Master Ravnica Document V3

Foreword

This was born out of idea of wanting to play a campaign set in Ravnica, without having to change to 5e, as | had no
doubt that whatever WotC had made for their setting book was complete trash. In fact | had and still haven’t
looked at the book at all.

| had started playing Magic right around when 8™ edition started, so the first real planes | was introduced to was
Mirrodin, Kamigawa and Ravnica. The lore, at the time, was captivating and | fell in love with these planes.
Ravnica’s story was fun, a murder mystery set in an endless Slavic city with complex political factions all fighting
around a magical and all powerful set of laws made in their ancient past.

This document seeks to recapture some of that lighting in a bottle that was the first Ravnica block. When the
guilds were at their finest, their most complex and deep. Not shallow hollowed out color archetypes to fit some
$3.99 online personality quiz. While the things in the document are timeless and can be used at any time in
Ravnica’s history. They fit that time frame the best and there are no mentions of planeswalkers, blue crystal
skeletons nor stetsons and deerstalker caps.

When | first made the first draft of what eventually would become this document in late March of 2022 | didn’t
know how much time and effort | would sink into it. How quickly new thoughts would come, how much it would
drag to finish those thoughts and what my brain needed to get done to feel that this document was complete. As
of this moment | consider this document complete, so allow me to use the rest of this space to answer some
FAQs.

Are you going to add equipment? Turns out Ravnica doesn’t have a lot of great and memorable equipment. For
Sunforger | suggest a Returning Flaming Burst Hammer

Are you going to do X plane? No, lots of the planes have become just pop culture theme parks of real world
cultures. There are a million and a half splats for Japanese and Greek style classes.

Are you worried about WotC doing something? | would love if they did, give me more publicity than | ever
deserve.

| don’t agree with how you treated the guildless and locked certain things behind different guilds, why did you do
that? Just an older school of thought really, things need to have limits to make them unique, limits breed
creativity too. All these things make it more fun in my opinion. If you disagree with something like “Oh I think
Gruul should have access to the Apocalypse Oracle Mystery” That’s fine, make that change, but | do suggest that if
you are DM’ing you do keep most of the limits and separations in place. It will make for a better experience.
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that isn’t just “Oooh it’s a rogue” and instead “Naw it’'s a BRAWLER!”” [sic]

The Temple Garden
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Thoughts

Do remember that Centaurs are a populous race on Ravnica, there is a slightly more PC stat
block for them in the way back, more like a template really. They were just a little too unwieldy
in the play testing to make it to the finished product as a PC race, but DMs | really do suggest
you use them as NPC, enemies and flavor where ever you can. They are in the Green or White
guilds.

Regarding the Murders at Karlov Manor, | find it very funny that this set failed and was so
universally hated. The more | think about it the funnier it becomes. A low stakes, more
personal story set on the most popular plane, in what should be a safe “retread” of the first
block. | guess the talent and freedoms that existed to make the first block a success no longer
exist in the modern world. So when you see classes and skill that focus on Sense motive,
discovering criminals, bluffing, committing crimes and lawyers. It’s not out of some desire to be
like the most recent Ravnica set. It is to be more in line with the original story of the original
block, a murder mystery turned political action thriller.

While running a murder mystery is hard to do in TTRPG especially as a mystery and done well.
Something like that is always a great place to start, but | would really suggest not running it as
a full on mystery. More each clue, leads them somewhere else, which leads to another clue
and so on and so on until you are ready to have something big happen, just when they are
about to put it all together or catch the culprit. There is more in the back about what guilds
work best together and such, but at the end of the day, you can really force anyone to work
together. Such is the magic of the guild pact.
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Guilds — Restrictions

. Azorius Senate: White Blue, Lawful

o House Dimir: Blue Black

. Cult of Rakdos: Red Black, Non Lawful

. Gruul Clans: Red Green, True Neutral or Chaotic

. Selesnya Conclave: Green White, Neutral & Non Chaotic
. Orzhov Syndicate: White Black, Non Chaotic

. Izzet League: Red Blue

o Golgari Swarm: Black Green

. Boros Legion: Red White, Non Evil

. Simic Combine: Green Blue

o Guildless: Maybe any race and any alighment, cannot be divine caster classes, except for

Paladin, Vampire hunter or any spelless ranger archetype.

Class restrictions

. Divine Classes ,except Paladin and Vampire Hunter, must be in a guild

. Paladin any guild where they can be LG or Guildless

o Vampire Hunter non orzhov guild or guildless

o Gunslinger must be lzzet league, Orzhov syndicate or Azorius Senate

o Alchemist are in the Simic, Golgari, Rakdos and Dimir guilds only

. Bards are in the Rakdos, Boros, Azorius guilds or guildless

o Wizard & other INT Casters can’t be Gruul

. Druids, Rangers, Hunters, Shamans, and Shifters must in Green guild (some exceptions for

specific architypes)

. Barbarian, Skald, Bloodrager must in either a Green, Red, Black guild but not Izzet or Dimir

6|Page



Races
Player

e Elves —EIf {Green}
e Goblins — Goblin or Hobgoblin {Red or Black}
e Humans — Human {any}
e  Minotaur- Half Orc or Orc {Red} (replace bite, with gore)
e Vampires — Dhampires {Black}
e Viashino — Lizardfolk or Kobold, except medium size and stats are +2 DEX, +2 Wis, with either a -
2 to STR or INT {Red}
e Vedalken — Gnome except medium size or Drow {Blue}
e Fairy(Greater) — Halfling except replace Sure Footed with a 10 ft fly speed with poor
maneuverability {Blue}
e Simic Mutants — Grippli, Gillmen, Nagaji {Simic only}
o Nagaji
=  Alternate Racial Trait
= True Serpent: More experimented on than others you no longer have legs. You
instead have a snake like body and tail. You have a 25ft movement speed, and a
primary natural attack (tail) that does 1d4 damage if you are medium. The
replaces Base Speed and Resistant
e Loxodon {White}

* Use either Oread or Dwarf Ability Scores
* Can use either Oread or Dwarf Racial abilities can be chosen differently than ability
scores but can’t mix and match racial abilities. So, they must all be Dwarf or Oread.

* Can use dwarf or Oread racial weapons or take dwarf or oread archetypes/feats *
Can’t take Crystalline Form
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e Root Kin {Green} {See Variants}
Ability Score: +2 Con, +2 Wisdom and -2 Dexterity
Size: Medium
Type: Outsider Native
Base Speed: 20 ft
Languages: Common and Sylvan

Racial Traits
Defense Racial Traits
Plant Immunities: Root Kin don’t need to sleep and are Immune to Magic Sleep effects.

Feat and Skill Racial Traits
Natural Environment: +4 to stealth in Forest and other plant heavy areas

Magical Racial Traits
Plant Magic: Can cast good berry and Speak with Plants 1/day with CL equal to HD

Offense Racial Traits

Thorns: A creature that strikes you with an unarmed strike, or a natural weapon takes 1d4 +1 for every 4
hd you possess points of damage unless they make a DC 10+HD+Con mod saving throw. If you are
unarmored or not wearing bulky clothing these count as armor spikes and you are proficient with armor
spikes

Sense Racial Traits
Low Light Vision: Can see twice as far as humans in conditions of low light

See Variants Below

*  Wood Kin—Gruul
Ability Score: +2 STR, +2 CHA and -2 DEX
Replacing Magical Racial Trait
Spell Resistance: Wood Kin spell resistance equal to 7 + their character level. This resistance can
be lowered as a free action, it does not come up till you spend 1 standard action to raise it.
Wood Kin with this racial trait take a —2 penalty on all concentration checks made in relation to
arcane spells.

*  Woodwraith — Golgari Replacing Magical Racial Traits
Nasty Thorn: can Cast Nauseating Dart 3/day with DC equal to 10+Con mod+ HD
Replacing Offense Racial Trait
Corruption: whenever it would do negative energy damage it does that much damage +1 for
every 4 hd you possess after 1 unless it is against plants in which case it is that much damage +2
for every 4 hd you possess after 1.
Senses Replacing Low Light Vision
Dark Vision: Can see perfectly in the dark up to 60 feet.
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*  Cytoplast Kin -Simic
Ability Score: +2 CON, +2 Int, -2 CHA
Replacing Feat and Skill Racial Trait:
Adapt: 3/day you may gain a +2 to a skill check of your choice and may make that check as
though you were trained in it.
Replacing Magical Racial Traits
Cytoplast Guidance: 3/day you may cast guidance as a swift action on a creature that isn’t
yourself.

*  Flame Kin —Boros
Ability Scores: +2 DEX, +2 CHA, -2 WIS
Base Speed: 30 ft
Replacing Defensive Racial Traits
Armor Born: Increase the maximum Dex bonus of Armor and Shields by 1 and decrease their
Armor Check penalty by 1. Stacks with Armor training and other similar affects.
Replacing Magical Racial Trait
Radiance: Once per day when you are effected by a moral, luck, sacred or untyped bonus 1 ally,
per every 4 HD after 1 you have, within 20 ft may also gain this bonus.
Replacing Offense Racial Triat
Immolation: 1/day as a swift action you may make a burst of flames shoot out of you. This does
1d8 fire damage for each level you have in a 5 ft burst around you. DC 10+CHA+Level reflex save
to halve damage. You are dealt this damage but you do not get a reflex save to halve the
damage, you can not reduce damage from this ability except once you reach level 10 this ability
can only put you at -1 HP minimum as long as you have 10 HP when you cast this ability.

e Vitu Ghazi Kin —Selesnya
Ability Score: +2 CON, +2 CHA, -2 INT
Replacing Feat and Skill Racial Traits
Grown Diplomats: Gain a +3 bonus to diplomacy and a +3 bonus on Handle Animal Checks
Replacing Magical Racial Traits

Vitu Ghazi Crystals: 2/day you may cast Cure Light Wounds and Entangle with CL equal to your
HD

Replacing Offense Racial Trait
Hard Bark: Gain a +1 Bonus to natural armor
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Non Player Races & Languages

e Fairies (Lesser) (Auran)
e QOgres, Giants, Trolls, Cyclops (Giant)
e Shapeshifters (Aklo)

e Ghost (Common)

e Gorgon (Undercommon)
e Dryad (Sylvan)

e Angels (Celestial)

o Devils (Infernal)

e Demons (Abyssal)

e Sphinx (Sphinx)

e Centaurs (Tauren)

e Elves (Elven)

e Goblins (Goblin)

e Human (Common)

e Loxodon (Loxodon)

e Minotaur (Tauren)

e Vampire (Commen)

e Viashino (Draconic)

o Vedalken (Aquan)

e Fairy (Greater) (Auran)
e Simic Mutants (None)
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Guild Languages

e Azorius High Common
o Basically what like old English compared to modern English
e Dimir Cant
o An entirely coded language that what sounds like a normal conversation is actually a
secret one
o Always starts with a question Rakdos Romance Language
o Needlessly complex
o Alwaysinverse
e Gruul Creole
o While all Guild languages are a creole of their member races, the Gruul language is the
most so, with no additional rules or unique words
e Selesnya Sign Languages
o The only non-verbal language
o Can Also be communicated through touch
o Hieroglyphic writing
e Orzhov Orthodox
o Complicated language and very context based
o Usually only priests or above in Syndicate can read it
= So only they control the information of the sacred texts
e |zzet Metniviz
o Kind of a joke language
o Language only consists of the letters in nivmizzet
o Similar pig latin
e Golgari Undercode
o Able to be used by insects, plants and undead
o Similar to Morass Code
o Proficient listeners are valued over speakers as listeners allow the language to be
transmitted quicker
e Boros Tactical
o Non Written
o Doesn’t handle complex concepts well
o Mostly used to verbally communicate military maneuvers in secret
e Simic Cytoplastic
o Requires a Cytoplasm graft to “speak” it
o Non Written
o Cytoplasm transmits to other Cytoplasm
o Can be picked up by nearby Cytoplasm based on “how loud the conversation is”
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Archetypes

Azorius Archetypes

Lyev Spell Arrester (Wizard)

Alters Class Skills
Add Profession (Barrister) to your list of class skills.

