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The following table lists the predominant neutral-aligned deities found on Golarion. 

I Deity I AL I Areas of Concern I Domains I Subdomains1 I Favored Weapon 

Cities, law, Earth, Law, Nobility, 
Defense, Inevitable, 

Abadar LN 
merchants, wealth Protection, Travel 

Leadership, Martyr, Metal, Light crossbow 
Trade 

g Besmara CN 
Piracy, sea Chaos, Trickery, War, Water, Deception, Oceans, Protean, 

Rapier 
monsters, strife Weather Tactics, Thievery, Storms 

y Cali stria CN 
Lust, revenge, Chaos, Charm, Knowledge, Azata, Curse, Deception, 

Whip 
trickery Luck, Trickery Lust, Memory, Thievery 

Agriculture, 
Animal, Artifice, Community, Construct, Family, Fur, 

Daikitsu' N craftsmanship, Flail 
kitsu ne, rice 

Plant, Weather Growth, Home, Seasons 

Gorum CN 
Battle, strength, Chaos, Destruction, Glory, Blood, Ferocity, Protean, 

Greatsword 
weapons Strength, War Rage, Resolve, Tactics 

Gozreh N 
Nature, the sea, Air, Animal, Plant, Water, Cloud, Decay, Growth, 

Trident 
weather Weather Oceans, Seasons, Wind 

Groetus CN 
Empty places, Chaos, Darkness, Catastrophe, Insanity, Loss, 

Heavy flail 
oblivion, ruins Destruction, Madness, Void3 Night, Protean, Stars 

Hei Feng' CN 
Sea, storms, Air, Chaos, Destruction, Catastrophe, Cloud, Oceans, Nine-ring 
thunder, wind Water, Weather Protean, Storms, Wind broadsword 

History, 
Healing, Knowledge, Law, 

Inevitable, Language, 
lrori LN knowledge, Memory, Resolve, Unarmed strike 

self-perfection 
Rune, Strength 

Restoration, Thought 

Nalinivati' N 
Fertility, nagaji, Charm, Magic, Nobility, Arcane, Divine, Leadership, 

Urumi 
snakes, sorcery Rune, ScalykindJ Love, Lust, Wards 

Nethys N Magic 
Destruction, Knowledge, Arcane, Catastrophe, Defense, 

Quarterstaff 
Magic, Protection, Rune Divine, Thought, Wards 

� Pharasma N 
Birth, death, fate, Death, Healing, Knowledge, Ancestors, Ice, Memory, 

Dagger 
prophecy Repose, Water Resurrection, Souls, Thought 

0 Sivanah N 
Illusions, mystery, Knowledge, Madness, Magic, Deception, Insanity, Memory, 

Bladed scarf 
reflections Rune, Trickery Protean, Thought, Wards 

Drunkenness, Animal, Chaos, Liberation, 
Deception, Exploration, 

Sun Wukong' CN 
nature, trickery Travel, Trickery 

Freedom, Protean, Quarterstaff 
Revolution, Thievery 

Yamatsumi' N 
Mountains, Earth, Fire, Protection, Ash, Caves, Defense, Ice, 

Tetsubo 
volcanoes, winter Strength, Water Resolve, Smoke 

1 Pages 1 6-1 7 i nc l ude severa l new subdoma ins  that may be subst ituted for these deit ies' typ ica l  subdoma ins  at your  GM's d i scret ion .  

2 See Pathfinder Campaign Setting: Dragan Empires Gazetteer for more informat ion .  

3 Th i s  doma in  can be found  i n  Pathfinder Campaign Setting: The Inner Sea World Guide. 
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FOCUS 
CHAR ACTERS 
This Pathfinder Player Companion 

highlights options specific to 

characters of the following classes, 

in addition to elements that can 

apply to characters of other classes. 

CLERICS 
Clerics of benevolent and malign 

powers have long had access to spells 

capable of smiting the opposing 

force. Now neutral clerics can bring 

such divine might to the battle as 

well thanks to new spells like dispel 
balance and ardor's onslau_ght (pages 

26-27). New subdomains (pages 16-17) 
round out this class's array of new 

character options. 

DRUIDS 
The epitomes of the neutral mindset, 

druids can find much inspiration in 

the example philosophies for each 

neutral alignment (pages 6, 8, and 

10). In addition, the introduction of 

the survivor druid archetype (page 24) 
allows these hardened naturalists to 

use the slew of new ranger traps also 

featured in this book (page 25). 

GUNSLINGERS 
The path of the lone gunslinger isn't 

one chosen lightly, and these storied 

quickdraws often follow the way of 

neutrality to ensure their continued 

survival. New grit feats (page 19) give 

neutral gunslingers a whole new 

arsenal of tricks to defeat their foes, 

while the traitorous blaster (page 29) 
makes an excellent companion for 

any gun-toting adventurer who needs 

to watch her back. 

WIZARDS 
Arcane spellcasters of all types can 

find something to suit their needs 

in this volume, but neutral, lawful, 

and chaotic wizards in particular 

will benefit from the new arcane 

discoveries on pages 20-21 and the 

new arcane spells on pages 26-27. 

FOR EVERY 
CHAR ACTER 
Certain game elements transcend the 

particulars of a character's race or 

class. The following elements detailed 

in this book work equally well for 

any character used in the Pathfinder 

Roleplaying Game, regardless of the 

character's focus or type. 

ENVOYS OF BALANCE 
Whether your mandate for neutrality 

comes from an otherworldly, 

deific power or is simply a hard­

earned and internalized way of 

thinking, spellcasters of all stripes 

may join the ranks of the famous 

and powerful envoys of balance 

(pages 30-31). These puzzling and 

sometimes even paradoxical beings 

are constantly at odds with all of the 

aligned forces of the multiverse, and 

seek to establish a universal balance 

within the cosmos. 

N EUTRAL DEITlES 
From raging Gorum to serene 

Yamatsumi, the neutral deities of the 

Inner Sea and beyond are as varied 

as their followers. Details on these 

gods and goddesses appear on the 

inside front cover and on page 16 of 

this book. 

N EUTRAL ORGANIZATIONS 
There's strength in numbers, and 

characters who subscribe to neither 

the forces of good nor those of evil 

would do well to know this. The 

entries on pages 14-15 give examples 

of the Inner Sea's most prominent 

neutral organizations, and the new 

Practiced Leadership feat (page 15) 
makes influential members of these 

organizations even more potent. 

� OUEST10NS TO 
U ASKYOURGM 
Asking your GM the following 

questions can help you get the most 

out of Pathfinder Player Companion: 
Champions of Balance. 

0 Would it make sense to 

create a character with a neutral 

alignment for our campaign? 

€} To what extent will alignment, 

morality, or crises of faith play a 

role in our campaign? 

{) How much will our campaign 

deal with extraplanar forces or 

other planes of existence? 

PHILOSOPHIES 
The myriad philosophies presented 

throughout this book (pages 6, 8, 
and 10) can provide inspiration for 

any number of character motives, 

fears, and personality quirks. From 

brash rebels (page io) to steadfast 

judges (page 6), neutral characters 

of all bents will be well served by 

these diverse and flavorful character 

philosophies and themes. 

REGIONS ANO T RAlTS 
A neutral character's past is 

influenced as much by her 

surroundings as by her personality. 

The locations detailed on pages 

12-13 provide numerous homelands 

for such characters to hail from, as 

well as regional traits associated 

with these locales. Page 13 also boasts 

a significant discussion on neutral­

aligned planes as well as a new feat for 

explorers traveling to these realms. 

DID YOU KNOW? 
Neutra l i ty doesn't au tomatica l l y enta i l  sto ic ism or d i s i nterest .  One of the I nner Sea 's 

more amb i t ious  po l it i ca l  forces was a d ru id  by the name of Na rven Feathereyes, 

who c l a imed domin ion over the Arthfe l l  Forest in 4438 AR. The so-ca l led Forest K ing 's 

reig n  was shor t- l ived, however-his  d ru i d i c  k ingdom fel l  apa rt 53 yea rs later. 



RULES lNOEX 
The following new rules options can be found in this 

Player Companion. 

RULES OPTIONS PAGE 

Alchemist Discoveries 20 

Arcane Discoveries 20-2 1 

Archetypes Class 

Negotiator Bard 1 8  

S u rvivor D ru id 24  

Cavalier Order 22 

Feats Type 

Cr i s i s  of Conscience Story 5 

Fa bu  l i s t  G r it 1 9  

Gun  Twir l i ng  G rit 1 9  

Named Bu l let G rit 1 9  

P l ana r  Hun ter 1 3  

Pract iced Leadersh i p  1 5  

Summon Neutra l  Monster I n s ide back cover 

Magic Items 28-29 

Ninja Tricks 1 8  

Prestige Class 30-3 1 

Rage Powers 23 

Ranger Traps 25 

Sorcerer Bloodline 2 1  

Spells 

Antithetical constraint 26  

Arbitrament 26  

Ardor's onslaught 26  

Counterbalancing aura 26  

Dispel balance 27  

Explosion of rot 25  

Recentering drone 27  

Subdomains 1 6-1 7 

Traits Type 

Amiab le  B l u nder Bas i c  (soc ia l )  9 

Ba l a ncer's Ban i s h ing  Bas i c  (mag ic) 9 

Commercia l Savvy Reg i ona l  (Katapesh) 1 2  

E lementa l  Endowment Reg i ona l  (Ds i r ion)  1 3  

Ev ident Supporter Reg iona l  (Ga l t )  1 2  

I nexo rab le  Author ity Basic (soc ia l )  7 

j u stic ia r Reg iona l  (Rahadoum) 1 2  

N o  Escape Bas i c  (combat) 7 

Unabashed Ga l l  B a s i c  (soc ia l )  1 1  

Unp redi cta b le React ions  Bas i c  (combat) 1 1  
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Why be neutral? In a game where the struggles between 

good and evil aren't just abstract concepts but real, epic 

battles, the prospect of playing an intermediary to these 

opposing forces can be appealing, as can playing a character 

who chooses to abstain from such moral quandaries and 

ancient vendettas. Yet neutrality encompasses numerous 

other paths of morality and ethics as well, with some 

routes having good and evil at their nexus, others instead 

focusing on the values of law and chaos, and some wholly 

independent of all such principles. 

NEUTR AL POSS181UT1 ES 
Neutrality is perhaps the default alignment for mortals, 

combining the natural self-centeredness of a limited 

(and often flawed) perspective with the equally natural 

altruism and self-restraint of social beings dependent on 

others for survival. But for those mortals able to think for 

themselves, with an awareness of both the randomness in 

the world as well as its patterns and order, even the default 

alignment is a matter of choice. 

So as a morally neutral character, how do you avoid-or 

blend-moral extremes? Do you steer carefully between 

good and evil, never touching either? Or do you simply 

decide to not see past your own relatively benign self­

interest? A neutral character may willfully ignore both 

sides of the good-evil paradigm. She may instead treat 

these paths as two equally useless philosophies. Or she 

might not even recognize a distinction between the two. 

MOT1VAT10NS FOR NEUTR AL 
CHAR ACTERS 
A character's reasons for being neutral are just as important 

as how she cleaves to that neutrality. The following are 

some motivations that might explain a character with a 

neutral alignment, along with questions your character 

may face in the course of play. 

Atonement: You're making reparations for past sins, 

whether that means repenting with goodly acts or separating 

yourself from the ideas of good and evil altogether. Can you 

find your path out of an evil life, and stick to that path once 

found? What if your past haunts you, and how will those 

who know you react to your desired absolution? 

Ethical Obsession: For you, good and evil are relevant 

only as strategic considerations in the service of your 

guiding ethic: law, chaos, or balance. What drives this 

obsession? Perhaps love of your chosen principle? Or maybe 

hatred ofits opposite? 

Fallen: You were good-once. But you strayed, perhaps 

little by little, or perhaps with a single gross transgression. 

You may not even realize your descent toward evil. If not, 

what will it take before you do? Have you the strength-or 

even the desire-to halt your fall? 

Indifference: As long as you don't tread on too many 

toes and nobody treads on yours, you'll be fine. But when 

someone does cross you, or you see someone important 

to you getting thoroughly trampled, will be you able to 

maintain your detachment? 



Nature's Neutrality: Nature is true to itself and without 

complications. You aspire to that simplicity, or to protect 

that way of life from unnatural forces that would erase, 

consume, or conscript it. But are you willfully ignoring 

the difference between sentient beings and simple beasts 

or even mindless forces like the wind? (See the Intelligent 

Neutrality sidebar on page 9 and The Beast Within sidebar 

on page 25.) 
Self-Preservation: Life is hard, and just keeping you and 

yours together for another day is goal enough. Though 

you mean well, wolves are at your heels, and sometimes 

you throw someone else to the pack to buy a moment to 

breathe. As you become stronger, is this still true, or are 

you clinging to a sense of persecution because it's familiar? 

Is this growing into just an excuse for living as you're used 

to, regardless of the cost? Or are you perhaps avoiding the 

ghosts of your past? 

NEW STORY FE AT 
Neutrality is the alignment not only of balance and 

detachment, but also of transition and transformation. 

The following story feat (Pathfinder RPG Ultimate Campa(gn 
66) is ideal for those characters who have begun the path 

from one end of the moral spectrum toward the other. 

CRISIS OF CONSCIENCE (STORY) 
Your internal struggle and contradictory actions have left 

you teetering on a knife's edge between good and evil. You 

must choose which path you will make your own. 

Prerequisites: Lawful neutral, neutral, or chaotic neutral 

alignment. Your alignment must have shifted from either 

good or evil at least once since ist level or the last time you 

completed this feat (see Special). 

Benefit: You are an enigma unto those who cleave to 

notions of morality as guiding life principles. Habits and 

mannerisms from your past life send subtly confusing 

signals to those trying to read you. Whenever another 

character attempts to discern your alignment, loyalties, 

or intentions (including via magical effects such as detect 
thou3hts and when you are using Bluff to send a secret 

message or feint), you gain a +2 bonus on opposed skill 

checks and on Will saving throws to resist such effects. 

Goal: Resolve your conscience with an act of decisive 

good or evil that shifts your alignment accordingly. Acts 

of decisive good include dedicating your worldly wealth to 

a noble cause or charitable institution, risking death for 

the sake of others, or another notable sacrifice for a greater 

good. Acts of decisive evil include reducing a city to penury 

and starvation, murdering or terrorizing innocents, or 

other, darker deeds. 

Completion Benefit: If your alignment changes from 

good to evil or evil to good, you know how to entice others 

down your path. While you retain this alignment, you gain 

a +2 bonus on Charisma- and Wisdom-based skill checks 

made to interact with a sentient creature of your previous 

(and now opposite) moral alignment. This bonus increases 

to +4 if success would cause the target to act against its 

STRATEGIC NEUTRALITY 
Some p layers advocate neutra l i ty for strateg ic  reasons 

that extend beyond cha racter bel iefs, instead hon ing in  

on  ru les benef i ts .  G iven how many effects in the game 

ta rget creatu res of certa i n  a l ig nments-espec i a l l y  good 

and  evi l-some say neutra l i ty i s  jus t  "p laying the odds ." 

Certa in ly, one cou ld  attem pt to item ize effects a n d  

spe l l s  t h a t  affect y o u  based on  a l ig nment: you 're safe 

from a pa l ad i n 's sm ite, bu t  you get caugh t  in both holy 

word and  blasphemy spel l s .  There is some mer i t  to th i s  

a pp roach ,  bu t  p robab ly  the st rongest a rg u ment in favor 

of st rategic neutra l i ty  is that fewer sent ient creatu res, 

espec i a l l y  a l i g ned outs i ders such  as dev i l s  or a ngels, 

wi l l  a ppo i nt themselves your enemy based sole ly on  

knowledge of you r  a l i g nment .  

Rega rd less, the log ic of strateg ic  neutra l ity fa i l s  at a 

deeper level: it assumes that your odds of encountering 

creatu res and effects opposed to (o r support ive of) your 

a l i g nment a re i ndependent of your cha racter cho ices. Th i s  

i s  t rue on ly  i f  your  GM is  r unn ing pub l i shed adventu res 

str ict ly as wr i t ten, she's either not choos ing the adventu res 

or not tak ing your a l ig nment into account  when doing so, 

and those adventu res don't specify var iat ions to add ress 

precisely th i s  cons iderat ion .  

Be ing  smar t  abou t  your  cha racter opt ions  is certa in ly  

a wor thy goa l; it 's f un  to make and  p lay wel l - b u i l t  

cha racters! Bu t  a l i g nment i s  so impor tant  to you r  

cha ra cter-as a funda menta l  story concept, not  j u s t  as  

pa r t  of a stat b lock-that  the best  a l i g nment cho ice i s  

a lways the one that  a l lows you and  you r  g roup  to have 

the most f u n  at the tab le.  

To that  end, the fo l l owing pages offer a d i verse set of 

start ing po i nts for the t h ree mora l l y  neutra l a l i g n ments, 

each with i t s  own enjoya b le  m ix  of advantages, 

cha l lenges, a n d  d ra mat i c  poss i b i l it ies to exp l o re 

or reso lve in p lay. 

moral alignment (at the GM's discretion). Ifit does so, you 

retain this bonus when interacting with that target until 

its moral alignment is the same as yours. 

If you return to your original moral alignment, you 

have gained deeper insight into your convictions. While 

you retain this moral alignment, you become aware of any 

action or item that could adversely affect your alignment or 

your standing with your deity (if you have one), including 

magical effects. You acquire this information prior to 

performing such an action or becoming associated with 

such an item if you take a moment to contemplate the act. 

Special: If you've already completed this feat by changing 

to the opposite moral alignment and have since returned 

to being morally neutral, you may take this feat a second 

time. You gain no additional basic benefits, but if you 

complete this feat's goal a second time by crossing back to 

your original alignment, you gain additional completion 

benefits-you gain the second completion benefit, and 

can apply the first benefit against good and evil creatures. 
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Lawful neutral characters know that there are correct 

and incorrect ways to do things. This might be an 

almost subconscious sense of how the world works, a 

determination to make the world work that way, a matter 

of habit or neurosis, or possibly a crutch that keeps the 

character moving forward instead of collapsing in a 

heap. Many characters who use organizations and clearly 

defined codes of behavior to guide their actions are drawn 

to this alignment. 

