


Animal Mas1c ltem Slots 
The vast diversity among species of familiars and animal companions often makes it difficult to determine what kinds of magic items are 

suitable for certain creatures to wear. While wearable wondrous items typically resize themselves to fit a creature trying to wear them, the 

situation becomes a little more complicated if the creature simply lacks the requisite appendage or body part. 

The following table presents all of the animal companions and familiars available to characters, divided into general categories that 

loosely define their body type as well as which magic item slots are available to them. Available slots followed by either "(saddle)" or 

"(horseshoes)" denote that creatures of that body type can only wear magic items in the appropriate slots as long as they are either saddles or 

horseshoes, respectively (for instance, a hoofed quadruped can wear a saddle ef the sky-river, but not a belt of dwarvenkind). 
Creature body types marked with an asterisk(*) are able to grasp and carry one object at a time in their paws, claws, or hands, including 

weapons, rods, wands, and staves, though they may not be able to use such items effectively (GM's discretion) and take penalties for 

nonproficiency as usual. 

Specific animals may be able to wear different types of items as specified in their original monster entry. A complete list of familiars 

and their sources can be found on page 10, while details on animal companions can be found in the books indicated by their superscript 

citations below (animal companions without citations can be found in the Paffifinder RPG Core Rulebook and those marked with two asterisks 

[**] can be found in this book). 

If you are using animal companions or familiars from another source, you can use the information in this table as a guideline for 

those creatures. Additionally, GMs may use this table as a guide to determine what kinds of magical gear non-humanoid monsters 

can wear and use. Note that the rules in this section are merely suggestions, and ultimately it is up to the GM to decide what kinds of 

animals can use particular types of magic items. 

Body Type Available Slots Animal Companions Familiars 

Avian* Armor, belt, chest, eyes, Axe beak'', dimorphodonAP37, dinosaur (pteranodon)6', dire Bat, dodo, hawk, osprey, owl, parrot, 

headband, neck, ring, bat'', eagle, giant vulture'', hawk, owl, quetzalcoatlusAP37, roe'' raven, rhamphorhynchus, snail kite, 

wrist thrush, toucan 

Biped Armor, belt, chest, eyes, Dinosaur (allosaurus'', deinonychus, iguanodon63, Dinosaur (compsognathus) 

(claws/paws)* headband, neck, ring, pachycephalosaurus63, parasaurolophus6', spinosaurus63, 

shou Ide rs, wrist tyrannosaurus"', velociraptor), kangaroo"' 

Biped (hands)* All item slots Ape, baboon"' Monkey 

Piscine Belt, chest (saddle), eyes Dinosaur (tylosaurus"'), dolphin''. manta ray"', orca6', shark, Seal 

stingray'', walrus** 

Quadruped Armor, belt (saddle), Badger, bear, cheetah, dire rat'', dog, giant weaselAP'', goblin Cat, donkey rat, flying squirrel, fox, 

(claws/paws) chest, eyes, headband, dog"', hyena'', leopard, lion, panda**, thylacine63, tiger, wolf, hedgehog, mongoose, otter, platypus, 

neck, shoulders, wrist wolverine raccoon, rat, skunk, squirrel, weasel 

Quadruped/ Armor, belt (saddle), Camel, dinosaur (triceratops''), elephant"'. giant antuM, 

Hexapod (feet) chest, eyes, headband, giant mantisuM, giant waspuM, hippopotamus"', mammoth"', 

neck, shoulders, wrist mastodon'', megafauna (arsinoitherium6', baluchitherium63, 

megatheri um"'), rhinoceros'' 

Quadruped Armor, belt (saddle), chest, Antelope'', aurochs8', bison'', boar, buffalo"'. elk63, horse, Goat, pig 

(hooves) eyes, feet (horseshoes), llama**, megafauna (megaloceros6'), moose**, pony, ram'' 

head, headband, neck, 

shou Ide rs, wrist 

Quadruped Armor, eyes, headband, Dinosaur (elasmosaurus6'), giant frog'', giant snapping Snapping turtle, toad, turtle 

(squat-body) neck, shoulders, wrist turtle'', megafauna (archelon63, glyptodon"') 

Saurian Armor, belt (saddle), chest, Alligator, crocodile, dinosaur (ankylosaurus6', brachiosaurus6', Dwarf caiman, lizard, marine iguana 

eyes, headband, neck dimetrodon6', stegosaurus''), giant chameleon'', giant 

gecko63, megafauna (megalania63), monitor lizard'' 

Serpentine Belt, eyes, headband Constrictor snake, electric eel'', gar6', giant leechuM, giant Sea krait, viper 

moray eel'', giant sluguM, megafauna (basilosaurus63) 

Verminous Belt, eyes Giant beetleuM, giant centipedeuM, giant crabuM, giant Blue-ringed octopus, giant isopod, 

scorpionuM, giant spideruM, octopus"', squid"' greensting scorpion, house 

centipede, king crab 
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FOR YOUR CHARACTER 
In every Pathfinder Player Companion you'll find something for your character. This book includes the following. 

FOCUS 
CHARACTERS 
This Pathfinder Player Companion 

highlights options that are specific 

to characters of the following classes, 

as well as elements that can apply to 

other characters. 

CAVAUERS 
A cavalier is rarely seen without his 

mount, and this book allows a bold 

knight to make his steed even more 

formidable with new tricks (page 8), 

equipment (page 12), magic items 

(page 26), and more. 

0RU10S 
In addition to new spells focusing 

on animals (page 24), new animal 

companions to choose from (page 

28), new magic items (page 26), and 

new equipment (page 12) for their 

companions, druids also get an array 

of new animal tricks (page 8) to make 

their animals even more useful in a 

variety of situations. 

RANGERS 
Rangers get all the same benefits 

from this book as druids, though 

since they're less focused on casting 

spells, the new tricks and archetypes 

are even more important for them. 

SORCERERS 
Like wizards, sorcerers with the 

arcane bloodline have the option of 

taking a familiar, which means that 

everything in this book that caters to 

wizards applies to sorcerers as well. 

W1ZAROS 
The complete list of available 

familiars (page 10) that's provided 

here, which includes several brand

new ones, makes choosing your 

familiar a snap. In addition, spells 

(page 24), archetypes (page 20), and 

magic items (page 26) to make those 

familiars even more robust and 

useful mean wizards will find a lot to 

love in these pages. 

FOR EVERY 
CHARACTER 
While classes such as druids, cavaliers, 

and wizards receive their own animal 

companions, mounts, or familiars 

as class features, most classes are 

designed to be solo adventurers. This 

book contains numerous options for 

characters that typically don't benefit 

from bestial allies, no matter their 

background or class. 

New PC archetypes for barbarians 

and rogues (pages 6-7) grant 

these characters the aid of special 

animal partners that can make 

such characters into dastardly con 

artists or brutal war hounds. 

PCs need not always acquire 

their savage companions through 

alternate class abilities, however. 

Pages i4-15 sport extensive lists of 

animals available for purchase from 

both mundane sellers and black 

markets, and members of any class 

can benefit from the purchase of an 

animal, whether it be as discreet as a 

humble porcupine or as ostentatious 

as a dire bear. 

Characters who wish to obtain 

the aid of animals but don't want to 

invest in certain classes or skills may 

benefit from spells (pages 24-25) and 

magic items (pages 26-27), including 

the collar of obedience and the rod of 

animal trainin[J. 

To aid in choosing just what 

animals to purchase or magically 

acquire, details on the preferred 

animals of different races can be 

found on page 5 of this volume. Just 

as every race has certain animals that 

it puts on a pedestal, so too does every 

god have animals associated with his 

or her faith (back inside cover). Make 

sure you know which animal choices 

best fit your character's background! 

n OUESTlONS TO 
V ASKYOURGM 
Aski n g  yo u r  G M  the fol l owi n g  

questions can help you get the most 

out of Path.finder Player Companion: 

Animal Archive. 

0 Does my choice of familiar, 

mount, or animal companion .make 

sense for our campaign? Would one 

particular type of animal be more 

useful than another? 

€} How does the general public view 

my animal? Is it welcome in cities or 

inns? How familiar are people with it? 

€) Do I control my animal directly in 

combat the same way I control my PC, 

or is it treated as an N PC under the 

GM's control? 

RUlES 1NOEX 
This Player Companion presents 

numerous new rules that can be found 

in their respective sections (outlined 

in the Table of Contents on page i). 

In addition, the following short index 

summarizes the various archetypes 

spread throughout this volume. 

Archetypes marked with an asterisk (*) 
are intended for animal companions 

and familiars rather than PCs. 

Archetype Page 

Bodyguard* 20 

Carnivalist 6 

Charger* 20 

Huntmaster 6 

Infiltrator* 20 

Mad Dog 7 

Pilferer* 20 

Racer* 21 

Totem Guide* 21 

Valet* 21 

DID YOU KNOW? 
The only animal companion from a Pathfinder product to have his own 

official account and personalized avatar on the paizo.com messageboards is 

Mordimor Jones, Action Badger, from Bill Ward's Pathfinder Tales stories. 



TAMER�S TOOLBOX 
In addition to the abundance of rules presented in 

this Pathfinder Player Companion, numerous other 

Pathfinder products contain spells, equipment, and 

magic items useful for characters who use animals 

during their adventures. The following index catalogs 

some of the magic items from other Pathfinder books 

that can bolster the powers of animals, familiars, or 

mounts as well as the PCs who partner with such beasts. 

Pathfinder RPG Core Rulebook Page 

Bag of tricks 501 

Cloak of the bat 506 

Cloak of the manta ray 507 

Figurines of wondrous power 513 

Horseshoes of a zephyr 520 

Horseshoes of speed 520 

�ef�H� � 
Ring of animal friendship 478 

Rod of the python 488 

Staff of the woodlands 496 

Trident of fish command 477 

Pathfinder RPG Ultimate Equipment Page 

Beast-bond brand 282 

Beaststrike club 150 

Cautionary creance 287 

Cloak of the scuttling rat 265 

Collar of the true companion 257 

Helm of the mammoth lord 244 

Horseshoes of crushing blows 231 

Horseshoes of glory 231 

Horseshoes of mist 232 

Hosteling (armor special ability) 119 

Howling helm 244 

Hunter's cloak 266 

Nightmare horseshoes 232 

Ring of sacred mistletoe 173 

Serpent belt 213 

Serpent's band 252 

Stone horse 320 

Stone of alliance 321 

Suzerain scepter 186 

Pathfinder Campaign Setting: Seekers of Secrets Page 

Horseshoes of great burden 55 

Turquoise sphere ioun stone 45 

Pathfinder Player Companion: People of the North Page 

Mammoth lance 29 

Pelt of primal power 29 

Pathfinder Player Companion: 

Knights of the Inner Sea 

Bridle of tricks 

War saddle 

Page 

30 

31 
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Animals are central to any civilization. Without beasts 

of burden to till the fields, agriculture becomes far more 

difficult. Without swift mounts to carry people from 

place to place, the average person has little idea of what 

lies beyond the horizon. Dogs guard and herd, cats keep 

vermin out of food stores, and swift-winged birds carry 

messages between towns. 

Yet animals are more than just useful tools-they 

can also be valued friends and steadfast companions. 

Many cultures keep animals like cats, dogs, ferrets, or 

pigs as pets, or even revere them as sacred to the gods. 

The connections people make with animals transcend 

their utility, and many "masters" see their creatures not 

as slaves or servants, but as friends-friends that, with 

proper character class abilities or training from Handle 

Animal checks, can be helpful companions to individuals 

of any adventuring class. 

Player characters can acquire animal friends to assist 

them in their adventures in numerous ways. The simplest 

way is to choose to play a character class that revolves 

around the kind of animal that inspires you. Looking for 

a powerful animal companion that follows you through 

thick and thin, performs tricks, and guards your back in 

a fight? Then you'll want to choose the druid or ranger 

class, as both have the nature bond class feature, which 

allows them to select animal companions. Or you might 

choose to be a cavalier, automatically acquiring a mount 

to carry you into battle, or a paladin whose divine bond 

with your god takes the form of an intelligent steed that 

aids your fight against evil. 

Animals aren't just for warriors, either. Want a magical 

animal to assist you with your study of magic and deliver 

touch spells? Then play a wizard character or a sorcerer of 

the arcane bloodline and use your arcane bond ability to 

acquire a familiar. Interested in gaining magic directly 

from your familiar? Then play a witch, whose familiar 

is a conduit to your spells and patron. Though not as 

physically powerful as animal companions, familiars are 

easier to take with you into urban areas and often more 

useful as servants or spies. 

Yet class abilities aren't the only way to acquire animal 

friends to aid you during an adventure. No matter your 

character's class, you still have options. For instance, 

though an animal purchased in a market or rescued from 

a trap in a forest may not be as useful as an intelligent 

familiar or a druid's companion, you can still use the 

Handle Animal skill to train it to be a valuable assistant 

or the Ride skill to convince it to carry you fearlessly into 

battle. With Handle Animal, you can teach such an ally 

to attack, defend, fetch, seek, track, or perform a whole 

laundry list of other tricks. With a trained animal, your 

party gains the skills of a fighter, guard, hunter, laborer, 

performer, tracker, or another specialist, all depending 

on which tricks you teach it. And best of all, it works for 

love and food-so there are never any squabbles about 

how to split the treasure! 



RAClAL ANlMALS 
Every race has certain animals it prefers above others. 

Though not intended to be comprehensive, each of the 

following sections has some suggestions for favored beasts. 

DwARVES 
Dwarves value strong, tireless, independent animals 

helpful to their work. The animals do not have to be 

aesthetically pleasing, as dwarves care less about physical 

beauty than performance and results. They favor animals 

with a strong sense of loyalty, as well as those having 

strong backs or fierce protective instincts. Few dwarves 

ever bond with birds, as their race has inherent distrust for 

the sky and its creatures. Most favor "sensible" burrowing 

creatures, with a preference for furred creatures, and 

often keep badgers, rats, and weasels as pets. 

Animal Companions: Armadillos, badgers, bears, boars, 

cats (lions), dogs, giant beetles, giant centipedes, wolves 

Battle Animals: Bears, boars, lions, wolves, and their 

dire variants 

Familiars: Bats, cats, donkey rats, goats, hedgehogs, rats, 

toads, weasels 

Mounts: Camels, donkeys, giant frilled lizards, giant 

geckos, horses, mules 

ELVES 
Elves value both beauty and utility. They believe stealthy, 

perceptive creatures like sleek cats and predatory birds 

make the best companions. Elven spellcasters favor elegant 

birds, cats, and occasionally snakes for their familiars. 

Aquatic elves befriend sharks, dolphins, and octopuses. 

Animal Companions: Cats (cheetahs, leopards, lions, 

tigers), octopuses, areas, raptors (eagles, hawks, owls), 
snakes (vipers), wolves 

Battle Animals: Cats (cheetahs, leopards, lions, tigers), 
dogs, elk, giant eagles, rams, wolves 

Familiars: Cats, monkeys, octopuses, owls, parrots, 

raptors (hawks, ospreys, owls), ravens, snakes (constrictors, 

vipers), spiders, squirrels 

Mounts: Dolphins, giant bats, giant eagles, horses 

GNOMES 
Gnomes value creatures for their individuality, finding 

each one interesting in its own right. They know how to 

bring out the fun-loving nature of even the most stoic 

creatures, and are always on the lookout for strange and 

unusual animals. Gnomes are more likely than the other 

races to treat their pets like people, and might insist on 

soliciting their opinions (to the consternation of their 

party members). They may keep virtually any type of 

animal as a "pet"-even those they can barely control. It's 

not uncommon to find a gnome with a donkey rat, drain 

spider, firefoot fennec, monkey, or even stranger pet. 

Animal Companions: Apes, badgers, crocodiles, bears, 

cats (lions, tigers), dinosaurs (deinonychuses, velociraptors), 
dogs, sharks, snakes (constrictors, vipers), wolves 

Battle Animals: Dire badgers, dire boars, dire crocodiles, 

dire wolverines, dogs, wolves 

Familiars: Armadillos, bats, cats, centipedes, crabs, 

donkey rats, firefoot fennecs, foxes, giant isopods, goats, 

hedgehogs, lizards, monkeys, pigs, platypuses, ravens, 

skunks, squirrels, toads, toucans, vipers, weasels 

Mounts: Boars, dire badgers, dire weasels, dogs (riding), 
giant eagles, giant geckos, monitor lizards, war ponies, wolves 

HALFUNGS 
City-based halflings value small, stealthy animal 

companions and familiars that can easily sneak through a 

city, gather information, or fend for themselves. Wildlands 

halflings often befriend creatures of a much larger size, 

letting the animals double as mounts and protectors. 

Halfling pets tend to be small, clever creatures like cats, 

mongooses, rats, ravens, and weasels. 

Animal Companions: Badgers, cats (cheetahs, leopards), 
dogs, giant frogs, ponies, wolves 

Battle Animals: Dogs, cats (lions, tigers), monitor 

lizards, wolves 

Familiars: Bats, cats, centipedes, goats, hedgehogs, 

lizards, mongooses, pigs, rats, ravens, scarlet spiders, 

scorpions, snakes (vipers), squirrels, toads, turtles, weasels 

Mounts: Boars, monitor lizards, riding dogs, war ponies 

HUMANS 
Humans are eclectic m what they value in animal 

companions and familiars, but dogs, cats, and rats rank 

high on their list of preferred pets. Seafaring humans favor 

animals that are capable of living on a ship or keeping 

pace with one in the water. 

Animal Companions: Apes, bears, birds (eagles, hawks, 

owls), cats (cheetahs, leopards, lions, tigers), crocodiles, 

dogs, horses, ponies, snakes (constrictors, vipers), wolves 

Battle Animals: Apes, bears, dogs, elephants, lions, 

mammoths, wolves, and their dire variants 

Familiars: Bats, birds (hawks, owls, parrots, ravens), cats, 

foxes, monkeys, rats, snakes (constrictors), toads, turtles 

Mounts: Camels, donkeys, horses, mules 

0RCS AND HALF-0RCS 
Ores prefer tough, powerful animal companions-fierce 

creatures capable of ripping apart opponents with teeth, 

claws, or tusks-and often use megafauna as living siege 

engines, sometimes permanently affixing crude armor to 

their skins. Their familiars tend to be crafty, dangerous, 

or not worth killing, such as scorpions, vipers, or carrion 

crows. Half-ores are much broader in their choices, and 

often befriend those unloved creatures that live on the 

edges of society, such as rats, bats, vermin, feral dogs and 

cats, and ravens. 