Alters Arcane Bond
You must select a Light Hammer as your Bonded Object, or you must select your Familiar to be a non-flightless bird.

Alters Arcane School
You must select the Abjuration school and the Counterspell sub school as your Arcane School.
As an additional talent of this school you may counter spell like abilities as though they were spells.

Weakened Magic: The DCs of your spells get a -1 and you have a -1 to hit with ranged spells.

Replaces the Bonus Feat at level 5

No Escape: You gain the Disruptive feat. When a target, fails a save or is hit, by a spell you cast that either has a save or chance
to miss, or has a spell or spell like ability countered by you is it under your No Escape Ability until the end of their next turn. Your
threatened area, for making an attack of opportunity against the target for them casting a spell or spell like ability is
considered to be 30 ft only for the targets effected by your No Escape ability. You can make an attack of opportunity against
them if they do not cast defensively as if you used The Hand of the Apprentice Universalist ability, you can use this ability a
number of times equal to your intelligence mod per day. At 10th Level you can use this ability equal to 3+ your intelligence mod
per day. At 15t level you can use this ability equal to 3+ double your intelligence mod per day.

Replaces the Bonus Feat at Level 10

Long Arm of the Law: You gain the Spellbreaker Feat. When a target affected by your No Escape ability fails a concentration
check, you can make an attack of opportunity against them as if you used The Hand of the Apprentice Universalist ability, you
can use this ability a number of times equal to your intelligence mod per day. At 15t you can use this ability equal to 3+ your
intelligence mod per day. At 20t level you can use this ability equal to 3+ double your intelligence mod per day.

Replaces the Bonus Feat at level 15

| Am the Law: You gain the Parry Spell Feat. If you were to successfully counter a spell, you may make a DC 25+Double Spell
level of the countered spell profession (Barrister) check. If you succeed the check, the spell you used to counter the spell is not
used. If you fail the check, the spell is used normally and you cannot use this ability for 1 hour, and your spells DC are treated as
one lower for that hour as well. Your No Escape and Long Arm of the Law abilities adds your Int to damage instead of STR.

Order Master (Paladin)
Replacing Must be Lawful Good, May be any Lawful

Replacing Aura of Good
Aura of Law: The power of an Order Master’s Aura of Law is equal to her Paladin level.

Replacing Detect Evil

Detect Chaos: At will, a paladin can use detect chaos, as the spell. An Order Master can, as a move action, concentrate on a
single item or individual within 60 feet and determine if it is chaotic, learning the strength of its aura as if having studied it for 3
rounds. While focusing on one individual or object, the paladin does not detect chaos in any other object or individual within
range.

Replacing Smite Evil
Smite Chaos: Once per day, a paladin can call out to the powers of good to aid her in her struggle against chaos. As a swift
action, the paladin chooses one target within sight to smite. If this target is chaotic, the paladin adds half her Cha bonus (if
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any)(min1 for positive modifiers) to her attack rolls and adds half her paladin level to all damage rolls made against the target
of her smite. If the target of smite chaos is an outsider with the chaos subtype, an chaos-aligned dragon, or an undead
creature, the bonus to damage on the first successful attack increases to 1 points of damage per level the paladin possesses.
Regardless of the target, smite chaos attacks automatically bypass any DR the creature might possess.

In addition, while smite chaos is in effect, the paladin gains a deflection bonus equal to her Charisma modifier (if any) to her AC
against attacks made by the target of the smite. If the paladin targets a creature that is not chaotic, the smite is wasted with no
effect.

The smite chaos effect remains until the target of the smite is dead or the next time the paladin rests and regains her uses of
this ability. At 4th level, and at every three levels thereafter, the paladin may smite chaos one additional time per day.

Changing Lay on hands
The Order Master gains either lay on hands & mercy or touch of corruption & Cruelties based on their alignment. A neutral
Order Master may choose, once chosen this choice can’t be changed.

Replacing Aura of Courage, Aura of Resolve, Aura of Justice, Aura of Faith, Aura of Righteousness & Holy
Champion

Aura of Battlefield Mastery: The Order Master gains an Aura with a range of 30 ft. At the following levels the aura gains the
following benefits. The Order Master benefits from these as well, so long as the conditions are met, she considers herself her
own ally.

3rd Jevel: Allies who are in flanking gain a +2 to damage rolls against the flanked target.

8th level: Allies who are adjacent to one another gain +2 bonus to AC

11t Jevel: Allies who are adjacent to an ally and an enemy gain a +2 to hit, Allies in flanking gain an additional +2 to hit the
flanked target.

14t level: Allies not adjacent to another ally gain a +2 to reflex saves.

17t level: Allies within 15 ft of an ally that is not the Order Master gain an additional +2 to all saves.

20t level: The previous bonuses are double.

Altering Spells:

An Order Master only gains access to her 15t and 2" spell slots, choosing either the paladin or antipaladin spell list based on the
choice she made at level 3. At 8t level and every 4 levels after the Order master gain an addition spell per day for any spell
levels they can cast.

Bonus Feats: At 10 level and every three levels after the Order Master may choose an additional feat.

Document Master of Prahv (Investigator)

Changing Alchemy

The Document Master can cast spells, gaining a spell book and learning spells off the sorcerer/wizard spell list. A Document
Master begins play with a spellbook containing all 0-level wizard spells plus three 1st-level spells of his choice. The Document
Master also selects a number of additional 1st-level spells equal to his Intelligence modifier to add to the spellbook. At each
new Investigator level, he gains two new spells of any spell level or levels that he can cast (based on his new Investigator level)
for his spellbook. At any time, a Document Master can also add spells found in other spellbooks to his own

This does not change the number of spells he can cast each day. It also replaces the Alchemist Discovery Investigator talent
with Arcanist Exploits, where one inspiration use can be used as one arcane reservoir point. Unless otherwise noted the DC is
10+1/2 investigator level+ Int mod

Replacing Trapfinding
Well Read: When a Document Master would roll the highest number on the inspiration die for a knowledge check they may roll
another inspiration die, and add it to the result of the check, until the roll of the dice is no longer the max number on the die.

Replacing Poison Lore

Document Master: You gain a bonus equal to % your level on perception checks in Libraries, court rooms, and to inspect books
and other documents. They also gain a bonus equal to % their level on Linguistic checks to make and detect forgeries.
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Replacing Poison Resistance

Chaos Resistance: at 2" level Gain a +2 bonus on all saving throws caused by chaotic creatures or spells with the chaotic
descriptor. This bonus increases to +4 at 5t level, +6 at 8t", and +8 at 11th. At 16t" level treat him as having succeeded at saving
throws caused by chaotic creatures and spells with the chaotic descriptor

Replacing Trap Sense
Rune Sense: At 3™ level they gain a +2 bonus on reflex saves vs Spells or Traps whose activation is based on reading or looking
at writing or a document or a picture. At 6t" level and every 3 levels after these bonuses increase by 2.

Replacing Swift Alchemy

Swift Paperwork: at 4t level an investigator can create and detect forgeries in half the normal amount of time. They can also
fill out and processes non forgery paper work in % the normal time. To detect his forgeries a person must spend 1d6 minutes per
page. The DCs of magical glyph, symbol, or other magical spell effect (referred to in this spell description as a rune) cast by the
investigator increase by 1, if they are cast on a forgery you have made, the spell only activates if the creature is able to
determine it is a forgery, and increase the DC of the spell by an additional 2 unless they beat the linguistics check by 5 or more
or possess the Document Master Ability.

Azorius Guilt Knower (Bard)

Changing Weapon Proficiencies
An Azorius Guilt Knower is not proficient with whips.

Changing Spells Known

An Azorius Guilt Knower does not learn spells off the bard spell list instead he only learns divination spells, but they may be
from any spell list, and he learns them as if they were 1 level lower based on the lowest level they can be learned at. If that
makes them O level he can cast them as a cantrip. He can't make a spells level go below 0.

Changing Performance
An Azorius Guilt Knower must select oratory as his performance type.

Changing Martial Performance
Instead of heavy blades, the Azorius Guilt Knower’s other martial performance tied to his performance type is hammers.

Replacing Distraction

Counter-Scrying: At level 1 When an Azorius Guilt Knower knows or suspects he might be scryed upon he can start this
performance as a swift action. Information that the party would gather from scrying on the Azorius Guilt Knower during this
time is wrong, and the party is unaware that Azorius Guilt Knower knows of their scrying.

Replacing Fascinate

Erode Will: At 1st level the Azorius Guilt Knower can attack a creature’s mental fortitude. When he starts this performance the
creature gets a -1 on will saves and an additional -1 on saves vs divination spells. The penalty vs divination spells increases by 1
at 5th level and every 6 levels after.

Replacing Suggestion

Forced Honesty: At 6th level this performance acts of zone of truth. With the emanation coming from the bard with a range of
30ft. Creatures in the zone are not aware of it. Creatures in the zone do not get a save against telling the truth, they also feel
compelled to answer when asked a question. DC against answering when asked is DC 10+% class level+cha mod vs will. Even if
they pass this save they are not aware of the effect and may still answer, they may also answer in the future if asked again. The
bard may only ask 1 creature 1 question per round of the performance.

Replacing well versed
Closer: At 2nd level an Azorius Guilt Knower adds % his level to sense motive and profession( barrister) checks.

Replacing Jack of all trades
Divine on Crime: at 10th level an Azorius Guilt Knower, knows if his divination spells were a success or not, he also as additional

5% chance to correctly divine the future. He also only pays 1/4th the cost for material components for divination spells.
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Dimir Archetypes

Insidious Brawler (Brawler)
Alters Class Skills

Acrobatics, Climb, Craft, Escape Artist, Disable Device, Disguise, Knowledge(all), Perception, Sense Motive, Swim.

Alters Weapon and Armor Proficiency

An Insidious Brawler is proficient with Torches, Lamps, Ladders, Blow Darts, All Simple Weapons and Short Swords. They are
proficient with all Light armor and shields (except Tower).

Replaces Brawlers Cunning

Cunning Movement: An Insidious Brawlers Dexterity must be at least 10. Their Dexterity is treated to be equal to their
intelligence for all things that care about dexterity or its modifier. If an Insidious Brawler were to experience a penalty to
dexterity, it would lower its replacement modifier by an equal amount. An Insidious Brawler does not receive any benefit for a
dexterity score over 10. (As an example, an Insidious Brawler has an DEX of 10 with a modifier of 0 and an INT of 20 and a
modifier of +5. They have the Weapon Finesse Feat and are at first level, with a BAB of +1. They roll an attack roll with a
dagger. They roll 1d20+1+5 to hit. They Miss. They then move in to a square where there is a poison pit spike trap. They roll a
Reflex save to avoid damage against a DC of 20. They Roll 1d20+2+5. They fail and take damage. They then fail their Fort save
and become poisoned. The poison does 2 points of dexterity damage. He then tries to roll an acrobatics check to escape the
pit. He has a single rank in it and it is a class skill. He rolls 1d20+1+3+4. Due to the penalty to DEX. His ally then casts Cat’s
Grace on him. Before the Brawler makes another attack with his dagger. He rolls 1d20+1+5. Even though he would have an
effective 12 to DEX. The Brawler wears no Armor or Shield, their AC is 15.)

Alters Unarmed Strike
An Insidious Brawlers Unarmed Strike damage is treated as though they were one size category smaller. (1d4 at
first level for a medium Insidious Brawlers)

Alters Martial Training

Perfect Double: An Insidious brawler counts their total brawler levels as levels in any other class for the purpose of qualifying for
feats. They also count as all classes for feats and magic items that have different effects based on whether the character has
levels in those classes.