PH110SOPH1 ES 
Lawful neutral characters vary widely. Some are zealous 

enforcers busily engaged in imposing their internal code 

on the outside world, while others channel their discipline 

inward and remain calm even in the face of disorder. The 

following examples showcase a few possible approaches to 

EXECUTORS 
Executors define themselves through the discharge of 

the duties assigned to them. Some are comfortable with a 

degree of discretion, and others prefer a tightly prescribed 

set of orders with little room for interpretation. Either 

way, all executors choose to operate on the assumption 

that those supplying orders know what they're doing, 

and that the world is a better place when everyone does 

his job efficiently and without fuss. 

If you are an executor, you: 

Respect and seek to serve those who give clear, 

unambiguous orders. 

View society in terms of machinelike or insectile 

efficiency, where everyone plays predefined roles. 

• Resist questioning those in authority, unless given 

evidence that they've betrayed your trust. 

Code: You seek to do your duty, and you expect others to 

do their duties in turn. 

JUDGES 
Judges render decisions on others. These decisions can 

be-and often are-quite complicated. Judges deal with 

this by rigorously applying predefined standards and 

criteria, ensuring that the decision at which they arrive 

isn't theirs alone, but reflects the wisdom of a body of 

thought greater than any single individual. 

If you are a judge, you: 

• Weigh all the data before you, sifting out key details. 

• Consider your personal authority to be representative of 

a greater one. 

Resist revisiting past decisions. 

Code: You weigh your decisions carefully. Once made, 

these decisions are binding-for others and for you. 

MECHANlSTS 
Like executors, mechanists perceive reality as a well-oiled 

....... ii. machine. Like judges, they relish ensuring the world 

conforms to this system. Unlike either, mechanists 

step outside their particular roles in the machine to 

observe its operation as a whole, and are willing to step 

into a variety of roles as to help this machine function 

better or change how it operates. 

If you are a mechanist, you: 

Look at the big picture, while also seeking to understand 

the precise details. 

Recognize that small changes in the right places can 

completely transform outcomes. 

• Are flexible in your tactics, but fixed in your goals. 

• Tend to think of others in terms of their functions 

and interactions. 

Code: You look for inefficiencies and contaminants in 

the world, fix them, and get things working smoothly. 



ADVANTAGES ANO CHALLENGES 
Lawful neutral characters usually have clear ideas about 

what to do next. They are adept at navigating bureaucracies, 

avoiding legal trouble, and managing the organizational 

details of their lives. When lawful neutral characters' codes 

are known and transparent, they're regarded by others as 

disciplined and reliable, as well as being good at fostering 

stability and order in their communities by making and 

implementing strong decisions. 

These characters resist breaking laws they respect, but 

they differ with respect to the weight they give to laws 

that aren't part of their own codes. While a paladin might 

observe local laws with which she disagrees in order to 

respect the local community and keep the peace, a lawful 

neutral monk may have fewer compunctions about solely 

cleaving to his own code, which he perceives as clearly 

superior. This typically applies only when laws directly 

contradict an individual's code, since most lawful neutral 

characters have an instinctive appreciation for laws and 

an aversion to breaking them. 

OPPORTUN1T1ES ANO ALUES 
The monk is the class most associated with the lawful 

neutral alignment, not least because of its association with 

Irori and with an ascetic, communal, disciplined, and 

organized life. The samurai and cavalier also share some of 

the monk's association with law through their traditional 

ties to formal hierarchies. While rogues may be of any 

alignment, it may be difficult to reconcile much of their 

skills and practices with the lawful neutral alignment. 

Wherever there is law in the Inner Sea region, lawful 

neutral characters may find potential allies and boons. 

Metropolitan cities are obvious places for such people to 

congregate because of the institutions oflaw that maintain 

the peace and order in them. The following are some 

opportunities and allies that lawful neutral characters 

might encounter. 

Armies and Warriors: Militaries of all bents can find 

use for lawful neutral adventurers willing to put their 

discipline to work on the battlefield. The knights of 

Lastwall and Mendev are always looking for stalwart 

warriors who can follow orders, and Hellknight orders 

around the world seek allies to aid in extending their 

domineering code oflaw. 

Merchants: Because of trade disputes, impartial, fair­

minded arbiters are valuable assets in economically 

minded regions, and merchants all around the Inner Sea 

hire lawful-minded defenders. The Kalistocrats ofDruma 

in particular can always use obedient, reliable bodyguards 

as members of their resident Mercenary League (or 

"Blackjackets," as they're sometimes known). 

Lawful Nations: The dwarves of Highhelm keep to 

themselves, but they value staunch battleaxes on which 

they can rely (though such allies are valued more highly 

if they're dwarven). Alkenstar's shieldmarshals likewise 

seek to enlist lawful gunhands. Nearby, the northern 

coast of Garund-Osirion, Rahadoum, and Thuvia-is 

A LAWFUL CODE OF ONE 
As a l awfu l  neutra l c ha rac ter, you have g u ide l i nes for you r  

own conduct, a n d  p robab ly  for the conduc t  of others (as 

wel l  a s  for how you respond  when others b reach  those 

g u ide l i nes). In some cases these p r i n c i p les come from 

externa l  sou rces: local l aws, kn i gh t l y  o rders, o r  even (for 

certa i n  forms of l awfu l ness) th ieves ' g u i l d s  o r  rebel l i o u s  

g uerr i l l a  fo rces. Bu t  fo r  some l aw f u l  c ha rac ters, these 

p r i n c i p les come from a n  u ny iel d ing  comm itment to a 

code they fo rmu l ated themselves. 

To q ua l i fy a s  lawfu l ,  a persona l  code must be more 

than  a set of cons istent emotiona l  responses to certa i n  

s itua t ions-espec i a l l y  i f  t he  code l i censes y o u  t o  b rea k 

soc iety's ru les .  It m ust be r i g id, be reasonab ly  detai led 

(at least for  your  cha ra cter; t here i s  no  need to ro leplay 

a l l  the min ute l i festy le deta i l s  at a l l  t imes), and inc l ude 

your  own ob l i gat ions a s  wel l  as  p recepts you expect 

others to fo l l ow. C ru c i a l l y, you must be comm itted to 

honor ing these ob l i gat ions even at  cost to you rself .  

You must make attem pts to ensu re that you 're ac t i ng  

on  a reasonab ly  comp lete and  object ive understa nd ing;  

mor ta l  senses and reason i ng  a re so fa l l i b le that  a 

cha racter who reacts based so le ly on her own perceptions  

may wel l  i n advertent ly  b rea k her own code too often to 

rema i n  lawfu l .  

T h e  experiences that  i n s p i red you r  code were c lea r l y  

format ive and  con t i nue to i n fo rm how you interp ret i t .  At 

some po i nt , you may have to choose between hono r i ng  

the letter of your  code  a nd  hono r i ng  the l oya l t ies, 

emot ions ,  o r  experiences that  i n sp i red i t .  

You must  a l so  dec ide to what extent your  code makes 

a l l owances for i ntent ions and  c i rcumsta nces. Codes that 

don 't take i nto account  what you were try i ng  to do  and 

how you were constra i ned by circumstances ( l ike the 

code of the He l l kn ig hts) tend  towa rd evi l .  But  for certa i n  

extreme acts, such  as tortu re and  mu rder, many 

codes offer very l it t le a l l owance for how 

motivations i n f l uence you r  act ions .  

ruled by lawful neutral governments whose armies, 

bureaucracies, and city guards are always looking for able 

and trustworthy recruits. 

TR A1TS 
The following traits complement characters of lawful 

neutral alignment. 

Inexorable Authority (Social): When you speak with 

the full weight oflaw, your conviction lends you a terrible 

presence. You gain a +2 trait bonus on Intimidate checks 

when enforcing or pronouncing a lawful judgment that 

you're legitimately deputed to enforce or pronounce. 

No Escape (Combat): Struggle as they might, ne'er­

do-wells and vagrants are hard pressed to evade the law 

once in your clutches. You gain a +1 trait bonus on combat 

maneuver checks to lawfully and nonlethally restrain a 

creature you've witnessed commit a crime. 
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At the crossroads of both the moral and ethical 

alignments, it's unsurprising that neutral characters 

should be arguably the most diverse in the ways they relate 

to alignment. For some, their neutrality is as fervently 

held a conviction as any paladin's holy zeal or demoniac's 

gluttony for destruction. For others, it is the result of a 

sublime indifference, unconsciousness, or willful refusal 

to even entertain the question. Any character who thinks 

equally little-in any sense-of the claims of good, evil, 

chaos, and law on the mortal soul and of the world around 

them may be drawn to this alignment. 

PH1tOSOPH1 ES 
The dominating philosophy of a neutral character largely 

depends on whether the individual has actively chosen 

neutrality as her way of life or if she merely fell into 

this mentality by apathy or ambivalence. Either way, the 

tendency of neutral characters to either be open to 

wins them as many friends as enemies. 

The following examples showcase just 

a few of the possible approaches to 

this alignment. 

AGENTS OF BALANCE 
These characters know the 

extremes of alignment need 

to be kept in their proper place 

if peace and prosperity are to be 

maintained. They may be actively 

protective of mortal life, or just 

resentful of past or ongoing interference 

from strongly aligned external forces. They 

tend to point to Cheliax and the Worldwound 

as evidence of what happens when you give 

the Outer Planes an inch, and see the 

immortal beings of the multiverse as 

little more than soldiers in an endless 

and ultimately pointless struggle. 

If you are an agent ofbalance, you: 

• Seek out outsiders and other strongly 

aligned forces and neutralize them. 

• Strenuously resist any infringement on 

your soul, and see your fate as your own and 

not another's to manipulate or control. 

• Probably have a number of enemies 

both mortal and immortal. 

• Are more likely than others to become 

an envoy ofbalance (see pages 30-31). 
Code: If the Outer Planes want to 

meddle, they can put up with you 

meddling back. 

FATALISTS 
Mortals' belief that anything they do makes a real 

difference in the machinations of gods and the crushing 

vastness and complexity of the multiverse isn't just 

absurd-it's deluded. Everything is so far outside 

their scope or comprehension that there's no point 

in fighting it: what will be will be, and no amount of 

mortal intervention can change this undeniable truth. 

The best the fatalist can do is scramble to stay afloat 

for the duration of his stay on the Material Plane, and 

only because that illusion seems better than the only 

knowable alternative. 

If you are a fatalist, you: 

• Are resigned to eventually dying , but plan to enjoy your 

life while it lasts. 

Keep going forward because it's what you know and it's 

the only real option you have. 

May be grimly stoic, wearily carefree, or some bitter 

combination of the two. 

Code: There's no point trying to change the world, but 

you can make the most ofliving in it. 

NATURALISTS 
These nature-lovers find inspiration in 

the natural world's ability to just be itself 

without self-questioning or doubt, and seek 

to 

don't mindlessly live in the moment 

like animals (see the sidebar on 

the next page), but they don't see 

the rest of the world as something 

• to remake, either, and they resist 

those who do. Naturalists are likely to 

be druids, rangers, or barbarians, though 

adventurers of any walk may be drawn to this 

simplistic-but all-important-way oflife. 

If you are a naturalist, you: 

• Place a high premium on personal 

strength and self-preservation. 

• Know that finding like-minded 

companions is the surest way to survive 

in a harsh and unforgiving world. 

• Resist becoming invested in external 

affairs that don't affect your immediate 

survival or that of your allies. 

• Seek to protect the natural world that 

inspires you so. 

I Code: Your laws are those of the 

natural world, which you adhere to 

with passion, and you strive to protect 

both this way oflife and all creatures 

who cling to it. 



ADVANTAGES ANO CHALLENGES 
Neutral characters are unconstrained by alignment 

imperatives, freeing them to take whichever course of 

action they choose in every instance. They often tend to 

get along with people from a wide range of backgrounds, 

not least because they rarely feel the need to impose their 

values on interactions beyond what they immediately 

need. Although they're as prone as other mortals to 

skewed perceptions, neutral characters are somewhat 

likely to recognize (and therefore correct) their errors 

sooner than others. 

These are also neutral characters' greatest difficulties. 

Characters of other alignments (especially those entirely 

non-neutral) sometimes view these seemingly wishy­

washing neutral characters with distrust or suspicion 

because of their perceived lack of principle, and strongly 

aligned characters may view neutral characters' 

acceptance (or rejection) of all moral or ethical paths as an 

affront to their own goals. 

OPPORTUN1T1ES ANO ALU ES 
Since neutral is the alignment of nature and beasts, 

the druid class is very much at home within this moral 

paradigm, and may shift between honoring nature and 

protecting it from external influences as need be. But 

aside from those forced into non-neutral alignments, 

such as paladins, neutrality may suit any of the 

adventuring classes. 

The following are just some of the opportunities and 

allies that neutral characters may hope to encounter in the 

Inner Sea region. 

Neutral Nations: While civilization and nature tend to 

sway toward the principles of law and chaos respectively, 

each also tends to revert back to neutrality if its domain 

is pushed to the extreme. Such can be seen in the urban 

capital of Absalom and the wilds of the Realm of the 

Mammoth Lords-each a collectively neutral realm borne 

of diverse inhabitants and an equal distribution of chaos 

and law, good and evil. Here, neutral characters flourish, 

for their values are continually tested by outside forces 

and their flexible natures allow them to take advantage of 

various situations. 

Otherworldly Allies: Just because they eschew the 

values of most extraplanar beings does not mean 

neutral characters lack outsider aid. Indeed, Pharasma's 

psychopomp minions all cleave to their patron goddess's 

neutral objectives. Likewise, the mysterious aeons­

beings rumored to be at the nexus of all creation and 

obliteration-have no place in their machinations for 

moral or ethical quandaries. 

The Wilds: Neutrality is often associated with territories 

that are not yet nations-perhaps populated, perhaps 

even somewhat settled, but still largely ungoverned and 

in a natural state. For neutral characters in particular, 

untamed regions such as the Mwangi Jungle and the 

Crown of the World offer opportunities to find adventure, 

treasures, and even a home. 

INTELLIGENT NEUTRALITY 
A c reat u re's i nte l l igence p l ays a key ro le i n  assess i ng  the 

mora l  sense of i t s  act ions .  An a n ima l  o r  const ruct  that, 

due  to i t s  natu re, r i g id ly  rea cts to a l l  acc identa l  i n t ruders 

with let ha l ity and w i thout  wa rn i ng  wou l d  rema i n  neutra l 

(u n l i ke m i n d less ev i l  c reatu res, wh ich  a re c reated for ev i l  

pu rposes). A h u m a n  w h o  a lways reacts t h is way, though ,  

wou l d  a l most  certa i n l y  be perfo rming evi l  a c t s .  

The d i f ference l ies i n  a sentient crea tu re's capac i ty  

to ana l yze, p red ict, a nd  a l ter her act ions based on  

c i rcumstances. Wh i l e  a n  i n d iv id u a l  who k i l l s  in a genu i ne  

them-or-me s i tuat ion m igh t  not  be comm itt ing a 

mora l l y  cha rged ac t, a n  i n tel l i gent crea tu re's na tu re i sn 't 

exp ressed as ref lexively as a n  a n ima l 's, a nd  a sent ient 

bei ng 's consc iousness can app rehend (however d im ly) 

more than  j ust the immed iate moment a nd  more than  

on l y  her own needs .  

To  the extent that  a n  ind ivid ua l  has  cont ro l  of her  

immediate and  b roader  c i r cumstances, she's respons ib le 

for the act ions  that lead to a them-or-me s t rugg le and 

the resu l ts of her act ions in that  s t rugg le. Ki l l i ng  a gua rd 

i n  self-defense is very d i fferent when you j ust demanded 

he hand  over the town's t reasu ry, as  opposed to when 

you 're try ing to escape abduct ion and tortu re. I f  you r  

dec i s ions  caused t he  f ig ht, and  especia l l y  i f  t he  ou tcome 

was p redicta b le, you sti l l bea r mora l  weigh t  of the death .  

Therefo re, ma king a consc ient ious  dec i s i on  to be a 

natu ra l i s t  a nd  c leave to the laws of an ima l s  doesn 't excuse 

ac t i ng  w i thou t  fo rethough t .  Rather, such methodo logy 

imp l ies that, l i ke a n  a n ima l, you wi l l l i ve by your  wi ts  

a s  a lert ly and i ntel l igent ly a s  you can,  loo king after you r  

own  a nd  t he  peop le, p l a ces, a nd  systems on  wh i c h  you 

depend .  You avoid t roub le when poss ib le, inc l u d i n g  

wi l l i ng l y  comprom i s ing interests t h a t  a ren 't essent i a l  

to your  s u rv iva l .  And when  you  can 't avoid 

t ro u b le, you end i t  a s  fast  as poss ib le. 

TR A1TS 
The following traits complement neutral characters. 

Amiable Blunder (Social): Your easygoing demeanor 

allows you to sometimes recover from potentially 

awkward social situations or even condemnatory faux 

pas. Once per day when you fail a Diplomacy check by 

5 or more and would cause an NPC's attitude toward 

you to worsen, you can immediately attempt another 

Diplomacy check against the same DC as a free action. 

If you succeed at this second Diplomacy check, the 

character's attitude doesn't change, as though you had 

failed the original check by 4 or less. 

Balancer's Banishing (Magic): The interference of the 

Outer Planes in mortal affairs angers you to no end and 

invigorates the potency of your magic. As long as you 

remain neutral, whenever you cast a spell that would 

send an outsider with the chaotic, evil, good, or lawful 

subtype back to its home plane, the spell's saving throw 

DC increases by L 
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Chaotic neutral characters are a widely divergent bunch. 

For some, chaos is the principle upon which they fight. 

Others see it as the essential quality of their lifestyles. 

And there are those who hold chaos as the water in which 

they swim. Whether chaotic neutral individuals view 

chaos as simply an absence oflaw and appreciate it for that 

reason, or see chaos as the fundamental nature of reality, 

characters drawn to raw, untrammeled dynamism in any 

form may be attracted to this alignment. 

