creature/2 levels, no two of which may be more
than 30 ft. apart (see text)

Duration 1 round/level (D)

saving Throw Will negates; Spell Resistance yes

You imitate the mad cacophony created by the awful beings
associated with the Outer God, Azathoth. This spell targets only
creatures with the ooze type, creatures with the amorphous special
ability, and non-bipedal creatures with a special association with the
Outer Gods. This music draws the targets’ attention to the caster, as
per the fascinate bardic performance. It affects mindless creatures
despite the mindless quality typically granting immunity to mind-
affecting effects, though it doesn’t ignore any other immunity to
mind-affecting effects the creature might have. The caster doesn’t
have to maintain the effect each round—the music continues for the
duration of the spell. Creatures fascinated by mad sultan’s melody
become immune to any other casting of the spell for 24 hours after
the spell ends, and the spell ends if the fascination breaks on any of
its targets for any reason (such as an attack).

If you have the bardic performance class feature and the
fascinate bardic performance, you can choose to use the spell’s
saving throw DC or a DC equal to 10 + 1/2 your levels in the class
that grants you bardic performance + your Charisma modifier,
whichever is higher. If you choose to use the latter DC, each round
of the melody costs 1 round of bardic performance and it counts as
an active performance for determining how many performances
you can have active.

This spell takes a toll on the caster. Each time you cast it, you
take 1d4 points of Wisdom damage. If your campaign uses the
sanity system (see page 12), you instead take 2d6é points of
sanity damage.

School necromancy [death]; Level cleric 9, psychic 9, shaman 9,
sorcerer/wizard 9, witch 9

Casting Time 1 standard action

Components V, 5, M (a flask of ectoplasmic residue)

Area 60-ft. line

Duration instantaneous

Saving Throw Fortitude negates; Spell Resistance yes

You unleash a wave of necromantic energy that snuffs out the life
force of those in its path. This wave pulses out from you in a line 5
feet wide and 30 feet long. The wave visibly rips the souls from the
bodies of those it passes through, which manifest as screaming,
transparent versions of the affected creatures. The wave kills
every living creature of 17 or fewer HD in the line, starting with
the creature closest to you, to a maximum of 1d4 HD of creatures

per caster level. No creature of 18 or more HD can be affected.
If a creature succeeds at its saving throw or has too many HD, it
doesn’t count against the HD the spell can kill The wave continues
to affect creatures as it rolls away from you until you either run
out of HD to affect or reach the limit of the spell’s area. If the spell
does not kill any creatures, the unreleased necromantic energy
violently explodes in the final square of the 60-foot line, dealing
10d6 points of damage + 1 point per caster level to any creature
in that square with no saving throw. If several creatures occupy the
same square, roll randomly to determine which is affected.

MAZE OF MADNESS AND SUFFERING

School conjuration (teleportation) [evil, mind-affecting]; Level
psychic 9, sorcerer/wizard 9, witch 9

Casting Time 1 standard action

Components V, S, M (an ornate puzzle box worth 1,000 gp and
soaked in fresh blood)

Range close (25 ft. + 5 ft./2 levels)

Target one creature

Duration see text

Saving Throw Will partial, see below; Spell Resistance yes

This spell works like maze, except the DC of the Intelligence check

to escape is 22 and each round a creature remains in the maze a

different effect occurs depending on which section of the maze it

is in. Roll on the following table each time the creature attempts

an Intelligence check to escape the maze to see which part of

the maze it wanders through; if a creature doesn’t attempt an

Intelligence check, it stays in the same section and suffers that

section’s effects. Any conditions or damage taken persist for the

listed duration even if the creature exits the maze before then, but

conditions don't stack with themselves.

d% Maze Section
1-20 Circus

21-40 Haunted forest
41-60 Hellscape
61-80 0Oasis of respite
81-100 Strange city

Circus: The creature finds itself in a nightmarish circus of giant
beasts, garishly painted faces, and hideous, mocking laughter. The
creature must succeed at a Will save or gain a lesser madness (see
page 182). The save uses the madness’s normal DC.

Haunted Forest: The creature travels through a dark forest of
grasping trees while shadowy beasts prowl at the edge of its vision.
The creature must succeed at a Will save or become frightened for
2d4 rounds. This is a fear effect. A frightened creature can still
attempt Intelligence checks to escape the maze, but it takes 3d6
points of slashing and piercing damage from the trees’ branches.

