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Dilettante
a new BaSe claSS for the Pathfinder rolePlayinG Game

Hit Dice: d8.

Role:
Yes, the dilettante is designed for you to multiclass 
into and out of. Some characters will only need to take 
a level or two in this class but others will stick it out 
for the long term. If a character does decide that they 
want to be a professional dilettante they will have a lot 
of class features to track.

Alignment: any

Starting Wealth: 5d6 x 10 GP
(average 175 gp.) In addition, each character begins 
play with an outfit worth 10 gp or less.

Class Skills
The dilettante treats all skills as class skills.
Skill Ranks per Level: 4 + Int modifier.

Class Features:
The following are the class features of the dilettante.

Weapon and Armor 
Proficiency:

The dilettante is proficient with all 
simple and martial weapons and 
with all armor (heavy, light, and 
medium) and shields (including 

tower shields).

(Sung to the tune of “If You Are Happy And You Know It”)
“If you get distracted and you know it play this class!

If you multiclass and you know it play this class!!
If you get bored with one class and you really want to show it, play this class!”



2

Amateur (Ex):
At each level, a dilettante gains one 1st level class 
feature of a base class of their choosing. This excludes 
spellcasting abilities. This does not grant them any 
other aspect of the class (HD, skill points, class 
skills, spell lists, spells per day, etc). The dilettante 
does not inherit any of the codes of conducts of this 
class and may ignore any alignment restrictions for 
entry (as they are not actually taking a level in the 
class). For the purpose of class features gained in this 
fashion, they always count as a 1st level member of 
that class. A given class may be selected more than 
once, but each time it applies to a new class feature. A 
class’s proficiency may be selected as a “class feature” 
(including interactions between arcane spellcasting 
and armor). Class features with the same name or 
effect do not stack, even when they normally would 
(such as sneak attack damage dice).

SideBar: BaSe 
claSSeS
Please note that this 
specifies that the 
dilettante gains a class 
feature from a “base 
class”. This excludes 
alternate classes, 
archetypes, prestige 
classes (until 5th 
level), etc.

Table 1-1: The Dilettante
Level Base Attack 

Bonus
Fort 
Save

Ref 
Save

Will 
Save

Special

1st +0 +0 +0 +0 Amateur, build

2nd +1 +0 +0 +0 Amateur, saves

3rd +2 +1 +1 +1 Amateur

4th +3 +1 +1 +1 Amateur, rookie

5th +3 +1 +1 +1 Amateur, prestigious 

6th +4 +2 +2 +2 Amateur

7th +5 +2 +2 +2 Amateur

8th +6/+1 +2 +2 +2 Amateur

9th +6/+1 +3 +3 +3 Amateur, prestigious 

10th +7/+2 +3 +3 +3 Amateur, eternal student

11th +8/+3 +3 +3 +3 Amateur

12th +9/+4 +4 +4 +4 Amateur

13th +9/+4 +4 +4 +4 Amateur, prestigious 

14th +10/+5 +4 +4 +4 Amateur

15th +11/+6/+1 +5 +5 +5 Amateur, cross-training

16th +12/+7/+2 +5 +5 +5 Amateur

17th +12/+7/+2 +5 +5 +5 Amateur, prestigious 

18th +13/+8/+3 +6 +6 +6 Amateur

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

20th +15/+10/+5 +6 +6 +6 Amateur, master amateur
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Build:
At 1st level, the dilettante selected one benefit that 
alters the way in which this class functions for 
them. Once this choice has been made, it cannot be 
changed.
• Warrior: Treat the dilettante class as though it 

had the BAB progression of a fighter (+20 at 20th 
level) and d10 hit dice.

• Magic-User: When a new dilettante level is 
gained, they gain new spells per day as if he 
had also gained a level in the class they selected 
for their 1st level amatur class feature. He does 
not, however, gain other benefits a character of 
that class would have gained (including things 
like bloodlines, domains, arcane schools, or 
even the bonus spells associated with those). 
This essentially means that he adds the level of 
dilettante to the level of whatever other arcane 
spellcasting class and divine spellcasting class 
the character has, then determines spells per day, 

spells known, and caster level. If the 
class they have selected has access 
to 0th level spells, the dilettante 
gains this ability as well. A magic 

user casting in this fashion 
cannot cast beyond 6th level 

spells. Unlike a normal 
caster, a dilettante with 
the magic user-build 
does not gain bonus 
spells per day for having 
high ability scores.