PH110SOPH1 ES 
Finding a consistent philosophy among chaotic neutral 

individuals is a near impossibility. Some break every law 

they can on principle; others point out that this is just as 

predictable and boring as slavishly following those same 

laws. The following examples showcase just a few of the 

possible approaches to this alignment. 

lMPULSlVES 
Some chaotic characters, rather than opposing law, tend 

to ignore it and are instead driven by the fun or heat of 

the moment. Despite their name, some impulsives do 

recognize the value of plans and preparations: they equip 

the group to improvise, and usually require it of them, 

because when did a plan ever go exactly right? 

If you are an impulsive, you: 

• Act quickly and decisively when you discover a feasible 

plan of action. 

Look for enjoyable ways to achieve your goals with 

whatever resources you have on hand. 

Sometimes struggle to pass up the surprising act for the 

successful-but-predictable one. 

Code: Each moment tells you what you need to do. 

REBELS 
Some rebels are opposed to specific laws or rulers. Others 

just want to smash the cage of 

obedience that binds the mortal 

spirit. But whether the rebel is 

attempting to free a nation or just 

herself, she's never afraid to go 

against the grain to achieve what 

she believes is right. 

If you are a rebel, you: 

• May or may not have-or 

need-a vision of what should 

replace what you're destroying. 

• Resent those who dare try to 

hold authority over you. 

• Can't stop fighting, even when 

you probably should. 

Code: It's better to die on your 

feet than to live on your knees. 

SABOTEURS 
While some chaotic neutral 

saboteurs do booby-trap siege 

machinery and such devices, most 

do not adhere to this theme so 

literally. Instead, most saboteurs 

focus on bringing down social 

orders and other strictures 

imposed on them by others. In 

some respects, the saboteur is 

like the rebel, but rather than 

concentrate the struggle against 

the oppressor, the saboteur takes 

the fight to the instruments of 

oppression. After all, what is a 

ruler without his crown? 



If you are a saboteur, you: 

• Look for ways to cripple or break the system. 

• Care less about the show than the result. 

• Take pride in your foes' inability to catch you. 

Code: By breaking the tools of power, you free everyone 

living under the shadow of such tools. 

ADVANTAGES ANO CHALLENGES 
Chaotic neutral characters are driven from within by 

deep-seated emotions. They excel at taking the initiative 

and setting the agenda, rather than allowing other people's 

frameworks to dictate their actions. Some have a slight 

tendency to get too caught up in themselves and their own 

feelings, but those who can keep selfish impulses in check 

can bring a definite spark to any party. 

Often brash and lacking in foresight, chaotic neutral 

characters struggle to be patient with restrictions. It 

can be hard for some to recognize that not all restraints 

come from people attempting to rule them. Where their 

chaotic nature expresses itself as flightiness or obsession, 

it can blind these individuals to reality, and that can 

cause harm they don't intend-which in turn can lead to 

enmities they don't expect. 

OPPORTUN1T1ES ANO ALU ES 
Characters of nearly every class can lean chaotic neutral, 

but the furious barbarian and the clever rogue are perhaps 

the iconic faces of this alignment. Mad genius alchemists 

and eccentric wizards definitely have a home in this 

alignment as well. 

Perhaps it's the wanderlust that often afflicts chaotic 

neutral characters that makes them such a widespread 

bunch. In any event, finding chaotic neutral allies in the 

Inner Sea is rarely difficult. 

Rebel Organizations: Many regions around the Inner 

Sea host significant numbers of rebellious and chaotic 

guerrilla warriors, whether such characters come from 

the dog-eat-dog islands of the Shackles or the bloody 

streets of revolutionary Galt. Many groups on Golarion 

seek to dismantle order and sow the seeds of chaos for 

one reason or another, and a flexible individual can find 

any number of such causes to fight for. 

Untamed Realms: Among the fey-ridden wilds of 

the Lands of the Linnorm Kings, chaos is the rule, 

not the exception. The same description applies to the 

ever-shifting fiefdoms of the River Kingdoms, since 

few leaders manage to dominate their holdings for 

long, and those who do must contend with an ever­

changing array of neighboring nations and territories. 

The unpredictable nature of the Mana Wastes provides 

excitement that many chaotic individuals seek, as do the 

untold wonders of mysterious Jalmeray and the entirety 

of the First World-the capricious and ever-changing 

planar home of the fey. 

TR A1TS 
The following traits complement chaotic neutral characters. 

CHAOTIC NEUTRAL ISN'T EVIL 
P l ayers a n d  GMs often confuse the ac t ions  of a chaotic 

neutra l cha racter with those of a neutra l ev i l  o r  chaotic 

evi l  one. After a l l , it can be easy to mix u p  the self­

determ i ned acts of chaot i c  neutra l with the self- centered 

p r i n c i p les of evi l .  But embrac ing you r  chaot i c  neutra l 

na tu re i sn 't a n  excuse to do whatever you want .  

A chaot i c  neutra l cha racter can (a nd  p robab ly  shou ld ,  

somet imes) f reely choose to s upport  others-even 

sac r i f i ce for others, someth ing  that  is a n athema to evil 

cha racters .  Many chaot ic- lea n i n g  soc iet ies, such  as the 

U l fen of the nor th  and  the p i rates of the Shack les, p l a ce 

a h i g h  p rem ium on lav i sh  i n terpersona l  generos i ty, 

wi l l i ng ness to do what  needs do i ng ,  a n d  hono r i ng  one's 

word even at g reat persona l  cost-they see such  acts 

a s  exp ress ions of except i ona l  i n d iv id u a l i ty rather than 

b l ind  confo rmi ty  to p redeterm i ned sta nda rds .  A code 

of persona l  honor is ent i re ly compat ib le  w i th  a chaotic 

a l ig nment, provided t h is code is s imp le, serves to l i m it 

the constra i n t s  on you rself (a nd  poss i b l y  others), a n d  

s p r i n g s  f r om  a f ierce i n terna l  convict ion .  You r  sense o f  

ob l iga t ion  i s  persona l ,  n o t  i m posed by  ru les and  s t ruc tu re; 

i ndeed, determ i ned ly self-suff ic ient sou l s  often feel the i r  

o b l iga t ions  more keen ly t han  others  a round  them. 

Fu r t her, su ccessfu l  chaot i c  com m u n i t ies of ten see 

u n fettered se l f i sh ness as a l l owing  oneself to be r u led 

by one's pass ions  and possessions, wh i c h  ma kes fo r  a 

poor  neighbo r, as wel l  as one who is eas i l y  man i p u l ated . 

A chaotic neutra l character needn 't a lways act  random ly, 

o n  the moment 's wh im, o r  w it hou t  rega rd fo r  h i sto ry, 

context, a n d  the effect of her a c t i on s  on others (a nd  

thei r  l i ke ly res ponses) . S i m i l a r l y, c h ao t i c  can  j u st a s  

eas i ly  mea n impu l s i ve generos ity, g r a nd  gestu res, 

a n d  as to n i s h i n g  i n s i g h t  as it c an  t houg h t less 

hedon ism o r  ca reless i n d i fference. 

Unabashed Gall (Social): Your total indifference 

to the law even as you're breaking it is such that those 

watching you are stunned. Whenever you commit an 

unexpected and outrageously unlawful act (such as 

knowingly destroying or stealing something) that would 

elicit a hostile response from another creature, you may 

attempt a Bluff check opposed by the opponent's Sense 

Motive check. If you're successful, you and any allies 

who were willfully expecting your unlawful deed may 

act in a surprise round. For each ally willfully expecting 

your unlawful deed, you take a cumulative -2 penalty 

on your Bluff check. If your Bluff check fails, there is no 

surprise round. Regardless of whether your Bluff check 

succeeds, you and any allies willfully taking advantage 

of your unlawful deed treat your initiative checks for the 

duration of combat as though you had each rolled a i.  
Unpredictable Reactions (Combat): Your reactions to 

combat beginning aren't what people expect. You gain a 

+1 trait bonus on attack rolls made during the surprise 

round of combat. 
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NEUTR AL N ATl ONS 
While neutral-aligned characters may hail from any 

part of the world, the following nations exemplify the 

various aspects of neutrality. Each of the following 

nations includes a regional trait reflecting an origin in 

that nation. 

GALT CCN) 
Blood-soaked Galt has been steeped in 

revolution and anarchy for the past 40 years. The 

Revolutionary Council currently leads the nation, but 

the council's members change frequently. Committed to 

revolution for its own sake, Galt exemplifies the chaotic 

neutral alignment. Galt's government is divorced from 

any morality or ideals beyond the desire for change. 

In theory, this constant change could lead to better 

government; in practice, it merely elevates 

the wealth and influence of a few 

fanatic demagogues. 

Evident Supporter (Galt): 

You know how best to 

appear supportive of the 

current regime despite 

the vagaries of a 

shifting government. 

The Sense Motive 

DC needed for a 

city guard, a 

politician, or other 

governmental functionary in a large town or larger 

settlement to gain a hunch about your trustworthiness 

is 25 (instead of 20). On a failed check, you're seen as 

trustworthy regardless of the situation. 

Katapesh, and encourage a nigh-religious obsession 

with trade. This focus on maximizing commercial output 

is unencumbered by legal or moral scruples; a Katapeshi 

trader is just as willing to dispense medicine at a discount 

to secure lucrative future business as he is to traffic in 

slaves for short-term profit. As a result, Katapesh and its 

guild masters typify the neutral alignment. 

Commercial Savvy (Katapesh): You excel at 

maximizing mercantile contacts and convincing 

merchants to dig just a bit deeper into their 

pockets for you. Whenever you buy from or sell 

to a merchant, you treat a settlement's Base 

Value and Purchase Limit (Pathfinder 
RPG GameMastery Guide 204) as 

10% higher. 

RAHADOUM CLN) 
The desert nation 

of Rahadoum is 

well known for its 

prohibition on religion 

in any form, but this 

tenet is only one component 

of the complex legal compact that 

binds the various city-states and 

nomadic tribes of Rahadoum 

together. Under the Laws of 

Man, the Rahadoumi practice 

self-discipline and pragmatic 

philosophy. As the Laws of Man 

stand independent of divine 

dictates or 

the nation 

enforcement 

moral direction, 

exemplifies the 

of law solely for 

the sake of the community, 

and is therefore lawful neutral 

in alignment. 

Justiciar (Rahadoum): You 

are experienced in interpreting 

and applying legal doctrine, 

notably the Laws of Man, 

independent of any divine 



mandates. You gain a +i trait bonus on Diplomacy and 

Knowledge (local) checks to settle disputes or arbitrate 

laws. Once per day if you succeed at an Intimidate check 

to demoralize a foe who has repudiated or ignored a 

pronounced judgment you've made, you may choose to 

cause the creature to be sickened instead of shaken. The 

duration of the effect remains the same. 

Throughout its more than 8,ooo years of history, 

bureaucracy is well established, if occasionally corrupt. 

Osirion's reliance on custom over other considerations 

makes it lawful neutral in alignment. 

Elemental Endowment (Osirion): You see the 

interactions between elementals as the epitome of 

balance; you've studied the traditional elemental 

bindings of Ancient Osirion and can draw upon their 

power. As an immediate action, once per day when you 

cast a spell with the air, earth, fire, or water descriptor, 

you can gain a number of temporary hit points equal to 

the spell's level. This effect lasts for I minute. 

NEUTR AL PL ANES 
These extraplanar realms in the Great Beyond are places 

that neutral characters might visit during their adventures 

or aspire to reach upon death. 

Astral Plane (N): This silvery void of staggering size is 

the vast space separating the planes of the Inner Sphere 

from the strongly aligned planes of the Outer Sphere. The 

most important feature of the Astral Plane is the great 

River of Souls: the flow of spirits departing the Inner 

Sphere (typically, but not always, from the Material Plane) 

on their way to judgment in the Boneyard and reward in 

an appropriate plane in the Outer Sphere. 

Axis (LN): The Eternal City of Axis is a metropolis of 

perfect order and home to lawful neutral deities, notably 

Abadar and Milani (and formerly Aroden). Although Axis 

is a place of unremitting order, Norgorber, the neutral 

evil god of murder and secrets, also maintains his realm 

within this extraplanar city, leading a sprawling thieves' 

guild that the residents of Axis consider a truly necessary 

evil in the proper functioning of a perfected metropolis. 

Souls consigned to Axis-even those souls allied with 

Norgorber-all receive an established role within the 

city, becoming part of the byzantine array of agreements 

and conventions that keep Axis moving with clockwork 

precision. Although some petitioners assist the city's 

natives, the axiomites, in determining the mathematical 

equations that underpin the universe, most souls who 

come to rest in Axis are content with constantly serving in 

its pursuit of order. 

NEW FEAT: PLANAR HUNTER 
After ca ref u l  s tudy of otherwor l d l y  env i ronments, 

you can q u i ck ly  eva l uate how a n  ou t s i de r  reacts  i n  i t s  

home su r ro und i ngs .  You can  use your  knowledge of the  

ou ts i de r's na t i ve  env i ro nment  to g u i d e  you r  a t tacks  and  

ove rcome the outs i de r's na tu ra l  res i s tances .  

Prerequisites: Knowledge (p l anes) 5 ran ks, favored 

terra i n  (a ny p l a ne) c lass feature. 

Benefit: When you a re on  one of the p l anes  you 've 

se l ected as  a favored terra i n ,  you g a i n  a +2 bonus  on 

wea pon attack ro l l s  aga i nst  ou t s i de rs nat ive to that  

p l a ne . You a l s o  i g nore u p  to 5 po in t s  of damage red uc t ion  

when  mak i ng  wea pon a t tacks  aga i ns t  ou t s i de rs nat ive 

to that  p l a ne, except for damage  reduc t i on  w i thout  a 

type (such  as DR 1 0/-). I n  add i t i on, you g a i n  t h i s  bonus  

aga i n s t  extra p l a na r  creatures you encou nter a nd  i dent i fy 

a s  be ing from one  of you r  p l a na r  favored terra i ns, such  as 

wi th a su ccessfu l  Knowledge (p l anes) check, rega rd l ess 

of what p l a ne  you o r  they a re on .  

Special: You may se l e c t  t h i s  feat mu l t i p l e  t imes .  

Each t ime you take i t, you app ly  i t  to a d i f ferent 

q u a l i fy i n g  favored terra i n .  

Boneyard (N): Pharasma's Boneyard consists of many 

separate realms, most notably the courts where the souls 

of the dead are judged and sent on to their final reward. 

Although the majority of souls flowing into the Boneyard 

find homes on other planes in the Outer Sphere, several 

types of souls come to reside in the Boneyard permanently. 

First and foremost are worshipers of Pharasma, who live 

with the goddess in her palace in the Inner Court. While not 

required to serve, Pharasmins who dedicated themselves 

to the cycle of souls in life often end up doing the same in 

death, offered the opportunity to help sort and guide the 

recently deceased to their appropriate afterlives. 

The Boneyard also houses the souls of atheists, save for 

those whose evil natures demand punishment. Atheists 

reside in the Graveyard of Souls on the Boneyard's 

outskirts, left to wile away eternity without harassment 

from deities. Non-atheist souls uncommitted to any deity 

and free from evil may choose to enter the Realm of the 

Content, a land maintained by Pharasma where such souls 

are free to pursue their interests. 

Maelstrom (CN): Surrounding the other planes of 

the Outer Sphere like a roiling stew, the Maelstrom is 

an unpredictable plane of evolving disorder. Where the 

Maelstrom lies near other planes, it often looks superficially 

similar to those planes; however, the farther a visitor travels 

into the cerulean vastness of the Maelstrom, the more 

appearances and even physical laws break down. Chaotic 

souls untrammeled with concerns of good or evil can expect 

an eternity of change within the Maelstrom, although 

petitioners who take up residence near another plane 

find their homes to be somewhat more reliably grounded. 

The chaotic souls of this plane might find themselves 

conscripted in the wars to unmake the rigid order of Axis. 
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The alignments of many organizations are obvious based 

on that institution's nature and overall purpose: crusader 

organizations are lawful good because they fight to 

establish order and destroy evil; chaotic evil ones seek to 

topple civilization and spread misery. But the nature of 

neutral organizations is often less clear. 

Chaotic neutral organizations, like the Free Captains of 

the Shackles, are loosely organized and usually emphasize 

personal freedom or rejection of civilized society. The 

leadership of such groups often has little actual authority 

other than to include or exclude members, though some 

leaders temporarily assume a firm command during battle. 

Lawful neutral organizations, such as the Hellknights, 

often claim to be enforcers of pure law. Such groups 

frequently contain good or evil members attempting to 

use the laws established by the organization to advance 

moral agendas, but the organization as a whole curtails 

such adulterations ofits "pure" purpose. 

Some neutral organizations are categorized as such 

because they're too preoccupied with their goals to bother 

with the ethical or moral implications of their actions, 

as is often the case with the Pathfinder Society and the 

Prophets of Kalistrade. Less often, an organization is 

neutral because it actively maintains a specific balance, 

such as between the forces of nature and civilization (as is 

the case with the Green Faith). 

Leadership Benefits: In addition to suggestions for 

playing characters belonging to the organization in 

question, each of the following entries includes rules 

effects that automatically apply to you as long as you 

have the Leadership feat and remain in good standing 

within the organization in question. You may gain the 

Leadership benefits of only a single organization at a 

time. If you belong to two or more organizations, you 

must choose which benefit to take. Once you've chosen 

this benefit, you can change this benefit only if you fall 

out of good standing with that organization and obtain 

(or already have) good standing in another. 

FREE CAPTAINS CCN) 
Less a formal organization and more a 

loose network of affiliations and mutual 

obligations, the Free Captains are 

nonetheless the only authority in the Shackles region. The 

Free Captains jealously guard their freedom to do as they 

please and take what they want by guile or force, and rarely 

have room on their agendas for benevolence or malice. 

Above all else, the Free Captains respect bravado, daring, 

and the ability to navigate the Shackles' treacherous seas. 

Cohorts of the Free Captains are usually fighters or 

rogues, and often take archetypes such as the swashbuckler 

(Pathfinder RPG Advanced Player's Guide 135) or pirate 

(Pathfinder RPG Ultimate Combat 72). 
Leadership Benefit: Free Captains do not take a 

Leadership score penalty for moving around a lot. 

Practiced Leadership Benefit: If you are a Free 

Captain with the Practiced Leadership feat, your cohort 

can use water walk or water breathin3 once per day as a 

spell-like ability. 