Hellscape: The creature navigates a landscape of fire and stone
walls carved with diabolical faces while the cries of the damned
echo in the air. The creature must succeed at a Will save or become
paralyzed by fear and potential torment for 1 round. This is a



fear effect. The creature can't attempt to escape the maze while
paralyzed, and if it fails three consecutive saving throws against
this paralysis, the hellscape delivers a coup de grace, dealing the
creature 4dé6 points of fire damage. The creature must succeed at
a Fortitude save (DC = 10 + the damage dealt) or die. A creature
that survives the coup de grace escapes from the paralysis as well.

Oasis of Respite: Whether it appears as a beautiful glade, a
perfumed palace, or a literal desert oasis, this section of the maze
is supernaturally peaceful, especially in comparison to the rest of
the maze. The creature must succeed at a Will save or become
fascinated for 1 round. The creature can't attempt to escape the
maze while fascinated. A creature that fails three consecutive
saving throws to this fascination enters a state of lethargy and
gives up ever escaping the maze, remaining in this area until the
spell ends on its own in 10 minutes (as per maze).

Strange City: The creature journeys through a city of cyclopean
architecture under a sky of indescribable color and numerous stars.
The creature must succeed at a Will save or take 2d4 points of
Wisdom damage. If your campaign uses the sanity system (see
page 12), the creature instead takes 2d10 points of sanity damage.

NIGHT TERRORS

School illusion (phantasm) [emotion®, evil, mind-affecting]; Level

bard 6, mesmerist 6, psychic 6, sorcerer/wizard 6, witch 6
Casting Time 1 standard action
Components V, S, M/DF (a drop of black ink)

Range touch

Target intelligent creature touched

Duration 1 day/level (D)

saving Throw Will negates; Spell Resistance yes

The target of this spell gains no benefit from normal or magical
sleep, writhing in a series of nightmares that torture its psyche and
diminish its ability to perform strenuous tasks. The target doesn’t
heal ability or hit point damage naturally and can't prepare spells
or regain spell slots. After one night of poor sleep, the target is
fatigued (or exhausted if it was fatigued before trying to rest). A
creature affected by this spell doesn’t recover from the fatigued
or exhausted condition inflicted by this spell after resting, nor do
spells such as lesser restoration provide any respite. Each restless
night, the target takes 1d4 points of Wisdom damage, which also
can't be recovered by magic while night terrors is active.

The images from previous nightmares continue to haunt the
target’s mind while awake. If the target has rested at least once
while affected by night terrors and then becomes subjected to
a fear condition, the target experiences the next higher level of
fear than it would normally. However, per the alternate rules for
fear (see page 10), this spell cannot cause a lesser state of fear
to become a greater one. If the effect causing the fear condition
doesn’t usually stack with other fear effects, the target’s level of
fear does not increase. This aspect of the spell is a fear effect.

The affected creature can attempt a new saving throw once
per day to end night terrors, but multiple attempts to rest in a
given day do not afford the target multiple saves. A creature that
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successfully saves against night terrors ends the spell and rests
normally that night but gains the benefits of only that night’s rest,
not any benefits missed on previous nights.

If your campaign uses the sanity system (see page 12), the target
takes 1d8 points of sanity damage instead of Wisdom damage.

School enchantment (compulsion) [emotion®, mind-affecting];
Level bard 4, medium 4, mesmerist 4, psychic 5, sorcerer/
wizard 5, witch 5

Casting Time 1 standard action

Components V, S, M/DF (a shard of a broken mirror)

Range close (25 ft. + 5 ft./2 levels)

Target one creature

Duration 1 hour/level

saving Throw Will negates; Spell Resistance yes

You erode the target’s confidence and instill a sense of despair.

This fear of failure manifests as a -2 penalty on attack rolls,

saving throws, ability checks, skill checks, and weapon damage

rolls. Additionally, the target can’t gain morale bonuses of any
kind while the spell remains in effect. No amount of achievement
counters the spell’s effects—the target simply explains away
positive events with a self-critical perspective.

Certain events can solidify the character’s belief that it is
doomed. Whenever the target rolls a natural 1 on an attack roll or
saving throw, fails an ability or skill check by more than 5, or takes
additional damage as a result of a foe’s confirmed critical hit, the
penalty to roll imposed by pessimism becomes -3 for 1 round.

This increased penalty doesn’t stack, even if multiple catastrophes

occur on the same round.