Replaces Bonus Combat Feats

Dirty Fighter: At 2" Level the Brawler Gains the Improved Dirty Trick Feat. At 5th level the Brawler gains the Equipment Trick
Feats for Boot, Ladder, Lantern, Smokestick and Magic Trick Mage Hand feat. At 8t level the Brawler gains the Greater Dirty
Trick Feat. At 11t level they gain the Quick Dirty Trick Feat. At 14th Level they gain the Dirty Trick Master Feat. At Levels 17 & 20
they gain a bonus feat as normal. If they already have the feat they would gain at that level, they may gain the next Dirty Trick
Feat they would gain or a bonus feat.

Replaces Maneuver Training

Dirty Maneuvers: At 3rd level the brawler gains a +1 bonus on combat maneuver checks when performing a Dirty Trick
Combat Maneuver and a +1 bonus to her CMD when defending against that maneuver. At 7th level and every 4 levels
thereafter, the brawler increases bonuses by +1. At 7t" level they may also attempt a dirty trick for free to a foe adjacent to the
one being dirty tricked. It must be the same penalty. At 11 level and every 4 levels after, when the brawler does a dirty trick
maneuver, they may choose one additional target adjacent to themselves or an opponent being targeted by a dirty trick to do a
free dirty trick to. A target can only have one dirty trick maneuver done to them in this way and all dirty tricks must be for the
same status effect. This can form a chain. So Original target, target adjacent but behind them and then target adjacent but
behind the original adjacent but behind target.

Replaces Knockout

Magehand: An Insidious Brawler can cast mage hand any number of times per day. An Insidious Brawler can cast Pilfering Hand
a number of times per day equal to his intelligence modifier minus -2. At 10t level, he can cast Pilfering Hand one more time
per day and at 16t level he can cast it an additional time per day.
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Replaces Close Weapon Mastery
Cunning Mastery: When Wielding a weapon he has a proficiency with from his class she uses the unarmed strike damage of a
brawler 4 levels lower instead of the base damage for that weapon. The weapon also benefits from his Brawler’s Strike Class.

Dimir Infiltrator (Hunter)
Changing Animal Companion:

A Dimir Infiltrator gains the assistance of a Dimir Spy Bug. Stats of a Giant Mosquito, but with a 2 in INT and its wings beat
silently. In addition to the benefits given by the 7t level advancement, a Dimir Spy Bug also gains +2 INT

Replacing Animal Focus

Guild Focus: at 15t level a Dimir Infiltrator can take on the aspect of a guild as a swift action. She must select one type of guild to
emulate, gaining a bonus or special ability based on the guild emulated and her Dimir infiltrator level. The Dimir Infiltrator can
use this ability for a number of minutes per day equal to her level. This duration does not need to be consecutive, but must be
spent in 1-minute increments. The Dimir Infiltrator can emulate only one guild at a time.

When a Dimir Infiltrator choses a guild focus they gain a +4 on disguise checks to appear part of that guild.

The Dimir Infiltrator can also apply one of these aspects to her animal companion. Unlike with the Dimir Infiltrator herself,
there is no duration on the animal aspect applied to her animal companion. An aspect applied in this way does not count
against the Dimir Infiltrator’s minutes of duration per day-it remains in effect until the Dimir Infiltrator changes it. The
companion’s aspect must be the same aspect the Dimir Infiltrator has taken on. The Dimir Infiltrator can select or change the
animal foci on both herself and her animal companion as part of the same swift action.

When a Dimir Spy Bug has a guild focus they gain a +4 on disguise checks to appear part of that guild.

If the Dimir Infiltrator’s animal companion is dead, the hunter cannot apply her companion’s guild focus to herself instead of
her animal companion. They instead gain a +8 bonus, in addition to the normal +4 on disguise checks to appear part of the
guild, they are currently guild focusing.

Azorius: +2 bonus to will saves, +4 bonus to Fly, +4 Bonus to Spellcraft. These bonuses increase by +2 at 8th level and again at
15th [evel.

Boros: The creature gains a +2 bonus on attack rolls when making attacks of opportunity and a +2 dodge bonus to AC against
attacks of opportunity. These bonuses increase to +4 at 8th level and +6 at 15th level.

Dimir: The creature gains a +4 competence bonus on Stealth checks. This bonus increases to +6 at 8th level and +8 at 15th
level. You instead gain a +4 bonus to disguise to make it look like you are not a part of any guild.

Gruul: The creature gains a +2 enhancement bonus to Strength. This bonus increases to +4 at 8th level and +6 at 15th level.

Golgari: The creature gains the scent ability with a range of 10 feet. The range of this sense increases to 30 feet at 8th level
and it also gains 30 feet of tremor sense at 15th level. The scent range doubles if the opponent is upwind, and is halved if the
opponent is downwind.

Rakdos: The creature gains a +2 enhancement bonus to Dexterity. This bonus increases to +4 at 8th level and +6 at 15th level.

Selesnya: The creature gains a +2 enhancement bonus to Charisma. This bonus increases to +4 at 8th level and +6 at 15th
level. Also when it benefits from healing and it heals a minimum of 1d4 in a single turn, it heals an additional 1d8. This bonus
increases to 2d8 at 8t level and 3d8s at 15 level.

Orzhov: All bleed damage dealt is increased by 1d4. This bonus Increased to 2d4 at 8th level and 3d6 at 15t level.

Simic: The creature gains a 5-foot enhancement bonus to its base speeds. This bonus increases to 10 feet at 8th level and 20
feet at 15th level.
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Izzit: The creature gains a +2 enhancement bonus to Intelligence. This bonus increases to +4 at 8th level and +6 at 15th level.
It also gains fire resistance 5. This bonus increases to fire resistance 10 at 8" level and fire resistance 15 and electrical
resistance 5 at 15t level.

Replacing Precise Companion and the teamwork feats at 6" and 9" level
Omni Companion: A Dimir infiltrator must always be ready to infiltrate other guilds, however a Spy Bug accompanying them
would certainly raise suspicions. Luckily the Spy Bug can take various shapes to be better allowed into other guilds.

At 2@ level the Dimir Spy Bug gains the ability to turn herself into any Small animal and back again once per day. Her options
for new forms include all creatures with the animal type. This ability functions like the beast shape | spell, except as noted here.
The effect lasts for 1 hour per Hunter level, or until she changes back. Changing form (to animal or back) is a standard action
and doesn't provoke an attack of opportunity. The form chosen must be that of an animal with which the Hunter is familiar.

A Dimir Spy Bug can communicate normally with other animals of the same general grouping as her new form. (The normal
sound a wild parrot makes is a squawk, so changing to this form does not permit speech.)

A Dimir Spy Bug can use this ability an additional time per day at 6th level and every two levels thereafter, for a total of eight
times at 18th level. At 20th level, a Dimir Spy Bug can use wild shape at will. As a Dimir Spy Bug gains levels, this ability allows
the bug to take on the form of larger and smaller animals plants. Each form expends one daily use of this ability, regardless of
the form taken.

At 8th level, a bug can also use wild shape to change into a Medium animal. When taking the form of an animal, a Dimir Spy
Bug’s wild shape now functions as beast shape II.

At 10th level, a bug can also use wild shape to change into a Tiny animal or a Small or Medium plant creature. When taking the
form of animals, a Dimir Spy Bug's wild shape now functions as beast shape Ill. When taking the form of a plant creature, the
Dimir Spy Bug's wild shape functions as plant shape |I.

At 12th level, a Dimir Spy Bug can also use wild shape to change into a Large or Diminutive animal or a Large plant creature.
When taking the form of a plant, the Dimir Spy Bug's wild shape now functions as plant shape II.

At 14th level, a Dimir Spy Bug can also use wild shape to change into a Huge animal

At 16" level a Dimir Spy Bug can also use wild shape to change into a Huge plant creature. When taking the form of a plant, the
Dimir Spy Bug's wild shape now functions as plant shape Ill.

Replacing Woodland Stride
City stride: move easier through crowds.

Replacing Second Animal Focus

Momentary excellent: for a number of minutes equal to half his level a Dimir Infiltrator can double the bonuses given by focus
to both him and his spy bug. Must be used in 1 minute intervals. It is a free action to use. You also get a +4 to bluff, diplomacy,
and intimidate vs members of the guild you are appearing as, this effect constant. +8 if your spy bug is dead.

Replacing One with the Wild
One with the city: bonus on gather information checks and survival checks to follow tracks on the city. Creatures with a miss
chance for attacking you in dim light or darkness have an additional 10% miss chance.

Replacing Master Hunter

Confusing Duplicate: The spy bug gains an additional +8 to intelligence. This doesn't count it as an awakened animal. Instead it
is a magical animal. The Dimir Infiltrator can use beast shape as though he was the spy bug.

the Spy bug can transform into a copy of the Dimir Infiltrator in appearance and speech.
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Nightveil Slicer (Swashbuckler) (Fairy, Greater)

Changing Panache
Panache is in instead based on Intelligence and all other Swashbuckler abilities that refer to Charisma are instead based on
Intelligence.

Changing Opportune Parry and Riposte

At 1st level, when an opponent makes a melee attack against the swashbuckler, she can spend 1 panache point and expend a
use of an attack of opportunity to attempt to parry that attack. The swashbuckler makes an attack roll as if she were making an
attack of opportunity; for each size category the attacking creature is smaller than the swashbuckler, the swashbuckler takes a
— 2 penalty on this roll. If her result is greater than the attacking creature’s result, the creature’s attack automatically misses.
The swashbuckler must declare the use of this ability after the creature’s attack is announced, but before its attack roll is made.
Upon performing a successful parry and if she has at least 1 panache point, the swashbuckler can as an immediate action make
an attack against the creature whose attack she parried, provided that creature is within her reach. This deed’s cost cannot be
reduced by any ability or effect that reduces the number of panache points a deed costs.

Replacing Charmed Life

Sneak in: at 2" level you may cast reduce person on yourself as a swift action, with a caster level equal to your Swashbuckler
level. You can do this 3/day at level 2, and an additional time per day at 6 level and every 4 levels after. At 10t level you may
reduce yourself down to diminutive with a single cast of this ability if you started at small.

Replacing the Bonus Feat @ 4% level
Better Flight: You gain 10 ft of fly speed and average maneuverability. At 10t level this increases to 30 ft and good
maneuverability and at 15 level your flight speed increases to 40ft.

Replacing Swashbuckler Weapon Training @ 5% level

Tiny Cut, Perfect Place: at 5t level when you would have your size reduced, thus reducing your weapon damage die, instead
increase your damage die for each size category you were reduced. Increasing your size now reduces your weapon damage die
for each size category it would have increased it.

Vadelkin Spy (Wizard) (Vadelkin)

To select this archetype you can't remove your racial spell like abilities, but you can trade them for other racial
spell like abilities. You are treated as gnome and a drow for qualifying for feats and traits.

Replacing Arcane Bond

Innate diversity: if you selected gnome, gain the drow racial spell like ability trait. If you selected drow, gain a gnome spell like
ability trait. They are now intelligence based. In addition you can take feats that list gnome or drown as a prerequisite even if
you don't meet the ability and skill rank prerequisites.

Replacing Arcane School
Enhanced Natural Magic: 1st level you gain the feats Casual lllusionist and Drow Nobility.

3rd level: gain the feats Enhanced Gnome Magic twice and Spider Climb.

8th level: Can sacrifice a racial spell charge to cast a spell of the same school that they know. Can't do this more than the
number of times a day per spell level than the number of spells they can cast at that level. If they sacrifice a spell charge of a
spell like ability the can cast all the time or is constant, they can still cast that spell or it is still constant.

Replacing bonus feats
Know One’s Self: at 3rd level and every 2 levels after select a feat from the list to gain, you still must meet some prerequisites.

Improved drow nobility, greater drow nobility, umbral scion, improved umbral scion, extra gnome magic, enhanced gnome
magic, expanded resistance, gnome trickster, groundling.