GREEN FAITH (N) 
Druids, farmers, and peasants revere the Green 

Faith so they might connect to the primal power 

and endless cycles of the natural world. Many 

followers of the Green Faith preserve balance 

for its own sake, so that no philosophy reigns over 

others and despoils the natural order. Adherents 

to the Green Faith often live far from civilization, but 

when they do live in settlements, they encourage their 

communities to work in harmony with the natural order. 



Cohorts of the Green Faith are almost always druids 

and may become Green Faith acolytes (Pathfinder 
Campa(gn SettinJJ: Paths of Presti!Je 26). 

Leadership Benefit: Members of the Green Faith 

do not take a Leadership score penalty for having an 

animal companion. 

Practiced Leadership Benefit: If you are a Green Faith 

follower with the Practiced Leadership feat, your cohort 

can use speak with animals at will as a spell-like ability. 

H ELLKNlGHTS CLN) 
Terrifying heralds of unrelenting order, 

the black-armored Hellknights perfect their 

fighting techniques by training with the 

militant legions of Hell. Although each of the Hellknight 

orders has its own particular focus, the order as a whole 

is committed to the rigid enforcement oflaw for its own 

sake, independent of morality and deaf to excuses or 

exceptions. The greatest Hellknights are as committed 

to mental exercise as they are to physical training, 

memorizing tomes of law in order to better mete out 

perfect justice. 

Hellknight cohorts are usually fighters with levels in 

the Hellknight prestige class (Pathfinder Campainn SettinJJ: 
The Inner Sea World Guide 266) , but some are spellcasters 

with levels in the Hellknight signifer prestige class 

(Paths of Prestine 28). 
Leadership Benefit: Hellknights do not take a 

Leadership score penalty for aloofness. 

Practiced Leadership Benefit: If you are a Hellknight 

with the Practiced Leadership feat, your cohort gains 

a +2 deflection bonus to AC against attacks from 

chaotic outsiders. ® PATHFINDER Soc1ETY CN) 
Pathfinders are adventurous scholars who 

explore the most remote and dangerous 

corners of the world to find lost knowledge and 

hidden treasure. Most strive to have their exploits 

showcased in the pages of the Pathfinder Chronicles, where 

the most daring members find a sense of immortality 

in the written word. Although individual Pathfinders 

vary in alignment, the organization as a whole remains 

unconcerned with legal niceties or ethical constraints 

when it comes to recovering lost lore and ancient relics. 

The Society's leaders are likewise varied in their motives 

and approaches, but the highest-ranking Pathfinders are 

so resolute in their pursuit of lore and artifacts that they 

rarely brook any discussions of moral or ethical concerns. 

Pathfinder cohorts can be of any class, but many are bards. 

At higher levels, they might become Pathfinder field agents 

(Pathfinder Player Companion: Pathfinder Society Primer i8). 
Leadership Benefit: Pathfinders do not take a Leadership 

score penalty for moving around a lot. 

Practiced Leadership Benefit: If you are a Pathfinder with 

the Practiced Leadership feat, your cohort can use identifY at 

will as a spell-like ability. 

NEW FEAT: PRACTICED LEADERSHIP 
When you and your  co hor t  a re both mem bers of the 

same organ izat ion,  you need n't s hou l de r  the  bu rden  

of l eadersh i p  a l one .  By re ly i ng  on  the  a uthor i ty  of your  

sha red  orga n iza t ion  as  we l l  a s  your  own leaders h i p  

s k i l l s, you r  cohort  demonstrates imp roved devot i on  a nd  

tact i ca l  a cumen .  

Prerequisites: Leadersh ip, membersh i p  i n  the same 

o rgan i zat ion as you r  cohort .  

Benefit: As long as you and  your cohort ma in ta in  

membersh i p  i n  good stand i ng  wi th in  the same 

o rgan izat ion, you r  cohor t  ga ins  a +4 mora le bonus on Wi l l  

saves aga i nst enchantment spe l l s  and  effects. Add i t iona l ly, 

you r  cohort is treated as though she possessed the same 

teamwork feats you do  for the pu rpose of determ in i ng  

whether you  receive a bonus f rom you r  teamwork feats. 

You r  cohort doesn't receive any bonuses from these feats 

un less she actua l l y  possesses the feats. 

I f  you and your cohort be long to one of the organ izat ions 

l i sted i n  th is  sect ion, your  cohort gains the practiced 

leadersh ip  benefit associated with you r  organ izat ion. I f  a 

benefit g rants you r  cohort access to a spe l l - l i ke ab i l i ty, 

the caster level of the effect is 1 s t  or equa l  to you r  

cohort 's caster l evel, wh ichever is h igher. 

PROPHETS OF KAusTRADE CLN) 
Followers of  the secular Prophecies of 

Kalistrade amass wealth with a religious 

rvor. Adherents believe that they reap earthly 

riches by hewing to the byzantine strictures of their 

philosophy, and increased compliance leads to increased 

fortune. Moral considerations rarely impact their lives, 

as they consider the gods to be fallible and those devoted 

to the gods to be outmoded. As they must maintain 

rigorous ritual purity, followers of the Prophecies live 

structured, orderly lives. 

A follower of the Prophecies of Kalistrade typically 

has either a fellow Kalistocrat or a member of Druma's 

infamous Mercenary League for a cohort. These 

"Blackjackets" are ruthless fighters and rogues who serve 

only to protect Druma's mercantile elite, and in return see 

their own fortunes rapidly swell. 

Leadership Benefit: Followers of the Prophecies of 

Kalistrade do not take a Leadership score penalty for 

recruiting a cohort of a different alignment if the cohort 

is also a follower of the Prophecies or a member of the 

Mercenary League. 

Practiced Leadership Benefit: If you are a follower of the 

Prophecies of Kalistrade with the Practiced Leadership 

feat and your cohort is a fellow Kalistocrat, once per day 

she can roll either an Appraise or Bluff check twice and 

take the higher result. If your cohort is instead a member 

of the Mercenary League, once per day she can roll either 

an Intimidate check or a Sense Motive check twice and 

take the higher result. Your cohort must announce the use 

of this ability before attempting the check. 
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Many powerful deities embody neutral ideals. Some neutral 

worshipers of these gods seek to find a balance between 

selfish and selfless impulses, while others give little thought 

to the morality of their actions. This section presents these 

deities and new subdomains available to their followers. 

NEUTR AL D E1T1ES 
See the table on the inside front cover for more information 

about the following deities. 

Abadar: Followers of the Master of the First Vault preach 

the benefits of civilized society. For many of his worshipers, 

the rule oflaw takes precedent over concerns of morality. 

Besmara: Anyone who lives by her wits on the open sea can 

be called a follower of the Pirate Queen. These freebooters 

live as they please with little regard for laws or philosophy. 

Calistria: Followers of the Savored Sting can be as 

mercurial as their goddess. They are true friends to those 

who earn their favor, but are quick to repay in kind any 

slight against them. 

Daikitsu: The Lady of Foxes blesses those who work hard 

and respect the community. Yet her followers also value the 

fruits of their labor, and take pleasure in moments oflevity. 

Gorum: Those who revere Our Lord in Iron seek success 

in combat above all else. As long as they are respected on 

the battlefield, most think little of the morality of the wars 

they fight. 

Gozreh: To the Wind and the Waves, what humanoids call 

law and chaos and good and evil are merely peaks and troughs 

of nature's cycles. This dual-natured deity's followers seek 

to embrace these cycles rather than work against them. 

Groetus: The insane cultists of the God of the End Times 

seek to bring about the destruction of all, a philosophy that 

is ultimately at odds with both good and evil. 

Hei Feng: Followers of the Duke of Thunder know that, 

like the weather, situations can change in but moments. A 

fluid morality allows his worshipers to take advantage of 

whatever confronts them. 

Irori: Adherents of the Master of Masters aspire to the 

same self-perfection that their patron exemplifies. This 

asceticism often leads to aloofness. 

Nalinivati: Genealogy is an important study for the 

sorcerers and matchmakers who revere the Serpent's Kiss. 

They judge others based on their families as well as their 

individual merits. 

Nethys: The only commonality among followers of the 

All-Seeing Eye is the desire to master the magical arts. Their 

wide-ranging studies and exposure to eccentric colleagues 

make them more accepting of divergent philosophies. 

Pharasma: Acting as midwifes, soothsayers, and 

mourners, worshipers of the Lady of Graves minister to all 

members of society. Seeing others at their highs and lows 

gives them a broadminded understanding of mortal nature. 

Sivanah: Cultists of the Seventh Veil hide behind many 

layers of obfuscation. Those who think they know an 

illusionist's goals are often greatly mistaken. 

Sun Wukong: Followers of the Monkey King are 

proponents of freedom for themselves and others. They 

thumb their noses at all forms of authority, regardless of 

its intentions. 

Yamatsumi: Priests of the Mountain Lord eschew the 

comforts of civilization for a life of asceticism. From their 

lofty vantage point, the dealings of those below seem petty 

compared to the grandeur of nature. 

SUBD OM A1NS 
Presented here are new subdomains that, at your GM's 

discretion, may be substituted for one of a deity's 

domains. Each of the subdomains below includes a list 

of associated deities that may optionally grant the use of 

that subdomain. 

AEON SusooMAlN 
Associated Domain: Knowledge. 

Associated Deities: Nethys, Sivanah. 

Replacement Power: The following granted power 

replaces the remote viewing ability of the Knowledge 

domain. Aeons are a race of neutral outsiders (Pathfinder 
RPG Bestiary z 8). 

Void Form (Su): At 6th level, you can become semi-tangible 

as a standard action. While in this form, you are immune 

to critical hits and gain a +i deflection bonus to AC. This 

bonus increases by i at 8th level and every 4 levels thereafter. 

You can use this power a number of rounds per day equal 

to your cleric level. These rounds need not be consecutive. 

Replacement Domain Spells: ist-sanctuary, 5th­

telepathic bond, 6th-planar bindin9 (aeons only). 

ARISTOCRACY SUBDOMAIN 
Associated Domain: Nobility. 

Associated Deities: Abadar, Nalinivati. 

Replacement Power: The following granted power 

replaces the inspiring word ability of the Nobility domain. 

Noble Visa9e (Su): You gain a +1 bonus on Charisma checks 

and Charisma-based skill checks against creatures that share 

your creature type (and subtype, if you are a humanoid). 

This bonus increases by i for every 5 levels you possess. 

As a standard action, you can touch an ally to grant her 

your noble visage bonus against creatures that share her 

creature type (or subtype) for i minute. When you use this 

ability, you lose your noble visage bonus for i minute. You 

can use this ability a number of times per day equal to 3 + 
your Wisdom modifier. 

Replacement Domain Spells: 3rd-enter ima9i;APG, 9th­

overwhelmin9 presenceuM. 



FisT SusooMAlN 
Associated Domain: Strength. 

Associated Deities: Gorum, Irori, Yamatsumi. 

Replacement Power: The following granted power 

replaces the strength surge ability ofthe Strength domain. 

Wooden Fist (Su): This ability acts as the Plant domain 

power of the same name. 

Replacement Domain Spells: ist-true strike, 3rd-

9reater ma9ic fan!J, 4th-force punch UM. 

Ftow1NG SusooMAlN 
Associated Domain: Water. 

Associated Deities: Gozreh, Pharasma, Yamatsumi. 

Replacement Power: The following granted power 

replaces the icicle ability of the Water domain. 

Go with the Flow (Su): You can touch a creature as a 

standard action to suppress its strong emotions. The 

target is affected as the calm emotions spell, except 

it can still take violent actions and violent 

actions against the target do not end the 

effect. This effect lasts a number of rounds 

equal to i/2 your cleric level (minimum i). 

You can use this ability a number times per 

day equal to 3 + your Wisdom modifier. 

Replacement Domain Spells: 2nd-cat 's 9race, 
4th-freedom of movement, 6th-fluid formAPc, 8th-

mind blank. 

l NNUENDO SusooMA1N 
Associated Domain: Trickery. 

Associated Deities: Besmara, Calistria, Sivanah, Sun 

Wukong. 

Replacement Power: The following granted power 

replaces the copycat ability of the Trickery domain. 

Fool's Privile9e (Su): You can use this power as a swift 

action when you fail a Bluff, Diplomacy, or Intimidate 

check outside of combat. You suffer no negative effects due 

to the failed check, and the next round you can attempt the 

check again without the usual penalty for a failed attempt. 

You can use this ability once per day, and one additional 

time per day for every 4 levels beyond ist. 

Replacement Domain Spells: ist-sow thou9htARc, 3rd­

su99estion, 6th-mass su99estion. 

PsYcHOPOMP SusooMAlN 
Associated Domains: Death, Repose. 

Associated Deity: Pharasma. 

Replacement Power: The following granted power 

replaces the death's embrace ability of the Death domain 

or the ward against death ability of the Repose domain. 

Psychopomps are a race of neutral outsiders (Pathfinder 
RPG Bestiary 4 217). 

Spirit Touch (Su): At 6th level, as a swift action, you can 

give your natural weapons or any weapons you wield the 

9host touch weapon special ability. You can use this power a 

number of rounds per day equal to your cleric level. These 

rounds need not be consecutive. 

Replacement Domain Spells: 3rd-chains of perditionuc, 
6th-planar ally (psychopomps only), 8th-trap the soul. 

SouTUDE SusooMAlN 
Associated Domain: Protection. 

Associated Deities: Nethys, Yamatsumi. 

Replacement Power: The following granted power 

replaces the resistant touch ability of the Protection domain. 

Taboo (Su): When a creature touches you or strikes you 

with a melee attack, you can activate this power as an 

immediate action. That creature takes a -1 penalty on 

saving throws for i minute. This penalty increases by i 

for every 5 levels you possess. When you use this ability, 

you lose your resistance bonus granted by the Protection 

domain for i minute. You can use this ability a number of 

times per day equal to 3 + your Wisdom modifier. 

Replacement Domain Spells: 2nd-silence, 4th-detect 
scryin9, 5th-mira9e arcana, 9th­

weater Create demiplaneUM. 
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Neutral characters favor methods that are effective, 

whether or not they are perceived as moral. Some may call 

such beings mercenary, but most neutral characters prefer 

to think of themselves as pragmatic. 

NlNJ A TRlCKS 
The following new ninja tricks complement neutral­

aligned ninjas. 

Blood Debt (Su): A ninja with this ability gains 

In Harm's WayAPG as a bonus feat, even if she doesn't meet 

the prerequisites. When the ninja intercepts an attack using 

this feat, she can spend I ki point to impose a blood debt on 

the aided ally. The ninja's ki pool is reduced by I until she 

ends this effect, which she may do as an immediate action. 

If the ninja ends the blood debt in response to a successful 

attack against her by a creature the indebted ally threatens, 

the ally (who must be willing) takes full damage from that 

attack and any associated effects instead of the ninja. 

Kamikaze (Su): A ninja with this ability strikes without 

concern for her own well-being. The ninja can spend I 

point from her ki pool to give her unarmed strikes 

and any weapons she wields the vicious weapon 

special ability for I round per level. The 

ninja can spend I ki point 

to dismiss this effect. 

Redirect Force (Ex): If the ninja has a feat that allows 

her to attempt a combat maneuver without provoking 

attacks of opportunity, she can choose to provoke them 

anyway when she performs that maneuver. If she does 

so and takes damage from the attack of opportunity, 

the ninja adds the damage as a bonus on her attack roll 

instead of as a penalty. 

MASTER TRICKS 
A ninja may select the following new master trick at the 

appropriate level. 

Kawarimi (Su): Once per day when a successful attack is 

made against a ninja with this ability, as an immediate 

action she can spend I ki point to attempt a Stealth check 

opposed by the attacker's Perception check. The ninja 

can attempt this check while being observed as long as she 

has cover or concealment (or an ability that allows her to 

attempt Stealth checks without cover or concealment). If 

she's successful, the opponent's attack hits an inanimate 

object that the attacker mistook for the ninja, and the 

ninja may move into an adjacent square and is hidden 

from the attacker. 

NEGOTlATOR (BARD ARCHETYPE) 
Bards are experts at manipulating the emotions and 

perceptions of others. Negotiators are those bards who 

take the skills of a performer and apply them to the realms 

ofbusiness and law. 

Hard Bargainer: A negotiator adds half his class level 

(minimum i) on Bluff, Diplomacy, Intimidate, Knowledge 

(local), and Sense Motive checks. This ability replaces 

bardic knowledge. 

Bardic Performance: A negotiator gains the following 

types ofbardic performance. 

Counterar3ument (Su): This performance acts as 

countersong, except a negotiator can use only Perform (act, 

comedy, oratory, or sing) to perform a counterargument. 

Fast Talk (Su): At ist level, a negotiator can use 

performance to affect the perceptions of any number of 

targets that can hear him. While the negotiator performs, 

these targets take a -1 penalty on saving throws against 

enchantment (charm) and illusion (figment, glamer, or 

shadow) effects, as well as a penalty on Appraise checks 

equal to half the negotiator's level (minimum -1). A target 

that fails its Appraise check believes that the object in 

question is worth 10% more or less (negotiator's choice) 

than its actual value. At 5th, 11th, and 17th levels, the 

saving throw penalty increases by i and the shift in 

an object's perceived value increases by 10%. Fast talk 

is a language-dependent, mind-affecting ability that 

uses audible components. This performance replaces 

inspire courage. 



BindinlJ Contract (Sp): At 9th level, the negotiator can bind 

another creature's promise to the negotiator with a geas. 

This acts as lesser JJeas, except the creature must have Hit 

Dice equal to or less than the negotiator's level. The target 

can negate this effect with a successful Will save (DC = 

10 + 1/2 the negotiator's level + the negotiator's Charisma 

modifier). The geas is discharged if the negotiator breaks 

his end of the bargain. Using this ability requires 3 rounds 

of continuous performance, and the target must be able to 

see and hear the bard throughout the performance. At 18th 

level, this effect acts as JJeas/quest (no HD limit, and the 

target cannot attempt a saving throw). Binding contract is 

an enchantment (compulsion), mind-affecting, language­

dependent ability that relies on audible components. This 

performance replaces inspire greatness. 