PHANTASMAL ASPHYXIATION

School illusion (phantasm) [mind-affecting]; Level medium 3,
mesmerist 4, psychic 4, sorcerer/wizard 4, spiritualist 4, witch 4
Casting Time 1 standard action
Components V, 5, M (an empty vial)
Range medium (100 ft. + 10 ft./level)
Target one living creature
Duration 1 round/level (D)
saving Throw Will disbelief, then Fortitude partial (see text);
Spell Resistance yes
Your target must succeed at a Will save or believe it can no
longer breathe. An affected target must attempt a Fortitude save
each round at the beginning of its turn. The first time it fails the
Fortitude save, it is staggered until the next time it attempts a
save against the spell. If the target fails a second Fortitude save in
a row, it falls unconscious for the spell’s remaining duration. The
target breathes normally while unconscious, but is shaken for 1
minute upon awakening. If the target succeeds at two Fortitude
saves in a row, it shakes off the spell’s effects entirely. Otherwise,
the target continues to attempt a save each round until it falls
unconscious or the spell ends. This spell has no effect on creatures
that don’t need to breathe.




PHANTASMAL PUTREFACTION

School illusion (phantasm) [fear, mind-affecting]; Level

medium 4, mesmerist 5, sorcerer/wizard 6, witch 6

Casting Time 1 standard action

Components V, S

Range medium (100 ft. + 10 ft./level)

Target one creature/level, no two of which can be more than

30 ft. apart

Duration 1 round/level (D)

Saving Throw Will disbelief, then Fortitude partial (see text);
Spell Resistance yes

You implant within the minds of your targets the illusion that
their skin is rotting away, large rents are appearing all over their
bodies, and their internal organs are spilling out into a putrid half-
liquid mass at their feet. Those who fail to disbelieve phantasmal
putrefaction immediately take 1d4 points of Wisdom damage.
This damage occurs only once. Each round at the beginning of its
turn, an affected target receives another Will save to disbelieve
the effect, and targets that fail must succeed at a Fortitude save
or faint, falling asleep as per sleep (except that it isn’t a magical
sleep effect). Waking up doesn’t end the spell for a target; it must
continue to attempt Will saves to disbelieve and Fortitude saves
to avoid fainting each round until the spell ends or the target
successfully disbelieves.

Targets of the spell perceive everyone else around them to be
rotting away, but other creatures see no visible effect of the spell,
so they, in addition to those who disbelieve, can communicate
the nature of the illusion to allies, providing those allies with a +4
bonus on the saving throw to disbelieve.

If your campaign uses the sanity system (see page 12), a creature
takes 1d8 points of sanity damage instead of Wisdom damage.

PHOBIA

School enchantment (compulsion) [emotion™, fear, mind-
affecting]; Level bard 5, mesmerist 5, psychic 6, sorcerer/
wizard 6, witch 6

Casting Time 1 standard action

Components V, S, M (a single white hair)

Range close (25 ft. + 5 ft./2 levels)

Target one intelligent creature

Duration instantaneous

Saving Throw Will negates; Spell Resistance yes

You instill the target with an intense, instinctual fear of a
condition or circumstance, more powerful than the phobia lesser
madness (see page 182). You can name an energy type (acid,
cold, electricity, fire, or sonic), a hazard (such as an avalanche
or earthquake), or a single creature of the animal type or all
vermin (applying when the target sees a swarm or a single Small
or larger creature). Alternatively, you can name the following
specific environments: darkness (darker than dim light, and you
can't apply this phobia to a creature with natural racial darkvision,
see in darkness, blindsight, or similar senses), enclosed spaces
(places that require the creature to squeeze),heights (10 times the

target’s height, and you can't apply this phobia to creatures with a
natural fly speed), or water (you can’t apply this phobia to aquatic
creatures or creatures with a natural swim speed).

When the target takes damage of the energy type (for an
energy type phabia), or perceives the presence of the creature,
environment, or hazard, it must attempt a DC 20 Will save. If it
fails, it becomes panicked, but even if it succeeds, it becomes
shaken and feels intensely uncomfortable; a creature shaken in
this way does not need to roll further saving throws against its
phobia until its shaken condition ends, even if it continues to be
exposed to its phobia.

A creature panicked by phobia can begin to act normally 1
minute after it ceases being able to perceive its phobia or after
taking the energy damage if the phabia is an energy type, though
the shaken condition ends immediately after the creature can
no longer perceive its phobia. Break enchantment, heal, limited
wish, miracle, or wish can remove a phobia spell.