If you have all the feats from this list, you may gain a feat that list gnome or drow as a prerequisite instead.
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Rakdos Archetypes

Hellbent Magus (Magus)

A hellbent magus uses their Charisma instead of their intelligence for the purpose of determining what spells they can cast and
the number of points in their arcane pool, in addition to the number of additional 15t level spells they start with. They also do
not gain 5 spells per day, if the table would say they gain a 5t spell slot they remain at 4. They can still have more than 4 spells
per day for having a high charisma score.

Replacing Medium and Heavy armor
Arcana Unleased: at 1t level the magus gains access to an arcane school or elemental school, gaining the benefits of having an
arcane school with an additional spell slot and the abilities. They must select the appropriate opposition schools.

When a Hellbent magus prepares a spell from an opposition school, the duration of that spell is increased by 50% and the spell
does additional damage equal to 1+1/4th the magus’s level in magus per damage dice.

At levels 3rd, 6th, 9th, 12th 15th 18t 19th 20th g hellbent magus can learn two spell, off the wizard spell list, from an opposition
school of any level of spell he is able to cast.

Altering Spell Recall
In addition to spell recall, if the magus attempts to recall a spell from an opposition school, he must expend an additional two
points from his arcane pool.

Replacing Knowledge Pool.
Hellbent: at 1t level whenever the magus would use up all the spell slots of a certain level of spell they gain a +1 bonus to AC.

If the spell slots were of an odd level the magus gains a +1 bonus on weapon damage rolls.
If the spell slots were of an even level the magus gains a +1 to hit on attack rolls.

If a magus has no spells left, except cantrips, the bonuses to damage and hit are doubled.

Havoc Raiser (Skald)

Replaces Inspired Rage

Demonic Delights: At 1st level, affected allies gain a +2 morale bonus to Strength and Constitution and a —1 penalty to AC.
While under the effects of Demonic Delights, allies other than the skald cannot use any Charisma-, Dexterity-, or Intelligence
based skills (except Acrobatics, Fly, Intimidate, and Ride) or any ability that requires patience or concentration. At 4th level they
grant their allies weapons the Vicious weapon enchantment except it does Fire damage instead of untyped damage. At 12th
level the allies can choose for the weapon to do 3d6 fire damage to an opponent and 1d6 to the wielder or the normal vicious
damage amount as untyped damage. At 8th and 16th levels, the song’s bonuses to Strength and Constitution increase by 2.
(Unlike the barbarian’s rage ability, those affected are not fatigued after the song ends.) If an ally has her own rage class ability
(such as barbarian’s rage, bloodrager’s bloodrage, or skald’s inspired rage), she may use the Strength, Constitution, and Will
saving throw bonuses, as well as AC penalties, based on her own ability and level instead of those from the skald (still suffering
no fatigue afterward). However, Demonic Delights does not allow the ally to activate abilities dependent on other rage class
abilities, such as rage powers, blood casting, or bloodrager bloodlines; the ally must activate her own rage class ability in order
to use these features.

Replaces Song of Marching

Reveal Secrets: At 3™ level, a Skald can use Raging song to inspire his allies to gather information or start a rumor more
effectively. They gain a +5 to Bluff, Diplomacy, or Preform (Act, Oratory, or Sing) for the purposes of gathering information or
spreading a rumor. It also reduces the time to gather information to 1d4-1 hours, and the time to plant a rumor to 1d8-2 days
or when spreading it to a settlement to a town or smaller, 1d4-1 days.(minimum of 1 hour or day). The Skald expends 1 round
of raging song per hour to gather information or 2 rounds of raging song per day to spread a rumor.
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Replaces Song of Strength

Song of the Performer: at 6 level a Skald can use raging song to inspire his allies to superhuman feats of agility. Once each
round while the skald uses this performance, allies within 60 feet who can hear the skald may add % the skald’s level to a
dexterity check or dexterity-based skill check.

Replaces Dirge of Doom

The Show Must Go On: At 10t level an ally under the effect of the Skalds raging song are not staggered, disabled, unconscious
or dying when they reach 0 or negative hit points, because of reaching 0 or negative hit points. They can still be staggered by
spells and abilities, and killed by non hit point death. They only die when their negative hit points reach 3 times their
constitution score or the song ends with them having more or equal negative hit points to their constitution score, if their hit
points are between 0 and the negative hit points equal to their constriction score, they begin dying as normal. If they have
more than zero the song ends with no effects. A Skald that has an ally currently benefiting from raging song and with 0 or less
hit points may do 1d10 points of damage to himself to gain one addition round of raging song as a free action. Allies who die
from reaching 3 times their constitution score in negative hit points or die from having raging song end while they have more
negative hit points then their constitution modifier can only be brought back by Wish or Miracle.

Replaces Song of the Fallen

Frightening Stage: At 14t level a skald can create a sense of growing dread in his enemies, causing them to become Shaken.
This only effects enemies that are within 30 feet and are able to hear the skald’s performance. The effect persists for as long as
the enemy is within 30 feet and the Skald continues his performance. This can cause a creature to become frightened but not
panicked. This is a sonic mind-affecting fear effect, and relies on audible components.

Replaces Scribe Scroll
Discordant Voice: at 10 level a Skald gains the feat Discordant Voice even if he wouldn’t normally qualify.

Replace the 3" level rage power
Chaotic Cauterization: Allies under the effects of Demonic Delights gain the benefits of the Feat Fire God’s Blessing.

Replaces Spell Kenning
Rakdos Riot: Functions as Spell Keening but can take spells off any list so long as they have the fire descriptor or are from the
Necromancy School.

Cult Uncager (Cavalier)

Alters Order
You must choose the Order of Rakdos (Uncager)

Replacing Challenge

Taunt: A Cult Uncager can taunt his enemies with extreme efficiency. As a swift action, the Cult Uncager taunts all enemies that
can see or hear him. Each turn the effected enemies must make a will save equal to 10+ Cavalier level+ Charisma mod or they
must attempt to make a melee attack against you, make a ranged attack against you, target you with a spell or spell like
ability, or include you in the area of a spell or spell like ability. The effect ends if the creature is prevented from attacking you or
attempting to do so would harm it severely (for example, if you are on the other side of a chasm or a wall of fire, but not being
hit by thorns from striking you). If the Cult Uncager attacks a creature that is affected by his taunt the Cult Uncager gains a
moral bonus on his attack equal to 1/4 his cavalier level rounded down, minimum 1. This effect last until the cavalier is
unconscious, combat is over, or 5 minutes has passed whatever comes first. The Cult Uncager can use this ability once per day
at 1st level, plus one additional time per day for every three levels beyond 1st, to a maximum of seven times per day at 19th
level.

Replaces Mount
One Hell of a Story: A Cult Uncager gains a +1 dodge bonus to AC against creatures larger than he is. This bonus increases by 1
at 6th level. The bonus increases to +3 at 12th level. The bonus increases to +4 at 18 level.

Replaces Tactician & Greater Tactician & Master Tactician
Martial Flexibility: as the Brawler ability.
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Replaces Cavaliers Charge

Into the Fire: When a Cult Uncager charges he gains a +2 bonus to damage in addition to the other benefits. And takes no
penalty to his AC after a charge. He may also make a 90 degree turn anywhere along the path of his charge, if he does he
receives a -2 to AC.

Replaces Expert Trainer
Gift of Gab: A Cult Uncager gains a bonus on Cha based skill checks equal to 1+ % his class level rounded down. Minimum 1.

Changing Banner
A Cult Uncager uses a Knave Standard. When they have this standard in addition to the normal effects when they wave it the
allies are treated as having improved feint and can use either their charisma modifier or the Cult Uncagers, whichever is higher.

Replacing Mighty Charge
Deadly Dance: At 11th level, a Cult Uncager gains the Pounce ability when he charges.

Replacing Supreme Charge

Burst Through: A Cult Uncager, takes no penalties caused by difficult terrain while charging. His movement is still hampered by
obstacles, poor visibility, and other conditions. This ability doesn’t allow him to move through impassible terrain. In addition, if
he confirms a critical hit on a charge, the target is stunned for 1d4 rounds. If the target succeeds at a Will save (DC = 10 + the
cavalier’s base attack bonus), it is instead staggered for 1d4 rounds.

Order of Rakdos (Uncager):

Edict: You must follow the orders of Rakdos and his bloodwitches. You must also try to create the most interesting stories. You
must try to become immortal through fame.

Taunt Ability: The Cavalier gains the benefits of the spell Deadly Juggernaut, except there is no limit to the bonus to melee
attack rolls, melee weapon damage rolls, strength checks, and strength basked skill checks, and the duration is changed, see
Taunt. He still must reduce qualifying opponents to 0 or fewer hit points to gain these benefits.

Skills: Acrobatics, Linguistics, and Perform are added as class skills and you lose ride as a as a class skill.
You gain a bonus on Perform equal to % your level and on Acrobatics equal to % your level.

At 2nd level, the cavalier learns how to dodge the attacks of his foes and allies. He gains a bonus equal to his Charisma bonus
on saves against abilities and spells that have an area of effect.

At 8th level, whenever the cavalier confirms a critical hit with a melee weapon, as an immediate action he can attempt an
Intimidate check to demoralize all foes within 15 feet who can see him. This ability can be used only once per combat.

At 15th level, when he taunts a Large or larger creature, the cavalier can also prepare to interrupt the creature’s special attacks
or special feat actions. The taunted target provokes an attack of opportunity from the cavalier whenever it activates an
extraordinary or a supernatural attack or special feat action (such as a breath weapon or gaze attack). If the cavalier deals
damage with this attack, the creature must succeed at a Will save (DC = 10 + half the cavalier’s level + his Charisma modifier) or
it fails to activate the special attack and loses the action it took to do so. The cavalier can perform three such attacks of
opportunity over the course of a taunt

Rakdos Subverter (Investigator)

Alters weapon proficiencies
Rakdos Subverters are also proficient with the whip.

A Rakdos Subverter uses Charisma instead of intelligence for extracts, inspiration, and studied combat.

Alters Inspiration
A Rakdos Subverter can use the following skills for free without expending a use of inspiration: Diplomacy, Bluff, Disguise,
Escape Artist, Linguistic, Sense Motive, Sleight of Hand.
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Replacing Trap Finding
Secret finding: a Rakdos Subverter adds half his class level to diplomacy to gather info and half his class level to sense motive
and sleight of hand checks.

Replacing Keen Knowledge
Painful Secrets: at 4th level the Rakdos Subverter can take a full round action to pull forth powerful and embarrassing secrets
about his enemies.

Using a Diplomacy check to gather info and making a DC 10+hd+wis mod or the targets Sense Motive bonus whichever is higher.
The Rakdos Subverter can deal emotional damage to the creature. See damage table. The creature must have an int above 3
and must share a language with the Rakdos Subverter.

Replacing swift alchemy.
Rage poison: Can apply poison as a swift action and creatures that are poisoned by the Rakdos Subverter take additional
emotional damage

Most creatures are between low and high pride. Creatures with high intelligence are more likely to have high
pride. Creatures with low wisdom are more likely to have high pride. Outsiders and sphinxes are more likely to
have high pride. If a creature is poisoned by the Rakdos Subverted, increase their pride by one step. A creature
can’t have higher than Hyper Pride.
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Low Pride Mormal Pride  High Pride Hyper Pride
Beat DC 1d3+Cha Mod 1d4+ChaMod 1d6+Cha Mod 1d8+Cha Mod
BeatDCby5 1d4+ChaMod 1d6+ChaMod 1d8+Cha Mod 1d10+Cha Mod
Beat DC by 10 1d6+Cha Mod 1d8+Cha Mod 1d10+Cha Mod 2d6+Cha Mod
Beat DC by 15 1d8+Cha Mod 1d10+Cha Mod 2d6+Cha Mod  2d8+Cha Mod
Beat DC by 20 1d10+Cha Mod 2d6+Cha Mod 2d8+Cha Mod  3d6+Cha Mod
Beat DC by 30 2d8+ Cha Mod 3d6+Cha Mod  3d8+Cha Mod  4d6+Cha Mod



Gruul Archetypes
Zhur Taa Striker (Bloodrager)

Alters Weapons Proficiencies
Zhur Taa Striker’s are Proficient with the Club, Dagger, Handaxe, Short bow, sling, spear, and all stone and bronze
age weapons and are proficient with light, medium armor and shields (except tower shields)

Catch off Guard: at 15t level a Zhur Taa Striker gain the Catch off Guard feat.