Rogue Talents: At 2nd level, a negotiator gains a rogue 

talent, as the rogue class feature of the same name. At 6th 

level and every 4 levels thereafter, the negotiator gains an 

additional rogue talent. A negotiator cannot select a rogue 

talent that modifies the sneak attack ability. This ability 

replaces versatile performance. 

Master of Rhetoric (Ex): At 5th level, the negotiator can 

take 10 on any Bluff, Diplomacy, Intimidate, Knowledge 

(local), or Sense Motive check ifhe has ranks in that skill. 

A negotiator can choose not to take 10 and can instead roll 

normally. In addition, the negotiator can take 20 on one 

of those skill checks (without spending any additional 

time). The negotiator can do this once per day at 5th level, 

twice per day at 11th level, and three times per day at 17th 

level. This ability replaces lore master. 

Advanced Talents: At 10th level and every 4 levels 

thereafter, a negotiator can select an advanced rogue talent 

in place of a rogue talent. A negotiator cannot select an 

advanced talent that modifies the sneak attack ability. 

NEW GR1T FE ATS 
Many legendary gunslingers exemplify neutrality. Grit 

feats interact with the gunslinger's grit class ability or the 

grit granted by the Amateur Gunslinger feat (Pathfinder 
RPG Ultimate Combat 89). 

FABUUST (GRIT) 
You enjoy telling tall tales and gain confidence when 

others believe them. 

Prerequisite: Amateur Gunslingeruc feat or grit class 

feature. 

Benefit: You gain a +1 bonus on Perform (act, comedy, 

oratory, and sing) skill checks, and Perform is a class skill 

for you. In addition, each time you make a successful Bluff 

check to convince someone of a far-fetched or impossible 

story, you regain 1 grit point. Successfully lying to a 

friendly or helpful creature, or a creature that has fewer 

Hit Dice than half your character level, doesn't restore grit. 

GuN Tw1RUNG (GRIT) 
You can spin and juggle a small firearm, making it 

difficult to predict where you will shoot. 

ALLIES OF CONVENIENCE 
Player cha racters a re l i ke ly  to have many a l l ies in the 

cou rse of the i r  adventures .  Some a re temporary a l l i e s  who 

prov ide ass ista nce for a s ing le adventure, wh i le  others 

( l i ke cohorts or h i re l i ng s) a re more long -term. Yet a t h i rd 

type of a l l y  exists as wel l-those who accompany the PCs 

on ly i ntermittent ly, b reak ing off and  later rejo i n i ng  the 

pa rty many t imes th roughout  the cou rse of a campa ign .  

These  a l l i es of conven i e nce p resent  a n u m be r  of 

i n terest i ng  oppor tu n i t ies  for  GMs and p l ayers .  Somet imes 

a p l ayer, for whatever reason ,  can ' t  make i t  to every 

game  sess i o n .  Rather than have his cha racter become an 

NPC o r  else i nexp l i c ab ly  van i sh ,  the p l ayer m igh t  work 

wi th the  GM to c reate a n  i n - g ame  exp lanat ion for t he  

cha racte r's a bsences .  Such  cha racters m i g ht have  o the r  

du t i es, such  as  a d r u i d  who needs  to regu l a r ly a t tend  he r  

sac red g rove, o r  other  ways  of se rv ing  the  pa rty, such  as 

a w iza rd who l eaves to do  research o r  craft mag ic  i tems .  

They m i g ht be mercena ry, l i ke a th ie f  who jo ins  a pa rty 

as  a tra psmi th  when he  needs to get  ou t  of town and l i e  

l ow, o r  cap r i c ious, l i ke a n  o r a c l e  who comes  a nd  goes  as 

the  sp i r i t s  move he r. 

I ntermittent a l l i e s  a re often mora l l y  neut ra l .  Some ca re 

l i t t l e  whether  the pa rty f ig hts for good or ev i l  as l ong  as 

they get the i r  sha re of the loot .  Others suppor t  the pa rty's 

q uest, but  cons ide r  it on l y  par t  of a g reater p l a n .  Perhaps 

such  a cha racter has  h i s  own tangent ia l  goa l, bu t  a ids  the  

pa rty when i t  he l ps h im .  The cha racte r's s i de  bus i ness 

might even prov ide p l ot hooks for the pa rty-in fact, 

he may get h i s  fe l l ow pa rty mem bers i nto t roub l e  

a s  often as he  he lps  them ou t .  

Prerequisites: Amateur Gunslingeruc feat or grit class 

feature, Dazzling Display, Weapon Focus. 

Benefit: You can spend 1 grit point to make a feint 

attempt using a one-handed firearm for which you have 

Weapon Focus (instead of a melee weapon). The target 

of this feint must be within 30 feet of you and be able to 

see you. 

If you have the Quick Draw feat, you can holster a one­

handed firearm as a free action as long as you have at least 

1 grit point. 

NAMED BULLET (GRIT) 
You can craft ammunition intended to kill specific foes. 

Prerequisites: Amateur Gunslingeruc feat or grit class 

feature, Gunsmithinguc, base attack bonus +s .  
Benefit: Whenever you craft ammunition using 

Gunsmithing, you may inscribe a bullet or alchemical 

cartridge with the name of its intended target. The 

ammunition gains the bane weapon special ability 

against the chosen creature only. If the ammunition is 

used to attack any other target, the attack roll is instead 

made with a -2 penalty. Crafting a named bullet costs 

1 grit point and reduces your maximum grit points by 1 

until the named bullet is fired or destroyed. 
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Disciples of the arcane arts with a neutral alignment often 

walk the fine line between genius and insanity. Many 

realize too late that to attempt to understand everything is 

to be assured of nothing. 

AtCHEMlST 01SCOVER1ES 
Alchemists with a neutral alignment are credited with 

making the following discoveries. Discoveries marked with 

an asterisk (*) do not stack. Only one such discovery can be 

applied to an individual bomb. The DC of any saving throw 

called for by a discovery is equal to 10 + i/2 the alchemist's 

level + the alchemist's Intelligence modifier. 

Anarchic Bombs*: When the alchemist creates a bomb, 

he can choose to have it deal chaotic divine damage. Lawful 

creatures that take a direct hit from an anarchic bomb 

must succeed at a Fortitude save or be staggered on their 

next turn. Against neutral creatures, anarchic bombs deal 

half damage, and such targets are not affected by their 

staggering effect. Anarchic bombs have no effect on 

chaotic-aligned creatures. An alchemist must be at 

least 8th level before selecting this discovery. 

Axiomatic Bombs*: When the alchemist creates 

a bomb, he can choose to have it deal lawful 

divine damage. Chaotic creatures that take 

a direct hit from an axiomatic bomb must 

succeed at a Fortitude save or be staggered on 

their next turn. Against neutral creatures, 

axiomatic bombs deal half damage, 

and such targets are not affected by 

their staggering effect. Axiomatic 

bombs have no effect on lawful 

creatures. An alchemist 

must be at least 8th 

level before selecting 

this discovery. 

Collective Memory (Su): While under the effects of a 

cognatogen (Pathfinder RPG Ultimate Ma,gic is), the alchemist 

adds halfhis class level on all Knowledge skill checks and 

may attempt all Knowledge skill checks untrained. This 

bonus does not stack with the second Intelligence bonus 

granted by the mindchemist archetype's perfect recall 

class feature. An alchemist must have the cognatogen 

discovery before selecting this discovery. 

Intuitive Understanding (Sp): If the alchemist drinks an 

extract of the divination school while under the effects of 

a cognatogen (Ultimate Ma,gic is), his effective caster level 

temporarily increases by 2. In addition, while under the 

effects of a cognatogen, the alchemist may use au,gury once 

as a spell-like ability (caster level equal to his alchemist 

level). At ioth level, he can use divination instead. An 

alchemist must be at least 4th level and must have the 

cognatogen discovery before selecting this discovery. 

ARCANE 01SCOVER1ES 
A wizard can learn one of the following arcane 

discoveries (Ultimate Ma,gic 86) in place of a regular 

feat or wizard bonus feat. 

Balanced Summoning: You maintain 

balance by calling on opposing forces when 

summoning. Whenever you cast a summon 
monster spell, you can summon two creatures 

from a single list i or more levels lower than 

the level of the spell. The two creatures must 

have alignments that are opposite along at 

least one axis (chaotic and lawful or evil 

and good). For example, if you cast 

summon monster III, you could 

summon a celestial wolf and 

a fiendish hyena from the 

2nd-level list. 
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Beyond Morality (Su): As long as you are neutral, you 

may choose to be treated as the most favorable alignment 

when affected by spells whose effects vary based on 

alignment (such as holy word). If you are neutral in relation 

to evil and good, you may choose to be treated as good or 

evil. If you are neutral in relation to chaos and law, you 

may choose to be treated as lawful or chaotic. You may 

only choose to be treated as one alignment type along a 

single axis at a time (for instance, if you were within the 

area of both a ma9ic circle a9ainst evil spell and an unholy 
bli9ht spell, you would have to choose to be either evil, 

good, or neutral for the purpose of determining the 

spells' effects). You must be at least an 9th-level wizard to 

select this discovery. 

Creative Destruction (Su): You have learned how to use 

destructive energy to empower yourself. When you cast 

an evocation spell that deals damage, you gain a number 

of temporary hit points equal to the total number of 

dice used to determine the damage caused by the spell. 

Temporary hit points gained from this discovery do not 

stack and disappear after 1 hour. 

Defensive Feedback (Su): Rather than dissipate 

damaging energy, you can redirect some of it back to 

its source. When an abjuration spell you cast prevents 

damage (with damage reduction or energy resistance), if 

the attacking creature is within 30 feet of the protected 

creature, the foe takes 1d6 points of damage for every 

10 points of damage prevented. 

Idealize (Su): In your quest for self-perfection, you 

have discovered a way to further enhance yourself and 

others. When a transmutation spell you cast grants 

an enhancement bonus to an ability score, that bonus 

increases by 2. At 20th level, the bonus increases by 4. You 

must be at least a 10th-level wizard to select this discovery. 

1MPOSS1BlE SORCERER BlOOOU N E  
You can see beyond the mundane, and are capable of 

visualizing the improbable, and even the impossible. This 

ability derives from an equally unlikely source, such as the 

godmind of the axiomites or the monad of aeons. If this 

expanded perception doesn't drive you mad, you may learn 

to make the impossible into reality. 

Class Skill: Knowledge (engineering). 

Bonus Spells: lesser confusion (3rd), make whole (5th), 

shrink item (7th), confusion (9th), fabricate (11th), animate 
objects (13th), insanity (15th), polymorph any object (17th), 

wish (19th). 

Bonus Feats: Craft Construct, Craft Magic Arms and 

Armor, Deft Hands, Exotic Weapon Proficiency, Far Shot, 

Iron Will, Point-Blank Shot, Skill Focus (Knowledge 

[engineering] ). 

Bloodline Arcana: Constructs are susceptible to your 

enchantment (compulsion) spells as if they were not mind­

affecting. Constructs are treated as living creatures for the 

purposes of determining which spells affect them. 

Bloodline Powers: You see the world differently from 

others, and can mold it to suit your needs. 

NEUTRAL AS ARBITER 
Those look ing for an object ive v iewpoint  often tu rn  to 

neut ra l - a l i gned in te l lec tua l s  for the i r  op i n i on .  Whether 

ca l led to act  as judges  and  med iators o r  mere ly  to record 

as d i s i nterested observers, neutra l  cha racters have certa i n  

advantages over those who  assert a mora l  stance. U n l i ke 

evi l  cha racters, neut ra l  cha racters a re ab l e  to defer the i r  

own se l f- i nterest for the i nterests of o thers .  On  the other 

hand, they do  not suffer the sent imenta l i ty that causes 

good cha racters to be over ly merc i fu l .  

F o r  many, lawful  neutra l  is the qu i ntessent ia l  a l i gnment 

of bu reaucrats, j udges, and lawyers. Sworn to upho l d  the 

letter of the law, they i nterpret and apply contracts and  

regu l at ions  w i t h  m i n ima l  var iance .  

Neut ra l  cha racters make exce l l en t  med iato rs, whether 

between i n d iv idua l s  o r  who le  nat ions .  Ab le  to see many 

s ides of a s i tuat ion, yet  favo r ing none, these cha racters 

are often peacemakers between extreme ph i l osoph ies .  

Chaot ic  neutra l cha racters va l ue  freedom of consc ience, 

and  thus  they too can se rve as med iators between 

d iffe r i ng  pa rt ies .  Their so lu t ions  a re often ad hoc, 

favor ing f lexi b i l i ty over cons i stency. 

Disorientin!J Touch (Sp): At 1st level, as a melee touch attack, 

you can cause a creature to doubt its sense of depth and 

direction. The target is sickened for a number of rounds 

equal to 1/2 your sorcerer level (minimum 1). Multiple 

touches do not stack, but they do add to the duration. You 

can use this ability a number of times per day equal to 3 + 
your Charisma modifier. 

Spontaneous Generation: At 3rd level, you gain Craft 

Wondrous Item as a bonus feat. In addition, when you craft 

a magic item (except a potion, a spell-trigger item, or a spell­

completion item), you may ignore one spell prerequisite 

without increasing the creation DC. You can ignore an 

additional spell prerequisite at 9th, 15th, and 20th levels. 

Distracting Pattern (Su): At 9th level, you can distort the 

scenery around you for a number of rounds equal to your 

sorcerer level. This ability provides a 20% miss chance on 

ranged attacks made against you and grants you a bonus 

on Stealth checks equal to 1/2 your sorcerer level. You can 

use this ability once per day at 9th level, twice per day at 

17th level, and three times per day at 20th level. 

Relativity (Su): At 15th level, you can traverse vertical 

surfaces as easily as you walk on the ground. When 

climbing, you move at your normal land speed and take 

none of the penalties associated with climbing. The 

surface must be able to support your weight, and difficult 

terrain affects your speed as normal. You are also immune 

to reverse 9ravity and similar effects. 

Living Paradox (Ex): At 20th level, your outward 

appearance remains the same, but beneath your skin 

lies not flesh and blood but clockwork gears, miniature 

galaxies, or something equally uncanny. You gain 

immunity to disease and poison. You take no additional 

damage from bleed effects, critical hits, and sneak attacks. 
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Brawlers, duelists, and champions who follow the path 

of neutrality may fight for coin, for even-handed justice, 

or for some inscrutable reason all their own. Some may 

attempt to create a sense of order around the principles 

of balance, while others might act out the tenets of their 

alignment with reckless zealousness. 

ORD ER OF THE SCALES 
Members of this cavalier order serve the cause of 

legal integrity. Many order of 

the scales cavaliers track 

and apprehend fleeing 

lawbreakers so that these 

vagrants may answer for their 

crimes and make good on 

their debts. They often serve 

as judges or stakeholders, and 

work to ensure that wherever 

a bargain is made-whether it 

is monetary, a life debt, or an 

oath to be upheld-both 

ends make good on 

their promises. 

Edicts: The cavalier must fulfill all binding agreements 

he makes with others. If a bargain becomes impossible to 

fulfill, he must satisfactorily compensate all aggrieved or 

adversely affected parties involved in the bargain. When 

serving as a judge or arbiter, the cavalier must make fair, 

impartial judgments, and if unable to do so, must recuse 

himself at the earliest possibility. If authorized to enforce 

an agreement, the cavalier must wholeheartedly strive to 

accomplish this, remaining unswayed by threats, bribery, 

and other deterrents. 

Challenge: Whenever an order of the scales cavalier 

issues a challenge, he receives a +1 morale bonus on combat 

maneuvers and attacks of opportunity made against the 

target ofhis challenge. This bonus increases by 1 for every 

4 levels the cavalier possesses. 

Skills: An order of the scales cavalier adds Knowledge 

(local) (Int) and Linguistics (Int) to his list of class skills. 

He gains a bonus equal to half his level (minimum +1) 

on Sense Motive checks to determine whether someone 

bluffing and to determine whether a creature's 

behavior is being influenced by an enchantment. 

Order Abilities: A cavalier belonging to the 

order of the scales gains the following abilities 

as he increases in level. 

Mobile Wall (Ex): At 2nd level, the cavalier 

receives Step Up as a bonus feat. He can use this 

feat while mounted by succeeding at a DC 15 Ride check, 

directing his mount to move rather than himself. The 

cavalier gains a +i bonus to his CMD against attempts 

to tumble through squares he threatens. At 6th level, 

and every 4 levels thereafter, this bonus increases 

by an additional +i. 
Seek Retribution (Ex): At 8th level, once per 

day after receiving a request for aid from a 

legal authority or an aggrieved party regarding 

the breaking of an oath, whenever the cavalier 

encounters the oath-breaking creature, he can 

choose to vehemently exact retribution. As a swift 

action, the cavalier can grant himself a competence bonus 

equal to his Charisma modifier on all attack rolls, weapon 

damage rolls, and opposed checks against the oath­

breaking creature. These bonuses last for 1 round per level. 

Sworn Oathkeeper (Ex): At 15th level, the cavalier can 

formally witness an oath or agreement between two 

creatures. If either creature breaks or reneges on the 

agreement and the cavalier becomes aware of this, he 

gains the bonuses from his seek retribution ability 

against that creature at all times. This ability ends when 

the creature fulfills the conditions of the oath or receives 

just punishment for breaking the oath. The maximum 

number of witnessed oaths cavalier can have active at a 

time is equal to his Charisma modifier (minimum 1). 



R AGE POWERS 
A neutral barbarian may rage in hopes ofinspiring change, 

for the hedonistic thrill ofit, or simply because such anger 

is all she has ever known. The following new rage powers 

are well suited for neutral barbarians. 

Impellin9 Disarm (Ex): Once per rage, the barbarian 

can make a disarm attempt against a target in place of 

a melee attack. This attempt does not provoke attacks 

of opportunity. If successful, the barbarian sends the 

target's weapon flying-either straight at the target, or 

spinning away to strike another foe up to 20 feet away. 

This ranged attack counts as throwing a weapon that 

isn't designed to be thrown (Pathfinder RPG Core Rulebook 
i41), even if the weapon disarmed is a thrown weapon. 