Animal Companions: Bears, crocodiles, snakes, wolves 

Battle Animals: Dinosaurs, dire animals, megafauna 

(elephants, mammoths, rhinoceroses, smilodons) 
Familiars: Bats, rats, ravens, scorpions, snakes 

Mounts: Boars, camels, horses, monitor lizards, wolves 
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PC ARCHETYPES 
Some classes gain familiars or animal companions within the standard rules, and any class can purchase an animal that 

is already trained or use the Handle Animal skill to train it for use in adventuring. This section introduces several new 

archetypes whose class abilities are focused on the acquisition, training, and cooperative use of familiars and animal 

companions in the context of classes that do not normally use animal allies in such a robust way. 

CARN1VAUST (ROGUE ARCHETYPE) 
Carnivalists train their miniature minions to perform 

acts of larceny and often hide their true talents behind 

theatrical sideshows. 

Class Skills: A carnivalist gains Handle Animal as a 

class skill. 

Familiar: At ist level, a carnivalist gains a familiar 

as a wizard of equal level. Levels in a class that grants a 

familiar stack with carnivalist levels for determining the 

familiar's abilities. 

Pet Performance (Ex): A carnivalist gains use of several 

bardic performances, making Handle Animal checks in 

place of any Perform checks. At 2nd level, she gains the 

distraction bardic performance. At 4th level, she gains 

the fascinate bardic performance. At 6th level, she also 

gains use of the following performance. 

Trained Le9erdemain (Ex): At 6th level, a carnivalist 

can command a familiar or pet within 30 feet to make 

a Disable Device or Sleight of Hand check as if trained 

in the skill, using its own skill ranks (if any), Dexterity 

modifier, and equipment, with a competence bonus equal 

to i/2 her rogue level. The check requires the normal 

amount of time to complete and the DC increases by 5. 

The carnivalist must maintain this pet performance each 

round her familiar or pet attempts a Disable Device or 

Sleight of Hand check. 

The pet performance ability otherwise functions 

identically to bardic performance. Levels in a class with 

the distraction or fascinate bardic performances stack with 

carnivalist levels for the purpose of determining bonuses 

granted by these performances. This ability replaces the 

rogue talents gained at 2nd, 4th, and 6th level. 

Sneak Attack (Ex): A carnivalist gains this ability 

starting at 2nd level. The sneak attack damage dealt is 

id6 points at 2nd level, and increases by id6 points every 

4 carnivalist levels thereafter. A carnivalist's familiar can 

also deal sneak attack damage as appropriate to foes as 

long as it is within 30 feet of her (though only Small and 

larger creatures may flank enemies, as usual). 

Animal Trainer (Ex): Starting at 3rd level, a carnivalist 

receives a bonus equal to 1/2 her rogue level whenever 

she uses Handle Animal on a Tiny or Small animal. In 

addition, she can increase the DC by 5 to reduce the time 

needed to teach an animal a new trick or train an animal 

for a general purpose to 1 day for every week normally 

required. She can also train more than one animal at 

once, although each animal after the first adds 2 to the 

DC. This ability replaces trap sense. 

Hu NT MASTER CCAVAUER ARCHETYPE) 
Huntmasters train the beasts favored by lordly castes 

into swift and deadly trackers. 

Class Skills: A huntmaster gains Knowledge (nature), 

Stealth, and Survival as class skills. 

Weapon and Armor Proficiency: A huntmaster is not 

proficient with heavy armor. Huntmasters are proficient 

with all simple and martial weapons, plus the net and whip. 

Bestial Challenge (Ex): Whenever a huntmaster issues 

a challenge, both he and his hunting pack gain the 

bonuses and penalties associated with his challenge. 

This modifies the challenge ability. 

Hunting Pack (Ex): At 1st level, a huntmaster forms 

a close bond with an animal companion. This animal 

companion functions as a druid's animal companion, using 

the cavalier's level as his effective druid level. He can choose 

either a bird or a dog when selecting his animal companion. 

The huntmaster can have more than one animal 

companion, but he must divide up his effective druid 

level between his companions to determine the abilities 

of each companion. Each time a huntmaster's effective 

druid level increases, he must decide how to allocate the 

increase among his animal companions (including the 

option of adding a new 1st-level companion). Once an 

effective druid level is allocated to a particular companion, 

it cannot be redistributed while that companion is in the 

huntmaster's service (he must release a companion or wait 

until a companion dies to allocate its levels to another 

companion). The share spells animal companion ability 

does not give the huntmaster the ability to cast a single 

spell so that it affects all of his animal companions. 

A huntmaster's animal companions gain a bonus on 

Survival checks to follow tracks equal to i/2 the cavalier's 

class level (minimum i). This ability replaces mount. 

Tactician (Ex): A huntmaster's tactician ability affects 

only his hunting pack, not other allies. This modifies the 

tactician, greater tactician, and master tactician abilities. 

Takedown (Ex): At 3rd level, a huntmaster's dog can 

make a free trip or dirty trick (entangled) combat maneuver 

after a successful melee attack. A huntmaster's bird can 

make a free dirty trick (dazzled or deafened) combat 

maneuver after a successful melee attack; if the target is 

already dazzled, the bird can choose dirty trick (blinded) 

instead. These combat maneuvers do not provoke attacks 

of opportunity. This ability replaces cavalier's charge. 

Animal Trainer (Ex): At 4th level, a huntmaster's 

expert trainer ability applies to birds and dogs rather 

than mounts. This modifies the expert trainer ability. 



Swift Tracker (Ex): At 5th level, a huntmaster gains 

the swift tracker ability, as the ranger ability of the same 

name. This ability replaces banner. 

Bonus Feats: At 6th level, a huntmaster and all members 

of his hunting pack gain Step Up as a bonus feat. At 12th 

level, they gain Following StepAPG and at i8th level, they 

gain Step Up and StrikeArc. This ability replaces a cavalier's 

standard bonus feats. 

Pack Attack (Ex): At nth level, whenever a huntmaster 

and any of his hunting pack or multiple animals in his 

hunting pack are adjacent and attack the same target in 

melee, they are treated as flanking. In addition, they can 

flank a creature with improved uncanny dodge if the 

huntmaster has at least 4 more levels than the target. 

This ability replaces mighty charge. 

Quarry (Ex): At i4th level, a huntmaster gains quarry, 

as the ranger ability of the same name. The benefits of 

this ability also apply to his hunting pack. This ability 

replaces greater banner. 

Improved Quarry (Ex): At 20th level, a huntmaster 

gains improved quarry, as the ranger ability of the 

same name. The benefits of this ability also apply to his 

hunting pack. This ability replaces supreme charge. 

MAo Doc CBARBAR1AN A.RcHETYPE) 
Though named for the wild savages who fight alongside 

rabid dogs, mad dogs employ all manner of beasts as 

their battle brethren. 

War Beast (Ex): At ist level, a mad dog gains the service 

of an animal companion, using the barbarian's level as 

her effective druid level. This ability replaces the rage 

powers gained at md, 6th, ioth, i4th, and i8th level. 

Pack Tactics (Ex): At 2nd level, a mad dog and her war 

beast gain a +4 bonus on attack rolls while flanking the 

same opponent (instead of the normal +2 bonus). This 

ability replaces uncanny dodge. 

Rage (Ex): A mad dog gains this ability at 4th level, 

except that her effective barbarian level for the ability is 

equal to her barbarian level - 3. 

Ferocious Fetch (Ex): At 5th level, a mad dog's 

war beast gains Improved DragAPG as a 

bonus feat. As a swift action, a mad 

dog can command her war beast to 

move toward an opponent within 30 feet 

and attempt a drag combat maneuver 

to pull the target back toward the mad 

dog. The war beast can move before and 

after performing the maneuver, but this 

movement counts toward the war beast's 

total movement during its turn. This ability 

replaces improved uncanny dodge. 

Damage Reduction (Ex): At ioth level, 

a mad dog gains damage reduction. At 

i3th level and every 3 barbarian levels 

thereafter, this damage reduction rises 

by 1, to a maximum of DR 4/- at i9tli 

level. A mad dog's war beast gains the same damage 

reduction as the mad dog. 

Throat Cutter (Ex): At 14th level, whenever her war beast 

succeeds at a bull rush, drag, grapple, overrun, or trip combat 

maneuver against an opponent threatened by the mad 

dog, a mad dog can take an attack of opportunity against 

that opponent. This ability replaces indomitable will. 

Rage Powers: The following rage powers complement 

the mad dog archetype: animal fury, beast totemArc, bestial 

leaper0c, primal scent0c, raging leaper, reckless abandonArc, 

scent, sprint0c, swift foot, and terrifying howl. The following 

new rage powers also complement this archetype: 

Ferocious Beast (Ex): While the barbarian is raging, 

her animal companion also gains the benefits of rage 

(including greater rage, mighty rage, and tireless rage), 

though the barbarian must spend i additional round of 

rage per round if her companion begins or ends its turn 

adjacent to her, and 2 additional rounds of rage per round 

if not. 

Ferocious Beast, Greater (Ex): While the barbarian is 

raging, her animal companion shares the benefits of 

the barbarian's rage powers that are constant in effect. 

It gains no benefit from rage powers that require actions 

to activate, even if they are free actions. A barbarian must 

have the ferocious beast rage power and be at least 8th 

level to select this rage power. 
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ANlMAl TRlCKS 
Animal tricks are specific tasks you can teach an animal using the Handle Animal skill. The training process requires a 

week of work and a successful Handle Animal check against a listed DC. Successfully teaching an animal a trick includes 

teaching it some command that indicates it should perform the trick. 

An animal with an Intelligence score of 1 can learn a maximum of three tricks, while an animal with an Intelligence 

score of 2 can learn a maximum of six tricks. The Pathfinder RPG Core Rulebook defines 12 tricks in the Handle Animal 

skill description (attack, come, defend, down, fetch, guard, heel, perform, seek, stay, track, and work) and seven general 

purposes (combat training, fighting, guarding, heavy labor, hunting, performance, and riding) that include various 

combinations of the existing tricks, yet these are not the only tasks animals can be trained to perform. 

NEW AN1MAL TR1CKS 
The following new tricks can be taught to animals by 

training the animal for a week and making a successful 

Handle Animal skill check against the listed DC. 

Aid (DC 20) : The animal can use the aid another action 

to aid a specific ally in combat by attacking a specific foe 

the ally is fighting. You may point to a particular creature 

that you wish the animal to aid, and another that you 

want it make an attack roll against, and it will comply if 

able. The normal creature type restrictions governing the 

attack trick still apply. 

Bombard (DC 20) : A flying animal can deliver 

projectiles on command, attempting to drop a specified 

item that it can carry (often alchemist's fire or some other 

incendiary) on a designated point or opponent, using 

its base attack bonus to determine its attack roll. The 

animal cannot throw the object, and must be able to fly 

directly over the target. 

Break Out (DC 20) : On command, the animal attempts 

to break or gnaw through any bars or bindings restricting 

itself, its handler, or a person indicated by the handler. 

If not effective on its own, this trick can grant the target 

character a +4 circumstance bonus on Escape Artist 

checks. The animal can also take certain basic actions 

like lifting a latch or bringing its master an unattended 

key. Weight and Strength restrictions still apply, and 

pickpocketing a key or picking any sort of lock is still far 

beyond the animal's ability. 

Bury (DC 15): An animal with this trick can be 

instructed to bury an object in its possession. The 

animal normally seeks a secluded place to bury its 

object. An animal with both bury and fetch can be 

\/ instructed to fetch an item it has buried. 

� Deliver (DC 15): The animal takes an object , .A. (one you or an ally gives it, or that it recovers with � the fetch trick) to a place or person you indicate. 

If you indicate a place, the animal drops the item 

and returns to you. If you indicate a person, the animal 

stays adjacent to the person until the item is taken. 

(Retrieving an item from an animal using the deliver 

trick is a move action.) 

Detect (DC 25): The animal is trained to seek out 

the smells of explosives and poisons, unusual noises 

or echoes, air currents, and other common elements 

signifying potential dangers or secret passages. When 

commanded, the animal uses its Perception skill to 

try to pinpoint the source of anything that strikes it as 

unusual about a room or location. Note that because 

the animal is not intelligent, any number of strange 

mechanisms, doors, scents, or unfamiliar objects may 

catch the animal's attention, and it cannot attempt the 

same Perception check more than once in this way. 

Entertain (DC 25): The animal can dance, sing, or 

perform some other impressive and enjoyable trick to 

entertain those around it. At the command of its owner, the 

animal can make a Perform check (or a Charisma check if 



it has no ranks in Perform) to show off its talent. Willing 

onlookers or those who fail an opposed Sense Motive check 

take a -2 penalty on Perception checks to notice anything 

but the animal entertaining them. Tricksters and con 

artists often teach their animals to perform this trick 

while they pickpocket viewers or sneak about unnoticed. 

Exclusive (DC 20) : The animal takes directions only 

from the handler who taught it this trick. If an animal 

has both the exclusive and serve tricks, it takes directions 

only from the handler that taught it the exclusive trick 

and those creatures indicated by the trainer's serve 

command. An animal with the exclusive trick does not 

take trick commands from others even if it is friendly 

or helpful toward them (such as through the result of a 

charm animal spell), though this does not prevent it from 

being controlled by other enchantment spells (such as 

dominate animal), and the animal still otherwise acts as a 

friendly or helpful creature when applicable. 

Flank {DC 20) : You can instruct an animal to attack a 

foe you point to and always attempt to be adjacent to (and 

threatening) that foe. If you or an ally is also threatening 

the foe, the animal attempts to flank the foe, if possible. It 

always takes attacks of opportunity. The animal must know 

the attack trick before it can learn this trick. 

Flee {DC 20) : The animal attempts to run away or hide 

as best it can, returning only when its handler commands 

it to do so. Until such a command is received, the animal 

does its best to track its handler and any creatures with 

him or her, remaining hidden but within range of its 

sight or hearing. This trick is particularly useful for 

thieves and adventurers in that it allows the animal to 

evade capture, then return later to help free its friends. 

Get Help {DC 20): With this trick, a trainer can designate 

a number of creatures up to the animal's Intelligence 

score as "help." When the command is given, the animal 

attempts to find one of those people and bring her back to 

the handler, even if that means journeying a long distance 

to the last place it encountered the target creature. 

Hunt {DC 20) : This trick allows an animal to use its 

natural stalking or foraging instincts to find food and 

return it to the animal's handler. An animal with this 

trick may attempt Survival checks (or Wisdom checks if 

the animal has no ranks in Survival) to provide food for 

others or lead them to water and shelter (as the "get along 

in the wild" use of the Survival skill). An animal with this 

trick may use the aid another action to assist Survival 

checks made by its handler for these purposes. 

Maneuver (DC 20) : The animal is trained to use a 

specific combat maneuver on command. An animal must 

know the attack trick before it can be taught the maneuver 

trick, and it only performs maneuvers against targets it 

would normally attack. This trick can be taught to an 

animal multiple times. Each time it is taught, the animal 

can be commanded to use a different combat maneuver. 

Menace {DC 20) : A menacing animal attempts to keep 

a creature you indicate from moving. It does its best 

to intimidate the target, but only attacks if the target 

attempts to move from its present location or take any 

significant action (particularly a hostile-seeming one). 

As soon as the target stops moving, the animal ceases 

attacking, but continues to menace. 

Serve {DC 15): An animal with this trick willingly takes 

orders from a creature you designate. If the creature you 

tell the animal to serve knows what tricks the animal has, 

it can instruct the animal to perform these tricks using 

your Handle Animal bonus on the check instead of its 

own. The animal treats the designated ally as friendly. 

An animal can unlearn this trick with i week of training. 

This trick can be taught to an animal multiple times. 

Each time it is taught, the animal can serve an additional 

creature you designate. 

Sneak (DC 15): The animal can be ordered to make 

Stealth checks in order to stay hidden and to continue 

using Stealth even when circumstances or its natural 

instincts would normally cause it to abandon secrecy. 

Throw Rider (DC 15): The animal can attempt to fling a 

creature riding it to the ground. Treat this as a trip combat 

maneuver that applies to all creatures riding the animal, 

and that does not provoke attacks of opportunity. An 

animal that knows the throw rider and exclusive tricks can 

be instructed to attempt to automatically throw anyone 

other than its trainer who attempts to ride it. 

Watch (DC 15): The animal can be commanded to 

keep watch over a particular area, such as a campsite, 

and raise an alarm if it notices any sizable or dangerous 

creature entering the area. This trick is often included 

in the Guarding purpose. 

NEW GENERAL PURPOSES 
Rather than teaching an animal individual tricks, you 

can simply train it for a general purpose (Core Rulebook 97). 

Essentially, an animal's purpose represents a preselected 

set of known tricks that fit into a common scheme, such 

as guarding or heavy labor. The animal must meet all 

the normal prerequisites for all tricks included in the 

general purpose package. If the package includes more 

than three tricks, the animal must have an Intelligence 

score of 2 .  

An animal can be  trained for only one general purpose, 

though if the creature is capable of learning additional 

tricks above and beyond those included in its general 

purpose, it may do so with the proper training. Training 

an animal for a general purpose requires only one Handle 

Animal check, but takes a number of weeks equal to the 

number of tricks in the general purpose package. 

Air Support (DC 20) : An animal trained in air support 

knows the attack, bombard, and deliver tricks. 

Burglar (DC 25): An animal trained as a burglar knows 

the come, fetch, maneuver (steal), seek, and sneak tricks. 

You can order it to steal a specific item you point out. 

Liberator (DC 25): An animal trained in liberating 

knows the break out, flee, and get help tricks. 