Replacing Blood Sanctuary

Savage Smash: at 3™ level a Zhur Taa Strikers improvised weapons are treated as one size category larger, and have a crit range
of 19-20. They also gain the fragile weapon quality. Zhur Taa Strikers also gain the Chairbreaker and Splintering weapon feat.
Splintering Weapon’s damage is multiplied on a crit for a Zhur Taa Striker.

Replacing Blood Casting

The Old Ways: at 1t level Zhur Taa Striker’s gain a reservoir of mystical arcane energy that they can draw upon. To enhance
their weapon. The arcane pool has a number of points equal to 1/2 his bloodrager level (minimum 1) + his Cha modifier. The
pool refreshes once the Zhur Taa Striker sleeps for 8 hours.

At 1st level, a Zhur Taa Striker can expend 1 point from his arcane pool as a swift action to grant any weapon he is holding a +1
enhancement bonus for 1 minute or the duration of his bloodrage. At 15t level this can only be done when he is raging at 4t
level this can be done at any time. For every four levels beyond 1st, the weapon gains another +1 enhancement bonus, to a
maximum of +5 at 17th level. These bonuses can be added to the weapon, stacking with existing weapon enhancement to a
maximum of +5. Multiple uses of this ability do not stack with themselves.

At 5th level, these bonuses can be used to add any of the following weapon properties: dancing, flaming, flaming burst, frost,
icy burst, keen, shock, shocking burst, speed, or vorpal.

Adding these properties consumes an amount of bonus equal to the property’s base price modifier. These properties are added
to any the weapon already has, but duplicates do not stack. If the weapon is not magical, at least a +1 enhancement bonus
must be added before any other properties can be added. These bonuses and properties are decided when the arcane pool
point is spent and cannot be changed until the next time the Zhur Taa Striker uses this ability. These bonuses do not function if
the weapon is wielded by anyone other than the Zhur Taa Striker.

A Zhur Taa Striker can only enhance two weapons in this way at one time. If he uses this ability again, the first use immediately
ends. This functions as an arcane pool. An improvised weapon enchanted this way is still considered an improvised weapon.

Replaces Bloodline Spells and Damage Reduction
Innate Magics: at 7th level and every 3 levels after you may select a Magus Arcana and a Barbarian rage power with your
bloodrager level counting as your level in the perspective classes. You may use the arcana even while raging.

Replaces Eschew Materials

Giant’s Grip: at 6t level a Zhur Taa Striker can wield improvised weapons for a large or small creatures at no penalty. If the
improvised weapon would gain the broken condition, the Zhur Taa may instead treat it as a non-broken improvised weapon one
size category smaller.

Replaces Greater Bloodrage

Rubblebelt Rage: At 11th level, when a bloodrager enters a bloodrage, the morale bonus to his Strength and Constitution
increases to +6 and the morale bonus on his Will saves increases to +3. In addition, upon entering a bloodrage, he may add a
total of a +3 enchantment to his weapon for the duration of the bloodrage, this stacks with any enchantment it may already
have and with enchantment that comes later from his arcane pool.

Rubblebelt Rage counts as the barbarian’s greater rage ability for the purposes of feat prerequisites, feat abilities, magic item
abilities, and spell effects.
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Improvised weapons damages

Small |Medium|Large |Huge

Weapon |Weapon |Weapon Weapon

Damage| Damage Damage/Damage
1d3 1d4 1d6 1d8
1d4 1d6 1d8 2d6
1d6 1d8 2d6 3d6
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Enduring Trog (Monk)

Alters Alignment
An Enduring Trog must be True Neutral

An Enduring Trog cannot take Style feats that require an Intelligence or Charisma score greater than 10, or a
wisdom over 13, even if he would normally qualify for them.

Alters Weapon Proficiency
Enduring Trog’s are Proficient with the Club, Dagger, Handaxe, Short bow, sling, spear, and all stone and Bronze
Age weapons.

Alters AC Bonus
When Unarmored and unencumbered the Enduring Trog adds his Constitution bonus, instead of wisdom, if any, to his AC and
CMD in addition to other modifiers. Everything else is the same

Replaces Stunning Fist

Massive Assault: As a swift action an Enduring Trog can become one size category larger till the start of his next turn. He can do
this a number of times equal to % his monk level (minimum 1). Getting a +2 to Str, -2 to dex, -1 to Hit and a — 1 to AC due to size
and a +1 to natural armor. With a size of 10 ft and a range of 10 ft for originally medium creatures with a reach of 5 ft.

At 16t level he can become two size categories larger instead. Getting a +4 to Str, -4 to dex, -2 to Hit and a — 2 to AC due to size
and a +1 to natural armor. With a size of 15 ft and a range of 15 ft for originally medium creatures with a reach of 5ft.

Replaces Ki Pool

Raging Ki: at 3 level he gains a pool of Raging Ki points, the number of points in an Enduring Trogs Raging Ki pool is equal to
1/2 his Enduring Trog level + his Constitution modifier+2. He gains two additional points for every level of Enduring Trog he has
past level 3. As long as he has at least 1 point in his raging ki pool, he can make a ki strike.

At 3rd level, ki strike allows his unarmed attacks to be treated as magic weapons for the purpose of overcoming damage
reduction.

At 7th level, his unarmed attacks are also treated as cold iron and silver for the purpose of overcoming damage reduction.
At 10th level, his unarmed attacks are also treated as chaotic weapons for the purpose of overcoming damage reduction.

At 16th level, his unarmed attacks are treated as adamantine weapons for the purpose of overcoming damage reduction and
bypassing hardness.

The ki pool is replenished each morning after 8 hours of rest; these hours do not need to be consecutive.

Alters Ki Power
Can’t take: Qinggong Power, Zephyr Blow, Diamond Mind, Ki Guardian, Racing Current, Water Sprint, Breaking-
down Koan, Building up Koan, Floating Breath, Master-Thought Koan, One touch, Quivering Palm.

Replaces the Ki Power at 4th level

Rage: This functions as the barbarian ability except he can still use other Ki powers, Flurry and Massive Assault. He also spends
1 point from his Raging Ki pool to keep the rage going and can spend Raging Ki as though they were rounds of rage. He does
not gain an AC bonus from the temporary constitution bonus from his own rage. Other Temporary constitution bonuses do
increase his AC, as does coming under the effects of the rage spell.

Gains access to the following ki powers: He can take Rage Powers with his monk levels counting as his barbarian
level, Greater rage can be taken at level 11, Tireless Rage can be taken level 17, Mighty Rage can be taken at level
20, must have taken Greater Rage. (as per the barbarian class abilities). Dark vision: Spend 1 ki point to have 30ft
dark vision for 1 hour. Freedom of movement: cast freedom movement for 2 ki points, must be 10th level.
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Replaces Still Mind
Raging Mind: At 4t level when an Enduring Trog is the target of an enchantment spell or effect the caster takes 1d4+1/2 monk
level as damage. This makes the caster roll a concentration check of 10+damage delt+Spell level.

Replaces Tongue of the Sun and Moon
Tongue of the Land: At 17t level an Enduring Trog can speak to any animal or sentient plant.

Replaces Flawless Mind
Fight for Freedom: at 19t" level when you attempt a will save because of a spell you can take damage equal to the spell’s level,
to get a bonus on the will save equal to % your monk level + any damage you have done to the caster this turn.

Replaces Perfect Self

Crush them: At 20t level The monk gains one additional attack at his highest base attack bonus and can spend a raging ki point
to get an additional attack at his highest base attack bonus when using flurry of blows. He also gains a +2 dodge bonus to AC.
His raging mind ability also does 2d4+1/2 monk level as damage.

Skarrgan Earthbreaker (Cleric)

Alters Domains
You must select the Gruul Domain as one of your domains, the other must be either Earth, Strength {Ferocity}, or
Liberation {Freedom}

Alters Channel

Groundshaker: This works like channeling except in the following ways. Instead of Channeling in a 30 ft circle, you instead
channel in a 30 ft cone, and two 60ft lines in any direction. You also do not channel negative or positive energy. You instead
Channel Bludgeoning damage, this is treated as magic damage. You must be touching the ground, worked stone or material no
more than a 1ft thick, which is also touching the ground to use this ability. This effects all creatures touching the ground,
unattended objects and creatures flying no more than 15 ft above the ground as the earth rolls and buckles. At 3rd level add
Fire damage to the list of damage you can do with this ability. At 5th add Slashing and Piercing. At 7th Acid, and at 9th this
damage is treated as Silver, Cold Iron, and Adamantine for overcoming damage resistance. You are treated as channeling
negative energy for all feats regarding channeling energy. Creatures can make a reflex save to halve this damage. This damage
is not effected by evasion or greater evasion. Channel resistance goes give bonuses on saves vs Groundshaker

Gruul Zealot (Anti Paladin)

Alters Alignment
A Gruul Zealot must be True Neutral

Alters Aura of Evil
A Gruul Zealot is Neutral. Whenever an alignment spell is used to detect a Gruul Zealots Alignment, he always registries as that
alignment, with strength equal to his level as normal.

Changing Detect Good
A Gruul Zealot can Detect Strength instead of good. This functions in a similar manor to Detect Good.

At will a Gruul Zealot can Detect Strength. A Gruul Zealot can, as a move action, concentrate on a single creature with a
strength score, within 60 feet and learn the strength of its strength as though having studied it for 3 rounds. While focusing on
one creature, the Gruul Zealot does not detect Strength in any other creature within range.
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Detect Strength

School: Divination

Casting time 1 Standard Action

Component V, S, DF

Range 60ft

Area: Cone Shaped Emanation

Duration: Concentration, up to 10 minutes / level (D)

Saving Throw None, Spell Resistance No

1st round: Presence or Absence of Strength

2nd round: Number of Strength auras in the area and the power of the most potent strength aura present.

If a strengths aura of a creature is overwhelming and is at least twice your strength score, you are stunned for 1
round and the spell ends.

3rd round: the power and location of each aura. If an aura is outside your line of sight. Then you discern its
direction but not its exact location.

Replacing Smite Good
Ferocious Fight: Once Per day, a Gruul Zealot can harness his inner strength and project it outward to crush those who stand
before him. As a Swift Action the Gruul Zealot chooses one target within sight to ferociously fight.

If the target has less Strength then the Gruul Zealot, the Gruul Zealot gains a bones equal to his strength bonus to hit and does
bonus damage equal to % his level and a +2 bonus on will saves.

If the target has more Strength then the Gruul Zealot, the Gruul Zealot gains a bonus equal to % his level to hit and does bonus
damage equal to his strength bonus, and gets a +2 bonus on CMB and CMD.

If the target has equal strength to the Gruul Zealot, the Gruul Zealot gain a bones to hit and damage equal his strength bonus
or % his level whichever is higher and gets a +2 bonus on Fort and Reflex saves.

Replacing Unholy Resistance
Unstoppable body: At 2nd level a Gruul Zealot gain a bonus equal to his Constitution bonus on all saving throws.

Replacing Touch of Corruption & Cruelty.