PLUNDERED POWER

School necromancy [evil]; Level cleric 7, druid 7, occultist 6,

shaman 7, sorcerer/wizard 7, summoner 6, witch 7
Casting Time 10 minutes
Components V, S, M (crushed rubies worth 2,500 gp and a major

organ from the sacrificed target, see text)

Range close (25 ft. + 5 ft./2 levels)

Target one creature

Duration 1 day/level

Saving Throw Will negates; Spell Resistance no

You must sacrifice a creature just as you finish casting this spell.
When the sacrifice dies, its blood or ichor pools and hardens into
a single red bloodstone. This bloodstone contains the essence and
spirit of the sacrificed creature, allowing anyone holding the stone
to activate the creature’s highest-level activated racial spell-like
ability, taking the actions necessary to activate the stored spell-
like ability. Any creature who holds the stone can activate it, but
the stone can be used only once per day (or the frequency of the
creature’s spell-like ability, whichever is less). If a creature has
several racial spell-like abilities of the same spell level, choose
randomly from among them to determine which one is stored
in the bloodstone. The bloodstone can only store racial spell-
like abilities that emulate a spell, including altered spells, like
invisibility (self only), but not unique spell-like abilities possessed
by the creature. Abilities with altered effects are still altered, so
a creature activating the bloodstone for greater teleport (self
only) would affect only itself and a bloodstone storing summon
monster I (Small fire elemental only) would still only be able
to summon a Small fire elemental. Additionally, the bloodstone
can't store spell-like abilities that duplicate spells with expensive
components costing more than 250 gp.

The save DC, caster level, and other attributes of this ability
remain the same as when the creature was still alive, though the
creature who activates the bloodstone can choose the targets,
area, or shape of the spell, and make other decisions, such as



controlling the target of dominate person. The bloodstone can
take any actions necessary to manipulate aspects of the spell,
concentrating on the spell, redirecting the spell, and so on, up to
a full normal round’s worth of actions.

If the sacrificed creature doesn’t die during the casting of
the spell (for instance if it was merely a summoned creature)
or is brought back to life before the spell’s duration expires, the
bloodstone loses its magical power. The fragment of the creature’s
spirit trapped in the bloodstone does not hinder attempts to
restore the creature to life.

PROFANE NIMBUS

School evocation [evil]; Level antipaladin 4, cleric 5, inquisitor 5
Casting Time 1 standard action

Components V, S, DF

Range personal

Target you

Duration 1 round/level (D)

You are surrounded by a nimbus of shadow shaped like your god’s
unholy symbol or a symbol of your faith. Any good creature striking
you with unarmed strikes, natural weapons, or a handheld weapon
deals normal damage, but at the same time, the attacker takes
1d6 points of damage + 1 point per caster level (maximum +15).
Creatures wielding melee weapons with reach are not subject to
this damage if they attack you. Spell resistance applies against this
damage. You also take half damage from magical attacks with
the good descriptor. If such an attack allows a Reflex save for half
damage, you take no damage on a successful saving throw.

PYROTECHNIC ERUPTION

School evocation [fire]; Level bloodrager 3, magus 4, occultist 4,
sorcerer/wizard 4

Casting Time 1 standard action

Components V, 5, M (a pinch of coal)

Range medium (100 ft. + 10 ft./level)

Target one creature

Duration see text

saving Throw Reflex half (see text); Spell Resistance yes

The caster causes jets of flame to erupt from the ground and

surround the target. The target takes 1d6 points of damage per

caster level (maximum 15d6) unless it succeeds at a Reflex save

for half damage. The blaze surrounds the target for the duration of

the spell, forcing the creature to attempt a new save each round.

Each round, the damage dealt is reduced to half as many dé; the

spell expires when it would deal no damage. If the target moves,

the pyrotechnic eruption follows, even if the target teleports.
Anyone attempting to touch the target takes damage, using the

same amount of dice as the last time the target attempted a

save (Reflex half). A creature can take the place of the target Q 4

by bull rushing or grappling it and switching places. The
new creature then automatically takes the current round’s
damage with no saving throw and can begin to attempt
Reflex saves starting on its next turn.

.
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| QUICK CHANGE |
School transmutation (polymorph); Level alchemist 2, bard 2,
bloodrager 2, druid 2, inquisitor 2, magus 2, medium 2,
mesmerist 2, occultist 2, ranger 2, shaman 2, sorcerer/
wizard 2, spiritualist 2, summoner 2, witch 2
Casting Time 1 standard action
Components V, S
Range personal
Target you
Duration 1 hour/level
If you have the change shape special quality, you can revert to
your true form as a swift action. If a creature is not aware of your
true form, when you use this spell to revert to your true form and
attack that creature in the same round, the creature is denied its
Dexterity bonus to AC against your first attack.