Servant (DC 20): An animal trained as a servant knows 

the deliver, exclusive, and serve tricks. 
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FAM1UARS ANO SPEC1ALAB1UT1ES 
Familiar 

Arm a d i l l o  

Bat  

Cat 

Centipede, h o u s e  

Com psognath us  

Crab ,  ki n g  

Dodo 

D o n key rat  

Dwarf c a i m a n  

Fox 

G i a n t  i sopod 

Goat  

H awk 

H edgehog 

Liza rd 

M a ri n e  i g u a n a  

M o n key 

M o n goose 

Octo p u s ,  b l u e - ri n ged 

O s p rey 

Otter 

Owl 

Pa rrot 

P ig  

P l atyp us  

Raccoon 

Rat 

Rave n* 

R h a m p h o rhyn c h u s  

Sco r p i o n ,  greenst i  n g  

S e a  kra it  

S e a l  

S k u n k  

S n a i l  kite 

S p i d e r, scar let 

S q u i r re l  

S q u i r re l ,  flyi n g  

Thrush* 

Toad 

To u c a n  

Tu rt le  

Tu rt le ,  s n a p p i n g  

V i p e r  

Special Ability 

M aster ga i n s  a +i n a t u r a l  a r m o r  b o n u s  to AC 

M aster ga i n s  a +3 b o n u s  on F ly checks 

M aste r ga ins  a +3 b o n u s  o n  Stea l th  checks 

M aster ga i n s  a +3 b o n u s  on Stea l th  ch ecks 

M aster ga i n s  a +4 b o n u s  o n  i n it i ative ch ecks 

M aster ga i n s  a +2 b o n u s  o n  co m bat m a n e uver ch ecks 

to sta rt and m a i nt a i n  a gra p p l e  

M aster ga i n s  a +4  b o n u s  o n  i n it i ative ch ecks 

M aster ga i n s  a +2 b o n u s  o n  Forti tude  saves 

M aster ga i n s  a +3 b o n u s  o n  Stea l th  ch ecks 

M aster ga i n s  a +2 b o n u s  o n  Refl ex s aves 

M aster ga i n s  a +i n a t u r a l  a r m o r  b o n u s  to AC 

M aster ga i n s  a +3 b o n u s  o n  S u rviva l  ch ecks 

M aster ga i n s  a +3 b o n u s  o n  s i g ht- based a n d  

o p posed Percept i o n  c h ecks i n  br ight  l i ght 

M aster ga i n s  a +2 b o n u s  o n  Wi l l  saves 

M aster ga i n s  a +3 b o n u s  o n  C l i m b  checks 

M aster ga i n s  a +3 b o n u s  on Swi m  c h ecks 

M aster ga i n s  a +3 b o n u s  o n  Acro bat ics c h ecks 

M aster ga i n s  a +2 b o n u s  o n  Forti tude  saves 

M aster ga i n s  a +3 b o n u s  o n  Swi m  c h ecks 

M aster ga i n s  a +3 b o n u s  o n  S u rviva l ch ecks 

M aster ga i n s  a +3 b o n u s  o n  Swi m  c h ecks 

M aster ga i n s  a +3 b o n u s  o n  s i g ht- based a n d  

o p posed Percept i o n  c h ecks i n  s h a d ows o r  d a rkness 

M aster ga i n s  a +3 bonus o n  L i n g u ist ics  checks 

M aster ga i n s  a +3 bonus o n  D i p l o m acy checks 

M aster ga i n s  a +3 bonus o n  Swi m  c h ecks 

M aster ga i n s  a +3 b o n u s  o n  S l e ight  of H a n d  checks 

M aster ga i n s  a +2 b o n u s  on Forti tude  saves 

M aster ga i n s  a +3 b o n u s  o n  Appra i se  checks 

M aster ga i n s  a +2 b o n u s  on i n it i ative ch ecks 

M aster ga i n s  a +4 b o n u s  o n  i n it i ative ch ecks 

M aster ga i n s  a +2 b o n u s  o n  Forti tude  saves 

M aster ga i n s  a +3 b o n u s  o n  Swi m  c h ecks 

M aster ga i n s  a +2 b o n u s  o n  Forti tude  saves 

M aster ga i n s  a +3 b o n u s  o n  F ly checks 

M aster ga i n s  a +3 bonus o n  C l i m b  checks 

M aster ga i n s  a +3 b o n u s  on S l e ight  of H a n d  checks 

M aster ga i n s  a +3 b o n u s  on F ly checks 

M aster ga i n s  a +3 bonus o n  D i p l o m acy checks 

M aster ga i n s  3 h i t  po ints  

M aster ga i n s  a +3 bonus  o n  D i p l o m acy checks 

M aster ga i n s  a +i natura l  armor bonus to AC 

M aster ga i n s  a +2 bonus o n  Forti tude  saves 

M aster ga i n s  a +3 b o n u s  o n  B l uff checks 

Wease l  M aster ga i n s  a +2 b o n u s  o n  Refl ex s aves 

* S p e a ks one l a n g u age of its m aster's c h o i ce as  a s u pernatura l  a b i l i ty. 

Statistics 

See page 30 

Bestiary 131 

Bestiary 131 

Ultimate Magic 119 

Bestiary 2 90 

Ultimate Magic 119 

Pathfinder Adventure Path #55 88 

Ultimate Magic 117 

Pathfinder Adventure Path #55 88 

Bestiary 3 112 

Pathfinder Adventure Path #55 89 

Bestiary 3 112 

Bestiary 131 

Ultimate Magic 119 

Bestiary 131 

Use dwa rf ca i m a n  stats 

Bestiary 132 

Use wease l  stats 

Ultimate Magic 117 

Use h awk stats 

Bestiary 3 113 

Bestiary 132 

Use rave n stats 

Bestiary 3 113 

See page 30 

Bestiary 3 113 

Bestiary 132 

Bestiary 133 

Pathfinder Adventure Path #37 82 

Ultimate Magic 118 

Use v iper  stats 

Pathfinder Adventure Path #55 89 

See page 31 

Use h awk stats 

Ultimate Magic 120 

See page 31 

Bestiary 3 112 

Ultimate Magic 120 

Bestiary 133 

Use rave n stats (ca n n ot s p e a k) 

Ultimate Magic 120 

Bestiary 2 273 

Bestiary 133 

Bestiary 133 



SMAll AND VERM1 N FAM1l1ARS 
Some of these familiars break some of the rules and assumptions of the familiars presented in the Pathfinder RPG Core Rulebook. Small 

familiars threaten the areas around them just like other Small creatures do, and can be used to flank enemies, though both familiars and 

their masters are often loath to use such tactics, as the result tends to be a dead familiar. 

Small familiars are also harder to keep on a master's person than Tiny or smaller familiars. Often they require some form of magic item, 

like a bag of holding, for such a feat to work. 

The process of making a vermin into a familiar grants it an Intelligence score and removes the mindless trait. Vermin familiars 

communicate with their masters and other vermin of their kind (greensting scorpions with other scorpions, house centipedes with other 

centipedes, and scarlet spiders with other spiders) by way of a strange combination of behaviors, slight changes in coloration, and even the 

excretion of scents, subtle and otherwise. As with other types of familiars, other creatures cannot understand this communication without 

magical aid. 

A1'1'ROX1MAT1NG FAM1l1ARS 
Though the list presented on the previous page is long, 

as a player, you may desire a special familiar-either real, 

unique to Golarion, or wholly imagined-that hasn't yet 

been presented with specific Pathfinder stats. With your 

Game Master's approval, however, it's easy to "re-skin" an 

existing familiar stat block to create the exact familiar 

you want. 

The easiest way is to examine the Familiars and 

Special Abilities table on page 10 and try to find the 

animal most similar to the one in your imagination, 

then use the source listed in the Statistics column to 

find its full stat block. For many animals, you'll be able 

to simply use that stat block for your familiar, in the 

same way that a parrot uses the same stats as a raven, 

and change only the flavor and descriptions. This way, 

you don't have to worry about tweaking the creature's 

mechanics, and your GM can rest easy knowing that the 

familiar is still balanced. 

Sometimes, however, you may want an animal 

radically different from any on this list. In these cases, 

your best bet is to flip through the various Pathfinder 

RPG bestiaries until you find something similar to what 

you're looking for-preferably of a low Challenge Rating. 

From there, you can change the skills and feats, add or 

subtract attacks, and otherwise sculpt the creature until 

it matches the picture in your imagination. Bear in mind 

that monster design is a complicated process. You'll 

need to be familiar with the rules in the appendices of 

the Pathfinder RPG Bestiary if you want your creature 

to be balanced, and even if you do the math perfectly, 

your GM may still decide the creature is too powerful. 

After all, familiars are intended to be relatively weak, 

and even a baby mastodon is going to be hard to reduce 

to an appropriate CR without designing a totally new 

monster, at which point you might as well just grab the 

pig familiar stats and add fur. The young template is 

also extremely useful in reducing creatures' CRs. Once 

you've got the stats worked out, use the examples above 

to decide what ability your familiar grants its new 

master. And don't forget to get your GM's approval! 

For example, let's say you want to create a cardinal, 

because you think he'd go well with your fire wizard who 

only wears red. Since they're both small birds, it's easy 

enough to take the raven stat block above and simply 

remove the ability to talk. If you want a lobster, you can 

use the king crab, perhaps reversing its land and swim 

speeds to represent its quick movement underwater. A 

rat makes a fine guinea pig, and a weasel makes a great 

stoat or ermine. If you want to tinker further, remember 

that the further you range from an existing stat block

especially if it's to add extra attacks or otherwise improve 

a creature-the more likely your GM is to reject it as 

being unbalanced. The Pathfinder Roleplaying Game 

tries to balance familiars so that none are obviously 

better than the others; if yours is clearly better, it's 

probably too powerful, and perhaps better suited for the 

animal companion class feature. 
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ANlMAl EQUlPMENT 
In addition to the items found starting on page 81 of Patlifrnder RPG Ultimate Equipment, the following pieces of equipment 

are useful to characters that frequently deal with animals. 

AN1MAL GEAR 
The following gear is commonly used by animal trainers, 

breeders, and adventurers who frequently find themselves 

in the company of animals. 

Item Price Weight 

Aq uat ic  p i nger  6 gp ij2 l b . 

B a rd i n g  st itches  50 gp l l b .  

Beast-tra i n i n g  kit  15 gp 26 l bs .  

B i rd feed (per  day) 5 c p  ij2 l b . 

B i rd-tra i n i n g  kit 17 gp 8 l bs .  

Carn ivore feed (per  day) 5 c p  5 l b s .  

D a n dy b r u s h  2 s p  2 l b s .  

M astodon b r u s h  20 gp 5 lbs .  

Po ison caps  25 gp ij2 l b . 

Tra i n i n g  s leeve 100 gp 5 l b s .  

Whet b o n e  1 s p  2 l b s .  

AQUATI C P INGER 
PRICE 6 GP 

WEIGHT 1/2 lb .  

Th is sma l l  c h ime  i s  des igned to be used i n  aqua t i c  env i rons .  Afte r 

submerg i n g  the p i nge r  i n  water, the user  can  lower a m i n i a tu re 

ma l le t  i n to the d ry ho l low of the ch ime  from a bove and  r i ng  the 

i nstru ment  wi th  a successfu l  DC 5 Perform (percuss ion)  check .  

An aquat i c  p inger  can  be heard c lear ly  from u p  to a ha l f-m i l e  

away by  unde rwater crea tu res (Percept ion DC  0) .  F o r  e a ch  ha l f

m i l e  beyond, Percept ion  checks to hear  a n  aqua t i c  p i nge r  ta ke 

a -2 pena l ty. 

Th i s  t h i n, spec i a l l y  treated w i re can be used to attach ba rd i n g  

t o  creatu res whose body  types c a nno t  norma l l y  accom modate 

a rmor, such as p i sc i ne, serpent i ne, and  ve rm i nous  a n ima l s  

(see the i n s i d e  f ront  cover), by de l i cate ly and  thorough ly 

sew ing  the equ i pment  d i rect ly to the creatu re's fl esh .  Eq u i pp i ng  

a crea tu re wi th  bard i ng  us i ng  bard i ng  st i tches takes 1 0  t imes  as  

l ong  as  the fi g u res shown on  page 1 53 of the Pathfinder RPG 

Core Rulebook, and  a successfu l  DC 25 Hea l  check is req u i red 

to attach o r  remove the st i tches .  The creatu re must  be he l p less 

o r  w i l l i n g  to be equ i pped wi th  bard i ng  st i tches, and must have 

at least  a + 1 na tu ra l  a rmor  bonus  to AC. An a rmored creatu re 

wi th  ba rd i n g  st i tches ta kes a -2 pena lty on Strength - and  

Dexte ri ty- based sk i l l  checks ( i n  add i t i on  to any  pena l t i e s  from 

the ba rd i n g  i tse l f) ,  Fort i tude and Ref lex saves, and saves aga i nst 

effects wi th  the pa in descr iptor (these pena l t ies stack) .  These 

pena l t ies pers ist for a s  l ong  as  the crea tu re i s  equ i pped wi th 

ba rd i n g  st i tches .  

PRICE 15 GP 

WEIGHT 26 l bs. 

This k i t  i nc l udes a dandy brush, tra i n i n g  ha rnessA•G, tra i n i n g  

wh i pARG, whe t  bone, and  2 days' worth of carn ivore feed. The 

weight of th i s  k i t  ca n be reduced by 1 O pounds by forgo ing  the 

carn ivore feed.  

PRICE 5 CP I 
Th i s  m ixtu re of seed and  dead i nsects is su i tab le  food for sma l l  

b i rds  su ch  as ravens, crows, and  ch i ckens. B i rds of prey such  as 

fa lcons, hawks, and  owls can a l so susta i n  themselves on b i rd feed, 

though they typica l l y  req u i re at  least two servi ngs per day. Larger 

av ian creatu res such as axe beaks and  g ri ffons requ i re l a rger  

port ions of meat ,  and  cannot su rvive on  b i rd feed a lone.  

PRICE 17 GP 

WEIGHT 8 l bs. 

This k i t  i nc ludes a fa lconry gaunt let"', Tiny cage"', tra i n i ng  wh i pA•G, 

and  2 days' worth of b i rd feed. 

Cons is t ing of va r ious kinds of raw meat that have been je rked, 

smoked, or  sa lted for preservat ion, a day's worth of carn ivore feed 

i s  adequate food for any Sma l l  o r  Med i um  meat-eat ing an ima l  

s u ch  as  a t iger, bear, o r  dog .  La rger  carn ivores m igh t  requ i re u p  to 

2 to 4 days' worth of carn ivore feed per day. 

DANDY BRUSH 
PRICE 2 SP 

WEIGHT 2 l bs. 

This ha rd -b rist led tool has a hand le  that s l i ps over the wearer's 

ha nd, and  is used by an ima l  breeders, owners, and  g rooms to 

brush the an ima l s  in the i r  ca re, loosen i ng  d i rt and  detr i tus from 

the creatu res' coats and st imu la t ing the skin so i t  produces the 

natura l  o i l s  that keep them hea l thy and c lea n .  

Tri bespeople i n  l ands  where megafauna and other la rge mammals 

a re a n  importa nt  source of food and  tra nsportat ion craft these 

la rge, two-handed grooming too ls  to keep their  enormous mounts 

and pack an ima l s  hea l thy and c lean .  

POISON CAPS 
PRICE 25 GP 

WEIGHT 1/2 lb. 

These sma l l  rubber cones attach to a creatu re's fa ngs and a l low i t  to 

potent ia l ly  poison those i t  b i tes. Poison caps must be f i l led with an  

i nj u ry poison (see pages 557-560 of the Core Rulebook), and must 

be attached to a creatu re's teeth pr ior to use. A creature equ i pped 

with poison caps deals b i te damage as a creature one size sma l le r  

than usua l, but the next t ime the creature makes a successful b i te 



attack, it a lso i njects the poison from the caps i nto its target. The 

price and weight l i sted above a re for a pa i r  of poison caps; both must 

be used s imu ltaneous ly i n  order to be effective. A pa i r  of poison 

caps ca n only be used once; they a re effectively destroyed after a 

successful b i te attack .  The cost of the poison is not inc luded in the 

cost of the poison caps. 

This thick, heavi ly padded s l eeve fits over the wearer's arm and  

serves as a target fo r  an ima l s  be ing tra i ned to  attack. When used 

i n  conj unct ion with the Hand le  An ima l  sk i l l  to tra i n  a n  an ima l  for 

a genera l  pu rpose, this i tem g ra nts the user a +S competence 

bonus on her  Hand le  An ima l  check to successfu l l y  combat tra i n  

a n  a n ima l .  

WHET BONE 
PRICE 1 S P  

WEIGHT 2 l bs. 

This ha rdened m ixtu re of an ima l  ma rrow and m ine ra l s  i s  sha ped 

i nto a long bone.  When chewed upon by a creatu re for no fewer 

than 1 5  m i nutes, a whet bone g ra nts the creatu re a + 1 bonus on  

i t s  next damage ro l l  the fi rst t ime i t  h i ts with a b i te  attack. Th i s  

on ly  works on nonmag ica l  b i te attacks. 

5PEC1At SUBSTANCES ANO 1TEMS 
Any of these substances can be made by a character with 

the Craft (alchemy) skill. 

Item Price Weight Craft DC 

Deodor iz i n g  agent  (vi a l )  30 gp 25  

Fu ry drops  50 gp 25  

N ox ious  aromat ic  (fl a s k) 15 gp i l b .  2 0  

PRICE 30 GP 

WEIGHT -

Coat ing a creatu re in a v ia l  of th i s  m i l ky, odorless substance takes 

1 m i n ute and  renders i t  scent less for 1 d3  hours . Creatu res that 

re ly on  scent for locat ing creatu res do not ga in the benef i t  of th i s  

ab i l ity aga i nst a c reatu re affected by a dose of deodor i z i ng  agent .  

FURY DROPS 
PRICE 50 GP 

WEIGHT -

Ano int ing a creatu re's eyes with a dose of fu ry d rops causes i t  

to immed iate ly f ly i nto a rage for 1d6 rounds, g ran t i ng  i t  a +2 

a l chemica l  bonus to Strength and  Const i tut ion, a + 1 a l chemica l  

bonus on  W i l l  saves, and  a -2 pena l ty to  AC .  The effect i s  otherwise 

ident ica l to a barbar ia n's rage, and  creatu res a re fat igued at  the 

end of the rage.  On ly  creatu res with a n  I n tel l i gence score of 1 o r  

2 can be affected by fury d rops .  