Punishing Blows: At 3rd level a Gruul Zealot can select a Style Strike from the Unchained Monk list of the same name. He can
make one of his attacks a style strikes whenever he full attacks. Any Style Strike that references unarmed strike instead can be
used with a weapon and does the weapons damage. The restrictions detailing what must be used with the strike no longer
apply. (Kick, fist, both arms free. Ect)

At 6th, 9th and 12th levels the Gruul Zealot can select an addition Style strike from the list.
At 15th level he can designate two of his attacks each round as a style strike and each one can be a different type
Replacing Plague Bringer

Natural Respect: Animals and plants with a starting attitude of Unfriendly or better will not attack a Gruul Zealot with greater
Strength than themselves.
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Replacing Channel Energy
Favored Terrain: at 4th level and every 4 levels after a Gruul Zealot gains a favored Terrain off the ranger list of favored
Terrains. This ability function identically to the Ranger ability of the same name.

Altering Spells
Beginning at 4th level, a Gruul Zealot gains the ability to cast a small number of divine spells which are drawn from the Ranger
Spell list. A Gruul Zealot must chose and prepare his spells in advance.

To prepare or cast a spell, a Gruul Zealot must have a Wisdom score equal to at least 10+ the spell level. The DC for a saving
throw against a Gruul Zealot’s spells is 10+ the Spell level + the Gruul Zealot’s Wisdom Modlifier.

Replacing Fiendish Boon.
Guild Identity: At 5th level a Gruul Zealot must make a choice regarding what he believes the guilds Identity to be.

Guild Purpose: Can always speak to plants as the spell Speak with Plants. You also gain the feat Intimidating Prowess. Also as
long you have not done damage to a creature you gain a bonus on Bluff and Diplomacy equal to your strength bonus. If you
have done damage, you gain a bonus on Intimidate equal to your strength bonus, this stacks with Intimidating Prowess. You
gain a +1 bonus to AC vs non Gruul guild members. For every 3 levels beyond level 5 theses bonuses increase by 1.

Old Ways: Gain 1 additional use of Ferocious Fight, for every 5 levels beyond level 5 gain an additional use. At 15th level you
can use Ferocious Fight as a free action. Additionally the Gruul Zealot gains the service of a totem animal. This functions as
Summon Natures Ally Ill, except the duration is permanent and the Gruul Zealot can only gain the service of a single creature
and that creature must be true neutral, the creature gains the benefits of the augment summoning feat. Once selected, the
choice is set, but it may be changed whenever the Gruul Zealot gains a level. Upon reaching 7th level, and every two levels
thereafter, the level of the summon Natures Ally spell increases by one, to a maximum of summon Natures Ally IX at 17th level.

Once per day, as a full-round action, a Gruul Zealot may magically call his Totem to his side. This ability is the equivalent of a
spell of a level equal to one-third the Gruul Zealot’s level. The totem immediately appears adjacent to the Gruul Zealot. A Gruul
Zealot can use this ability once per day at 5th level, and one additional time per day for every four levels thereafter, for a total
of four times per day at 17th level.

At 11th level, the servant gains the advanced template (see the Pathfinder RPG Bestiary). At 15th level, an Gruul Zealot’s
servant gains spell resistance equal to the Gruul Zealot’s level + 11.

Should the Gruul Zealot’s totem servant die or be banished, the Gruul Zealot may not summon another servant for 30 days or
until he gains an antipaladin level, whichever comes first. During this 30-day period, the Gruul Zealot takes a —1 penalty on
attack and weapon damage rolls.

Replacing Aura of Vengeance

Aura of Strength: at 11th level, a Gruul Zealot can expend two uses of his Ferocious Fight ability to grant the ability to Ferocious
Fight to all allies within 10 ft, using his bonuses, and his strength score for the calculation of weather the target is stronger or
not. Allies must use this Ferocious Fight ability by the start of the Gruul Zealot’s next turn and the bonuses last for 1 minute.
Using this ability is a free action. Creatures with a strength score of 9 or less gain no benefit from this ability.

Replacing Aura of Sin

Aura of Final Blows: at 14th level a Gruul Zealot’s attacks count as anything that would shut off a creatures fast healing or
regeneration. Any attack made against an enemy within 10 feet of him is treated as anything that would shut off a creatures
fast healing or regeneration. If nothing would shut off a creatures fast healing or regeneration, whenever a Gruul Zealot would
do damage or an attack made against an enemy within 10 feet of him would do damage, reduce that creatures fast healing or
regeneration by 1 for 1 minute. This ability stacks with itself. This ability only functions while the Gruul Zealot is conscious, not if
he is unconscious or dead.

Replacing Aura of Depravity

Aura of Self Reliance: at 17th level a Gruul Zealot gains DR 10/ non magical. Each enemy within 10 feet takes a -4 penalty on
checks to Stabilize. To cast a spell with the healing descriptor enemies with 10 feet must make a concentration check. This
ability functions only while the Gruul Zealot is conscious, not if he is unconscious or dead.
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Replacing Unholy Champion
Perfect Body, Flawless Mind: At 20th level, the character increases their ability scores by a collective total of 8.

29| Page



Selesnya Archetypes
Silentman (Warpriest)

Altering Armor Proficiencies
A Silentman can only wear non metal armor of the appropriate type.

Altering Blessings
A Silentman can only take the Selesnya and Plant Blessings.

Altering Channel Energy
A Silentman Channels energy opposite of his Fervor Choice.

Replacing Sacred Armor
Selesnya Welcomes You: At 7th level and every 3 levels after the number of hit dice a Silentman’s enchantment spells could
effect is increased by 1. At 8th level and every 4 levels after the DC of a Silentman’s enchantment spells increases by 1.

Selesnya Blessing

Expanded Spells (lesser): At 1st level add hypnotism to your list of spells known. At level 4 add Touch of Mercy. At
level 7 add Suggestion, at level 10 add Lesser Geas, at level 13 add Dominate Person, and at level 16 add Geas to
your list of spells known.

Privileged Position (major): At 10th level, you can surround yourself with a tangible aura of majesty for 1 minute.
While this aura is active, once per round as a swift action you can issue a command (as the command spell) to one
creature within 30 feet; the creature must succeed at a Will saving throw or submit for 1 round.

Nature Bonded (Hunter) (EIf)

Alters Animal Companion
Your animal companion is a wolf

Replaces Track
Familiar: at 2" level you gain a familiar and your level is treated as 1 lower for advancement, your familiar must be an animal
or a plant. Any abilities that work with your animal companion work with your familiar.

Replaces Woodland Stride
Familiar bond: at 5th level your wolf gains the benefits of your Familiar as long as you are benefiting from your familiar.

Replaces Swift Tracker
Familiar Focus: Your Familiar gains the same benefits as your wolf gets from the Animal Focus Ability. What benefit it gets
changes as you change the corresponding benefit for your wolf.
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Regenerative Sagittar (Ranger)

Altering Combat Style
A Regenerative Sagittar must take the Archery Combat Style.

Replacing Favored Terrain

Lesser Channel: At 3" level Regenerative Sagittar can channel positive energy as a cleric 2 levels lower, but instead of rolling
1d6 on a channel they roll 1d4 instead. Any feats that refer to a number of d6s being channeled as a prerequisite may be taken
when you have the equivalent number of d4s. A Regenerative Sagittar may channel a number of times equal to 1+ his wisdom
modifier.

Altering Spells

A Regenerative Sagittar gains 1 bonus spell slot at each level of spell when he gains access to that level of spell.
The bonus spell slot must be used to prepare the following spells.

1 Cure Light Wounds Mass. 2 Cure Moderate Wounds Mass. 3 Breath of Life. 4 Heal.

Replacing Hunters Bond, Camouflage & Hide in Plain sight

Worldsoul’s Blessing: at 4th level whenever you cast a spell that heals someone or channel energy your next attack until the end
of your next turn does additional damage. This damage is equal to the number of targets healed plus the number of dice rolled
to heal any one individual target. At 12th and 17 level increase the number of attacks this bonus damage applies to by 2.

Replacing Quarry and Improved Quarry

Quick Revenge: at 11" level when a Regenerative Sagittar casts a spell with Cure in its name, or Breath of Life, Heal or
Channels Positive energy to heal. He, as a swift action, may make an attack at his highest base attack bonus. At 16t level he
may fire two arrows at once, like manyshot. Apply the damage from Worldsoul’s Blessing’s only once.

Conclave Glade Defender (Slayer) (Loxadon)

Replacing track
Front Line Protector: at 2nd level a Conclave Glade Defender counts as providing total cover when he would give soft cover to his
allies. He never provides soft cover to his enemies.

Replacing the first slayer talent

Crushing Bash: at 2" level a Conclave Glade Defender harnesses the strength of his hammer with devastating force. Whenever a
glade defender uses a blunt weapon to inflict sneak attack damage it does +1 damage for each dice rolled. If instead the
damage was inflicted with a blunt two handed reach weapon. (Regardless of the target's location.) You do an additional 1d4 for
each dice rolled. This is precision damage.

Replacing stalker

Synergy Strike: At 7th level if the target of a Conclave Glade Defender attacks was hit by an attack of an ally, that the Conclave
Glade Defender is providing cover for, before the start of the enemies next turn the Conclave Glade Defender attacks counts as
being in flanking.

Replacing swift tracker

Versatile Swing: At 11th level you can choke up on reach weapons and attack without reach without penalty, as a free action.
You may change your grip back as a free action. You may also extend your reach with reach weapons by 5ft this imposes a -2
penalty to hit and damage, changing your grip to this style is also a free action.
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Orzhov Archetypes
Tithedrinker (Oracle) (Dhampir)

Must have the fangs racial Trait or have taken the unusual origin feat at first level.

Altering Mystery
Tithedrinkers must select the blood mystery

Replacing the revelation at 1%t level and mystery spells.

In the Blood: unlike vampires of other worlds, you have always have had a plentiful and diverse supply of blood. You gain the
Blood drinker feat and it applies to all PC races and Centaurs. You may still take the Diverse Palate feat but instead select any
type off the ranger’s favored enemy list. The enemy must still have blood or a blood like substance for your feats and abilities to
be effective though.

At 2 level your bite attack does 1d4 points of bleed damage if it already does bleed damage increase it one step

At 4th |evel your bite attack damage increases one step.

At 6t level you gain the blood feaster feat.

At 8t |evel you gain a +1 to hit in addition to the normal benefits of blood feaster vs living creatures.

At 10 level whenever you would benefit from the blood drinker or blood feaster feat your allies gain the same benefits.
At 12t level your bleed damage increases by one step again.

At 14t level your bite attack increases by one step again.

At 16t level, your constitution damage becomes constitution drain.

At 18 level your bonus you get from the blood drinker and blood feaster feat are doubled.

Blood Mystery

Adds Bluff, Stealth, Perception and Survival to her list of class skills.

Armor of golden blood: you can conjure armor made of golden blood that grants you a +4 armor bonus. At 7t level and every
four levels thereafter this bonus increased by +2. At 13t level this armor protects you from the harmful effects of the sun/bright
light. This ability lasts 1 hour per level, it does not need to be used all at once but must be used in 1 hour intervals.

Bleeding Wounds (Su): Whenever a creature takes damage from one of your spells or effects that causes negative energy
damage (such as inflict light wounds or the death’s touch revelation), it begins to bleed, taking 1 point of damage each round
stacking with other bleed damage you may do, but not itself. At 5th level, and every five levels thereafter, this damage
increases by 1. The bleeding can be stopped by a DC 15 Heal check or any effect that heals damage.

Death’s Touch (Su): You can cause terrible wounds to appear on a creature with a melee touch attack. This attack deals 1d6
points of negative energy damage +1 point for every two oracle levels you possess.

Soul Siphon (Su): As a ranged touch attack, you can unleash a ray that causes a target to gain one negative level. The ray has a
range of 30 feet. This negative level lasts for a number of minutes equal to your Charisma modifier. Whenever this ability gives
a target a negative level, you heal a number of hit points equal to your oracle level. You can use this ability once per day, plus
one additional time at 11th level and every four levels thereafter. You must be at least 7th level to select this revelation.