Saves:
At 2nd level, select one of the following options. Once 
this choice has been made, it cannot be changed:
• Supernatural Saves (Su): The dilettante gains a 

bonus on all Saving Throws equal to the bonus 
(if any) of one mental ability score (Charisma, 
Intelligence, or Wisdom) of his choosing to a 
maximum of +1/4th their level (minimum +1). 
The dilettante cannot add a given ability score to 
a save more than once. Once this choice has been 
made, it cannot change.

• Acrobatic Saves (Ex): Treat the dilettante class 
as though it had the Reflex save progression of a 
rogue (+12 at 20th level). In addition the dilettante 
gains the evasion class feature of the rogue at 2nd 
level, the uncanny dodge class feature of the rogue 
at 4th level, the improved uncanny dodge class 
feature of the rogue at 8th level, and the improved 
evasion class feature of the monk at 9th level.

• Trained Saves (Ex): Select 2 saves. The dilettante 
treats those saves as if they had the monk’s save 
progression on them (being +12 at 20th level).

Rookie:
At 4th level, the dilettante can select 2nd level class 
features with the amature class feature that you have 
taken at least one 1st level class feature from.

Prestigious:
At 5th level, the amateur class feature extends to a 
single prestige class of the dilettante’s choice. Within 
the context of the amateur class feature they can, 
however, only bypass feat requirements. A skill 
requirement for a prestige class, within this context, 
can be bypassed so long as they have a number of 
dilettante levels equal to the number of ranks in that 
skill required. (A 5th level dilettante could bypass a 
class that requires 5 ranks in Stealth for example). Use 
the highest skill rank requirement to determine this.

At 9th level and every 4 levels thereafter they may add 
another prestige class to the list the dilettante can take 
class features from with amature.
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Eternal Student:
At 10th level, for the purposes of the amature class 
feature the dilettante’s effective character is equal to 
1/4th their total character level.

Cross-Training:
Starting at 15th level if a class feature gained from the 
amature class feature has a component based on an 
ability score, the dilettante can cause that ability to be 
based on another ability score. Only physical ability 
scores (Strength, Dexterity, Constitution) can replace 
physical ability scores and only mental ability scores 
(Intelligence, Wisdom, Charisma) can replace mental 
ability scores. A dilettante selects what ability scores 
are associated with what class features at the start of 
each day.

examPleS:
If a dilettante had smite evil from a paladin they 
normally add their Charisma modifier to their attack 
roll. Using this ability they can chose to have it add 
their Intelligence modifier instead. If a dilettante 
had rage from a barbarian they normally use their 
Constitution modifier to determine how many rounds 
per day they can rage for. Using this ability they could 
chose to have it be based on their Dexterity modifier.

Master Amature:
At 20th level, for the purposes of the amature class 
feature the dilettante’s effective character is equal to 
their 1/2 dilettante level.

SideBar: how to run a dilettante
A dilettante can be a very powerful character 
depending on what the GM allows it access to. We 
can not possibly future-proof every combination of 
class features possible in the game so we strongly 
recommend that the dilettante’s player check with the 
GM when considering what class features to select 
from other classes. This class can also require a bit of 
book keeping (particularly the spellcaster build) so be 
ready for that.
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The following text is the property of Wizards of the Coast, Inc. and is Copyright 
2000 Wizards of the Coast, Inc (“Wizards”). All Rights Reserved.

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

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

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

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

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

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

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

The owner of any Product Identity used in Open Game Content shall retain all 
rights, title and interest in and to that Product Identity.

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

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

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

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

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

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

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

15. COPYRIGHT NOTICE
• Open Game License v 1.0a, © 2000, Wizards of the Coast, Inc.; .
• Advanced Player’s Guide, © 2010, Paizo Publishing, LLC; Author: Jason 

Bulmahn.
• Pathfinder RPG Core Rulebook, © 2009, Paizo Publishing, LLC; Author: 

Jason Bulmahn, based on material by Jonathan Tweet, Monte Cook, and 
Skip Williams.

• Dilettante © 2018, Little Red Goblin Games LLC; Author: Scott 
Gladstein, Ian Sisson

Product identity
Little Red Goblin Games LLC company names and logo; backgrounds as 
well as all trade dress and graphic design elements are all reserved as product 
identity. The illustrations of this book are owned by Little Red Goblin Games 
LLC or in the Public Domain.

oPen content
All content not reserved above as product identity (including mechanics and 
proper names) book are Open Game Content as described in Section 1(d) of 
the Pathfinder Compatibility License.

oPen Game licenSe
verSion 1.0a