15 GP 

T lb .  

Th i s  g l a ss conta i ne r  of fou l - sme l l i ng  o i l  shatters eas i ly upon 

impact .  You can th row a v ia l  of noxious  a romat ic  as  a sp lash 

wea pon with a ra nge i ncrement  of 1 O feet .  I f  a c reatu re with the 

scent sense i s  sta nd ing  i n  the square of impact, i t  must succeed 

at  a DC 1 4  Fort i tude save or  be nauseated for 1 d4+1  rounds .  Any 

creature with scent i n  an  adjacent square must succeed at a DC 1 2  

Fort i tude save o r  b e  s ickened for 1 round .  Creatu res without the 

scent ab i l ity a re not affected by noxious a romat ic .  
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PU RCHASlNG ANlMAlS 
A number of classes can gain animal companions or familiars, but what about characters who don't have access to these 

boons or simply want to purchase an animal as a pet, steed, or cohort? The following tables present prices for characters 

who want to purchase various kinds of animals not tied to a class feature or special ability. These entries complement 

those found on pages 80-86 of Pathfinder RPG Ultimate Equipment. The prices given assume that the animal is being 

bought in or near its native habitat, and prices (especially for rarer creatures such as dinosaurs or dire animals) and 

availability might change significantly at the GM's discretion. 

The entries on the following tables represent the prices for 

animals as they are presented in their full stat blocks, not 

in the animal companion stat blocks for those animals 

that have animal companion options. 

R1D1NG AN1MALS 
When reared from birth, the following animals can easily 

be ridden by Small or Medium humanoids, depending 

on the riding animal's size. In addition, most of these 

animals can be purchased already trained for combat. 

Price 

Animal Price (Combat-Trained) Source 

Aurochs  300 gp 450 g p  Bestiary 174 

B i son  50 gp 75  gp Bestiary 174 

B o a r  1 0 0  gp 150 gp Bestiary 3 6  

E l k  1 0 0  gp 150 gp Bestiary 3 147 

G i a n t  c h a m e l eo n  2 2 5  gp 350 gp Bestiary 3 186 

G i a n t  fri l l ed l i z a rd 375 gp 550 gp Bestiary 194 

G i a n t  gecko 100 gp 150 gp Bestiary 3 186 

G i a n t  owl 6 ,ooo gp 9 ,000 gp Bestiary 3 213 

G i a n t  v u l t u re 750 gp 1, 125 gp Bestiary 3 284 

G o b l i n  dog 35 gp 50 gp Bestiary 157 

L ion  200 gp 300 gp Bestiary 193 

Ram 25  gp 50 gp Bestiary 2 154 

R h i n oceros 1 ,000 gp 1,500 g p  Bestiary 235 

Roe ],200 gp 10,800 gp Bestiary 236 

T iger  325 g p  5 0 0  g p  Bestiary 265 

Woo l ly r h i n oceros 2 ,000 gp 3 ,000 gp Bestiary 235 

D1NOSAURS ANO MEGAFAUNA 
The following animals are classified as either dinosaurs 

or megafauna, and garner a significantly higher price than 

most animals on the open market. The prices listed are 

for dinosaurs and megafauna that have been reared from 

birth in order to serve as pets or mounts. Combat-trained 

dinosaurs and megafauna are incredibly rare and have 

similarly extravagant costs (if one can even find a seller). 

Though not normally readily available, combat-trained 

dinosaurs and megafauna typically cost an amount equal 

to 1-1/2 x the price of the standard animal. 

Animal Price Source 

Al losa u ru s  3 , 850 gp Bestiary 2 90 

A n ky l o s a u r u s  3 ,000 g p  Bestiary 8 3  

Arc h e l o n  1,750 g p  Bestiary 3 192 

Ars i n o i ther i u m  p5o gp Bestiary 2 186 

B a l u c h i t h e ri u m  4 ,800 g p  Bestiary 3 192 

B a s i l o s a u r u s  10,200 gp Bestiary 3 193 

B r a c h i o s a u r u s  9 ,000 gp Bestiary 83 

Com psognath us  25 gp Bestiary 2 90 

D e i n onyc h u s  6 0 0  gp Bestiary 84 

D i m etrodon 600 gp Bestiary 3 78 

E l a s m o s a u r u s  3 ,500 gp Bestiary 84 

G lyptodon 2 ,700 g p  Bestiary 2 1 8 6  

l gu a n odon 2 ,700 g p  Bestiary 3 7 8  

Mega l a n i a  3 ,500 gp Bestiary 3 193 

Mega l oceros 800 gp Bestiary 2 187 

M egather i u m  1,750 g p  Bestiary 2 187 

Pachyce p h a l o s a u  rus 1,000 gp Bestiary 3 79 

Paras a u ro l o p h u s  1 ,200 gp Bestiary 2 91 

Ptera nodon 750 gp Bestiary 85 

S p i n o s a u ru s  ll,000 gp Bestiary 3 79 

Stegosa u r u s  4 , 2 0 0  gp Bestiary 85 

Tr iceratops 5 ,600 gp Bestiary 86 

Ty l o s a u r u s  4 , 0 0 0  gp Bestiary 2 91 

Tyra n n os a u r u s  8 , 1 0 0  g p  Bestiary 86 

AOUAT1C AN1MALS 
Many of the following aquatic animals can be bought at 

seaside markets or from fisherfolk merchants out at sea. 

Pirates often make use of sharks, eels, and other nasty 

sea denizens when interrogating captured prisoners, 

searching for underwater traps, or retrieving sunken 

treasure. Some of the larger or rarer creatures, such 

as whales, are obviously much more difficult to find 

on the open market, and may only be available in seedy 

underground bazaars. Most aquatic animals can be trained 

as normal, though they are rarely sold already trained. 

Animal Price Source 

B l u e  w h a l e  12,500 gp Pathfinder #59 86 

Cri m s o n  w h a l e  8 , o o o  gp Pathfinder #59 87 

Croco d i l e  5 5  gp Bestiary 51 

Do l p h i n  105 g p  Bestiary 88 

Dwa rf c a i m a n  7 gp Pathfinder #55 88 

E l ectr ic ee l  125 g p  Bestiary 119 

G a r  90 g p  Bestiary 2 128 

G i a n t  frog 75 gp Bestiary 135 

G i a n t  gar  1 ,200 gp Bestiary 2 128 

G i a n t  m o ray ee l  1 ,000 g p  Bestiary 119 

G i a n t  octo p u s  1 , 8 0 0  gp Bestiary 219 



G i a n t  s q u i d  2,500 gp Bestiary 259 

G i a n t  toad 150 gp Bestiary 2 268 

G reat wh ite w h a l e  12 ,600 gp Bestiary 2 282 

M a nta ray 25 gp Bestiary 2 232 

M a ri n e  i g u a n a  6 gp Pa izo b log 

N a rw h a l  350 gp Pathfinder #59 87 

O rea 1,350 g p  Bestiary 88 

Sea kra i t  5 g p  Pa izo b l o g  

S e a l  4 5  gp Pathfinder #55 89 

S h a r k  3 2 5  gp Bestiary 247 

S q u i d  2 5  g p  Bestiary 259 

Sti n gray 18 gp Bestiary 2 232 

W h a l e  10,000 g p  Bestiary 2 282 

D1RE AN1MALS 
These feral beasts are all but untamable, and are typically 

only sought out by violent brawlers OT cruel lords, either for 

brutish protection or to pit against equally vicious creatures 

in violent animal fights. At the GM's discretion, PCs who 

acquire dire animals may be required to attempt wild 

empathy or Handle Animal checks every day to keep their 

pets from running away OT attacking them and their allies. 

Dire animals are not generally suitable as mounts, though 

the GM may make exceptions at her discretion. 

Animal Price Source 

D i re a p e  450 gp Bestiary 17 

D i re badger  125 gp Bestiary 2 40 

D i re bat  220 gp Bestiary 30 

D i re b e a r  1,750 g p  Bestiary 31  

D i re b o a r  3 7 0  gp Bestiary 36 

D i re croco d i l e  2,700 g p  Bestiary 5 1  

D i re hye n a  250 gp Bestiary 179 

D i re l i o n  1 ,000 gp Bestiary 193 

D i re s h a rk 3 ,375 gp Bestiary 247 

D i re t iger  1 ,055 gp Bestiary 265 

D i re wo lf  380 gp Bestiary 278 

D i re wo lve ri n e  5 0 0  g p  Bestiary 279 

OTHER AN1MALS 
The following reared animals don't fit into one of the 

aforementioned categories, but can still be purchased by 

sellers who have access to them. Some may be purchased 

already combat-trained at the GM's discretion, and 

typically cost an amount equal to 1-1/2 x the price of the 

standard animal. 

Animal Price Source 

Ante l o p e  4 5  gp Bestiary 3 147 

B a b o o n  1 5  gp Bestiary 2 212 

B e h e m oth h i p po pota m u s  7,900 g p  Bestiary 2 157 

Ch eeta h 160 gp Bestiary 70 

Constr ictor  s n a ke 90 g p  Bestiary 255 

Dodo 5 gp Pathfinder #55 88 

Eag le  40 gp Bestiary 118 

Em peror  cobra  1 ,600 g p  Bestiary 2 252 

G i a n t  a n aco n d a  6 , 3 0 0  gp Bestiary 2 252 

PURCHAS1NG AN1MALS 
ON GOLAR10N 

W h i l e  s l avery is  frowned u po n  i n  many civi l ized a reas of the  

wo r ld,  few natio n s  of the  I n n er  Sea  h ave q u a l m s  with  t h e  

pu rch ase, acq u is it ion, a n d  ma rket i n g  o f  n o n i nte l l i gent beasts 

s u c h  as a n i m a ls. Most co m m o n  peo p l e  use a n i ma l s  as wo rk

beasts to p u l l  t h e i r  p l ows a n d  d raft a n i ma l s  to perform m e n i a l  

l a b o r  t h at req u i res h eavy l i fti n g. M o re p rivi l eged peo p l es 

a p p reciate a n i ma l s  as statu s  sym bo ls, a n d  mem bers of roya lty 

i n  C h e l i ax, Ta l d o r, a n d  beyo n d  ca n often be seen sporti n g  l a p  

dogs o r  ra re avi a n  s peci mens  as s i g n s  of t h e i r  h i g h  stat i o n .  

Desp ite a n i m a ls' co m m o n  m u n d a n e  a p p l i catio n s, c reative 

t h i n kers ca n devise a ny n u m ber  of u ses fo r  t h e i r  p u rch ased 

pets, a n d  adventu rers a re i n fa m o u s  fo r  t h i s  sort of i n ge n u ity. 

A pack of l i o n s  m a kes for a fi e rce set of g u a rd i a n s, wh i l e  a 

d i sci p l i ned sq u i rrel m ight be ab le  to ca use a l l  sorts of mischief 

on beha lf  of a ro g u e  who spends  t i m e  t ra i n i n g  t h e  rodent .  I n  

l rr isen, where raven s  a re po p u l a r  fa m i l ia rs a m o n g  the  ru l i n g  

Wh ite Witches, a clever adventu rer m ight u se o n e  o f  these b i rds 

to pose as a serva nt a n d  thereby i n t i m idate loca ls .  Severa l 

tr ibes i n  the  Mwa n gi Expa nse h ave been known to befrie n d  

n ative gori l l as  a n d  m o n keys, wh ich  ca n p rove to be i nva l u a b l e  

a i d  i n  t h e  fi g h t  t o  s u rvive the  d i re e lements o f  the  ra i n fo rest. 

Some g ro u ps on G o l a ri o n ,  h owever, h o l d  t h e  b u yi n g, 

se l l i n g, a n d  own e rs h i p  of a n i m a l s  i n  l ess esteem .  D r u i d i c  

c i rc les o ft e n  a i m  to p rotect l o c a l  a n i m a l  p o p u lat i o n s  fro m 

exp l o itati o n ,  espec ia l ly if captu red a n i m a l s  a re bei n g  

m i streated o r  u sed fo r  s u c h  n efa r i o u s  acts a s  d o g  fi g ht i n g. 

Many  A n d o ren  freed o m  fi g hters a n d  m e m bers of t h e  

a b o l i t i o n ist B e l l fl ower Netwo rk v iew awa kened a n i m a l s  as 

eq u a l ly deservi n g  of l i be rty, and go to g reat l e n gt h s  to free 

i m p ri s o n ed or captu red i nte l l i gent  a n i m a l s. 

G i a n t  porcu p i n e  135 gp Bestiary 3 222 

Giant  s ku n k  190 g p  Bestiary 3 247 

G i a n t  s n a p p i n g  turt le  5 ,200 g p  Bestiary 2 273 

G o ri l l a  175 g p  Bestiary 17 

G reat h o rned owl 22  gp Bestiary 3 213 

G rizz ly b e a r  7 4 0  gp Bestiary 31 

H i ppo pota m u s  1,050 g p  Bestiary 2 157 

Hye n a  80 gp Bestiary 179 

Ka n g a roo 30 gp Bestiary 3 191 

Leo p a rd 100 gp Bestiary 40 

M o n goose 4 gp Pa izo b log 

M o n itor  l i z a rd 150 g p  Bestiary 194 

O s p rey 45 gp Pa izo b l o g  

P o i s o n  frog 60 gp Bestiary 135 

Porc u p i n e  5 gp Bestiary 3 222 

S n a i l  k i te  18 g p  Pa izo b l o g  

S n a p p i n g  t u rt l e  5 gp Bestiary 2 273  

Thyl a c i n e  18 g p  Bestiary 3 191 

To u c a n  40 gp Pa izo b log 

Vu l ture 30 gp Bestiary 3 284 

Wo lf  100 gp Bestiary 278 

Wo lve r i n e  1 2 5  gp Bestiary 279 

15 
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ANlMAlS OF TH E 1 N N ER SEA 
The following are but a few of the unique animals endemic to the 

Inner Sea region. In addition to a short description of the animal, 

each entry details suitable statistics for the creature, as well as exactly 

where in the Inner Sea it resides. 

The unusually large razorcrow earns 

name from its curved beak, which sports --=:im::i 

numerous jagged edges that make it easy 

for the bird to rip into carrion and animal 

hides its smaller cousins could only peck at. Many 

peoples consider a murder of razorcrows a dire omen, and 

herders take the appearance of these birds as a sign that 

famine or disease is imminent among their cattle. 

A razor crow uses the same statistics as a raven (Pat�nder 

RPG Bestiary i33), except its bite attack deals id4 points of 

damage and its Strength score is 6. 

SOUTHERN AVISTAN, INCLUD ING 
CHEL IAX, THE MENADOR 
MOUNTAINS, AND ISGER 

The enigmatic ether frog is a strange amphibian 

native to the Vaults of Orv in the Darklands. Its 

bulbous body and alien physiology are perfectly 

suited for these inky depths; it even possesses 

a unique set of sensory organs designed for 

exactly this environment. Each ether frog 

has a singular oculus inside its translucent 

back that allows it to see through the darkness that 

permeates its subterranean habitat. 

\ 

An ether frog uses the same statistics as a toad 

(Bestiary i33), but has darkvision to a range of 60 feet 

rather than low-light vision, and is poisonous when 

"'--- eaten (Fortitude DC i4, initial and secondary 

damage id4 Dexterity). 

Enormous birds that vaguely resemble a cross between a parrot and 

an ostrich, axe beaks are known for their aggressive and territorial 

demeanor. Though wild axe beaks rarely brook intruders into their 

hunting grounds, domesticated varieties are relatively common, 

and many wealthy nobles and ostentatious 

warriors ride these birds as mounts. Axe 

beak eggs command a high price in the 

markets that sell them. 

Statistics for the axe beak appear on 

page 29 of Pat�nder RPG Bestiary 3 .  

G RASSLANDS AND H I LLS O F  
GAR U N D, AS W E L L  A S  ABSALOM 

AND TIAN XIA 

DARKLAN DS, INCLUD ING 
O RV, SEKAMI NA, AND 
SOMETIMES NAR-VOTH 



This species of pterosaur lives in tropical 

environs, and is commonly found alongside 

dinosaurs. Despite this, dimorphodons, like the 

rest of their kind, are not true dinosaurs-though 

this distinction is meaningless to most since the 

enormous flying reptiles are just as ravenous and 

dangerous as their terrestrial cousins, and inject 

a unique poison deadly to other creatures. 

Dimorphodons are often called fangbirds 

or vampire lizards by superstitious locals, 

and they are sometimes trained to serve 

as bestial companions by those who have 

a way with animals. 

Statistics for the dimorphodon appear on 

pages 82 and 83 of Pathfinder Adventure Path #37· 

WESTERN GARU N D, INCLUD ING 
MED IOGALTI I S LAND, SARGAVA, THE  
S HACKLES, AND THE SODDEN LANDS 

The firefoot fennec is a colorful vulpine related to the common 

fox, but is distinct both for its miniature stature and unique 

coloration, namely the crimson patterns that decorate its paws. 

Relatively little is known about these elusive creatures, though 

many Ahdoren and Isgeri researchers speculate that the 

creatures may not be native to Avistan, and are more likely to 

hail from northern Garund, judging by their sandy fur and 

adaptive physiology. Because of firefoot fennecs' ability to 

survive in numerous types of environments-as well as their 

cultural status as symbols of good luck-many people from all over the 

Inner Sea seek to obtain them as pets or companions. The foxes' flighty 

demeanor and scarcity mean that most would-be owners must make do 

with more traditional breeds of vulpine friends. 

A firefoot fennec uses the same statistics as a dog (Bestiary 87) with 

the young simple template. 
NORTHERN ANDORAN, 
SOUTHERN ISG ER, AND 

NORTHEASTERN CHELIAX 

known as the jigsaw 

shark is a common fish 

found throughout the Arcadian 

Ocean and along the coast of western 

Avistan and northwestern Garund. While 

most varieties of sharks found in Golarion's' 

oceans are predatory but not particularly aggressive, 

jigsaw sharks have an unusually ravenous demeanor 

and violent temperament. These sharks have even been 

known to leap from the water to attack creatures on docks 

or on land after driving local fish 

populations away from a location. 