RIGOR MORTIS

School transmutation [pain“]; Level cleric 4, magus 4, occultist 4,
psychic 4, shaman 4, sorcerer/wizard 4, spiritualist 3, witch 4
Casting Time 1 standard action

Components V, S, M/DF (a knucklebone)

Range medium (100 ft. + 10 ft./level)

Target one living creature

Duration instantaneous; see text

Saving Throw Fortitude partial (see text); Spell Resistance yes
The joints of a creature affected by this spell stiffen and swell,
making movement painful and slow. The target takes 1d6 points
of nonlethal damage per caster level. Additionally, the target takes
a -4 penalty to Dexterity and its movement speed decreases by
10 feet; these additional effects last for 1 minute per caster level,
though another creature can spend 1 minute and attempt a DC 25
Heal check to end them early. A successful save halves the nonlethal
damage and negates the penalty to Dexterity and movement.

SACRAMENTAL SEAL

School necromancy; Level cleric 8

Casting Time 1 round

Components V, S, F (an object worth at least 2,000 gp)

Range touch

Target creature touched

Duration instantaneous

saving Throw Will negates; Spell Resistance yes

You trap the target in an object decorated with the holy symbols
of your god or faith. While trapped in the object, the creature can’t
take any actions and is immune to spells and spell-like abilities.
The creature remains permanently trapped in the object as long
the object remains in your possession. Only a freedom, miracle,
or wish spell can dispel the enchantment, though destroying the
object frees the creature.

If you relinquish your stewardship of the object (such as giving
it away or leaving it in a remote location or extradimensional
space), the trapped creature begins to gain control over the object.
It immediately gains the ability to communicate telepathically
with any creature now in possession of the object. It still can't
take any actions besides communicating but can use feats and
skills related to speaking (such as Bluff and Diplomacy).

After 1 week of the object being out of your presence, the
creature can create a number of haunts with a total CR (that is, the
CR of the encounter with all of the haunts at once) equaling 1/4
the creature’s Hit Dice. These haunts are centered on the object.
The creature can also communicate telepathically up to a range of
100 feet at this point.

After 1 month of the object being out of your presence, the CR
total of the haunts the trapped creature can create increases to
1/2 its Hit Dice. In addition to telepathy, it can also impart mental
images of its choosing into the mind of any creature holding or
carrying the object.

After 1 year of being out of your presence, in addition to the
above abilities, the creature can attempt to possess any living

creature with an Intelligence score of 3 or higher that touches the
object, as per possession®. However, the creature can’t personally
destroy the object, even while possessing another creature.

Because the binding magic irrevocably weakens the longer
you're away from the item, returning it to your ownership doesn't
reverse any of the effects. You must free the creature and impose
another sacramental seal if you want to restrict its abilities again.

If the object is placed in the stewardship of creatures or a
location belonging to your faith, it still counts as being out of your
presence but it takes ten times longer for the creature to manifest
the above abilities (it would take 10 weeks for it to manifest the
ability to create haunts, for example).

SACRED NIMBUS

School evocation [good]; Level cleric 5, inquisitor 5, paladin 4
Casting Time 1 standard action

Components V, S, DF

Range personal

Target you

Duration 1 round/level (D)

You are surrounded by a nimbus of golden light shaped like your
god’s holy symbol or a symbol of your faith. Any evil creature
striking you with unarmed strikes, natural weapons, or a handheld
weapon deals normal damage, but at the same time, the attacker
takes 1dé6 points of damage + 1 point per caster level (maximum
+15). Creatures wielding melee weapons with reach are not subject
to this damage if they attack you. Spell resistance applies against
this damage. You also take half damage from magical attacks with
the evil descriptor. If such an attack allows a Reflex save for half
damage, you take no damage on a successful saving throw.

SCREAMING FLAMES

School evocation [evil, fire, mind-affecting]; Level antipaladin 3,
cleric 3
Casting Time 1 standard action
Components V, S, M/DF (a charred animal or humanoid skull
fragment)
Range close (25 ft. + 5 ft./2 levels)
Effect a sheet of flame up to 15 ft. long and 10 ft. high that
moves 15 ft. in a straight line.
Duration instantaneous
Saving Throw Reflex half and Will negates (see text); Spell
Resistance yes
A sheer wall of flame appears and rushes away from you.
Tendrils of fire reach out of it, shaped into skulls screaming in
agony. When the wall passes through a creature’s space, that
creature must succeed at a Reflex save or take 1d8 points of fire
damage for every 2 caster levels you have (maximum 5d8). Any
creature taking fire damage must also succeed at a Will save or
take 1d3 points of Wisdom damage. Deaf creatures receive a +4
circumstance bonus on their Will saves.
If your campaign uses the sanity system (see page 12), a creature
takes 1d6 points of sanity damage instead of Wisdom damage.