Spirit Walk (Su): As a standard action, you can become incorporeal and invisible. While in this form, you can move in any
direction and through any object (except for those made of force). You can take no action other than to move while in this form.
You remain in this form for a number of rounds equal to your oracle level, but you can end this effect prematurely with a
standard action. You can use this ability once per day at 11th level, and twice per day at 15th level. You must be at least 11th
level to select this revelation.
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Dangerous bite: You gain Improved Grapple as a bonus feat, even if you do not meet its prerequisites. Once per round when you
succeed at a grapple combat maneuver check and do damage with your bite attack, you can deal 1d6 points of negative energy
damage to the target of your grapple. This damage increases by 1d6 at 5th level and every 5 levels thereafter, to a maximum of
5d6 at 20th level.

Hypnotism: You may cast Hypnotism as a spell like ability once per day. It can effect creatures up to the number of hit dice you
have. CL is equal to your number of HD. The DC is 11+1/4 oracle level+ CHA mod.

Stop Resisting: Your CMB for grappling is based off your HD+STR mod+Cha mod. If you succeed at a grapple and damage or
drain a creatures constitution they get a penalty on their CMD and CMB or escape artist check to resist the grapple equal to
your cha modifier. Must be at least 5t level to take this revelation.

Unnatural Speed: Gain lighting reflexes, when benefiting from Blood feaster gain 10 ft of movement speed and an extra +2 on
reflex saves.

Need for Blood: While benefiting from blood feaster treat your crit range as being one greater, stacks with keen. If you would
roll a 20 on your grapple check to maintain a grapple your bite attack does triple damage. Must be 13t level to select this
revelation.

Final Revelation

When benefiting from the blood drinker feat you gain SR 15+cha, regen 5, and DR 2/.

Debt Enforcer (Samurai)

Alters Weapon and Armor Proficiencies
Debt Enforcers are proficient with all simple and martial weapons and Whips. Debt Enforcers are proficient with all types of
armor (heavy, light, and medium) and shields (except tower shields).

Replaces Mount

Indebted Martyr: At 3 level you gain the Squire Feat and are treated as having all the teamwork feats your cohort has. Your
cohort may take teamwork feats in place of other feats as long as they qualify. You do not suffer the normal penalties for when
your cohort dies however if they do die you may pay 10% of your expected wealth per level to immediately get a new cohort.

Replaces Weapon Expertise

Whip Master: At 3rd level, a Debt Enforcer gains an unparalleled expertise with his chosen weapons. At 3rd level, the Debt
Enforcers selects the whip. The Debt Enforcer can draw the selected weapon as a free action as if he had the Quick Draw feat. In
addition, whenever he threatens a critical hit with the selected weapon, he gains a +2 bonus on the confirmation roll. Finally,
his Debt Enforcers levels count as fighter levels and stack.

Replaces Mounted Archer
Dirty Deeds: At 4t level your cohort gains the Ally Shield and the Wild Flanking Feats.

Alters Banner

Sigil of the Orzhov: At 5th level, a Debt Enforcers’s banner becomes a symbol of power to his allies and companions. As long as
the Debt Enforcers’s banner is clearly visible, all allies within 60 feet receive a +2 morale bonus on saving throws against fear
and a +1 morale bonus on attack roll and damage rolls made as part of a flank. At 10th level, and every five levels thereafter,
these bonuses increase by +1. The banner must be at least Small or larger and must be carried or displayed by the samurai or
his cohort to function.
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Arm of Alms (Monk)
An Arm of Alms must take a Vow of Poverty...for others

Replacing Still Mind

Kiss the ring: At level 2, if the Monk possess at least 10 rings, with no more than 2 of them being enchanted. The monk may
treat them as Brass Knuckles except doing the monks Unarmed strike damage. The monk may also get this set of 10 rings
enchanted as though they were a set of Masterwork Brass knuckles. This enchantment counts towards your Vow of Poverty ...
for others and does not interfere with any other enchantment on the rings. The enchantment persists as long as no more than 4
of the rings are replaced in a single day or separated by a mile for 72 hours.

Replacing Style Strikes

Time is Money and Money is Power: Orzhov monks have long lived by the saying Time is Money and Money is Power so all
actions they take must be worth the investment. This has granted them a unique set of monk powers at their disposal. You may
only use one Alms Power as a free action, and only once per turn. You may not use any other free actions or immediate actions
until your next turn.

At 5t level and every 3 levels after choose an Alms power

e KiBlast

o  Free: Deal 1 force damage to an enemy within 5 ft.

o  Swift: Deal 1d4 force damage to an enemy within 30 ft

o  Movement: Deal your unarmed strike damage as force damage to all enemies around you or in a 15ft line.
Reflex for half. DC 10+1/2 level+Wis mod.

o  Standard: Deal double your unarmed strike damage as force damage to all enemies in a 15 ft cone or 30 ft
line. Reflex for half. DC: 10+1/2level+wis mod

o  Full: Deal triple your unarmed strike damage as force damage to all enemies in a 30 ft cone or 60 ft line,
Reflex for half. DC: 10+1/2level+wis mod

e Ki Movement

o  Free: Before the start of the next enemies turn you may move 5ft.

o  Swift: Move 10 feet this movement does not prove attacks of opportunity

o Movement: Move your move speed as any form of movement, if you don’t end your turn on the ground
you fall. (Flight is perfect)

o  Standard: Move up to 4 times your movement speed, the first and last distance of your movement speed
does not provoke attacks of opportunity.

o  Full: Move as though you used Dimension Door, and you can choose to make a single attack action where
ever you arrive.

e  KiCounter

o  Free: Until the start of your next turn for every 2 attacks against you by the same opponent, by an opponent
within your reach, deal 1 damage to them.

o Swift: Until the start of your next turn for every attack against you by the same opponent, by an opponent
within your reach, deal 2 damage to them.

o Movement: Until the start of your next turn for every 2 attacks against you by the same opponent deal
your unarmed strike damage to them.

o  Standard: Until the start of your next turn you are treated as though you had the Opportune Parry and
Riposte Class feature and additional attacks of opportunity equal to your wis modifier (stacking with other
additional attacks of opportunity you may have), using Ki as Panache and the first attack against you does
not take ki to Parry.

o Full: Until the start of the next turn you may spend 1 ki point to have an attack rolled against you reflected
back at the attacker, after rolling but before results are revealed. You do not take damage, and their attack
roll is used against their AC, they roll damage normally. If they would crit, roll crit confirmation as normal.
They may not parry or react to their attack unless they could normally. The first use of this ability does not
cost ki.
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e  KiPunch

o  Free: Deal 1 bludgeoning damage to an enemy within reach.

o  Swift: Deal your unarmed strike damage to an enemy within reach.

o Movement: Roll an attack at your Highest BAB, if it hits deal your unarmed strike damage to an enemy
within reach and push them up to your movement speed away. Solid objects or other creatures stop this
movement, they get a save to avoid hazards.

o Standard: Roll an attack at your Highest BAB, if it hits deal Triple your unarmed strike damage, this damage
is multiplied on a crit.

o  Full: Roll two attacks at your Highest BAB against a single target, if it hits deal double your unarmed strike
damage, this damage is multiplied on a crit. The enemy must make a Fort and Will save. If they fail the Fort
save they can’t cast spells or use spell like abilities until the end of their next turn, if they fail the will save
they become fatigued. As the wind is knocked from them and their head battered.

e KiChant

o  Free: Gain a +1 bonus to will saves until the start of your next turn

o Swift: You and Allies within 10 ft have +1 to all saves vs spells until the start of your next turn.

o Movement: Gain the Disruptive Feat until the start of your next turn. If you already have this feat, gain a
feat that has disruptive as a prerequisite until the start of your next turn instead. If you have all those feats
double the bonus granted by disruptive until the start of your next turn.

o  Standard: Spell casters within 30 ft of you have a 20% chance for spell failure until the start of your next
turn.

o  Full: Create a zone of silence equal to your movement speed it lasts a number of rounds equal to your Wis
mod.

e  Ki Debilitation

o Free: Choose an enemy within reach, you and that opponent take a -1 to hit until your next miss. This ability
does not stack for opponents but does stack for you.

o  Swift: Your Combat maneuvers do not provoke attacks of opportunities until the start of your next turn. If
you would do a maneuver that doesn’t prevoke an attack, from a different source, gain a +2 on that
maneuver instead.

o Movement: An enemy with in your movement speed, must make a will save DC 10+1/2 level+Wis Mod. If
they fail they cannot use their movement speed until you do. If they pass they cannot move more than
your movement speed away per turn, this effect also ends when you use your movement speed to move.
(this includes teleporting and similar effects)

o Standard: Roll an attack at your Highest BAB, if it hits do half damage from your unarmed strike. For a
number of rounds equal to your wis Modifier that enemy takes -2 to all rolls.

o  Full: Roll an attack at your Highest BAB against every enemy in your reach, if it hits do half damage from
your unarmed strike. The enemies hit can’t take more than a move action next turn, they are immune to
this ability for the next 24 hours.

e  KiSwift Exchange

Free: Steal 1 coin from an enemy within reach if they have one or more coins on them.

Swift: Attempt a Steal Combat maneuver Check

Movement: Transfer any 3 items from or to, up to two allies within 30 ft of you.

Standard: Attempt a Steal Combat Maneuver Check against a Closely warn Item, the Enemy gets a +10

against this check. This provokes an attack of opportunity, unless performing a steal combat maneuver

would not.

o  Full: Attempt a Steal Combat Maneuver Check to Exchange your shirt for what an enemy within 30 ft is
wearing in a similar location. You must be wearing something to use this ability, the enemy must be within
one size category of you, the ability chooses the most expensive item in both these slots to trade. You are
wearing their item and they are wearing yours.

O O O O
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e  Ki Elemental Mastery

o

o

Free: You do not take damage from a Fire Elementals Burn or other similar abilities until the start of your
next turn.

Swift: your attacks do 1 additional point of an elemental damage of your choice until the start of your next
turn.

Movement: Gain Elemental Resist 10, at level 10 this increases to Elemental Resist 20 for a number of turns
equal to your wis modifier.

Standard: Your attacks gain the Corrosive, Flaming, Frost or Shock enchantment for a number of rounds
equal to your wis modifier. This becomes the Burst Enchantent of the same type at level 10.

Full: Make a flurry of blows your damage is dealt as either fire, acid, cold or electricity damage.

e  Ki Weather Mastery

@)
@)
@)

Free: Strong and above winds do not incur a fly penalty until the start of your next turn.

Swift: You incur no penalties related to weather until the start of your next turn.

Movement: Move up to 15 ft and you and your allies incur no penalties related to weather, they
may still have to make Checks or be blown away.

Standard: You may call down a bolt of lightning as per the spell Call lightning

Full: Change the wind in an area equal to your movement speed, to whatever you choose. This
lasts a number of turns equal to your wis modifier. Increase the Check and blown away size to
the flowing. You are not affected by this wind

Light: Diminutive — Fine

Moderate: Tiny - Diminutive

Strong: Small - Tiny

Severe: Medium - Small

Windstorm: Large - Medium

e KiDefense

@)
@)
O

Free: Treat your AC as 1 higher for the purpose of determining if an enemy crits against you.
Swift: Get +1 to AC until the start of your next turn

Movement: gain a +2 shield bonus to AC until the start of your next turn, this bonus increases by
2 for every 3 levels after level 5.

Standard: Become intangible until the end of your next turn.

Full: Make a Furry of Blows, without one attack at your lowest base attack bones, for every
attack that hits roll damage normally, and get a +2 to AC until and a +0.5 on saves until the start
of your next turn.

Vow of Poverty... for others

Restriction: The Monk after taking this Vow cannot willing depict themselves as poor or without means. They must also
use their personal wealth to cover themselves in finery. By level 2 they must be spending 30% of their wealth per level on
fine clothing, jewelry, tattoos and perfumes. (so 300gp at level 2) At least half of this amount must be spent on rings.
Enchanted or alchemical items of the above listed items add their value to the cost. Enchanted pieces still much be made
of valuable materials (usually metals, but some rare hides or furs may suffice or contain gems.) Often forcing the monk to
find or have unique pieces made.