A jigsaw shark uses the same statistics as a shark 

(Bestiary 247) with the young simple template. 

ARCAD IAN OCEAN 
AND COASTL INES O F  1-----.irw:"J 

WESTERN AVISTAN 

1 7  
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ANlMAl FEATS 
This section presents new feats for animal companions and familiars, as well as for PCs that make use of these animals. 

Some feats might be available to other creatures that meet the prerequisites. Feats that are meant for familiars can be 

switched out for a familiar's default feats (as listed in the familiar's statistics) if the familiar meets the prerequisites. Such 

feat replacements must be made when the PC first acquires a new familiar, and-like all new feats from supplemental 

sources-the new feats should be approved by the GM before being integrated into play. 

BooN CoMPANlON 
Your bond with your animal companion or familiar is 

unusually close. 

Prerequisite: Animal companion or familiar class feature. 

Benefit: The abilities of your animal companion or 

familiar are calculated as though your class were 4 levels 

higher, to a maximum effective druid level equal to 

your character level. If you have more than one animal 

companion or familiar, choose one to receive this benefit. 

If you lose or dismiss an animal companion or familiar 

that has received this benefit, you may apply this feat to 

the replacement creature. 

Special: You may select this feat more than once. The 

effects do not stack. Each time you take the feat, it applies 

to a different animal companion or familiar. 

CmT1cAL CoNDU1T 
You are deadly when delivering your master's magic. 

Prerequisites: Deliver touch spells ability, familiar. 

Benefit: When delivering a touch spell for your master, 

the critical threat range of your touch attack is doubled. 

This feat does not stack with Improved Critical or other 

effects that increase critical threat range. 

EXTRA 1TEM SLOT 
You are able to wear magic items more easily than other 

creatures of your kind. 

Prerequisite: Non-humanoid body shape. 

Benefit: Choose one magic item slot not normally 

available to creatures with your shape. You can now use 

magic items in that slot. 

FAM1UAR Focus 
You are closely connected to your master's powers. 

Prerequisite: Familiar. 

Benefit: Whenever your master targets you with a 

harmless spell or spell-like ability, your master's effective 

caster level for the effect is increased by 1 .  

FAM1l1AR SPELL (METAMAG1C) 
You can imbue your familiar with a spell. 

Prerequisite: Spellcaster with familiar class feature. 

Benefit: You can transfer a prepared spell to your 

familiar, allowing the familiar to cast that spell at a 

later time. Variables that rely on caster level function 

according to your caster level, not your familiar's Hit 

Dice, though your familiar's Intelligence may influence 

how precisely it can follow your instructions on how to 

use these spells. 

Your familiar must be able to speak to cast spells with 

a verbal component (the ability to speak with its master 

or creatures of its kind is insufficient). Your familiar 

must be carrying any material or focus components 

necessary, unless the materials cost less than i gp and 

the spell is prepared with Eschew Materials. Attack rolls 

use your familiar's ability scores. A familiar spell counts 

against the number of spells you may prepare for as long 

as your familiar retains the spell. Once your familiar 

casts a retained spell, you can prepare a new spell in that 

slot the next time you prepare spells. 

A familiar spell uses up a spell slot 3 levels higher than 

the spell's actual level. Your familiar can store a number 

of spell levels (including this modifier) equal to your 

caster level, but no spell's adjusted level can exceed half 

your caster level. 

Special: If you are a spontaneous caster, you must 

select a specific spell with which to imbue your familiar; 

you cannot imbue your familiar with an open spell slot. 

JUMPER 
You are a natural leaper. 

Prerequisites: Acrobatics i rank, creature type other 

than humanoid or outsider. 

Benefit: You always count as having a running start 

when making jump checks using Acrobatics. Acrobatics 

becomes a class skill for you. 

l1THE ATTACKER 
Your unmatched grace allows you to strike even from the 

tightest crevices. 

Prerequisites: Narrow Frame, Escape Artist 5 ranks, 

animal or magical beast. 

Benefit: You can attack from nooks and crannies, even 

while using Escape Artist to squeeze through or into a 

narrow space less than half as wide as your normal space, 

and you do not lose your Dexterity bonus to AC while 

using Escape Artist to squeeze through or into a narrow 

space. You still take a -4 penalty to AC while using Escape 

Artist in this way. 

MAsTER OF YOUR K1NO 
When you speak to other animals of your kind, you can 

influence them to act according to your wishes and those 

of your master. 



Prerequisites: Familiar, speak with animals of its 

kind ability. 

Benefit: Your master gains a +2 bonus on Handle Animal 

checks with animals of your kind. In addition, once per 

day you can use animal messen11er, animal trance, or charm 

animal as a spell-like ability, using your master's caster 

level but your own Charisma modifier. These abilities 

affect only animals of your kind, and you gain only one 

use of this ability per day (not one of each ability); however, 

you can gain one additional use of any one of these three 

abilities by having your master sacrifice a prepared spell or 

spell slot of the same level or higher as a standard action. 

NARROW FRAME 
Your excellent coordination allows you to maneuver 

better in close quarters. 

Prerequisites: Escape Artist i rank, animal or magical beast. 

Benefit: You do not take penalties on your attack rolls 

or to your AC for squeezing through a narrow space that 

is at least half as wide as your normal space, though each 

move into or through a narrow space still counts as if it 

were 2 squares. 

Normal: You take a -4 penalty on attack rolls and a 

-4 penalty to AC while squeezing. 

SPELL SPONGE 
Your mystical connection with your spellcasting master 

attunes you to helpful magical effects. 

Prerequisites: Animal companion or 

familiar, share spells ability. 

Benefit: Whenever your master targets 

you with a harmless spell with a 

target of "you," the spell's duration is 

doubled as if modified by the Extend 

Spell metamagic feat. This does not 

affect spells with a duration of 

concentration, instantaneous, 

or permanent, or spells already 

modified by Extend Spell. 

STABLE GALLOP 
You run with a smooth and 

steady gait. 

Prerequisite: Animal or magical beast. 

Benefit: Your AC penalty when charging 

is halved. The penalties on ranged attacks 

made by your rider are reduced by i when you take 

a double move and by 2 when you run (minimum 

penalty of o) . Your rider gains a +4 bonus on 

concentration checks caused by your motion. 

SURE- FOOTED 
Your footing is secure in unstable terrain. 

Prerequisite: Quadruped animal or magical beast. 

Benefit: You gain a +2 bonus on Acrobatics checks 

to keep your balance and Reflex saves to avoid falling. 

You can move at a normal speed on steep slopes and 

stairs and do not risk falling when running or charging 

downhill. 

Normal: Moving uphill costs 2 squares of movement 

to enter each square of steep slope. Running or charging 

downhill requires a successful DC 10 Acrobatics check 

(or DC 10 Ride check for mounted characters) or you risk 

falling (Path.finder RPG Core Rulebook 428). 

VAUANT STEED 
Your courage is unnaturally strong. 

Prerequisite: Animal or magical beast. 

Benefit: You gain a +4 morale bonus on saves against 

fear and emotion effects. If you can serve as a mount, your 

rider gains a +4 morale bonus on Handle Animal, Ride, 

and wild empathy checks to force you within range of a 

creature with the unnatural aura universal monster rule. 

In addition, the DC to push you with the Handle Animal 

skill does not increase if you are wounded or have taken 

any nonlethal damage or ability score damage. 

Normal: The DC to push an animal increases by 2 if the 

animal is wounded or has taken any nonlethal damage or 

ability score damage. 
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ANlMAl ARCHETYPES 
This section introduces animal archetypes, which modify animal companions' and familiars' standard abilities, similar 

to how class archetypes modify player characters' class features. These archetypes function by swapping out certain 

abilities that are common to standard companions or familiars and replacing them with new abilities tailored to a 

particular theme. Where levels are referenced in archetype descriptions, they refer to the class level of the PC master in 

whichever class grants the companion or familiar as a class feature. 

BODYGUARD (COMPANlON McHETYPE) 
Some companions live lives of faithful devotion and 

steady vigilance, standing watch through long hours and 

always ready to leap into action to protect their master. 

Animal Feats: In addition to the standard animal 

companion feats, a bodyguard may select BodyguardAPG, 

Combat PatrolAPG, Heroic DefianceAPG, Heroic RecoveryAPG, 

and In Harm's WayAPG. 

Shared Vigilance (Ex): A bodyguard and its master both 

gain Alertness as a bonus feat whenever they are adjacent. 

This ability replaces share spells. 

Tenacious Guardian (Ex): At 3rd level, a bodyguard 

can always act in a surprise round (though it remains 

flat-footed until it acts). As long as its master is adjacent, 

a bodyguard remains conscious (though it becomes 

staggered) when its hit points fall below o. While below o 
hit points, the bodyguard loses i hit point per round but 

gains a +2 morale bonus on attack rolls, saving throws, and 

skill checks, dying only if its hit points reach a negative 

total equal to its Constitution score plus its master's class 

level. This ability replaces evasion. 

Uncanny Dodge (Ex): At 9th level, a bodyguard gains 

uncanny dodge, as the rogue class feature of the same 

name. This ability replaces Multiattack. 

Greater Tenacity (Ex): At i5th level, a bodyguard with 

fewer than o hit points gains a +4 morale bonus on attack 

rolls, saving throws, and skill checks; immunity to fear 

effects; and temporary hit points equal to its master's class 

level (maximum 20 ). It dies only if its hit points reach a 

negative total equal to twice its Constitution score + its 

master's class level. This ability replaces improved evasion. 

CHARGER (CoMPANlON ARCHETYPE) 
The mighty charger is a boon to heavily armored and 

armed champions, bearing them and their ironmongery 

into battle without hesitation. 

Animal Feats: In addition to the standard animal 

companion feats, a charger may select Charge ThroughArG, 

Greater Overrun, Improved Great Fortitude, and Improved 

Iron Will. 

Animal Skills: Chargers treat Intimidate as a class skill. 

Mounted Challenge (Ex): When ridden by a cavalier, 

chargers gain half of the bonuses and penalties granted 

by the cavalier's challenge class feature. This ability 

replaces share spells. 

Barding Training (Ex): At 3rd level, a charger's armor 

check penalty for wearing barding or for carrying a 

medium load is reduced by 1 and the maximum Dexterity 

bonus for its armor and load increases by i. Reduce the 

armor check and medium load penalties by an additional 

i for every 6 levels after 3rd; increase the maximum 

Dexterity bonus for the charger's armor by an additional 

i for every 6 levels after 3rd. In addition, the charger's 

speed does not decrease when wearing medium armor or 

carrying a medium load. At 9th level, a charger can move 

at normal speed in heavy armor or while carrying a heavy 

load. This ability replaces evasion and Multiattack. 

Indefatigable (Ex): At 6th level, a charger becomes 

immune to fatigue. This ability replaces devotion. 

Stalwart Steed (Ex): At i5th level, the charger gains the 

ability to withstand great punishment and stress. Whenever 

the charger succeeds at a Fortitude or Will save that would 

normally result in a reduced or partial effect, the charger 

is unaffected. This ability replaces improved evasion. 

1NF1lTRATOR (FAMlllAR ARCHETYPE) 
Familiars can serve as excellent spies, and infiltrators are 

the very best of their kind at this subtle art. 

Class Skills: Bluff and Disguise become class skills for 

an infiltrator. 

Alertness: An infiltrator gains Alertness as a bonus 

feat, rather than providing it to its master. 

Share Spells: An infiltrator may only share divination 

spells that have a target of "You" with this ability. 

Uncanny Stealth (Ex): An infiltrator gains uncanny 

dodge and improved uncanny dodge, treating its master's 

level as its effective rogue level. This ability replaces 

improved evasion. 

Scry on Familiar (Sp): An infiltrator gains this ability at 

7th level, and its master may divide the duration of scryin.!J 

into i-minute increments, up to i minute per level per day. 

This ability replaces speak with animals of its kind. 

Telepathic Bond (Sp): At 9th level, an infiltrator gains a 

permanent telepathic bond with its master. 

Spell Resistance (Su): An infiltrator's spell resistance 

applies only against divinations and mind-affecting effects. 

P1tFERER (FAMlllAR ARCHETYPE) 
Some familiars are stealthy pilferers who perform tricks 

of thievery or simple spying on their master's behal£ 

Class Skills: A pilferer treats Disable Device, Escape 

Artist, and Sleight of Hand as class skills. 

Improved Steal: A pilferer gains Improved StealAPG as a 

bonus feat. This ability replaces Alertness. 



Nondetection (Sp): A pilferer is under the constant 

effect of nondetection with a caster level equal to its master's 

class level. The DC of the caster level check to penetrate 

the nondetection effect is equal to is + the master's caster 

level. This ability replaces improved evasion. 

Sneak: At 3rd level, a pilferer gains a competence bonus 

equal to i/2 its master's class level on Sleight of Hand and 

Stealth checks. This ability replaces deliver touch spells. 

Greater Steal: At 9th level, a pilferer gains Greater 

Steal Arc as a bonus feat. This ability replaces speak with 

animals of its kind. 

RACER (COMPAN10N ARCHETYPE) 
Some companions have uncanny speed, providing their 

masters with swift transport. 

Animal Feats: In addition to the standard animal 

companion feats, a racer may select Acrobatic Steps, 

Charge ThroughArc, Improved Lightning Reflexes, 

Lightning Stance, Nimble Moves, and Wind Stance. 

Fast Movement (Ex): A racer's speed is 10 feet greater 

than typical animals of its kind when wearing no armor 

and carrying a light load. This ability replaces share spells. 

Sprint (Ex): At 6th level, once per hour a racer can move 

at io times its normal speed when it makes a charge or 

uses the run action. This ability replaces devotion. 

ToTEM Gu10E 
(COMPANlON ARCHETYPE) 
Totem guides embody the wisdom and spirituality of 

the natural world, providing guidance as well as aid in 

combat. Once a totem guide is chosen, a character may 

replace the companion if it is slain but may not choose a 

different kind of totem guide. 

Spiritual Guidance (Sp): At 3rd level, a totem guide 

can use .!Juidance as a spell-like 

ability at will as a full-round action, 

targeting itself or its master. In 

addition, a totem guide's master can 

spontaneously cast the following 

spells while adjacent to the totem 

guide by sacrificing a spell slot of 

equal or higher level: detect animals 

or plants (1st), au.!Jury (md), helpin.!J hand 

(3rd), divination (4th), commune with 

nature (5th), andjind the path (6th). The 

totem guide serves as a divine focus 

for these spells, but costly material 

components must still be provided. This 

ability replaces evasion. 

Beast Speech (Ex): At 6th level, a totem guide 

can speak with its master as though the two shared a 

common language, and it can speak with other animals 

of its species (or, at the GM's discretion, other creatures 

with similar types). This ability replaces devotion. 

Eldritch Claws: At 9th level, a totem guide gains Eldritch 

ClawsAPG as a bonus feat. This ability replaces Multiattack. 

Ghost Guardian (Ex): At i5th level, a totem guide's 

natural weapons deal full damage to incorporeal creatures 

and its natural armor bonus applies against incorporeal 

touch attacks. A totem guide can never be raised or 

animated as an undead creature. This ability replaces 

improved evasion. 

VALET (FAMlllAR ARCHETYPE) 
A valet is a consummate personal servant, able to fetch, 

deliver, and perform for its master's every need. 

Class Skills: A valet treats Craft, Perform, and Profession 

as class skills. 

Able Assistant (Ex): A valet's master treats the valet as if 

it possessed the Cooperative CraftingAPG feat and shared 

all Craft skills and item creation feats he possesses. This 

ability replaces Alertness. 

Prestidigitation (Sp): A valet can use prestidi.!Jitation 

once per hour. 

Teammate (Ex): A valet is considered to have all the 

teamwork feats its master has. 

Deliver Touch Spells (Su): At 3rd level, when delivering 

a harmless touch spell to a willing creature, a valet can 

move before and after delivering the spell, as long as its 

total movement does not exceed its speed. This ability 

modifies deliver touch spells. 

Deliver Aid (Ex): At 7th level, a valet can move before 

and after using the aid another action, as long as its total 

movement does not exceed its speed. This ability replaces 

speak with animals of its kind. 

Aide to All (Ex): At i3th level, a valet can choose to use 

the aid another action as a full-round action, granting 

up to three adjacent creatures bonuses from this action. 

Each bonus may be either for the same action or check or 

for different actions or checks. This ability replaces 

scry on familiar. 
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l NTElllG ENT ANlMAlS 
One of the surest ways to complicate the relationship between an adventurer and her animal companion is to cast 

awaken on the beast. The moment the spell takes effect, an animal companion ceases to be a class feature, and instead 

becomes a person-an NPC whose Intelligence has increased by 3d6 (potentially making it as smart as or smarter than 

the caster), and who has an increased Charisma score and knows at least one spoken language. 

An adventurer considering awakening his animal 

companion should keep in mind the awaken spell's 

potential drawbacks. Most pointedly, awakened animals 

can no longer serve as companions, and the character must 

follow the rules for Leadership if he wishes to take the 

animal as an official cohort. Further, an intelligent animal 

can be difficult to manage. After awakening, animals are 

predisposed to be friendly toward whoever cast the spell

in this case, presumably their masters. Yet if an animal was 

mistreated during its time as a companion, or is treated 

poorly after its awakening, that friendliness is mixed 

with a sense of confusion that can last anywhere from a 

few moments to a few hours as the animal reconciles the 

abuse with the great gift it's been given. Since awaken is 

not a charm or mind-control spell, there's nothing to 

prevent awakened animals from resenting mistreatment 

in the same way a normal person of their intelligence level 

would, and they're no more inclined to be automatically 

servile than anyone else. More than one careless druid has 

found her awakened animal companion refusing to follow 

instructions, leaving to pursue its own goals, or even 

seeking vengeance for its former "enslavement." 