The barbarian makes a ranged attack, which doesn't 

provoke attacks of opportunity, at either the target of his 

disarm maneuver or another creature within 20 feet. If 

the barbarian is aiming for the disarmed creature, the 

foe doesn't count as being in melee for determining any 

penalty on the ranged attack from throwing a ranged 

weapon into melee. If the ranged attack hits, the disarmed 

weapon deals damage as if the barbarian had thrown it. 

The barbarian can choose to aim the disarmed weapon at 

a square rather than at a foe. A barbarian must be at least 

4th level to select this rage power. 

Sava9e Dirty Trick (Ex): Once per round while raging, 

the barbarian can attempt a dirty trick combat maneuver 

(Pathfinder RPG Advanced Player's Guide 320) in place of a 

melee attack. This attempt does not provoke attacks of 

opportunity. If successful, the target takes an amount 

of damage equal to the barbarian's Strength modifier 

and must succeed at a Fortitude save (DC io + i/2 the 

barbarian's level + the barbarian's Strength modifier) or 

take an additional penalty from the dirty trick based on 

the type of dirty trick performed and the following table. 

Initial Penalty 

B l i nded  

Dazz led  

Deafened  

Enta ng l e d  

S i c kened  

Additional Penalty 

Sta gge red  

Dazed 

Sta gge red  

Ancho red  i n  p l a ce a n d  u n a b l e  to move f rom 

tha t  s q u a re 

Na useated 

On a failed Fortitude save, the opponent takes this 

additional penalty on top of the dirty trick's original 

effect. The additional penalty lasts for i round (though 

the initial penalty lasts as long as normal), and can be 

removed with a move action. The initial effect cannot be 

removed via mundane means until the additional penalty 

is removed (though magical effects like remove blindness/ 
deafness work). Removing the initial effect also removes 

the additional penalty. If the target is immune to the initial 

penalty, then it is unaffected by the additional penalty. 

For example, a barbarian using this rage power attempts 

a dirty trick combat maneuver against her opponent 

to blind him. She succeeds and her opponent fails his 

MERCENARY'S CREED 
Mercenar ies  a re a l most  a lways neut ra l - a l i g ned,  s i nce 

the i r  f i gh t-for-pay l i festy l e  u sua l l y  req u i res some 

l evel of mora l  f l ex i b i l i ty. Th is  ho lds espec i a l l y  t rue for 

mercena r ies  who accept a w ide  var iety of jobs  f rom 

mu l t i p l e  emp l oyers .  I n  order  to make sense of t he i r  

vena l ,  b l ood-soaked  wor l d ,  many l awfu l  neu t ra l ,  neu t ra l, 

a n d  even chaot i c  neut ra l  me rcena r ies  adopt a perso na l  

creed o r  code  by wh i ch  t hey  ab i de .  The  fo l l ow i ng  tenets 

a re some of the most  freq uent ly  adopted aspects  of a 

mercena ry's persona l  c reed .  

Getting Paid Is  Winning: F ight  ha rd to w in .  The victors 

seize the spo i ls, and i t 's much ha rder  to extract payment 

from a defeated or  dead emp loyer. Some batt les cannot be 

won, so retreat o r  even su r render  shou ld  not be d i scounted 

as  viable opt ions. I f  captu red, g ive your paro le and seek 

another contract-after a l l , i t  i s  better to be a meager ly 

pa id  so ld ier  than a pr i soner  of war earn ing noth i ng .  

Respect the  Contract: Once you  accept a contract, 

you do  the work .  I f  the s i tua t ion  changes  d ramat ica l l y  

f r om what  was  negot iated o r  c i r cumsta nces a r i s e  t h a t  go  

aga i n s t  you r  other  p r i n c i p les, you can l eave the  contract 

by ret u r n i ng  any  payment a long wi th  a n  exp lana t ion .  

Tu rn  on  you r  emp l oyers on l y  i f  they a t tempt  to deceive 

o r  betray you .  I t  may be tem pt ing  to ta ke a conf l i c t i ng  

contract  f rom a n  oppos i ng  s i de  i f  i t  pays  better t han  your  

o r i g i na l  j ob, bu t  a n  a ccepted cont rac t  shou ld  be respected 

unt i l  comp l et i on, s i n ce few prospect ive emp l oyers wou l d  

h i re a known tu rncoat .  C h a n g i n g  emp l oyers between 

contracts, however, i s  perfect ly reasonab l e, even i f  t h i s  

means  you end  u p  f i gh t i ng  on  both s ides  of a co nf l i c t .  

Uphold Your Reputation: You r  worth as  a so l d i e r­

and  what  potent i a l  emp l oyers w i l l  pay-rests f i rm ly  

on  you r  reputat i o n .  Defend  you r  reputat ion a nd  honor  

aga i n s t  any  who a t tempt  to s l a nde r  you .  Treat i ng  worthy 

enem ies  w i th  respect imp roves you r  reputat ion, a n d  

remember  t h a t  one  d ay  you  may  need  t o  f i g h t  a l ongs i de  

them.  D i s repu ta b l e  ac t ions  such  as  demand ing  extra 

payment j ust before (o r even d u r i ng )  a bat t le, betrayi ng  

a n  emp l oyer, o r, wor s t  of a l l , fa i l i n g  to comp l ete a 

contract  may pay off i n  t he  shor t  term, bu t  the  

resu l t i ng  damage  to your  reputat ion cou l d  

negat ive ly affect you r  fu tu re p rospects .  

Fortitude save, so he becomes staggered as well as blinded. 

Regardless of whether he had succeeded at his saving 

throw, the opponent still takes an amount of damage from 

the barbarian's combat maneuver equal to the barbarian's 

Strength modifier (unless he has damage reduction or 

would otherwise be able to prevent this damage). Likewise, 

if her opponent were immune to blinding effects, he 

would not suffer from the blindness or the staggering 

effect, regardless ofhis saving throw. 

This power can only be used once per opponent per 

rage. A barbarian must be at least 6th level to select this 

rage power. 
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For some, neutrality isn't a matter of moral impartiality or 

philosophical stoicism-it's strictly a means of survival, a 

way oflife that's forced upon one. In harsh and unforgiving 

regions like the frostbitten Realm of the Mammoth 

Lords or the sweltering Mwangi Expanse, every day is yet 

another fight against the odds, a struggle to subsist in a 

place where mere hesitation over morality or ethics can 

mean the difference between life and death. 

SURV1VOR CORU10 ARCHET YPE) 
The survivor embodies the neutral aspect of the natural 

world and eschews druidic magic in favor of more 

pragmatic and worldly survival methods. 

Class Skills: A survivor adds Stealth to her list of 

class skills. 

Weapon Proficiencies: In addition to the normal druid 

weapon proficiencies, a survivor is proficient with the 

shortbow and longbow. 

Diminished Spellcasting: A survivor's number of 

spells per day for each spell level is one less than normal 

(for example, a 4th-level survivor can cast three 

cantrips, two 2nd-level spells, and one ist-level 

spell per day). If this reduces the 

number of spells for a level to o, she 

gains only the bonus spells for that 

level she would be entitled to based 

on her Wisdom score. 

Nature Bond (Ex): At ist level, 

a survivor must select an animal 

companion as her nature bond. 

Element of Surprise (Ex): At 4th 

level, if a survivor makes a successful 

attack during a surprise round against a 

target that is unaware of her, her victim takes 

a penalty on its initiative check during the 

following round equal to half the damage 

dealt by the survivor's attack (minimum o, 
maximum equal to the survivor's class level). 

This cannot reduce an initiative result below i. 

This ability replaces resist nature's lure. 

Trap: At 4th level, a survivor learns how to create 

a snare trap (Pathfinder RPG Ultimate Magic 65) and 

one other ranger trap of her choice (see page 25 or 

Ultimate Magic 64). At 6th level and every 2 levels 

thereafter, she learns another trap. The survivor can 

use these traps a total number of times per day equal to 

i/2 her druid level + her Wisdom modifier. Once a trap is 

learned, it can't be unlearned and replaced with a different 

type of trap. The survivor cannot select an individual trap 

more than once. This ability replaces wild shape. 

Launch Trap: At 9th level, a survivor can affix a magical 

ranger trap to an arrow or thrown weapon, allowing her to 

set the trap remotely or use it as a direct attack. Attaching 

the trap to the projectile is part of the full-round action 

of creating a new trap. The trapped projectile is fired or 

thrown in the normal manner. If the projectile is fired at 

a square, the trap is treated as if the survivor had set the 

trap in that square, except the DC is 5 lower than normal. If 

the projectile is fired at a creature, the target takes damage 

from the ranged weapon and is treated as ifit had triggered 

the trap (saving throw applies, if any). The attack has a 



maximum range of 60 feet, and range increments apply 

to the attack roll. The duration of the trapped projectile 

starts from when it is created, not from when it is used. This 

ability replaces venom immunity. 

DRU1D SPELL 
In addition to the spells on pages 26-27, the following 

new druid spell is particularly useful for those who 

battle for survival in lands where even the plants are 

deadly foes. 

EXPLOSION OF ROT 

School nec romancy; Level d ru i d  4 

Casting Time 1 sta nda rd ac t ion  

Components V, S, M (a  rott i ng  fl ower) 

Range c lose (25 f t .  + 5 ft ./2 l eve l s) 

Area 1 0 -f t . - rad i u s  b u rst 

Duration i nsta n taneous  

Saving Throw Ref lex  ha l f; see text; Spell Resistance yes 

You c a l l  forth a bu rst of decay that ravages  a l l  creatu res in t he  

area .  Even  non l i v i ng  creatu res, such  as  const ructs  o r  u ndead, 

wither i n  th is ma l i g nan t  e rup t ion  of rot t i ng  ene rgy. Creatures 

i n  t he  a rea of effect ta ke 1 d 6  po ints of damage  pe r  caster l evel 

(max imum 1 5d6) and a re staggered for 1d4 rounds .  A successfu l  

Ref lex sav ing t h row ha lves the  damage taken  and  negates the 

stagge red effect .  P lant creatu res a re pa r t i cu l a r l y  suscept i b l e  to 

th is rott i ng  effect; any  p l an t  creatu res caugh t  i n  t he  b u rst a re 

stagge red for 1 d 4  ro und s  even on a success fu l  sav i n g  th row. 

R ANGER TR APS 
The traps of neutral-aligned rangers often serve as an 

efficient means to their varied ends. The full rules for 

ranger traps can be found on page 64 of Pathfinder RPG 
Ultimate Manic. Traps marked with an asterisk (*) add to or 

modify the effects of another trap; a ranger can add one of 

these trap types to any standard ranger trap at the cost of i 
additional use of the trap ability. 

FI REWORK TRAP'. (EX OR SU) 

Effect A ra nge r  can  add  t h i s  a ugmentat ion to a fi re o r  

smoke t rap .  T he  t rap exp lodes  i n  a f l ash of co l o red l i g hts .  

A l l  c reatu res  w i th i n  1 O feet  mus t  succeed at a sav ing 

th row (For t i tude i f  a n  extraord i n a ry fi rewo rk t rap, Wi l l  i f  

superna tu ra l )  o r  be b l i nded for  1 d4+1 ro unds .  I f  t h i s  i s  an  

extrao rd i nary t rap, the ra nger  must use an  a l chemica l  weapon 

when  set t ing the  t rap, such  as  f lash powder" '  o r  a f i rework"' ·  

LIMNING TRAP (EX OR SU) 

Effect Th i s  t rap  sp rays g l ow ing  dus t  i n to the  t rapped squa re 

a nd  a l l  adjacent squa res .  A crea tu re covered in t h i s  dus t  

g l ows l i ke a c and l e  (becom i ng  v i s i b l y  ou t l i ned  i f  i nv i s i b l e) 

a n d  takes a -20 pena l ty on Stea l th  checks .  The  d ust 's 

effects l as t  for 1 rou nd  per  r ange r  l evel or un t i l  t he  crea tu re 

washes it off (a move ac t ion  requ i r i n g  water or some other  

c l eanse r) .  I f  t h i s  i s  a n  extrao rd i na ry  t rap, t he  range r  mus t  

use a l chem i ca l  components  when  sett i ng  the t rap, such  as  

g l ow ing  i n k"' o r  ma rke r  dye"' ·  

AMORAL BY CIRCUMSTANCE 
In some parts of the wor ld, one  has  l i t t le  t ime to ponder  

the quanda r ies of law and  chaos o r  good and  evi l-i nstead, 

every moment  i s  ded i cated solely to p reservi ng one's very 

l i fe. When a h unter i s  on  the verge of starvation, the mora l  

imp l i cat ions of poach ing a game an ima l  hard ly matter, 

and  the same ho lds  t rue for many other cha racters in l i fe­

or-death c i rcumstances .  For these i nd iv idua ls, the world i s  

such a ha rsh  p l ace that they can 't afford to enterta i n  the 

not ions of r ight  o r  wrong,  a nd  thus  they sett le upon an 

amora l perspect ive rare ly seen i n  set t led lands .  

I n  comfortab l e, c iv i l ized l ands-where the e lements 

and  natura l  dange rs don 't constant ly th reaten one's l i fe­

peop le with "refi ned"  va lues  and  powdered noses may 

view the su rviva l i s t  menta l i ty of amora l  i nd iv idua l s  as  

p r im it ive o r  even an ima l is t ic .  Amora l  persons, i n  contrast, 

often view c i t i f ied peop le as i n competent and  out of 

touch with the natura l  way of th i ngs, and know that such 

pompous p lebes wou ld  hard ly las t  l ong  i n  a wor ld devoid 

their creature comforts .  Amoral cha racters a re not a lways 

asoc ia l ,  though-self-preservat ion can be (a nd  often i s) 

as much  a matter of p rotect ing one's fam i l y  as p rotect i ng  

one's own sk i n .  

Cha racters who boast su rviva l i st menta l i t ies often re late 

to w i l d  beasts, s i nce these creatu res sha re s im i l a r-a lbe i t  

less we l l -def ined-va l ues .  Even loners know the va l ue  of a 

loya l a l l y, and  many amora l  adventurers adopt compan ions 

f rom the su rround i ng  env i rons, e i ther  by happen ing upon 

a n  an ima l  with whom they sha re a n  inexp l i cab le  k i n sh i p  

o r  by  rea r ing a w i l d  beas t  f rom b i r th .  Many t r iba l  cu l t u res 

pass down stor ies of warr iors g i fted with the power to 

ca lm  o r  even speak to beasts, and  many d ru ids  and  

rangers f i l l  th i s  sacred ro l e  i n  soc iet ies t ha t  pr ize 

such "a n ima l  t a l ke rs ." 

SMOKE TRAP (EX OR SU) 

Effect Th i s  t rap be l l ows out  th i ck, chok ing  smoke that fi l l s  the 

t rapped squa re and  a l l  adjacent squa res .  Any b reath ing  

crea tu re i n  these  squa res must  succeed at a Fo r t i t ude  sav ing 

th rows o r  take a -4 pena l ty to Strength and  Dexter ity every 

round  it 's w i th in  the smoke and for 1 d 4+1 rounds  after 

leav ing the smoke. Al l s i g ht, even darkv is ion, i s  i neffective 

i n  o r  th rough the smoke. The smoke lasts for 1 round  per  2 

ranger  levels, and  is d i spersed by w ind  as fog cloud. If th i s  

i s  a n  extrao rd i nary trap, the ra nger  must  use an  a l chemica l  

component  when sett i ng  the t rap, such as  a smokest ick .  

TOXIC FUMES TRAP"' (EX OR SU) 

Effect A ra nge r  can  add  th i s  to a smoke t rap .  The smoke th i s  

t rap creates i s  extreme ly  nox ious .  Any b reat h i n g  creatu re 

mus t  su cceed at a For t i tude sav ing t h row ( i n  add i t i on  to the  

Fo r t i t ude  save for the smoke t rap) o r  be  nauseated every 

round  i t 's w i th in  the smoke and for 1 d 4+1 rounds  after leav ing 

the smoke. I f  th i s  i s  a n  extrao rd i nary t rap, the ra nger  must  

use a tox ic  mater ia l  when sett i ng  the tra p, such  as noxious  

a romat ic  (Pathfinder Player Companion: Animal Archive 1 3) .  
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Some of the new spells that follow are frequently 

employed by neutral creatures to further their sometimes 

inscrutable aims; others were designed by spellcasters of 

other alignments to deal with neutral menaces if needed. 

ANTITHETICAL CONSTRAINT 

School enchantment  (compu l s i on) [m i nd -affect i ng ] ;  Level 

ba rd 4, so rcerer/wiza rd 4, witch 4 

Casting Time 1 s tanda rd ac t ion  

Components v, S 

Range c lose (25 f t .  + 5 ft ./2 l eve l s) 

Target one  l i v i ng  creatu re 

Duration 1 rou nd/l eve l 

Saving Throw Wi l l  negates; Spell Resistance yes 

You constra i n  the ta rget such that the ta rget  a u tomat ica l l y  

m i sses w i t h  a l l  at tacks made aga i n s t  creatu res t h a t  a re not  o f  

t he  oppos i te a l i g n ment  of i t .  Fo r  examp l e, a l awfu l  ev i l  t a rget  

wou l d  a utomat ica l l y  fa i l  a t  a l l  a t tacks  except those made 

aga i n s t  chaot i c  good creatu res, a n d  a neu t ra l  good ta rget  wou l d  

a utomat ica l l y  fa i l  at a l l  at tacks except t h o s e  made  aga i nst  

neutra l  ev i l  c reatures .  Fo r  t he  pu rposes of antithetical constraint, 

creatures that  a re chaot i c  ev i l ,  chaot i c  good,  l awfu l  ev i l ,  o r  

l awfu l  good a re a l l  co ns i de red  to have  the  oppos i te a l i g n ment  

of a t a rget  whose a l i g n ment  i s  neut ra l  w i th  no  other  a l i g n ment  

components .  Th i s  rest r i c t ion doesn't app l y  to effects that  do  not  

requ i re at tack ro l l s, such  as  magic missile. 

ARBITRAMENT 

School evocat ion  [son i c] ;  Level c le r i c  7, i n q u i s i tor  6 

Casting Time 1 sta nda rd ac t ion  

Components V 

Range 40 ft .  