Benefit: A monk with this vow increases their ki pool by 1 ki point for every monk level they posses
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Basilica Mercy Giver (Cleric)
Altering Weapon Proficiency
A Basilica Mercy Giver adds proficiency with one handed firearms to their list of weapon proficiency.

Starts with a pistol, her starting weapon is battered, and only she knows how to use it properly. All other creatures
treat her gun as if it had the broken condition. If the weapon already has the broken condition, it does not work at
all for anyone else trying to use it. This starting weapon can only be sold for scrap (it’s worth 4d10 gp when sold).
The Basillica Mercy Giver also gains Gunsmithing as a bonus feat.

Grit: gain grit as per the gunslinger ability.

Replacing channel energy.
Deeds: Gain a deed from the gunslingers list of deeds at 1st level and and every 2 levels after. With your cleric level acting as
your gunslinger level.

You may deliver touch spells through your gun as long as you are within half of the guns touch AC target range.

Put them Down: At first level if the target of your attack is suffering from a status condition that imposes a penalty. Gain a +1 to
damage on attacks vs this target. This increases by 1 at 4th level and every 3 levels after.

Orzhovian Gouger (Bloatmage)
Insider Trading: at 2nd level you continue to learn spells as though you were still one of your existing arcane classes.
Passive Income: At 5th level your levels in Bloatmage stack for determining the powers of your Arcane schools and Bloodlines.

Feast: at 6th level you may consume food equal to 50gp per HD to regain one blood point. This feast takes 1d4 hours to
complete.

Interest Due: At 9th level you pay spend 1 blood point to create a 30 ft aura for 3 rounds where creatures who cast spells in this
aura take damage equal to your blood surge after they complete the casting of the spell. You heal equal to the amount of
damage they take and can gain temporary hit points equal to your hit points from this ability. These temporary hit points stack
and last 1 hour.
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lzzet Archetype

Niv Idolist (Inquisitor) (Vashino)

The Niv Idolist gains access to the following inquisitions. Black powder, Conversion, lllumination, Secrets, Spell killer.

You also qualify for Elven Battle Training, and Elven Battle Style and any feats that list those as prerequisites, even though you
aren’t an elf.

Changing Spells, Inquisitions and Domains.
Niv Idolist’s are Intelligence based casters, they are still divine casters. Any domain or inquisition abilities that reference wisdom
are instead based off intelligence.

Replaces Monster Lore
Niv’s knowledge: A Niv Idolist adds % his inquisitor level to all knowledge checks.

Replaces Cunning Initiative
True Cunning Initiative: at 2" level a Niv Idolist adds their intelligence modifier to all initiative checks in addition to their
dexterity modifier.

Replaces Detect Alignment
Detect Intelligence: at 2" level a Niv Idolist may detect intelligence, at will, in a similar manor to detect strength. (See page 27)

Replaces Track
Identify: at 2@ level a Niv Idolist adds half their level to appraise checks and are considered to have the Skill Unlock for it, and
may use the appraise skill in place of use magic device.

Replaces Solo Tactics

The City is My Ally: The Izzet guild has built or worked on almost every square inch of the city and your vast knowledge of these
workings gives you advantage over your foes. In most parts of Ravnica you may take a move action to make a knowledge
engineering check, targeting a foe within 30 ft or yourself, with a DC equal to 15+HD to give one of the conditions from the dirty
trick list or 10% concealment on all attacks made by that creature. This lasts one round plus one additional round you beat the
DC by 5. At level 10 you may use this ability as a swift action.

Replacing Teamwork Feats

Niv’s Breath. At 3 level a Niv Idolist may release a 30 ft line of electrical energy that does 1d6 + % INT points of electric damage
as a standard action. Reflex DC 10+1/2 inquisitor+int mod to halve the damage. At 6t" level and every 3 levels after the damage
is increased by 1d6. At 3 level a Niv Idolist may use this 1/day. At 9t level and every 4 levels after the Niv Idolist may use this
one additional time per day.

Replaces True Judgement

Perfect Plan: At 20th level, an inquisitor can call true judgment down upon a foe during combat. Whenever an inquisitor uses
her judgment ability, the inquisitor can invoke true judgment on a foe as a swift action. Once declared, the inquisitor can make
a single melee (or ranged attack, if the foe is within 30 feet) against the target. If the attack hits, it deals damage normally and
the target must make a Fortitude save or die. The DC of this save is equal to 10 + 1/2 the inquisitor’s level + the inquisitor’s
intelligence modifier. Regardless of whether or not the save is made, the target creature is immune to the inquisitor’s true
judgment ability for 24 hours. Once this ability has been used, it cannot be used again for 1d4 rounds.

Dragon’s Maw Gunner (Gunslinger)
As the Firebrand gunslinger archetype but instead of using Wisdom or Charisma they use their Intelligence instead.

Replacing Nimble at levels 6 and 14
Niv’s Fire: at 6t" level your fire burns hotter than most scorching even the most resistant of foes. Enemies Fire resistance is
treated as 5 less for attacks with your gun or bombs. You do 3 times damage against enemies with a fire weakness.

True Dragon Flames: at 14t level your fire cooks even the most resilient foes. Enemies’ fire resistance is treated as being 15 less.
Enemies immune to fire now have fire resistance 15, this is not further reduced, by this ability or the Niv’s fire ability for attacks
with your gun or bombs.
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Probability Blaster (Alchemist)

Replacing Mutagen

Wild Magic Bombs: When the Probability Blaster throws a bomb, he may choose to make it a wild magic bomb by mixing the
ingredients haphazardly without regard for proper technique. When he does this, the bomb deals half its normal damage, but
the Probability Blaster rolls on the primal magic event table to determine its additional effect, using his alchemist level as the
event’s CR. If the effect chosen affects an area, use the bomb’s area rather than the area listed on the table. If it affects a single
target, use the target struck by the bomb; if no creature was struck directly, randomly determine a creature in the area to be
the target.

Replacing Persistent Mutagen
Improved Wild Magic Bombs: At 14th level, when the Probability Blaster throws a wild magic bomb, he may roll twice on the
table and choose which result to use.

Replaces Poison Resistance, Poison Use, Swift Poisoning

Experimental Formula: You may apply meta magic feats to your extracts, if you do you may increase their prepared extract level
as normal or you may make them an experimental formula. For an Experimental Formula You do not increase the spell level
and when the extract is used roll on the Wild magic table with a -5 for each level the spell did not increase by, rolls that would
become 0 or less are treated as 1. All wild magic events that refer to the spells level refer to the spells level + what the level
increase from the meta magic feats would put it at. Only one meta magic feat can have its spell level increased negated in such
a manner. Additional meta magic feats can still be added to an extract but they increase the spell level as normal.

Flask Thrower Perfectionist (Warpriest) (Goblin)
All warpriest spell casting, abilities and DC that are based off wisdom are instead based off Intelligence

Altering Blessings
You only gain access to a single Blessing

Altering Armor Proficiencies
You are only proficient with light and medium armor, and all shields (Excluding tower Shields)

Altering Sacred Weapon Damage

In addition to the damage scaling as normal. The splash damage of the ammo, if it has one, increases as well.
1-4: +1 Damage

5-9: +1d4 Damage

10-14: +1d6 Damage

15-19: +1d8 Damage

20: +1d10 Damage

Replacing the Bonus Feat at 9" level.
Flask Furry: At 8 level you may reload the flask thrower as a free action.
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Gulgari Archetypes

Ochran Assassin (Rouge/Ninja)

This class gains all abilities from the unchained rogue and the ninja classes but only gains either 1 rogue talent or 1 ninja trick at
the appropriate level. It uses the unchained rogues BAB, Saves, Hit Dice, Skill Ranks, Class Skills, weapon and armor
proficiencies and eithers favored class bonus.

Altering Weapon Proficiencies
The Ochran Assasssin is proficient in all weapons normally available to unchained rogues, in addition to the shortbow, but loses
proficiency in the hand cross bow.

Replacing Trapfinding
Masters of the Undercity: The Ochran Assassin gains 15 ft of dark vision. If they already have dark vision, they gain an
additional 15 ft of dark vision.

Altering Finesse Training

It Takes all Kinds: They gain 3 options at level 1, once this option is selected it can’t be changed.

They can gain Finesse Training as normal.

They can gain Power Attack at level 1 and at levels 3, 11, and 19 choose a melee weapon not previously chosen to gain +2
damage with or a melee weapon previously chosen to gain +1 damage with.

They can use STR instead of DEX to hit with thrown weapons and at levels 3, 11, and 19 choose a weapon to gain a 10 ft range
increment increase. This stacks with all other increases they could gain.

Replacing the level 2 rogue talent
Explosive Vegetation: An Ochran Assassin can cast entangle by spending 1 ki point. With DC equal to 11+CHA mod. At level 6 by
spending an additional ki point the DC becomes 11+Cha mod+ Levels of Ochran Assassin.

Replacing Dangersense
Perfectly Placed Poisons: If the Ochran Assassin is using a poisoned weapon and would hit an enemy, the DC of the poison is
increased by the amount their hit was over the targets AC.

Replacing Lightsteps

Masters of their Domain: Starting at 6th level, an Ochran Assassin may move through any sort of undergrowth (such as natural
thorns, briars, overgrown areas, and similar terrain) at her normal speed and without taking damage or suffering any other
impairment. Thorns, briars, and overgrown areas that have been magically manipulated to impede motion, may still affect her
if the caster level is greater than her level. Her own magically manipulated areas of plant growth never affect her.

Altering Debilitating Injury
Hampered gains the additional properties: choose one save the target gets a -1 to it, at 10" and 16 level these penalties
increase by -1.

Replacing the level 10 rogue talent

True Death: anyone slain by an Ochran Assassin becomes more difficult to bring back from the dead. Spellcasters attempting to
bring a creature back from the dead using raise dead or similar magic must make a caster level check with a DC equal to 15 +
the Ochran Assassin’s level or the spell fails and the material component is wasted. Casting remove curse the round before
attempting to bring the creature back from the dead reduces the DC to 5+ the Ochran Assassin’s level. The DC of the remove
curse is 10 + the Ochran Assassin’s level.
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Additional rogue talents

An Orchan Assassin has access to the following rouge talents

Die alone: By spending 1 ki point the Ochran Assassin may make an area of magical darkness with a radius of 10ft in a location
within 30 ft of them, with a cl equal to their level-2. This effect lasts for 1 round per level and the Ochran Assassin is not
affected by the darkness. Must be level 6 before taking.

Aggressive vines: When an Ochran Assassin attacks a creatures entangled they gain the benefits of sneak attack.

Getting Stiff: When making an sneak attack an Ochran Assassin may reduce the target’s base land speed to 5 feet for a number
of rounds equal to your Charisma modifier unless it makes a Fortitude saving throw (DC 10 + 1/2 your character level + your
charisma modifier).

To Stone: When you make attack against a foe whose speed is reduced If the attack hits, you deal damage normally and the
target is staggered until the end of your next turn unless it makes a Fortitude saving throw (DC 10 + 1/2 your character level +
your cha modifier). This feat has no effect on targets that are staggered. Must be level 8 before taking this talent.

Statue Breaking: Whenever you use the full-attack action, you can make two additional strikes at your highest base attack
bonus. These bonus attacks must be made against a dazed, flat-footed, paralyzed, staggered, stunned, or unconscious foe.
Must be 12th level before taking this advanced talent.

Perfected Death: A creature killed by an Ochran Assassin may not be brought back from the dead, and their soul is destroyed.
This is an Advanced Rogue Talent.

Deadbridge Acolyte (Druid)
As Per the Fungal Pilgrim Architype except

Alters Natures Bond
They must s