School divination; Level antipaladin 1, bloodrager 1, cleric 2,
druid 2, inquisitor 2, medium 1, mesmerist 2, occultist 2,
psychic 2, ranger 2, shaman 2, spiritualist 2, witch 2

Casting Time 1 standard action

Components V, 5, M/DF (a patch of fur)

Range personal

Target you

Duration 10 minutes/level (D)

You sense the fear of those nearby, feeling it in the air around

you. You can detect spooked, shaken, scared, frightened,

panicked, terrified, and horrified creatures within 30 feet, and
you immediately know what level of fear they are experiencing.

You determine the creatures’ approximate direction from you,

though you do not sense a given creature’s identity or know which

squares the creatures occupy. If you're within 5 feet of a creature
whose fear you sense, you pinpoint that creature’s location, as if
using blindsense.

School divination; Level cleric 2, inquisitor 2, medium 2,

occultist 2, paladin 2, psychic 2
Casting Time 1 standard action
Components V, S
Range close (25 ft. + 5 ft./2 levels)

Target creatures in range (see text)

Duration concentration, up to 1 round/level (D)

Saving Throw none; Spell Resistance no

You can sense the presence of mental disturbance in creatures
within range, focusing your detection on one creature each round.
If the target is currently suffering from any form of madness (see
page 182) or addiction (GameMastery Guide 236), has total sanity
damage greater than or equal to its sanity edge (see page 12),
or is under a magical compulsion that could be detected

by detect magic, you can detect the presence of such a
disturbance on the first round of concentration.

If you concentrate on the same creature for an additional
round, you learn if the creature’s total sanity damage is
greater than or equal to its sanity edge, and you can
attempt a Sense Motive check against a DC equal to
10 + the save DC of the target’s madness or addiction
to determine the exact nature of a madness or
addiction. Additionally, you can attempt a Spellcraft
check with a DC equal to 11 + the caster level of
the compulsion against each magical compulsion ’
currently affecting the target that could be i
detected by detect magic. If successful, you can
identify the specific spell affecting the target. You
gain a +4 bonus on your Spellcraft check if the
effect is confusion, insanity, or a similar effect
that explicitly causes madness or insanity.
If you successfully identify such an effect
with sense madness, the insights provided
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by this spell grant you a +1 circumstance bonus on your next caster
level check in the following 1 minute made to counter, dispel, or
remove that specific effect. After attempting a check to identify a
madness, addiction, or compulsion, you can't attempt that check
against the same creature again, even if you concentrate on the
creature again.

SLEEPWALKING SUGGESTION

School enchantment (compulsion) [mind-affecting]; Level bard 4, @ 4
medium 3, mesmerist 4, psychic 5, sorcerer/wizard 5, witth5 ==

Casting Time 1 standard action

Components V, S, M (two doses of oil of taggit worth 180 gp total)

Range close (25 ft. + 5 ft./2 levels)

Target one creature

Duration 24 hours

Saving Throw Will negates or none (see text); Spell Resistance yes




You compel the target creature to rise from its sleep as if
sleepwalking and perform a course of activity (limited to a
sentence or two). The spell takes effect immediately if the target
is already asleep, or as soon as the target falls asleep if it is
conscious. You can specify that the creature should wait before
taking action when you give your instructions if you so choose.
A sleeping creature doesn’t get a save against this spell. The
suggested activity must not cause the target to directly harm itself
or others, but it doesn’t need to be reasonable. For example, you
could instruct the target to unlock doors and windows or poison
its ally’s rations, but not jump off a roof or perform a coup de
grace action against a sleeping ally. Instructions that cause direct
harm prompt the target to awaken just prior to performing the
action and the target experiences a vague memory of what it was
supposed to do.

The target moves at its speed, but isn’t capable of running or
moving at a higher rate of speed. It moves in dark conditions
as if it had darkvision and can perform most simple and skill-
based actions, but it can’t engage in combat, spellcasting, or
actions that require significant cognitive awareness (like making
complex decisions, solving puzzles, or using complicated magic
items). If the creature takes any damage while sleepwalking,
it must attempt a new saving throw. If it succeeds, the spell
ends and the creature awakens. When the target completes
the suggested course of activity, or when the spell ends or
is dismissed, the target remains unconscious and returns to
where it was sleeping and must be awoken normally. It retains
no memory of what it did while unconscious (with the only
exception described above).

Unlike the sleepwalk**¢ spell, attempts to use sleepwalking
suggestion on a creature that is unconscious for any reason other
than sleep automatically fail. A creature affected by sleepwalking
suggestion is unaware it has been programmed to act in its sleep
(unless awoken because it was about to cause harm).