On the flip side, there are many advantages to awakening 

an animal companion. If treated well, an awakened animal 

may become a valuable member of an adventuring party, 

adding new perspective to problems and fighting alongside 

its friends. Awakened animals can also make stealthy and 

reliable snoops (for who guards her words in front of a 

dog?), teach adventurers about their native environments, 

act as guides, and provide a valuable surprise weapon 

against enemies who think them mere brutes. Druids, 

in particular, may find awakening animal companions 

appealing-either because they wish to become true 

friends with their companions, or because they would 

value the animals' skills as allies. A devious druid, upon 

witnessing an enemy mistreating its companion, may 

even cast awaken in secret upon the beast, trusting that 

its natural instincts will make it turn on its oppressor. 

So You'vE AWAKENED YouR ANIMAL 
Although the personalities of awakened animals are as 

varied as those of adventurers, augmented animals often 

exhibit traits hearkening back to their species. Similarly, 

certain types of animals may favor specific classes, battle 

tactics, or even weapons. The following are examples of 

some broad animal groups' commonalities. 

Avians: Raptors such as eagles, hawks, and owls-as well 

as more bizarre fliers-tend to develop aloof, detached 

personalities, while smaller individuals are often more 

social and high-strung. Awakened avian animals keenly 

observe the world around them-often understanding it 

much better than their demure natures might imply

and are adept at inferring others' desires, motives, 

and intentions. These intelligent flyers are shrewdly 

calculating and opportunistic, especially when it comes 

to ensuring their own survival. Awakened birds can often 

be found high above a fracas, coldly deciding on the best 

course of action, and only entering a fray when it's in their 

best interest or that of their friends. 

In combat, avian animals enjoy taking opponents by 

surprise, favoring training as rogues and ninjas, though 

they may also enjoy a bard's ability to soar above the fray 

and inspire with their songs and majestic screeches. In 

these capacities, the birds often use their winged stealth 

to their advantage, taking cover in trees and then striking 

quickly and silently. Awakened avian animals use 

their natural weapons, but often with a twist-devious 

awakened flyers have been known to drop smoke shot, 

chain shot, and even bombs on unsuspecting enemies. 

Land Mammals (Large): Relishing their brute size 

and strength, large mammals-such as bison, lions, and 

rhinoceroses-tend to divide along predator/prey lines. 

Herbivores tend to be generally docile but easily spooked 

or enraged, while predators are aggressive and cunning, 

constantly seeking social dominance. Whether they're 

among cowering villagers or in a raiding party, these animals 

love to tell stories of their physical prowess, and awakened 

large animals tend to be the worst kind of braggadocios. 

In combat, most large animals gravitate toward brash, 

volatile tactics, becoming barbarians or fighters who 

enjoy wading into battle before thinking. The exceptions 

are those hunters like the great cats that rely on stealth 

and tracking, who are just as likely to become rogues 

or rangers as they are to become barbarians. Some 

large mammals, however, have been known to become 

samurai, replacing their natural affinity for recklessness 

with precision and discipline. 

Large mammals recognize the value in using their 

natural weapons, and augment those weapons in any way 

they can. For a rhinoceros, that might mean sharpening 

its deadly horn, while a lion might tip its claws with 

poison and a bison might overrun its enemies with 

spiked chainmail affixed to its chest. 

Land Mammals (Small and Medium): Encompassing 

perhaps the widest variety of species-including creatures 

like cheetahs, hyenas, ponies, and weasels-Small and 



Medium mammals tend to adopt mischievous, resourceful 

personalities when awakened. Used to living in vast 

ecosystems full of larger predators, these creatures are 

accustomed to using any advantage they have, banding 

together with allies or manipulating others to serve their 

own designs. 

In battle, these animals tend to be smart and savvy, 

shrewd at observing situations and determining whether it 

would be most advantageous to fight OT run. Those animals 

who prefer combat to diplomacy tend to value speed and 

stealth, thus making barbarians and rogues natural 

choices, yet the natural curiosity of many smaller animals 

may also lead them to the study of magic, from wizardry 

to druidism, which brings their own environments under 

their control. These creatures tend to be opportunistic, 

perpetually on the lookout for interesting magic items to 

help augment their natural abilities. 

Aquatic Animals: Often as mysterious as the depths 

in which they live, ocean dwellers are predisposed to 

developing deep, philosophical personalities when 

awakened. The reflective natures of animals such as 

giant squid, whales, and dolphins typically manifest in 

one of two ways: they either find majesty in nature or 

adopt a religion. Once awakened, aquatic animals also 

tend to be the most creative and artistic group of creatures. 

Of all awakened creatures, aquatic animals are the most 

likely to become clerics or paladins-or cult leaders, for that 

matter. Aquatic animals who eschew religion may instead 

pursue training as druids or bards, or crave the intellectual 

stimulation of wizardry. In battle, aquatic animals prefer 

to rely on the gifts their personal beliefs provide, casting 

divine spells or weaving intricate battle songs and spells. 

As a rule, aquatic animals eschew combat and fight only 

when necessary for survival unless an enemy threatens 

something the animal holds sacred. Because they so dislike 

combat, aquatic animals rarely alter their natural weapons. 

Primates: Perhaps the most human in their perspectives, 

augmented primates such as monkeys, baboons, and 

gorillas tend to have a wide range of personalities. Most 

are highly social and communicative, though this does 

not always make them great allies as they form intense 

attachments, manipulate others, and vie for dominance. 

Perhaps reflecting their impulsive personalities, primates 

generally pursue whatever paths seem appropriate in any 

given moment, and are likely to multiclass, training as 

anything from barbarians, fighters, rangers, and rogues, 

to exotic callings such as gunslingers and even magi. 

Those smaller primates used to traveling quickly through 

trees make great burglars and sailors, while gorillas and 

chimpanzees make better mercenaries and berserkers, 

charging into foes with terrifying force. The weapons 

primates wield also run the gamut. A gorilla might choose 

an enormous club, a chimpanzee a two-handed sword that 

lets him take advantage of his tremendous strength, and a 

monkey a hand crossbow or blunderbuss. 

Reptiles: From the lizard to the constrictor snake to 

the ankylosaurus, awakened reptiles tend to be haughty 

and disdainful toward others. They eschew company 

whenever possible, preferring instead to be alone with 

their increasingly complex thoughts. Although their gruff 

exteriors can be off-putting, once an adventurer has earned 

an awakened reptile's friendship, it lasts for a lifetime. 

When they are forced to pursue a discipline, smaller 

reptiles favor esoteric orders and studies, perhaps 

becoming druids, oracles, or even witches, while larger 

reptiles-such as dinosaurs-are often content to remain 

savagely effective barbarians. Poisonous creatures might 

become rogues, ninjas, and assassins, supplementing 

their own poisons with those of others. Though not 

necessarily evil, reptiles often retain predatory streaks 

that can seem cruel to others, and some crave violence 

and the thrill of the hunt over all. In combat, as in most 

things, reptiles rarely show anger or passion, instead 

pursuing their goals with cold, emotionless drive, their 

expressions nearly impossible for other creatures to read. 
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SPELLS 
Penned centuries ago by the son of an eccentric dwarven druid obsessed with insects, decay, and destruction, the Evernreen 

Pact was Coulthar Au's attempt to redeem the tainted legacy of his mad mother by reconciling her saner insights with 

traditional druidism and the broader natural world. The Evernreen Pact contains all of the spells in the following section, 

allowing characters of the appropriate classes to prepare and cast them. 

B L E E D  FOR YOU R  MASTE R  

School enchantment  (compu l s i on); Level an t i pa l a d i n  2, d r u i d  3, 

ra nger  3, sorcerer/wizard 3, witch 3 

Cast i ng T i m e  1 i m med ia te ac t ion  

Components V, S 

Ran ge to uch  

Ta rget you r  an ima l  compan ion ,  fa m i l i a r, o r  fi end i sh  se rva nt  

D u rat ion i nsta n taneous  

Saving Th row none; Spel l  Resistance no  

When you  wou ld  be h i t  by a n  attack that req u i res a n  attack ro l l , 

you may cast th i s  spe l l  to compe l  the target to th row i tse l f  i n  

front  of t h e  b l ow, ta k ing d amage  from t he  attack i n stead of you .  

After ta k ing damage, the target i s  shaken  fo r  1 m i n ute. I f  you 

ta rget you r  an ima l  compan ion, fa m i l i a r, o r  fiend i sh  servant  with 

this spel l  wh i l e  i t  i s  a l ready shaken, i t  becomes fr ightened after 

i ntercept ing the attack .  

I f  the attack i nvolves mu l t i p l e  attack ro l l s  from a s ing le effect 

(e.g., scorching ray), the target i n tercepts a l l  attacks. I f  the attack 

i nvolves mu l t i p le  attack ro l l s  from natura l  attacks o r  i terat ive 

attacks, it i n te rcepts on ly  one attack. 

I f  the spel l  affects a n  a rea, the ta rget i n stead g ra nts you cover 

aga i nst the effect ( +2 bonus on Reflex saves) if it is you r  s ize 

o r  sma l l e r, o r  imp roved cover (+4 on  Reflex saves and imp roved 

evas ion aga i nst the effect) i f  i t  i s  l a rger  than you .  The target 

a utomat ica l ly fa i l s  i ts Reflex save aga i nst the effect, but  may st i l l  

benef it from effects s u c h  as  imp roved evas ion .  

Th i s  spe l l  has no effect on  attacks that do not req u i re a n  attack 

ro l l  or  affect a n  a rea .  You r  an ima l  compan ion, fam i l i a r, o r  f iend ish 

se rva nt must be adjacent to you at the t ime of cast ing  o r  th i s  spe l l  

has no effect. 

D I E  FOR YOU R  MAST E R  

School enchantment  (compu l s i on); Level an t i pa l a d i n  4 ,  d ru i d  5, 

sorcerer/wiza rd 5, witch 5 

Th i s  spe l l  funct ions as bleed for your master, but  it a l lows you r  

compan ion  or  fam i l i a r  t o  i n te rcept any attack t h a t  ta rgets you, 

i n c l ud i ng  those that do not req u i re attack ro l l s  (e.g., chain 

lightning, hold monster, and  magic missile) . Your  compan ion  o r  

fa m i l i a r  canno t  i n te rcept effects that do not affect creatu res of i t s  

type (e.g. ,  dominate person) .  

FAM I L IAR F I G M E N T  

S c h o o l  i l l u s i on  (fi gmen t); Level sorcerer/wiza rd 2, w i t ch  2 

Cast i ng T i m e  1 sta nda rd ac t i on  

Components V, S 

Ran ge to uch  

Ta rget you r  fa m i l i a r  

D u rat ion 1 ro u nd/level (D) 

Saving Th row none; Spel l  Resistance no 

You create an  i l l usory dup l i cate of your  fami l i a r  that moves erratica l ly 

a round you r  fam i l i a r's space, frequent ly movi ng th rough  the 

fami l ia r's body with a b lurr ing effect that makes i t i ndist inguishable 

from the rea l crea tu re. Attacks aga i nst the fam i l i a r  have a 500/o 

miss chance; attacks that m iss i nstead ta rget t he  fami l i a r  f igment, 

which reacts as i f  damaged as appropriate to the attack but un l i ke 

a mirror image is not destroyed when struck .  Th i s  spe l l  does not 

g ran t  you r  fam i l i a r  concea l ment o r  prevent i t  from be ing targeted 

by spe l l  effects that do not req u i re a n  attack ro l l .  

I n  add i t ion ,  as  a swift act ion, you r  fam i l i a r  ca n d i rect the 

fa m i l i a r  f igment to attempt a melee touch attack,  us ing you r  base 

attack bonus and  the fam i l i a r's Dexte rity modi f ier. I f  th i s  attack 

h i ts, you r  fam i l i a r  (but not other creatu res) treats that target a s  

H U NT E R'S FRI E N D  

School  t ran sm utat ion; Level d r u i d  3 ,  ra nge r  2 

Cast i n g T ime 1 sta nda rd ac t i on  

Components V, S, O F  

Target you r  a n i m a l  compan i on  

D u rat ion 1 h ou r/ l eve l (D) 

Savi n g Throw Wi l l  negates 

( ha rm less); Spell  Resistance no 



You r  an ima l  compan ion  works in perfect ha rmony with you r  

maste ry of nature. You sha re one of t he  fo l lowi ng c lass ab i l i t ies 

with you r  compan ion  for every 4 caster leve l s  you possess: 

camouf lage, favored enemy, favored te rra i n, hide i n  p l a i n  s ig ht, 

res ist nature's l u re, swift tracker, track less step, venom immun ity, 

and  wood land  str ide. You must have the ab i l i ty in q uest ion to 

sha re i t  with you r  compan ion, and  i t  funct ions for you r  compan ion  

just  a s  i t  f unc t ions  fo r  you ,  save that each favored enemy o r  

favored terra i n  you sha re counts a s  a sepa rate c l a s s  ab i l ity fo r  t he  

pu rpose of th i s  spe l l .  

A t  the GM's d i scret ion,  you  may i nstead sha re a n  a b i l i ty 

g ra nted by an a rchetype that su bst i tutes fo r one of the a bove 

ab i l i t i es, such as  the a rct ic  endu rance, a rct ic  nat ive, i cewa l k i ng ,  

and  snowcaste r a b i l i t i e s  of a n  a rct ic d ru i d'PG. 

SCAM P E R  

School  t ran sm utat ion; Level d ru i d  2 ,  ra nge r  2 

Cast i ng T i m e  1 swif t  ac t i on  

Components V, S 

Ran ge c lose (2 5 ft .  + 5 ft ./2 leve ls) 

Ta rget you r  a n i m a l  compan i on  

D u rat ion 1 ro und  

Saving Th row none; S p e l l  Resistance no  

You r  an ima l  compan ion  moves with aston i sh i ng  ag i l ity and  speed 

unt i l  the end of i ts turn .  I t  can move at  fu l l  speed whi le us ing 

Acrobat i cs, and  i t  ga i n s  a competence bonus equa l  to twice you r  

caster level (maximum + 20  at  1 O t h  level) on  Acrobat ics checks 

made to avoid attacks of opportu n i ty o r  move th rough  a squa re 

occup ied by an enemy. 

SEA STALL ION 

Schoo l  t ran sm utat ion; Level d ru i d  4, pa l ad i n  4 ,  ra nge r  4 

Th i s  spe l l  funct ions as sea steed, but  as long as you a re mounted 

on  the affected creatu re, you a l so ga i n  the amph ib ious  qua l ity 

and you r  melee attacks funct ion as  i f  you were us ing freedom 

of movement. If you a re d i smounted, you reta i n  the amph ib ious  

qua l i ty fo r  1 m i n ute; i f  you remount  before th i s  t ime, the spe l l  

cont inues .  I f  not, you r  moun t  reta i n s  t he  effects but  you  do not .  

I f  you r  mount  i s  d ropped to o or fewer h i t  po in ts, the spe l l  ends 

for both of you .  

SEA STE E D  

School  t ran sm utat ion  (po lymo rph); Level d ru i d  2, p a l a d i n  2 ,  

ra nge r  2 

Cast i ng T i m e  1 sta nda rd ac t i on  

Components V, S, D F  

Ran ge to uch  

Ta rget you r  moun t  

D u rat ion 1 0  m i n u tes/ l eve l (D) 

Saving Th row Wi l l  negates ( ha rm less); Spel l  Resistance no  

You r  an ima l  compan i on  o r  mount  ada pts to l i fe i n  the water, 

g a i n i n g  sca les that  cover i ts  body and  fi ns  i n  p l a ce of feet .  You r  

m o u n t  g a i n s  t h e  aqua t i c  su btype, t h e  amph i b i ous  q u a l i ty, and  a 

swi m  speed equa l  to i ts  norma l  speed, t hough  i ts l a nd  speed i s  

red uced to 10  fee t  ( i f  i ts  l a nd  speed  i s  norma l ly g reater than  1 O 

feet-otherwi se, i ts  l a nd  speed is una ffected) wh i l e  th i s  spe l l  i s  

i n  effect. 

THE EVERGREEN PACT 
The Evergreen Pact exp l o res t h e  natu re of friend s h i p  

between t h e  h u m a n o i d  races a n d  t h e i r  a n i m a l  a l l i es, 

wrest l i n g  with t h e  soc ieta l et h i cs of ta m i n g  a n d  b reed i n g  

w i l d  t h i n gs a l o n gs i d e  t h e  m o ra l  q u a n d a ries fo r  d ru id s  as 

a m bassadors between civi l izat ion  and the  n at u ra l  wo r ld .  I s  

the i r  relationsh i p  one  of co m rades h i p  a n d  co m m u n ity with 

the wi ld ,  or s i m p ly a n ot h e r  fl avo r of co n q u est a n d  contro l ,  

co m m a n d i n g  beasts to fi g ht and d ie  i n  the ir  service? What  

d o  d ru id s-a n d  others who b ind natu ra l and s u pernat u ra l  

creatu res t o  t h e i r  service-owe i n  ret u r n ?  These q u esti o n s  

h ave d riven m a ny rea d e rs t o  m e l a n c h o ly, a n d  perh a p s  

t h i s  i s  w h a t  h a s  led to t h e  book  h avi n g  a n  i l l  re p utat i o n  

i n  m a ny c i rc les ;  t h e  l o re a n d  sec rets conta i ned wit h i n  a re 

often i g n o red beca use  of d i s a g reement with t h e  a u t h o r's 

p h i loso p h ica l  p re m i ses, b u t  n o n e  ca n deny that  t h e  d eta i l s  

i n  t h i s  book let a re h i g h ly i n fo rm ative, t o  say t h e  least.  

Effects: C h a racters in possess i o n  of a co py of the 

Evergreen Pact may co n s u lt the  leather- bo u n d  p a m p h let as 

a fu l l - ro u n d  act ion  to ga i n  a +2 i ns ight  bo n u s  o n  the i r  n ext 

Knowledge c h eck  to ident ify a n  a n i ma l ,  a fa m i l ia r  of any  

type, a mag ica l  beast, o r  a verm i n .  

S H A R E  SHAPE 

School  t ran sm utat ion  (po lymorph); Level ra nge r  3, so rcere r/ 

wiza rd 4, w i tch 4 

Cast i ng T i m e  1 sta nda rd ac t i on  

D u rat ion 1 h ou r/ l eve l (D) 

Th i s  spe l l  funct ions as beast shape II, but you may on ly  assume the 

form of a n  an ima l  of a type ident ica l  to you r  an ima l  compan ion  o r  

fa m i l i a r. I f  you r  fam i l i a r  o r  compan ion  i s  not a n  a n ima l ,  th i s  spe l l  

has no effect. 