Area non -neu t ra l  creatu res i n  a 40-ft . - rad i u s  sp read centered 

on  you 

Duration i nsta nta neous  

Saving Throw none or  Wi l l  negates; see  text; Spell Resistance yes 

Any chaot i c  ev i l ,  chaot i c  good, l awfu l  ev i l ,  or l awfu l  good 

c reatu res  wi th in  the  a rea of t h i s  s pe l l  suf fer  t he  fo l l ow i ng  i l l  

effects, based on  t h e i r  H i t  D i ce .  

Hit Dice Effect 

E qua l  to caster  leve l  S i ckened 

U p  to cas ter  leve l  - 1 Sta ggered, s i ckened 

U p  to cas ter  leve l  - 5 N a useated, s t agge red,  s i ckened 

U p  to caster level - 10 K i l l ed, n au seated, s t agge red, s i ckened 

The  effects a re c umu l at ive a nd  concu rrent .  A successf u l  W i l l  

save reduces o r  e l im i nates these effects .  Creatures affected by 

m u l t i p l e  effects can attempt on l y  one sav ing  t h row and  app l y  

the  resu l t  to a l l  t he  effects .  

Sickened: The  creatu re i s  s i ckened  for  1d4 ro unds .  A successf u l  

W i l l  save negates the  effect .  

Staggered: The creatu re i s  stagge red for 2d4 rounds .  A 

success fu l  W i l l  save redu ces the  s taggered  effect to 1 d 4  rounds .  

Nauseated: The  creatu re i s  n a useated for  1 d 1 0  m i n utes .  A 

success fu l  W i l l  save redu ces the n auseated effect to 1 d 4  round s .  

Killed: L i v i ng  creatures d i e .  Undead  creatures a re dest royed .  A 

successfu l  W i l l  save negates th i s  effect .  If t he  save is successfu l ,  

t he  creatu re i n stead takes 3d6 po i nts of damage  + 1 po int per 

caster l evel (max imum +25) .  

F u r t he rmo re, i f  you a re o n  you r  home p l a ne  when you 

cas t  th is  s pe l l , a l l  chao t i c  ev i l ,  chaot ic good ,  l awfu l  ev i l ,  a n d  

l aw f u l  good  extra p l a n a r  c reatu res w i t h i n  t he  a rea a re b a n i s h ed  

back  to t he i r  h ome  p l a ne s  (Wi l l  nega tes, a t  a - 4  pena l ty). 

C reatures so  ban i s hed  ca n n ot ret u r n  for  a t  l eas t  24 h o u rs .  T h i s  

effect t a kes  p l a ce reg a rd l ess  of whe t he r  t he  crea t u res  hea r  

t he  arbitrament. 

Creatures whose H i t  D i ce exceed your  caster l evel a re 

u naffected by arbitrament. 

ARDOR'S ONSLAUGHT 

School evocat ion;  Level c l e r i c  4, i n q u i s i to r  4 

Casting Time 1 sta nda rd ac t ion  

Components v, S 

Range med i um (1 00 f t . + 1 0  f t/leve l )  

Area 20- f t . - ra d i u s  bu rst 

Duration i nsta n taneous  (1 d6  rou nds); see text 

Saving Throw Wil l  pa r t ia l ;  see text;  Spell Resistance yes 

You u n leash  the power of zea l ou s  conv ic t ion to sm ite your  

enemies .  The  power  ta kes the  form of a bu rst of meta l l ic, p u l s i n g  

ene rgy. On l y  creatures w i th  a neu t r a l  a l i g nment  componen t  a re 

ha rmed by the  spe l l ; chaot i c  ev i l ,  chaot i c  good,  l awfu l  ev i l ,  a nd  

l awfu l  good  creatures a re una ffected . 

The  spe l l  dea l s  1 d 8  po i nts of damage per  2 caster leve ls  

(max imum 5d8) to neu t ra l  creatu res (wi th  the  except ion  of 

neut ra l  ou t s i de rs, who take 1 d 6  po in t s  of damage per caster 

l evel ,  max imum 1 0d6) .  Neutra l  ou t s ide rs a re a lso n auseated 

for 1 d 6  rounds .  A successf u l  Wi l l  save ha lves the  damage  and  

negates the  nauseated effect .  

The  spe l l  dea ls ha lf damage  aga i n st creatu res that  a re chaot i c  

neu t ra l ,  l awfu l  neu t ra l ,  neut ra l  ev i l ,  o r  neut ra l  good, a n d  they 

are not  na useated .  Wi th a su ccessfu l  Wi l l  save, t he  damage i s  

reduced by ha l f  aga in  (down to one -qua rter) . 

COUNTERBALANCING AURA 

School a bj u rat ion ;  Level c l e r i c  8 

Casting Time 1 s tanda rd ac t ion  

Components V, S, F (a  set of s ca les  worth 500 g p) 

Range 20 ft .  

Targets one creatu re/ l eve l  i n  a 20 -f t . - ra d i u s  b u rs t  centered 

o n  you 

Duration 1 rou nd/l eve l (D) 

Saving Throw see text; Spell Resistance yes (ha rm less) 

A pu l s i ng  bronze g l ow su r rounds  the  ta rgets, protect i ng  them 



from attacks, g ran t i ng  them res i s tance to spe l l s  cast by neut ra l  

creatu res, a nd  s i cken i n g  o r  nauseat i ng  neut ra l  creatu res that  

s t r i ke the  t a rgets .  Th i s  a bj u ra t i on  has  fou r  effects .  

F i rst, each warded creatu re ga i n s  a +4 def lec t ion bonus to AC 

and a +4 res ista nce bonus on  saves .  Th is benef it app l i e s  aga i ns t  

a l l  at tacks, not  j ust aga i ns t  attacks by neut ra l  crea tu res .  

Second ,  a warded crea tu re ga ins  spe l l  res i s tance 23  aga i ns t  

spe l l s  cast by chaot i c  neu t ra l ,  l awfu l  neu t ra l ,  neut ra l  ev i l ,  and 

neut ra l  good creatu res, a nd  spe l l  res i s tance 27  aga i ns t  spe l l s  

cast  by neu t ra l  creatu res w i th  no  other  a l i g n ment  components .  

T h i rd ,  t he  a bj u ra t i on  p rotects  warded crea t u res  f rom 

possess i o n  and menta l  i n fl u en ce, j u s t  a s  protection from 

evil does .  

F i n a l l y, i f  a chao t i c  neu t ra l ,  l awfu l  neu t ra l, neu t ra l  ev i l ,  

o r  neutra l  good creatu re succeeds at a melee attack aga i ns t  

a warded creatu re, t he  attacke r  i s  s i ckened  for  1d6 ro unds  

(For t i tude negates). I f  a neu t ra l  creatu re su cceeds a t  a me lee  

a t tack  aga i n s t  a warded  creatu re, t he  attacker i s  i nstead 

nauseated for  1d6 round s  (Fort i tude negates). 

DISPEL BALANCE 

School a bj u rat ion ;  Level c le r i c  5, d ru i d  5, i n q u i s i to r  5 

Casting Time 1 sta nda rd ac t ion  

Components V, S, D F  

Range touch 

Target or  Targets you a nd  a touched neut ra l  c reature f rom 

anothe r  p l a ne, o r  you a nd  a n  enchantment  o n  a touched 

crea tu re o r  object  

Duration 1 ro u n d/ l eve l  o r  unt i l  d i s c ha rged ,  wh i chever  

comes  f i rs t  

Saving Throw see text ;  Spell Resistance see text 

Pu l s i ng ,  bronze energy su r round s  you, bestow ing  t h ree effects .  

F i rst, you ga in a +3 def lect ion bonus to AC aga i nst  at tacks 

by chaot i c  neut ra l ,  l awfu l  neut ra l ,  neutra l  ev i l ,  and neut ra l  

good creatures .  Aga ins t  a t tacks  by creatures whose a l i g n ment  

i s  neut ra l  w i th  no  other  a l i g n ment  components, t h i s  def lec t ion  

bonus  i s  i n stead +5 .  

Second ,  upon  mak i ng  a su ccessfu l  me lee  touch attack aga i ns t  

a crea tu re from a nother  p lane with a neut ra l  component  to 

i t s  a l i g nment, you can choose to ban i sh  that  creatu re back 

to i t s  home p lane .  The  c reatu re can  negate th i s  e f fec t  w i th  a 

successfu l  W i l l  save (spe l l  res i s tance app l i es) .  If t he  creatu re's 

a l i g nment  i s  neu t ra l  w i th  no  other  a l i g nment  components, t h i s  

sav i n g  t h row i s  made at  a -2 pena l ty. Th i s  use d i s cha rges  and  

ends  the  spe l l .  

T h i rd, w i t h  a touch ,  y o u  can  a u tomat i ca l l y  d i s p e l  any  one  

en chan tmen t  s pe l l  c a s t  by a c rea tu re w i th  a neu t r a l  

componen t  to i t s  a l i g n ment .  S pe l l s  t ha t  can 't be  

d i spe l l ed  by dispel magic a l s o  can ' t  be  d i s pe l l e d  

by dispel balance. Sav i ng  t h rows a n d  s pe l l  

re s i s tance  d o  not  a pp l y  to t h i s  effect .  T h i s  u se  

d i s c ha rges  a n d  ends  t he  spe l l .  

RECENTERING DRONE 

School a bj u rat ion ;  Level c le r i c  2, d r u i d  2 

Casting Time 1 sta nda rd ac t ion  

Components V, S, D F  

Range c l o s e  ( 2 5  f t .  + 5 ft ./2 l eve l s) 

Targets one  creatu re/2 l eve ls  (no two of wh i ch  may be more 

than  30 f t .  apa rt) 

Duration concent ra t i on  

Saving Throw Wi l l  negates ( ha rm less); Spell Resistance yes 

( ha rm less) 

You em i t  a c a lm i n g  s ub son i c  d ro ne  tha t  a l l ows t he  t a rge t s  to 

tempora r i l y  refocus  a n d  restore t h e i r  b a l a nce when  t hey're 

su f fe r i n g  f rom deb i l i t a t i ng  cond i t i o n s .  A t a rge t  with t he  

dazz l ed, f a t i g ued ,  s h a ken ,  o r  s i c kened  cond i t i on  i g n o re s  t he  

pena l t i e s  of  t h o se  cond i t i o n s  for  t he  d u ra t i on  of  t h i s  s pe l l .  A 

ta rget w i t h  o ne  of t he  fo l l ow ing  cond i t i o n s  is t reated as hav i n g  

t he  assoc ia ted l e s s e r  c ond i t i o n  fo r  t h e  d u ra t i on  of  t he  s pe l l , as  

shown by t he  f o l l ow i ng  t ab l e .  

Condition Lesser Condition 

B l i nded  Dazz led  

Exhausted Fat i g ued  

F r i gh tened  S h aken  

Na useated S i ckened 

At  the  end  of the spe l l 's d u rat ion ,  t he  ta rgets  a re aga i n  

s ubject  to the app rop r iate pena l t ies  i f  t he  o r i g i n a l  cond i t i ons  

affec t i ng  the  t a rget  a re st i l l  i n  effect .  
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Whether an adventurer struggles to maintain the balance 

on which the multiverse depends or merely seeks to make 

it through another day with a few more coins in his pocket, 

the following magic items are indispensable aids for 

neutral-aligned characters. 

SLOT shou lders 

AURA strong a bj u rat ion 

CL 1 3th 

PRICE 
54,200 GP  

WEIGHT 1 l b .  

The cloak of moral refraction has  

long been  a tool of the ri ftwa rdens­

myst ics who cha rge  themse lves 

with ma i n t a i n i ng  cosm i c  ba l an ce 

and  c los i ng  extrap l ana r  porta l s  

th roughout  the mu l t iverse. T he  

s h immer ing  fabr i c  of t h i s  l i g h t  

s i l ve r-a nd -red c l oak  never d i rt ies o r  

wr ink l es, and  when l a i d  out f lat, the c loak reflects l i gh t  near ly 

as we l l  as  a mi r ror. 

A fu l l y  charged cloak of moral refraction has 3 cha rges­

charges used a re automatica l l y  renewed at a rate of 1 charge 

per day at dawn.  The wearer  may use the c loak to expend these 

charges and  create the fo l l ow ing effects. 

1 charge: D i spe l  an ongo i ng  spe l l  with an a l i g nment  

descr iptor, a s  the t h i rd f unct i on  of dispel chaos/evil/ 

goad/Jaw. 

2 charges: Ready an act ion to cou nter a spe l l  or spe l l ­

l i ke ab i l i ty with an  a l i gnment descr iptor. The effect i s  

automat ica l ly counte red, and  no caster  leve l  check i s  

requ i red .  The charges a re expended on ly  af ter  counter ing a 

spe l l  or spe l l - l i ke ab i l ity. If you ready th i s  act ion but it is not 

t r iggered, the charges a re not expended .  

3 charges: As an  immed iate act ion ,  counter a spe l l  o r  spe l l ­

l i ke ab i l ity cas t  by  an  ou t s i de r  with an  a l i gnment subtype. 

The effect i s  a utomat ica l l y  countered, and no caster l evel 

check i s  requ i red .  I n  add i t ion,  the outs ider must succeed at 

a DC 20  Wi l l  save o r  be ban i shed back to its home p lane, 

as banishment. An outs ider with more than 26  Hit Dice is 

unaffected by the banishment effect .  

CONSTRUCTION REQUIREMENTS I COST 27, 1 00 GP  

C r a f t  Wond rous  I tem; banishment; dispel chaos, evil, good, 

and  Jaw; dispel magic; creator mus t  be neu t ra l  

D I MENS I O NAL AC I D  PRICE 
va r ies 

Bas ic  p i t  450 GP 

Corrosive p i t  1 , 750  GP  

j agged  p i t  1 ,000 GP  

L iv ing p i t  2,700 GP  

SLOT none  C L  var ies WEIGHT 1 lb .  

AURA var ies 

The ac id i n  th is f lask burns not through matter, but through 

space i tse l f, creat ing a tempora ry extrad imens iona l  p i t  wherever 

i t  touches. A f lask of dimensional acid can be th rown as a sp lash 

weapon with a range i ncrement of 1 O feet .  Alternat ive ly, i t  can 

be used as a spec ia l  component when cast i ng  the snare spe l l .  

I nstead of the spe l l 's usua l  effect, the creature tha t  t r iggers the 

mod i fied snare i s  treated as i f i t  had taken a d i rect h i t  f rom the 

dimensional acid. 

Dimensional acid comes in a number  of va r iet ies .  

Basic Pit: Th i s  ac id creates a p it ,  as  the create pitAPG spe l l , 

where it l ands .  Fa in t  conj urat ion; CL 3 rd; Craft Wond rous Item, 

create pitAPG. 

Corrosive Pit: Th i s  ac id affects matter as wel l ,  creat ing an acid 

pitAPG where it l ands .  Fa i n t  conjurat ion; CL 7th; C raft Wond rous 

I tem, acid pitAPG. 

jagged Pit: Th i s  ac id creates a spiked pitAPG spe l l where i t  

l ands .  Moderate conjurat ion; CL  5th; C raft Wond rous  Item, 

spiked pitAPG. 

Living Pit: Th i s  ac id  burns into a l i v ing d imens ion, creat ing  a 

hungry pitAPG where it l ands .  Moderate conjurat ion; CL 9th; Craft 

Wond rous Item, hungry pitAPG_ 

CONSTRUCTION REQUIREMENTS COST var ies 

Bas ic  p i t  225  GP 

Corrosive p i t  875 GP 

Jagged p i t  500 GP 

L iv ing  p i t  1 ,350 GP  

Craft Wond rous  Item, add i t iona l  spe l l s  

AURA moderate d iv inat ion 

PRICE 
1 6,550 GP  

WEIGHT 1 /2 l b. 

Th is  go lden, eye-shaped amu let i s  

relatively unassuming save for the 

stunn ing d iamond i n  the center 

of the piece. An eye of brokerage 

g rants the wearer addit ional prowess 

wh i le  barter ing with merchants and  

otherwise mak ing  dea l s .  The wearer ga ins a +S competence 

bonus on Appraise checks and on Sense Motive checks to avo id 

being b lu ffed. I n  add it ion, once per day, the wearer can ho ld  

the eye of  brokerage to one of her  eyes for  up  to 7 rounds to 

determ ine whether  up to seven creatu res with in 40 feet a re ly ing 

(Wi l l  DC 16 negates), as discern lies. 

CONSTRUCTION REQUIREMENTS I COST 8,275 GP  

Craft Wond rous Item, chaos hammer, order's wrath, creator 

must be neutra l  

SLOT hands CL 7th 

AURA moderate evocat ion 

PRICE 
1 3,200 GP  

WEIGHT 6 l bs .  



Sa id  to have f irst been forged 

centur ies ago by a human  master 

b l a cksmi th  who escaped from 

d raw s l avers i n  Sekam i na,  these 

s h im mer i ng  s i lver  g a un t l ets 

rem i nd  the wearer that  she  i s  

a lways shack led to the deeds of  

he r  pas t ,  bu t  rema i n s  un fettered 

with the promise of a freer futu re. 

The wearer of a pair of gauntlets of the unchained may on ly  

wie ld  weapons two-handed-the mag ica l  cha in  that b inds  the 

gaunt lets makes i t  effect ively imposs ib le  to wie ld  or  ho ld  more 

than one item at a t ime .  

By tapp ing the gaunt lets' manac les together  as a swi f t  act ion, 

the wearer can cause damage dea l t  by her  wielded weapon to 

become lawfu l -a l igned and thus overcome the correspond ing 

damage reduct ion .  Th i s  effect lasts for up  to 7 rounds  per day. 

Th i s  d u rat ion need not be consecut ive, but it must be spent i n  

1 - round i ncrements . 

By b reak ing the magica l  chain that connects the gaunt lets as 

a standa rd act ion ,  the wearer  can cause her  wie lded weapon 

to ga in the anarchic weapon spec ia l  ab i l ity for 7 m i nutes. Once 

broken, the chain between the gaunt lets i s  shattered forever, 

and  the gaunt lets become nonmag ica l .  

CONSTRUCTION REQUIREMENTS I COST 6,600 GP 

Craft Wond rous Item, chaos hammer, order's wrath, creator 

must be neutra l  

AURA fa in t  enchantment 

PRICE 
5,220 GP  

WEIGHT 1 4  lbs .  