School transmutation [evil]; Level cleric 5, occultist 4, psychic 5,
sorcerer/wizard 5, spiritualist 4, witch 5

Casting Time 1 standard action

Components V, S, M/DF (a pinch of dried skin flakes)

Range medium (100 ft. + 10 ft./levels)

Target one living creature

Duration instantaneous

Saving Throw Fortitude negates; Spell Resistance yes

The target takes 1d4 points of Constitution damage each round
as its skin loosens and splits. Once it has taken 5 or more points
of Constitution damage in this way, its skin falls off to reveal its
musculature. The creature ceases taking Constitution damage, but
takes a -4 penalty on saving throws against disease, pain effects,
or poison, and on Charisma-based skill checks with the exception
of Intimidate and Use Magic Device. The creature’s skin regrows
rapidly—once its Constitution damage is fully healed, its skin
becomes intact once again and the penalties end.

STAVE OFF CORRUPTION

School abjuration; Level cleric 2, paladin 2

Casting Time 1 standard action

Components V, 5, M (see text)

Range touch

Target one creature

Duration 1 day/2 caster levels

saving Throw Will negates (harmless) Spell Resistance yes

(harmless)

You ward the target to slow the advancement of its corruption.
The target receives a +2 circumstance bonus on saving throws
against the advancement of its corruption, as described in the
catalyst section of each corruption. Multiple applications of this
spell do not stack, nor does the bonus stack with morale, profane,
or sacred bonuses on saving throws against the advancement of
the target’s corruption.

The material components for this spell vary with the type of
corruption. For example, garlic is used for a vampirism corruption,
a sprig of wolfsbane is used for a lycanthropy corruption, and so
on. The GM can determine appropriate material components, but
the components should cost at least 25 gp.

STRAITJACKET

School conjuration (creation); Level inquisitor 4, occultist 4,

sorcerer/wizard 5, summoner 5
Casting Time 1 standard action
Components V, 5, M (leather strap)

Range close (25 ft. + 5 ft./2 caster levels)

Target one creature

Duration 1 round/level (D)

saving Throw none; Spell Resistance yes

You cause a straitjacket to spring into existence to restrain the
target creature. You attempt a combat maneuver against the
target’s CMD. Your CMB for this check is equal to your caster level +
5 due to the straightjacket’s Strength. This combat maneuver
doesn’t provoke an attack of opportunity, and if it succeeds, the
target is restrained. This is similar to the grappled condition, except
the target is able to move at its normal speed, the restraint doesn’t
cause the target to require concentration checks to use abilities
that require concentration, and the target can't take actions that
require one or more hands or arms to perform (including casting
spells that require a somatic or material component).

Once it has been restrained for 1 round, the target can attempt
an additional saving throw against a magical effect that makes it
confused, a curse, a fear effect, or a madness. The caster chooses
which effect the target gets an extra save against. This extra save
applies to only effects with durations of 10 minutes per level or
less, and it doesn’t apply to instantaneous effects. This extra save
occurs only once per casting of straitjacket.

A creature can attempt to escape the straitjacket with a
combat maneuver check or Escape Artist check, with a DC equal
to 10 + your caster level + your Intelligence, Wisdom, or Charisma
modifier, whichever is highest.



SYMBOL OF EXSANGUINATION

School necromancy [evil]; Level bloodrager 2, cleric 3, occultist

2, sorcerer/wizard 3, witch 3
Casting Time 10 minutes
Components V, S, M (powdered garnet and bloodstone worth a

total of 500 gp)

Range 0 ft.; see text

Effect one symbol

Duration 10 minutes/level

Saving Throw Fortitude negates; Spell Resistance yes

This spell functions like symbol of death, except that each creature
within the radius of symbol of exsanguination begins to bleed
uncontrollably and violently from their eyes, ears, nose, and
mouth, as well as any existing open wounds. Creatures that failed
their saving throws immediately take 1dé points of bleed damage
and are sickened as long as they continue to take bleed damage
from the symbol.

While a DC 15 Heal check or magical healing can end the bleed
damage as normal, the bleed damage and sickened condition
begin again each round so long as the creature begins its turn still
within 60 feet of the symbol, including if the creature leaves the
area and returns. Creatures that succeed at their saving throw suffer
no ill effects from the symbol, even if they leave its area and return.

Unlike symbol of death, symbol of exsanguination
has no hit point limit on the creatures it can
affect. Once triggered, a symbol _
of exsanguination remains active
for 10 minutes per caster level.

Magic traps such as symbol
of exsanguination are hard
to detect and disable.
While any character
can use Perception
to find a symbol,
only a character
who has the
trapfinding
class feature

£

can  use
Disable Device to disarm it.
The DCin each case is equal /4
to 25 + spell level, or 28
(27 for a bloodrager) for
symbol of exsanguination.