S H I E L D  COM PA N I O N  

School  a bj u ra t i on; Level a nt i pa l a d i n  1 ,  d r u i d  1 ,  pa l ad i n  1 ,  

ra nge r  1 ,  so rcere r/wiza rd 1 ,  w i tch 1 

Target you r  an ima l  compan ion, fam i l i a r, or fiend i sh  servant  

Th i s  spe l l  funct ions as  shield other but  affects on ly  the caster's 

an ima l  compan ion  or fa m i l i a r. Spe l l casters from c lasses that do not 

norma l l y  gain a n  an ima l  compan ion, fa m i l i a r, o r  f iendish se rvant  

but  who ga i n  one th rough a n  a l ternate c lass featu re, a rchetype, o r  

prest ige c l a s s  can prepare and  cas t  th i s  spe l l  as  a 1 st- level spe l l  i f  

they a re ca pab le of cast ing  spe l l s .  

S KY STE E D  

School  t ran sm utat ion; Level pa l a d i n  3 

Cast i ng T i m e  1 sta nda rd ac t i on  

Components V, S, D F  

Ran ge to uch  

Ta rget you r  moun t  

D u rat ion 1 m i n u te/ level (D) 

Saving Th row Wi l l  negates ( ha rm less); Spel l  Resistance no 

You r  mount  sprouts ange l i c  w ings and ga i n s  a fly speed equa l  to 

its l and  speed with average maneuverab i l i ty and  a bonus on F ly 

checks equa l  to you r  caster leve l .  
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AN1MAL MAG1C 1TEMS 
The following magic items are well suited for various 

animals, though some may be equipped on other 

creatures as well at the GM's discretion. For optional 

rules regarding how to equip animals with magic items 

and which animals can equip items in which body slots, 

see the inside cover of this book. 

C I RCLET OF SPEAKI NG CL 4th 
S LOT headband P R I C E  4, 8 0 0  G P  W E I G H T  1 l b .  
A U R A  fa i n t  d iv inat ion 

Th i s  t h i n, s i lver c i rc let a l lows a n  an ima l  wea r ing i t  t o  speak, 

even i f  i t  i s  not norma l l y  capab le of do ing so beca use of i ts low 

I nte l l i gence sco re or  lack of known l anguages.  The creator of the 

i tem dec ides what l anguage the c i rc let 's wearer can speak when 

she crafts the i tem (typica l l y  Common); once craft ing i s  comp lete, 

th i s  cannot be changed .  A circlet of speaking does not g ran t  a n  

an ima l  a bonu s  t o  I nte l l i gence, and  t he  wearer's genera l  behav ior 

rema ins  l a rge ly the same whi le i t  wea rs a circlet of speaking, 

though it ca n commun icate i ts des i res and  rud i mentary knowledge 

as though be ing spoken to v ia speak with animals. 

MR@iM•l4!Mm!N•ll@W!E cosT 2,400 GP 1 
Craft Wond rous  I tem, speak with animals 

CL 9th 

T h i s  co l l a r  of br ight  red leather bea rs 

a sma l l  go lden pendant  and makes 

the wearer much more b iddab le  and  

comp l i ant .  The  wearer takes a -4  pena l ty 

on saving throws aga i nst mind-affecting 

effects used by the creatu re that p laced 

the co l l a r  on it, and  that creature gains a +4 bonus on Hand le  

An ima l  checks to tra i n  o r  push the wearer. Any o ther  creatu res 

ta ke a -4 pena l ty on Hand le  An ima l  checks aga i nst the wearer, 

and  the wearer ga i n s  a + 2 res i sta nce bonus on savi ng th rows 

aga i nst the i r  m i nd -affect i ng  effects. 

A collar of obedience can be p laced on  a ny Sma l l, Med i um, 

or Large creatu re. P lac ing a collar of obedience on a creature i s  

a f u l l - round act ion that requ i res a successfu l  g rapp le  maneuver. 

Removing the co l l a r  is a l so a fu l l - round act ion, and  the crea tu re 

removing it must have prec ise d i g its capab le  of worki ng the 

lock ing mechan i sm .  A creatu re made he lpfu l  with wi ld  empathy 

does not res ist hav ing the co l l a r  eq u i pped o r  removed.  

ii.J�bl;lltiiUHljJUllli;JiM#iE COST 2 ,500 GP I 
Craft Wondrous  I tem, charm animal or mind fog 

with heaven ly  power. They g ran t  the 

holy weapon speci a l  a b i l ity to the 

wea re r's hoof attacks, and  i f  the wearer 

h i ts  a n  evi l - a l i g ned ta rget with both 

hooves i n  the same round,  the target i s  

staggered for 1 round (Fort i tude DC 16 negates) .  I n  add i t ion,  the 

wearer ga ins a +2 sacred bonus on  bu l l  rush, d rag,  and  overrun 

combat maneuvers. I f  the wearer i s  a mount and the r ider uses 

the Tramp le  feat, add 2 to the r ide r's overru n combat maneuver 

check.  I f  the wearer uses the t ramp le  speci a l  ab i l i ty, i nc rease the 

tramp le  DC by 2; i f  the target fa i l s  its save aga i nst the t ramp le  

attempt, add the damage from the holy weapon spec i a l  ab i l ity to 

the t ramp le  damage.  

li.J�b I ;Jill I Ul: I ;J J.JIJ I ;J iM ia E COST 1 0,000  GP I 
Craft Mag ic  Arms and  Armor, Craft Wondrous  I tem, holy smite, 

creator must be good 

PULL-RI NG OF SCENT CL 5th 
S LOT headband P R I C E  1 1 , 0 0 0  G P  W E I G H T  1 l b .  
A U R A  fa i n t  t ransmutat ion 

Th i s  d u l l  brass r ing i s  typica l l y  p laced i n  the nose  o r  muzzle, o r  

e l sewhere on  the head  of a n  a n ima l, and  i s  u sed  to attach a lead 

rope o r  br id le .  The wearer (and i ts r ider, i f  a ny) g ives off no scent  

and  cannot be tracked o r  located by scent .  I n  add i t ion,  i t  ga i n s  the 

scent ab i l i ty with i n  30  feet; i f  the wearer a l ready possesses scent, 

the ra nge for this sense i ncreases by 30  feet (to a maximum of 

60 feet) . 

iiU�fi i;Jlli i Ul: I ;J i.tll I ;J i$i j�i E COST 5, 500  GP I 
Craft Wondrous  I tem, beast shape I 

CL 7th 

This nacreous saddle is ca rved from g iant 

mol lusk shel ls, lashed with braided ke lp, 

and  des igned to be worn by aquat i c  

mounts . On command, a n  a rc ing torrent  

of water  r i ses  u p  f rom a n  exist i ng  body 

of water, a l lowing the mount to use its 

swim  speed to move th rough  the a i r. This funct ions as  air walk 

and  ca n be used a tota l of 7 m i n utes per day, usab le  i n  1 -m i n ute 

i ncrements. The a rc of water tra i l s  beh ind the mount  and r ider 



and  can be used by other swimming  creatu res to move th rough 

the a i r  (Swim  DC 1 5) . When the effect ends, the suspended water 

d i sa ppears with a neg l i g i b le  a mount  of water fa l l i ng on  creatu res 

underneath the path of the a rc .  

The sky-r iver c reated by the sadd le  does not ha rm creatu res, 

though i t  does ext i ngu i sh  nonmag ica l  fi res in a reas i t  over laps 

with them.  As a standa rd act ion, the r ider can expend 2 m i n utes 

of the sky-rive r's d u rat ion to produce a hydraulic torrentAPG with 

a CMB of +9. 

ii.J�fi I ;I iii I Ul: I ;J Ulll I ;J ibi i�i E COST 8, 000  GP I 
Craft Wondrous  I tem, air walk, hydraulic torrentAPG, water walk 

OTHER MAG1C 1TEMS 
These items are intended for use by PCs or other non

animal creatures. 

FAMI LIAR METAMAG I C  ROD 
Lesser familiar metamagic rod 

Familiar metamogic rod 

Greater familiar metamagic rod 

AU RA strong (no school) 

PRICE 
VARIES 

1 4,000 G P  

54,000 G P  

1 2 1,500 G P  

C L  1 7th WEIGHT 5 lbs.  

The wielder ca n cast u p  to th ree spel ls per day that affect h is 

fa m i l i a r  as  though us ing the Fam i l i a r  Spel l  feat .  

CONSTRUCTION REQUIREMENTS COST var ies  

I Lesser fam1/tor metamagic rod ____ _ 7,000 G P  

Familiar metamag1c rod 2 7,000 G P  

I Greater famt!1ar metamagic rod 60,750 G P  

C ra f t  Rod ,  Fa m i l i a r  Spe l l  (see page 1 8) 

CL 1 1 th 

Th i s  figurine of wondrous power is shaped l i ke a wa l rus  and i s  

ca rved out  of a pr ismat ic  c rysta l .  I t  fo l l ows a l l  the norma l  ru les 

for figurines of wondrous power (Pathfinder RPG Core Rulebook 

5 1 3 ) . When an i mated, a g l ass wa l rus acts in a l l  ways l i ke a norma l  

wa l rus  (see page 2 9) except i t  can g l ide a long the su rface of water 

as though under  the consta nt effects of water walk. Up  to two 

Med i um  creatu res o r  fou r  Sma l l  creatures ca n f it on  a glass wa l rus's 

back as the creature g l ides across water (the wa l rus  moves at ha l f  

speed wh i l e  ca rryi ng creatures), and  the wa l rus  ca n ca rry u p  to 

600 pounds in th i s  way before i t  becomes too encumbered to 

move. A g lass wa l rus  can be used twice per week for up to 6 hou rs 

per use. When 6 hours have passed or when the command word i s  

spoken,  the g lass wa l rus  aga in  becomes a t iny statuette. 

ii.J�bl;liiiiUHl;JUllli;JiM#iE COST 7, 000  GP I 
Craft Wond rous  I tem, animate objects, water walk 

CL 9th 

T h i s  ba l l  of i ron bands and  h i nges i s  a bout  t h e  s ize o f  a human  

f ist .  Th ree t imes  pe r  day, when th rown at a creatu re or  space as 

a th rown weapon,  the contrapt ion opens u p  as i t  str ikes a so l i d  

su rface, tak ing the shape of a meta l  muzz le .  I f  i t  h i ts  the target, 

the muzzle immediate ly attaches i tse l f  to the face of any Large  or 

sma l l e r  creatu re struck by the ba l l  or  a ny s i ng le  Large o r  sma l l e r  

creatu re i n  the 5 -foot sq ua re so targeted. The muzz le  harmlessly 

c latters to the g round and returns to bal l  form if i t  fa i l s  to strike a 

creature or no creature is present in the space in which it l a nded, 

and i t  does not retu rn to i ts th rower. 

A creatu re muzz led with an instant muzzle cannot speak 

proper ly ( i f  i t  was norma l l y  ab le  to do so), and ga ins a 200/o 

spe l l  fa i l u re chance for any spe l l  i t  attempts to cast with ve rba l  

components, and  a 200/o cha nce to i ncorrect ly use a command 

word when act ivat ing a mag i c  i tem.  The muzzled creature cannot 

make bite attacks o r  even d r i nk  o r  eat proper ly. The muzzle has 

ha rd ness 1 O and  2 5  h i t  po i nts. An instant muzzle rema ins  attached 

to a crea tu re for 4 rounds before detach ing and  return ing to ba l l  

form, immed iate ly te leport ing back t o  t h e  h a n d  of t h e  crea tu re 

that or ig i n a l ly th rew the i tem. 

ii.J�bi;Jlliit.l:i;JUliJ!;JiMiaE COST 3,250  GP I 
Craft Wond rous  I tem, fumbletongue"M, telekinesis 

CL 9th 

T h e  head of t h i s  bronze scepter i s  shaped l i ke a roar i ng  l i o n  leap ing 

fo rwa rd . When he ld by a creatu re with no ra nks i n  the Hand le  

An ima l  sk i l l , th i s  rod a l lows the wie lder  to teach tr icks to any 

an ima l  with a n  I nte l l i gence score of 1 or  2 a s  though the wie lder  

were tra i ned i n  the use of that sk i l l .  Regard less of whether  the 

wie lder  of a rod of animal training has ra nks i n  Hand le An ima l ,  

she ga i n s  a +5 competence bonus on  Hand le  An ima l  checks to 

teach a tr ick to an an ima l  or  to t ra i n  an an ima l  for a genera l  

pu rpose, and  t h e  w ie lde r  c a n  u s e  charm animal (DC 1 1 ) as  a 

spe l l - l i ke ab i l i ty th ree t imes per day. 

iiU�fi i;Jlli i Ul: I ;J i.tll I ;J i$i J:i E COST 6, 1 50 GP I 
Craft Rod, charm animal 

TAMER'S WH I P  CL 8th 
S LOT none P R I C E  1 1 ,9 0 1  G P  W E I G H T  2 l b s .  
AU RA moderate conju rat ion and enchantment 

[m ind-affect ing, sonic] 
This leathern lash is dyed with specia l  

unguents tha t  g ive i t a d isturbing crimson 

hue. A tamer's whip i s  a + 1 animal-bane 

whip that deals lethal damage to an ima ls  

and mag ica l  beasts regard less of the i r  

natura l  a rmor bonus .  Cracking a tamer's 

whip as a move action g rants the wielder the fo l lowing benefits unt i l  

the end of her turn: a +4 competence bonus on I nt im idate checks 

made aga inst an ima ls  and magica l  beasts, a +4 competence bonus 

on Handle Animal checks made to push them, and a +2 bonus on any 

combat maneuvers aga i nst an ima ls  or magica l  beasts. 

11.i�fihJ11•1ui:1;11.i111;JiMtaE cos1 6, 1 0 1  GP 1 
Craft Mag i c  Arms and  Armor, animal trance, snare, summon 

nature's ally I 
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llAMA 
T his sha!J!Jy, hoofed quadruped sports an elonnated neck and 

lar!Je, crooked teeth. 

N Med i u m  a n i m a l  

l n i t  + 1 ;  Senses l ow- l i g h t  v i s i on; Pe rcept ion +1 

D E F E N S E  
AC 1 1 ,  to uch  11 ,  f lat-footed 10 (+1  Dex) 

hp 6 (1 d8+2) 

Fort +4, Ref +3, W i l l  +1 

O F F E N S E  
Speed 40 ft .  

Melee b i te +1 (1 d6+1 )  

S p e c i a l  Attacks sp i t  (+1 ra nged to uch) 

STATISTICS 
Str 1 2, Dex 1 3, Con 1 5, In t  2, Wis 12, Cha 9 

Base Atk +O; CMB +1;  CMD 1 2  (1 6 vs. t r i p) 

Feats E n d u ra nce 

S k i l l s  Acroba t i c s  +S (+9 when  j u m p i ng) ;  Ra c i a l  Modif iers 

+4 Acroba t i c s  when  j u m p i n g  

ECOLOGY 
Enviro n m ent co l d  o r  temperate h i l l s  o r  moun ta i n s  

O rga n izat ion so l i ta ry, p a i r, o r  he rd (3-1 5) 

Treasure none  

SPECIAL A B I L I T I E S  
Spit  (Ex) Once per  hou r, a l lama can reg u rg i tate the contents of 

i ts  stomach, sp i t t i ng the fou l  mater ia l  a t  a s i ng l e  ta rget w i th i n  

10  feet. The ta rget must  succeed at  a DC 1 2  Fort i tude save o r  

be s ickened f o r  1 d 4  ro unds .  The save DC i s  Const i tu t ion-based .  

Perhaps llamas' most distinctive feature is their long 

necks. Rival males violently bump their necks against 

one another during fights for dominance among the herd, 

but overall these social animals are remarkably tame. 

ltAMA CoMPANlONS 
Starting Statistics: Size Small; Speed 40 ft.; AC +i natural 

armor; Attack bite (1d4); Ability Scores Str 11, Dex 16, Con 12, 

Int 2, Wis 13, Cha 9 ;  Special Qualities low-light vision. 

4th-Level Advancement: Size Medium; Attack bite 

(1d6); Ability Scores Str +4, Dex -2, Con +4. 

MOOSE 
A sli!Jhtly noofy, bent-nosed face does little to detract from the 

imposin!J heinht and bulk of this unnulate. 

XP 800 
N La rge  a n i m a l  

l n i t  +2; Senses low- l i g h t  v i s i on, scent; Pe rcept ion + 9  

D E F E N S E  
AC 1 4, to uch  11 ,  f lat-footed 1 2  (+2 Dex, +3 na tu ra l ,  -1  s i ze) 

hp 34 (4d8+1 6) 

Fort +8, Ref +6, Wil l  + 3 

O F F E N S E  
Speed 40 ft .  

Melee go re +6  (1 d8+4), 2 hooves +1 (1 d 6+2) 

Space 10 ft . ; Reach 5 ft .  

Special  Attacks powerfu l  c ha rge  (gore, 2d8+6) 

STATISTICS 
Str 1 9, Dex 1 5, Con 1 8, In t  2, Wis 1 4, Cha 7 

Base Atk +3; CMB +8; CMD 20 (24 vs. t r i p) 

Feats E n d u ra nce, R u n  



Ski l l s  Percept ion  +9 

ECOLOGY 
Enviro n m ent co l d  forests 

O rga n izat ion so l i t a ry o r  pa i r  

Treasure none  

Their daunting height and bulk, combined with the 

intimidating antlers of the males, means that moose are 

rarely threatened by natural predators, and when cornered 

by hunters they are truly a force to be reckoned with. 

MoosE CoMPANlONS 
Starting Statistics: Size Medium; Speed 40 ft. ; AC +2 

natural armor; Attack gore (1d6), 2 hooves (1d3); Ability 

Scores Str l2, Dex lS, Con l4, Int 2, Wis l3, Cha 7; Special 

Qualities low-light vision. 