The head of th is  + 7 earth breaker 

(Pathfinder RPG Ultimate Equipment 

27) is shaped l i ke a massive vers ion 

of the gavel one might  see i n  a court 

of law-the weapon is near ly 4 feet 

long from end to end. The He l l kn ights 

of Citadel Vra id a re attributed with craft ing the fi rst judicial 

hammers, having adopted the i r  form from the weapons of the 

same Shoant i t r ibes they used the judicial hammers against .  Once 

per day, the wie lder may speak the judicial hammer's command 

word and name a specif ic cr ime he bel ieves an  ind iv idua l  wi th in 

30 feet has committed. Whenever the designated target takes 

damage from the judicial hammer, the target must succeed 

at a DC 13 Wi l l  save or  immediately and truthfu l ly  confess its 

i nnocence or  gu i l t  i n  the named cr ime ( i f  the target can speak 

the same language as the wie lder of the judicial hammer, i t  must 

confess i n  this language) .  This effect lasts for 24 hours or  unti l the 

creature fa i l s  its Wil l save, whichever comes first. 

CONSTRUCTION REQUIREMENTS I COST 2, 780 GP  

Craft Mag i c  A rms  and Armor, canfessAP0 

AURA fa i n t  transmutat ion 

PRICE 
4, 1 80 GP  

WEIGHT 6 l bs .  

Th i s  ho le - r i dden  bur lap robe wou ld  appear  comp lete ly 

worth l ess i f  not  for the immacu l ate red ve lvet l i n i n g  i ts  in ter io r. 

When worn i n s i de  out ,  a liar's robe ensh rouds  the wearer i n  

a cont i n ua l l y  s h i f t ing a r ray o f  co lo rs, featu res, a nd  faces that  

obscure h i s  en t i re appearance and  make phys i ca l  recogn i t i on  

a l l  but  imposs i b l e .  Th i s  effect l asts for 1 hou r, d u r i ng  wh i ch  

t ime the wearer can go  back and  fo r th  between wea r ing  

the robe i n s i de  ou t  (d i sgu i s i ng  h imse lf) and  r i gh t  s i de  ou t  

( revea l i n g  h i s  t rue fo rm)  any numbe r  of t imes .  Wi tnesses to a 

crea tu re wea r ing  a liar's robe must use true seeing or a s im i l a r  

effect i n  o r de r  to p ie rce th rough th i s  d i sgu ise; otherwise, t hey 

see the wearer on l y  as a cont i n ua l l y  s h i f t ing humano i d  form. 

The wearer's voi ce, scent, a nd  other  ta ng i b l e  cues a re a lso 

cont i n ua l l y  a l tered and  d i storted, though i n d i rect mag i ca l  

means of i den t i f ica t ion  (such as  detect thoughts or  locate 

creature) may st i l l  be used to recogn ize the i nd iv i d ua l .  S i nce 

even the most mag i ca l l y  d i s i n c l i ned  i nd iv i dua l s  can c lear ly te l l  

that  t h e  wearer i s  ensh rouded i n  a n  i l l us ion ,  a liar's robe i s  

typi c a l l y  used i n  c i r cumstances when i t 's app rop riate t o  p rotect 

the wearer 's anonymity wi thout  the wearer fe i gn i ng  another  

i dent i ty o r  h id i ng  he r  presence.  

CONSTRUCTION REQUIREMENTS I COST 2,090 GP  

Craft Wond rous Item, alter self 

AURA moderate evocat ion 

PRICE 
25,305 GP  

WEIGHT 4 l b s .  

Katapesh i  s lave masters and  enfo rcers somet imes use slaver's 

canes to put  down insubord i nates or recaptu re escaped 

prope rty. The head of the studded b lack  +7 adamantine light 

mace sports numerous  crue l  sp i kes, and  a ser ies of cha i n s  

a round the g r i p  of the mace make i t  d iffi cu l t  to wrench  from 

the w ie lde r's hands  (grant i ng  the wie lder  a +4 bonus to CMD 

versus attempts to d i sa rm the weapon) .  I n  add i t ion,  the 

command  word of the slaver's cane can be spoken once per 

day to create a 1 0 -foot-rad i u s  resilient sphere around a target 

w i th in  90 feet (Ref lex DC 1 6  negates) that l asts for 1 0  m i nutes. 

CONSTRUCTION REQUIREMENTS I COST 1 2,805 GP 

Craft Magic Arms and Armor, En l a rge Spe l l , resilient sphere 

AURA fa i n t  transmutat ion 

PRICE 
7,050 GP  

WEIGHT 5 l bs .  

Th i s  + 7 double-barreled pistol has an  oversized stock to 

compensate for the mass ive reco i l  the weapon produces, 

though even with th i s  attachment the kickback is strong enough 

to th row the p i s to l  complete ly backward af te r  fi r i ng .  When 

both barre ls of a traitorous blaster are loaded and  the wie lder  

i s  be ing f l anked, the wie lder  can fi re both barre ls as  a s i ng le  

act ion, w i th  each  sho t  target i ng  one of the enemies  f lank ing 

the wie lder. The wie lder  takes on ly  a -2 pena l ty on these attack 

ro l l s  (rather than the -4 pena l ty norma l l y  associated with f i r ing 

both barre ls of a doub le -ba rre led p is to l  as  a s i ng le  act ion) .  

CONSTRUCTION REQUIREMENTS I COST 4,550 GP  

Craft Mag i c  Arms and Armor, mirror strike"' 
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Standing beyond good and evil, outside law and chaos, an 

envoy ofbalance serves as the countering force against any 

extremism that seeks to elevate one alignment above all 

others. While their motives seem almost inexplicable to 

onlookers, envoys of balance see themselves as guardians 

of the cosmic scales and arbiters of universal balance. 

Hit Die: d6. 

REQU1REMENTS 
To qualify to for this prestige class, a character must fulfill 

the following criteria. 

Alignment: Neutral. 

Feats: Augment Summoning, Improved Counterspell, 

or Versatile ChanneleruM. 

Skills: Knowledge (planes) 5 ranks, Spellcraft 5 ranks. 

Spells: Able to cast 3rd-level spells. 

Special: If the character gains spells from a deity, this 

deity's alignment must be neutral and it must be able to 

grant followers the ability to channel both positive and 

negative energy. 

CL ASS SK1LLS 
The envoy of balance's class skills (and the key ability 

for each skill) are Diplomacy (Cha), Knowledge (all) (Int), 
Linguistics (Int), and Use Magic Device (Cha). 

Skill Ranks at Each Level: 2 + Int modifier. 

CL ASS FE ATURES 
The following are class features of the envoy of balance 

prestige class. 

Weapon and Armor Proficiency: An envoy of balance 

gains no additional weapon or armor proficiencies. 

Spells per Day: When an envoy of balance gains a level, 

she gains new spells per day as if she had also gained a 

level in a spellcasting class she belonged to before adding 

the prestige class. She does not, however, gain any other 

benefits a character of that class would have gained, except 

for additional spells per day, spells known (if a spontaneous 

spellcaster), and an increased effective level of spellcasting. 

If a character has more than one spellcasting class, she 

must decide to which class she adds the new level for the 

purpose of determining spells per day. 

Incisive Spells (Su): An envoy of balance gains a +1 
bonus on caster level checks to overcome the spell 

resistance of creatures with an alignment subtype. This 

bonus increases to +2 at 9th level. 

Endowment (Su): At 2nd level and again at 4th, 

6th, and 8th level, an envoy ofbalance gains one 

of the following endowments. 

Ali.13ned Annulment: As a standard action, the 

envoy of balance can expend a spell with an 

alignment descriptor to automatically (without 

requiring a caster level check) dispel a spell with 

the opposite descriptor. The spell she expends 

must be of the same level or higher than the 

spell being dispelled. An envoy of balance must 

have the aligned counter endowment to choose 

this endowment. 

Ali.13ned Counter: The envoy of balance can 

counterspell a spell with an alignment descriptor 

using a spell with the opposite alignment 

descriptor. The spell used to counterspell must 

be higher level than the spell being countered, 

unless the envoy of balance has the Improved 

Counterspell feat, in which case it can be the 

same level or higher. An envoy of balance with 

the Improved Counterspell feat can use the 
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Level Base Attack Bonus Fort Save Ref Save Will Save Special Spells per Day 

1 st + O  + O  + O  +1 

2 n d  +1 +1 +1 +1 

3 rd +1 +1 +1 +2 

4th +2 +1 +1 +2 

5th +2 +2 +2 +3 

6th +3 +2 +2 +3 

7th +3 +2 +2 +4 

8 th  +4 +3 +3 +4 

9th  +4 +3 +3 +S 

1 0th  +S +3 +3 +S 

aligned counter ability as an immediate action instead of 

a readied action, but must expend an appropriate spell at 

least 2 levels higher than the spell to be countered. 

Planar Parity: Protection from chaos/evil/IJood/law and 

similar effects no longer prevent bodily contact from 

creatures summoned by the envoy of balance. Neutral 

creatures summoned by the envoy of balance also gain 

the counterpoised simple creature template (see the inside 

back cover). 

Spiritual Equilibrium: The envoy of balance's class levels 

count as cleric levels for determining the effects of her 

channel energy ability. If she has the spontaneous casting 

class feature, she is no longer restricted by the choice made 

at ist level to convert prepared spells into cure or inflict 

spells. Each time the envoy of balance converts a spell, she 

can choose to convert it into a cure spell or an inflict spell. 

Additionally, when using the Versatile Channeler feat, her 

effective cleric level is no longer reduced by 2-instead, she 

uses her full effective cleric level. An envoy ofbalance must 

have the Versatile Channeler feat to choose this endowment. 

Twinned ChannelinlJ: When channeling energy, the envoy 

of balance can simultaneously release waves of positive 

and negative energy. She chooses a category of creatures 

(either living or undead), and this conjoined energy both 

heals and harms the affected creatures. Roll the amounts 

of damage healed and dealt separately. Treat the envoy of 

balance's effective cleric level as 2 lower than normal for 

the amounts of damage and the DC to halve damage taken. 

The envoy ofbalance can choose whether to include herself 

in either or both the healing and harming effects. If she 

has an ability that allows her to exclude targets from her 

channeled energy, such as the Selective Channel feat, she 

can choose to exclude different targets from the healing 

effect than from the harming effect. An envoy of balance 

must possess the spiritual equilibrium endowment to 

choose this endowment. 

Utterly Inscrutable: The envoy of balance gains the 

benefits of a mind blank spell whose caster level is equal to 

her character level. She can suppress this ability as a swift 

action and resume it as an immediate action. An envoy of 

balance must be 8th level to choose this endowment. 

Contravening Armament (Su): At 3rd level, an envoy 

of balance's natural and manufactured weapons bypass 

I n c i s ive s pe l l s  +1 +1 l eve l  of s pe l l ca s t i ng  c l a s s  

E ndowment  +1 l eve l  of s pe l l c a s t i ng  c l a s s  

Cont raven i n g  a rmament  +1 l eve l  of s pe l l ca s t i ng  c l a s s  

E ndowment  +1 l eve l  of s pe l l c a s t i ng  c l a s s  

E t h i c a l  p a ra dox +1 l eve l  of s pe l l ca s t i ng  c l a s s  

E ndowment  +1 l eve l  of s pe l l c a s t i ng  c l a s s  

Ret r i bu t i ve symmetry +1 l eve l  of s pe l l ca s t i ng  c l a s s  

E ndowment  +1 l eve l  of s pe l l c a s t i ng  c l a s s  

I n c i s ive s pe l l s  +2 +1 l eve l  of s pe l l ca s t i ng  c l a s s  

S ca l e s  of  mor ta l i t y  +1 l eve l  of s pe l l c a s t i ng  c l a s s  

alignment-based damage reduction. As a standard action, 

she can touch an ally to transfer this ability to him for i 

minute, during which time the envoy ofbalance can't benefit 

from the ability. The envoy ofbalance can transfer this ability 

a number oftimes per day equal to i/2 her class level. 

Ethical Paradox (Su): At 5th level, an envoy of balance 

remains unaffected by effects from spells and magical 

abilities based on her alignment or faith. She doesn't 

trigger glyphs, symbols, magical traps, or magical sensors 

set to activate based on a creature's alignment or religion. 

She counts as the most favorable alignment or faith for the 

purposes of any harmful effects these alignment- or faith­

based spells or abilities may have, but doesn't gain benefits 

these effects might grant those of a particular alignment or 

faith unless she is actually of that alignment or faith. 

Retributive Symmetry (Su): At 7th level, once per day as 

an immediate action, an envoy of balance can cause a spell 

targeting her to affect both herself and the spell's caster at 

full effect, as ifboth creatures had spell turninlJ cast on them 

and then rolled the appropriate result on that spell's table. 

Scales of Mortality (Su): At ioth level, once per day as a 

standard action, an envoy of balance can make a melee 

touch attack, delivering a killing touch against a living 

creature. If the attack hits and the target is not neutral, the 

target is subject to a power word kill spell. If the attack misses 

or the target is neutral, this ability is wasted. If the target 

dies, its bodily remains (but not its equipment) turn to 

dust, as disinteIJrate. If this ability kills the target, the envoy 

of balance becomes aware of that creature's alignment and 

may then touch the remains of another dead creature with 

fewer Hit Dice than or Hit Dice equal to the slain creature's 

and with an alignment opposite to the slain creature's on 

the good-evil axis, the lawful-chaotic axis, or both. This 

revives the second dead creature as if via true resurrection. 
The envoy of balance can delay using this reviving touch 

for up to i hour after successfully using the killing touch, 

but after that time the reviving power dissipates. The envoy 

doesn't need to provide the material component for true 
resurrection; the caster level for both the power word kill and 

the true resurrection effects is equal to her character level. 

Ex - Envoys of Balance: An envoy of balance who ceases 

to be neutral loses all class features until she regains her 

alignment via atonement. 
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Discover the secrets of battling the undead-from mindless zombies to diabolical 

liches-with Pathfinder Player Companion: Undead Slayer's Handbook! Master the right 

tactics to identify and battle all types of undying foes, learn how to infiltrate their 

deadly lairs, and acquire the right tools to lay low their wretched minions. Dozens 

of new alchemical items, magic weapons and armor, destructive spells, and more 

ensure you'll join the ranks of the Inner Sea's greatest undead hunters and live to see 

your shambling foes' ultimate demise. 

WOULD YOU UKE TO KNOW MORE? 
You've become a beacon of balance in spite of countless adversities and challenges. Now check 

out these other Pathfinder products to further strengthen your neutral adventurer's resolve! 

Whether you are a paragon of chaos, 

law, or something between the two, 

embolden your belief in that which 

inspires and motivates you to move 

ever forward with Patlfinder Player 
Companion: Faiths of Balance! 

There's strength in numbers! Discover 

entire alliances and institutions 

around the Inner Sea region that 

share your ethics, goals, and desires 

with the dozens of organizations in 

the Faction Guide. 

and unusual beliefs. Become a part 

of something larger by discovering 

a myriad of ideologies and higher 

powers in Patlfinder Player Companion: 
Faiths &_ Philosophies. 

OPEN GAM E LIC E N S E  VERSION l.OA 

The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, 
Inc ("Wizards'1· All Rights Reserved. 

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

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

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

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

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

rights conveyed by this License. 
6. Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to 

include the exact text of the COPYRIGHT NOTICE of any Open Game Content You are copying, modifying or 
distributing, and You must add the title, the copyright date, and the copyright holder's name to the COPYRIGHT 
NOTICE of any original Open Game Content you Distribute. 

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

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

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

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

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

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

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

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

15. COPYRIGHT NOTICE 
Open Game License v l.oa © 2000, Wizards of the Coast, lnc. 
System Reference Document © 2000, Wizards of the Coast, Inc; Authors: Jonathan Tweet, Monte Cook, 

and Skip Williams, based on material by E. Gary Gygax and Dave Arneson. 
Pathfinder Player Companion: Champions of Balance © 2014, Paizo Publishing, LLC; Authors: Matt Goodall, Ron Lundeen, Philip Minchin, Patrick Renie, Jason Ridler, and David Schwartz. 
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NEW FE AT: SUMMON NEUTR AL 
MONSTER 

You can summon creatures that embody the forces ofbalance. 

Prerequisites: Chaotic neutral, lawful neutral, or neutral 

alignment. 

Benefit: When casting a summon monster spell, you gain 

access to the list of neutral creatures on this page. You may 

also summon creatures from the standard summon monster 
list and apply the counterpoised creature simple template (see 

the sidebar) to applicable creatures instead of the celestial or 

fiendish template. Creatures you summon from the list on 

this page and creatures you summon with the counterpoised 

template gain a +2 resistance bonus on Will saves. 

1 st Level 

Sp r i te" (CN) 

S t i rg e  (N) 

2nd Level 

Atom ies3 (CN) 

B rown ies' (N) 

3rd Level 

Arb i te rs' ( i n ev i ta b l e) ( LN)  

N oso i "' (psychopomp) (N) 

Pa rac l et u ss2 (a eon) (N) 

T hoqqua s2 (N) 

Vo idworms2 ( p rotean) (CN)  

4th Level 

D'z i r i a ks2 (N) 

Magm i n s3 (CN) 

Meph i t  (a ny) (N) 

Sa ty r  (CN) 

S haes3 (N) 

V i d u us 1 s s  (psychopomp) (N) 

5th Level 

Cat r i n a  (psychopomp)s• (N) 

Merca nes2 ( LN)  

Rasts2 (N) 

Toj a n i d a s3 (N) 

6th Level 

Chaos  Bea sts' (CN) 

I nv i s i b l e  sta l ke r  (N) 

N a u n ets2 ( p rotean) (CN) 

The l etoss2 (aeon) (N) 

Vanth "' (psychopomp) (N) 

7th Level 

Ax iom ites2 ( LN)  

jyot i s2 (N)  

Shok i 1ss (psychopomp) (N) 

Ze l ekhu ts2 ( i n ev i ta b l e) ( LN)  

8th Level 

1men tesh s2 ( p rotean) (CN) 

9th Level 

Akha naE  �eon) (N) 

Mor r i g na s• (psychopomp) 

Va l kyr i es' (CN) 
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