TEMPORARY GRAFT

School transmutation; Level alchemist 3, bloodrager 3, magus 4,
occultist 3, sorcerer/wizard 4

Casting Time 1 standard action

Components V, S, F (a dismembered body part)

Range personal

Target you

Duration 1 minute/level (D)

S -

You temporarily graft a dismembered body part onto yourself. You
must have the body part in your possession or the spell has no
effect. The graft must come from a creature the same size category
as you. You can have only one graft active at a time. Grafting on a
new body part immediately ends the effects of the older casting
and causes that body part to fall off. The effect of the graft depends
on the type of body part you choose to graft to yourself, as follows.

Fins: The fins grant you a 40 foot swim speed.

Head: The head grants you all-around vision. If the head came
from a creature that had darkvision, low-light vision, or scent, you
gain the appropriate senses at half the normal range. You can
speak through either head, but not both simultaneously. You don’t
receive any additional special abilities the head might have had
(like a medusa’s petrifying gaze ability).

Leg: The leg increases your base movement speed by 5 feet
and grants you a +2 bonus to CMD against overrun and trip combat
maneuvers (the usual bonus for having an extra leg).

Wings: The wings grant you a 40-foot fly speed (poor
maneuverability).
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TORPID REANIMATION

School necromancy [evil]; Level antipaladin 4, cleric 4,

occultist 4, shaman 4, sorcerer/wizard 5, spiritualist 4

Casting Time 1 standard action

Components V, S, M (an onyx gem worth at least 25 gp per HD
of the undead)

Range touch

Targets one or more corpses touched

Duration 1 day/caster level and instantaneous (see text)

Saving Throw none; Spell Resistance no

This spell works like animate dead except you set a specific
condition for when the animation occurs and you do not
immediately have control of the creatures. The condition can
be simple, such as being touched, a certain word spoken, or on
hearing a specific sound. You can also set a condition based on
time, but it must occur within a number of days equal to your
caster level. At any time, you can cause the animation to occur as
a standard action.

You can gain control of any uncontrolled undead you created
with this spell as a free action if you are within at least 60 feet of
the undead creature and have line of sight to it; if you have control
of an undead you created with this spell and later lose control
of that undead, you can’t use this ability to regain control of the
same undead. The limit on the number of Hit Dice you can control
with animate dead still applies.

VERMINOUS TRANSFORMATION

School transmutation (polymorph); Level alchemist 6, shaman 7,
witch 7

Casting Time 1 standard action

Components V, S, M (a handful of bat wings, insects, and rat tails)
Range personal

Target you

Duration 1 round/level (D)

You partially transform your body into a swarm of bats, insects,
rats, and spiders. As a standard action, you can send out a piece
of your body to attack up to four Medium or smaller creatures (or
one larger creature) within 10 feet of you. The creatures take 4d6
points of damage and must succeed at a Fortitude save or take
1d3 points of Constitution damage and 1d3 points of Strength
damage; the ability damage is a poison effect. Abilities that
protect against swarm attacks apply to this damage and spell
resistance applies.

Additionally, since your body is partially a swarm, you take
only half damage from piercing and slashing attacks, unless
those attacks would deal full damage or greater to a swarm (for
instance, an area piercing attack would deal full damage to you).
You can still be targeted by single-target spells but you gain a +2
circumstance bonus on any saving throws against them.

Casting spells in this form is difficult and any spells with
somatic components require a concentration check as if casting
defensively; if you are also casting the spell defensively, roll a
single concentration check at a -5 penalty.

VILE DOG TRANSFORMATION

School transmutation (polymorph) [evil]; Level antipaladin 3,

cleric 5, druid 5, shaman 5, sorcerer/wizard 5, witch 5
Casting Time 10 minutes
Components V, S, M (a strip of leather)

Range touch

Target one or more dogs touched

Duration 1 hour/level

saving Throw Will negates (see text); Spell Resistance no

You transform one or more dogs into evil, monstrous creatures.
Each dog can attempt a Will save to negate the transformation,
but if the dog trusts you (it has been trained by you for a purpose,
or has been in your care for at least 30 days and generally treated
well), it takes a -4 penalty on this saving throw. Each transformed
dog has the same stats as a hell hound (Bestiary 173) except that
it doesn’t have fire immunity and cold vulnerability and instead
has acid, cold, and fire resistance 5. Additionally, each transformed
dog deals an extra 1d6 points of acid damage with its bite attack
(instead of fire 