7th-Level Advancement: Size Large; AC +3 natural 

armor; Attack gore (1d8), 2 hooves (1d4); Ability Scores Str +6, 

Dex -2, Con +4; Special Attacks powerful charge. 

PANDA 
T his black-and-white-furred bear is about as lonlJ in the body 

as an avera9e human-but much rounder. 

N Med i u m  a n i m a l  

l n i t  + O ;  Senses low- l i g h t  v i s i on; Pe rcept ion +7 

D E F E N S E  
AC 1 3, to uch 1 0, f lat-footed 13 (+3 natura l )  

h p  19 (3d8+6) 

Fort +5, Ref +3, Will +1 

O F F E N S E  
Speed 30  ft .  

Melee b i te +5 (1 d6+6), 2 c laws +5 (1 d3+3) 

STATISTICS 
Str 1 7, Dex 1 0, Con 1 5, In t  2, Wis 1 1 ,  Cha 1 4  

Base Atk +2; CMB +5; CMD 1 5  (1 9 vs. t r i p) 

Feats E n d u ra nce, S k i l l  Focus (Percept ion) 

S k i l l s  C l i m b  +1 1 ,  Percep t i on  +7, S u rv iva l +1 ;  Raci a l  Modi fi e rs 

+4 C l i m b  

SQ powerfu l  b i te 

ECOLOGY 
Enviro n m ent temperate o r  warm j u ng l es 

O rga n izat ion so l i t a ry or pa i r  

Treasure none  

SPECIAL A B I L I T I E S  
Powerfu l  Bite (Ex) A panda app l i es  twice i t s  Strength  bonus to 

b i te da mage .  

Pandas spend most of their lives alone, avoiding even 

other pandas except during mating season. They are 

excellent climbers, with front paws configured much like 

humans' opposable thumbs to help them grip bamboo 

stalks and tree branches. Bamboo shoots make up 

almost their entire diet, although pandas are technically 

omnivorous. In part because of the low nutritional value 

of bamboo, pandas lack the energy for aggression, and 

avoid danger wherever possible. 

PANDA CoMPANlONS 
Starting Statistics: Size Small; Speed 30 ft.; AC +2 natural 

armor; Attack bite (1d4), 2 claws (1d3); Ability Scores Str 13, 

Dex 12, Con l4, Int 2, Wis l3, Cha 9; Special Qualities low

light vision. 

7th-Level Advancement: Size Medium; AC +3 natural 

armor; Attack bite (1d6), 2 claws (1d4); Ability Scores Str +4, 

Dex -2, Con +4; Special Attacks powerful bite. 

WALRUS 
T his bulky, thick-skinned, .flippered creature has on its face two 

enormous tusks and what looks like a coarse mustache. 

XP 1,200 
N La rge  a n i m a l  

l n i t  + O ;  Senses low- l i g h t  v i s i on; Pe rcept ion +6  

D E F E N S E  
AC 1 7, touch 9 ,  f lat-footed 17 (+8 na tu ra l ,  -1  s i ze) 

hp 42 (Sd8+20) 

Fort +8, Ref +6, Wil l  + 1 

O F F E N S E  
Speed 20  ft . , sw im 40 ft .  

Melee go re +8 (1 d8+9/1 9-20) 

Space 1 0  ft.; Reach 5 ft .  

STATISTICS 
Str 2 3, Dex 1 1 ,  Con 1 8, In t  2,  Wis 1 0, Cha 9 

Base Atk +3; CMB +1 0; CMD 20 (24 vs. t r i p) 

Feats I m p roved B u l l  Ru sh, L i gh tn i ng  Ref lexes, Powe r Attack 

Ski l l s  Percept ion  +6, Swim +1 9 

SQ fata l g o re, ho l d  breath 

ECOLOGY 
Enviro n m ent co l d  coast l i nes 

O rga n izat ion so l i ta ry, p a i r, o r  he rd (3-20) 

Treasure none  

SPECIAL A B I L I T I E S  
Fatal  Gore (Ex) A walrus t h reatens a cr i t i ca l h i t  w i th  go re 

at tacks on a ro l l  of 1 9  or 20 .  

Young walruses start out with gray hides, but their flesh 

becomes almost pinkish when they reach old age (20-30 

years for most walruses). Their hide is up to 4 inches thick, 

with another 6 inches of blubber hidden underneath that, 

accounting for their incredible toughness-and for their 

usefulness to arctic cultures as a source of meat and fuel. 

W AtRus CoMPANlONS 
Starting Statistics: Size Medium; Speed 20 ft., swim 

40 ft.; AC +3 natural armor; Attack gore (1d6); Ability 

Scores Str 14, Dex 13, Con 14, Int 2, Wis l3, Cha 9; Special 

Qualities hold breath, low-light vision. 

7th-Level Advancement: Size Large; AC +4 natural 

armor; Attack gore (1d8); Ability Scores Str +8, Dex -2, 

Con +4; Special Qualities fatal gore. 

2 9  
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NEW FAMlllARS 
The following section presents statistics for several new animals that can serve as familiars. These familiars can be 

taken by anyone with the familiar class feature, and utilize all the standard rules for familiars presented on pages 82-83 

of the Patl!finder RPG Core Rulebook. Tiny or smaller familiars in this section use Dexterity to modify Climb and Swim 

skill checks. Note that stats for the skunk listed below can be found on page 247 of Patl!finder RPG Bestiary 3 .  

Familiar 

Arm a d i l l o  

P l atyp us  

Rabb i t  

S k u n k  

S q u i r re l  

Special Ability 

M aster ga i n s  a +i n a t u r a l  a r m o r  b o n u s  to AC 

M aster ga i n s  a +3 b o n u s  on Swi m  c h ecks 

M aster ga i n s  a +4 b o n u s  o n  i n it i ative ch ecks 

M aster ga i n s  a +2 b o n u s  o n  Forti tude  saves 

M a ster  g a i n s  a +3 b o n u s  o n  S l e i g h t  of 

H a n d  c h ecks 

ARMADlllO 
T his round, dust-colored creature's snout pokes out of its bony 

armor shell. 

XP 1 00 
N T iny  a n i m a l  

l n i t  +2; Senses scent; Percept ion  + 8  

D E F E N S E  
AC 1 6, touch 1 4, f lat-footed 14 (+2 Dex, +2 na tu ra l ,  +2 s i ze) 

hp 4 (1 d8) 

Fort +2, Ref +4, Wil l  + 1 

O F F E N S E  
Speed 30  ft . , bu rrow 5 ft .  

Melee c law +O  (1 d2-3) 

Space 2-1/2 fl.; Reach 0 ft .  

STATISTICS 
Str 4, Dex 1 5, Con 1 1 ,  In t  2, Wis 12, Cha 9 

Base Atk +O; CMB +O; CMD 7 (1 1 vs. t r i p) 

Feats S k i l l  Focus (Pe rcept ion) 

Ski l l s  Percept ion  +8, Sw i m  +1;  Racial  Modifiers +4 Swi m  

ECOLOGY 
Enviro n m ent temperate o r  warm p l a i n s  

O rga n izat ion so l i t a ry 

Treasure none  

SPECIAL A B I L I T I E S  
Natural  Diver (Ex) Armad i l los  can ho ld  the i r  b reath underwater 

fo r up to 6 m i n utes. Their dense a rmor  natura l l y  causes 

them to s i n k; they can i n flate their stomachs  to cou nter th i s, 

a ccount i ng  fo r the i r  ra c i a l  bonus  on Swim  checks .  

Protective Ba l l  (Ex) Some a rmad i l los  ca n ro l l  up i n to a b a l l , 

i n c rea s i ng  t he i r  na tu ra l  a rmor  bonus  to +3 bu t  dec rea s i ng  

t he i r  s peed  to  0 .  

These squat-bodied mammals are easily recognizable 

thanks to their distinctive leathery shell, which provides 

them with natural protection against numerous dangers 

and predators in their native environs. Armadillos have 

very poor eyesight, perceiving the world largely through 

scent and touch. They are exceptional diggers, and 

burrow both to find food and to make their dens. When 

an armadillo goes underwater, it swallows air to increase 

its buoyancy, inflating its stomach up to twice its normal 

size so it won't sink. 

These stats represent an average armadillo, which is 

2 -1/2 feet long and weighs roughly 10 pounds, but other 

breeds can range from 6 inches to up to 5 feet long, and 

weigh up to 130 pounds in the case of giant armadillos. 

PLATYPUS 
T his creature is plump, brown, and covered in sleek fur, but has 

a duck's bill and webbed feet at the end of its four stumpy le!Js, 

with sharp spursjuttinJJ from its hind feet. 

1•;01t�;;�1ca1•tm••••••••11�i·n� XP 65 
N Tiny a n i m a l  

l n i t  +3; Senses e lect ro loca t ion  30  f t .  (wh i l e  unde rwater); 

Percept ion  +1 (+5 wh i l e  unde rwater) 

D E F E N S E  
AC 1 4, to uch  1 4, f lat-footed 1 2  (+2 Dex, +2 s i ze) 

hp 3 (1 d8-1 ) 

Fort +1,  Ref +4, Wil l  +1 

O F F E N S E  
Speed 10 ft . , sw im 40 ft .  

Melee spur +4 (1 d 3-4 p lus po i son) 

Space 2-1/2 ft . ; Reach O ft .  

STATISTICS 
Str 2, Dex 1 4, Con 8, In t  2, Wis 1 3, Cha 1 1  

Base Atk +O; CMB +O; CMD 6 (1 0 vs. t r i p) 

Feats Wea pon F i nesse 

Skil ls Swim  +1 5; Racial  Modifiers +4 Percept ion wh i le  underwater 

ECOLOGY 
Enviro n m ent temperate o r  t rop i c a l  r ivers 

O rga n izat ion so l i t a ry 

Treasure none  

SPECIAL A B I L I T I E S  
E l ectrolocat ion (Ex) Wh i l e  unde rwater, p l a typuses can  sense 

the t i ny  e l ect r i ca l  cu rrents  tha t  t r igger  musc le movement .  

Th i s  a l lows them to locate l i v i ng  p rey a nd  to d i st i n g u i s h  i t  

f rom  i n a n i mate objects .  Treat e l ectro loca t ion  as  b l i nd s i gh t  30  

feet, bu t  p l a typuses can  sense on l y  l i v i ng  crea tu res, a nd  i t  

funct ions on ly unde rwater. 

Poison (Ex) Spu r-in ju ry; save Fort  DC 9; frequency 1/round  for 

4 ro und s; effect 1 non le tha l  da mage; wre 1 save.  

Semiaquatic  (Ex) Platypuses ca n ho ld the i r  breath u nde rwater 

for u p  to 5 m i n utes before they must  start  at te m pt i ng  

Cons t i t u t ion  checks  to  avo i d  su ffoca t i on .  



Platypuses are members of an extremely unusual order of 

egg-laying mammals known as monotremes, and live in 

riverside burrows where they hunt for worms, larvae, and 

shellfish. Platypuses also possess a remarkable electrical 

sense they use in place of sight, scent, and hearing while 

hunting underwater. The average platypus is roughly 

1-1/2 feet long and weighs 3-1/2 pounds. 

RASS1T 
T his small, furry creature has lon!J ears and oversized feet. 

N T iny  a n i m a l  

l n i t  +3; Senses l ow- l i g h t  v i s i on; Pe rcept ion +1 

D E F E N S E  
AC 1 5, touch 1 5, f lat-footed 12 (+3 Dex, +2 s i ze) 

hp 3 (1 d8-1 ) 

Fort +1,  Ref +S, Wil l  +1 

O F F E N S E  
Speed SO  ft .  

Melee b i te -2 (1 d 3-4) 

Space 2-1/2 ft.; Reach O ft .  

STATISTICS 
Str 3, Dex 1 6, Con 9, Int 2, Wis 1 2, Cha 5 

Base At k +O; CMB +1; CMD 7 (1 1 vs. t r i p) 

Feats Run  

Ski l ls  Stea l th +1 5; Racial Modifiers +8 Acrobat ics  when  j ump i n g  

ECOLOGY 
Enviro n m ent co l d  forests o r  p l a i n s  

O rga n izat ion so l i ta ry, p a i r, o r  down  (3-1 6) 

Treasure none  

Rabbits are burrowing herbivores with short tails, long 

ears for sensing predators, and powerful hind legs that 

allow them to leap quickly to safety in an emergency. 

They are frequently confused with rodents, but can be 

distinguished thanks to their two sets of incisor teeth, 

which are positioned one behind the other. An average 

rabbit is between 8 and 20 inches long and weighs 1 to 

4 pounds. 

SOU1RREL 
A small, bri!Jht-eyed bundle of fur, this woodland creature has 

a bushy tail as bi!J as the rest of its body. 

N D i m i n ut ive a n i m a l  

l n i t  +4; Senses low- l i g h t  v i s i on; Percept ion  +1 

D E F E N S E  
AC 1 8, to uch 1 8, f lat-footed 14 (+4 Dex, +4 s i ze) 

hp 3 (1 d8-1 ) 

Fort + 1, Ref +6, Wil l  + 1 

O F F E N S E  
Speed 20  ft . , c l i m b  20  ft .  

Melee b i te +8 (1 d2-4) 

Space 1 ft.; Rea ch O ft .  

STATISTICS 
Str 2, Dex 1 9, Con 9, In t  2, Wis 1 2, Cha 8 

Base Atk +O; CMB +O; CMD 6 (1 0 vs. t r i p) 

Feats Acrobat i cs", Wea pon  F i nesse 

Ski l ls  Acrobat i c s  +6, C l imb  +1 6 

ECOLOGY 
Enviro n m ent a ny forests 

O rga n izat ion so l i t a ry o r  pa i r  

Treasure none  

Squirrels are surprisingly wily creatures. When they 

know they are being watched, they pretend to bury nuts, 

but instead sneak them into their mouths and take them 

away to hide elsewhere when no one is watching. They eat 

most things, occasionally even preying on small snakes 

and birds. The average squirrel is roughly 1-1/2 feet long 

and weighs 1 pound. 

3 1  
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Delve deep into lost halls and deadly depths with Path.finder Player Companion: DunlJeoneer's Handbook! Learn the 

tips and tricks of veteran delvers, including life-saving advice for different types of dungeons, tricks for detecting 

cursed treasures, better ways to deal with traps, and more. Fortify yourself with new archetypes and equipment made 

specifically for exploring dungeons, learn about some of the most famous dungeons of Golarion, recruit specialized 

hirelings, discover new spells and items, gain an edge with specially penned dungeon guides, and more! Once you've 

cracked open DunIJeoneer's Handbook, you'll wonder how any adventurer ever left home without it. 

WOULD YOU l1KE TO KNOW MORE? 
You've tamed the savage beast and gained yourself a staunch animal ally or steed, but the adventure's just beginning. 

There's a whole world of new equipment, prestige classes, archetypes, and more out there to help your character get 

the most out of his or her choices-and pets. Gear up to the hilt or charge into battle with these complementary 

Pathfinder products! 

You're all set to buy your new 

mount-but how much does a camel 

cost, anyway? How about a falconry 

gauntlet? Everything you need is 

available for sale in Path.finder RPG 

Ultimate Equipment. 

Want to know about the different 

horse breeds on Golarion or how 

to armor your noble steed before 

guiding it into battle? Check out 

Path.finder Player Companion: KniIJhts of 

the Inner Sea for mount lore and more! 

Your character rides a giant lizard, but 

you can't very well stack miniatures 

on top of each other. Pick up a copy 

of Map Pack: Vehicles for conveniently 

scaled steeds and vehicles that your 

miniature can actually ride. 
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Gods and Animals 
Deities are often associated with specific animals, and characters who worship a deity may feel a special kinship with animals favored by 

their god. Some of the most common symbolic animals are listed below, with the animal most associated with the god listed first. Note 

that associations are not necessarily exclusive-things like lions, snakes, and spiders are so iconic on their own that they may naturally 

fit with more than one deity. 

Abadar: M o n keys, go l d e n  eagl es, beavers, 
watchd ogs a n d  h o u se cats, m o u nts a n d  
beasts o f  b u rd e n  

Asmodeus:  S n a kes, l i o ns ,  goats, rooste rs 

Ca l istria :  Wasps,  po i so n o u s  a n i m a l s  

Cayden Ca i lea n :  H o u n d s, eagl es, a n i m a l s  
that h ave esca ped fro m ca ptivity 

Desna:  B utterfl i es, m oths ,  caterp i l l a rs, owl s, 
spa rrows, d ragonfl i es, m essenger b i rd s  

Erasti l :  E l k  a n d  d ee r, h oofed a n i m a l s, 
fa rm a n i m a l s  

Goru m :  Rh i n oceroses;  wa r-tra i ned  
a n i m a l s  l i ke h o rses,  e l e p h a nts ,  a n d  
m a st iffs;  d i n osa u rs 

Gozre h :  Al l a n i m a l s  

lomedae: Li o n s, eagl es, a n d  oth e r  sym b o l s  
o f  ru l e rs h i p; m i grato ry b i rd s  

l rori: S n a i l s, wh ite ti gers, m a nti ses, octo puses 

La mashtu:  J acka ls ,  hyen as, wo lves, 
d efo rm ed or hybr id  a n i m a l s  

Nethys: Peacocks, zebras,  w h a l es 

Norgorber: S p i d e rs, rats, crows a n d  
jackdaws, po i so n o u s  a n i m a l s  

Pharasma: Wh i p poorwi l l s, scarabs, e lephants 

Rovagug: Sco r p i o n s, wo rms,  s p i d e rs, 
verm i n ,  ra b i d  a n i m a l s  

Sare n rae: Doves, fa l co n s, bask i n g  l i za rd s  

Shelyn : S o n gb i rds ,  swa ns ,  wo lves, d o l p h i ns ,  
cats, ra b b its 

Torag: Bad gers, b u rrowi n g  a n i m a l s, cave
dwel l i n g  a n i m a l s, a rmad i l l o s  

Urgathoa: Death's- head m ot h s, fl ies  a n d  
m aggots, v u l t u res a n d  carri o n - eate rs 

Zon- Kutho n :  Bats, paras i tes, a nts, 
ra b i d  wo lves 
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