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The Summoner

The summoner is a sub-class of magic-user that
gains his magical powers by making a pact with an
outsider, a being from the outer planes. This pact is
one of mutual benefit, as both the summoner and
the outsider, known as an eidolon, gain in power.

This eidolon physically manifests on the material
plane with the summoner. Its physical shape is
determined when it is first summoned. It will
perform tasks for the summoner, including fighting
as well as casting spells.

The eidolon doesn't know any spells itself, it must
return to its home plane and find a being there who
knows it, then return and cast it.

Requirements: Intelligence 9+, Charisma 11+
Races Allowed: Any except Ghome

Prime Requisite: Charisma

Weapons Allowed: Club, Dagger, Dart, Staff, Whip
Armor Allowed/Shields Allowed: None/None

To Hit/Saves: Magic-User/Magic-User

Class Abilities:

The Summoner gains an ally from the outer planes
called an eidolon. The outer plane must be one that
is largely congruent with the summoner's alignment,
within one step.

It's also possible for a summoner to instead pick a
being from one of the elemental planes, and in that
case, the eidolon is a minor genie of the sort
affiliated with that element.

Regardless of the origin, the summoner decides on
the general form of the eidolon (which will determine
its base stats) as well as specific appearance.

This eidolon (or eidolons) count as a henchmen for
the purposes of how many henchmen a character
may have.

A summoner may use any item usable by a magic-
user, including wands and staves. However, he must
make a roll as if his eidolon were fetching that spell
for him For instance, if he used a wand of fireballs,
he would have to roll as if it were a 3™ level spell.
(see spellcasting section for details).

At 2" level, the summoner may briefly experience
the eidolon's senses - sight, sound, taste, smell and
even touch for a number of rounds equal to his level.

At 5™ level, the summoner may briefly manifest (or
borrow, as it were) one of the eidolon's powers or
attributes for a number of rounds equal to the
summoner's level, chosen when the summoner
decides to use this ability.

For instance, this could be the eidolon's flight ability,
its physical attacks, its armor class, etc. Note: The
eidolon does not lose this power while the summoner
is using it and the summoner's body transforms to
mimic that of the eidolon that provides the feature.

This increases by an additional power/attribute every
5 additional levels (so two at 10™, three at 15™, etc).

At 7™ Level, a summoner may gain one of his
eidolon's powers or abilities permanently. This power
always results in some physical change in the
summoner. This may be delayed (taken at a later
level) and can be the eidolon's ability to see in the
dark.

At 9™ |evel, once per week the summoner may
attempt to summon an outsider (of up to the
summoner's level in hit dice) from the home plane of
his eidolon. The base chances is 5% per level of the
summoner and the ritual requires materials costing
1,000 gp per hit dice of the being summoned.

This outsider may perform a service or task for the
summoner on a successful reactions check (50%+
Charisma modifier).

This is modified by a number of factors.

Difficulty and Desirability of task — Minus 50 to Plus
50 (GM's discretion)

Donation - Plus 5% for each 1000 gp value of item.

Sacrifice (evil outsider only) - Plus 5% for every HD
sacrificed

Threat - Plus 5% for every level the summoner has
beyond the HD of the outsider.

At 11% Level, a summoner may try to bind an
outsider he has summoned. This makes that outsider
a servant (or slave) to the summoner for 101 days.

Outsiders generally do not want to do this and will
insist on a large number of conditions for their
service. Generally this involves payment of some
sort, either direct to the outsider or doing deeds that
further the outsider's causes.

In either case, the payment will often be outlandish
or whimsical, not simply a cash transaction.



At 13" Level, a summoner may make a prison that
will cage an outsider from his eidolon's home plane.
The cage costs 1,000 gp for each HD of the outsider
it will contain and takes 1 day per HD to construct.

Once the cage is created, the summoner may
attempt to force the outsider into the cage. This
requires the outsider to make a saving throw against
magic. If the summoner knows the outsider's true
name, the save automatically fails.

A caged outsider will be compelled to do a service
for the person who releases the outsider. This can be
general servitude for a fixed time period or granting
3 wishes. A summoner may only cage a total of 5
outsiders before losing the ability to summon
outsiders (his 9" level ability), as word gets around
that the summoner is not to be trusted.

At 15% |evel, the summoner can travel to the outer
plane his eidolon is from, similar to a plane shift
spell. This may be done once per day.

At 17™ level, the summoner may gain an audience
with a ruler of the outer plane his eidolon is from
(after first traveling there). This may occur once per
month and requires an offering presented to the
ruler of at least 10,000 gp value.

During this audience, the summoner may ask a boon
from the ruler. This can be a service, information, or
a gift. As with summoning an outsider to perform a
service, this requires a successful reactions check
(Base 50% +/- Charisma modifier)

Difficulty and Desirability of boon — Minus 100 to
Plus 100 (GM's discretion)

Offering - Plus 5% for each 10000 gp value of item.

Sacrifice (evil outsider only) - Plus 1% for every HD
sacrificed.

Asking too much or offending the ruler is potentially
very perilous and will at the least prevent the
character from being granted another audience to
being imprisoned or even killed (for evil outsiders).

At 20" level, the summoner may completely
transform his form into one similar to that of his
eidolon, obtaining all his eidolon's abilities and
powers. This may be done for one round per level
per day, shared with the usage of the similar 5%
level ability.

Summoner Spellcasting

Spellcasting by a summoner is by proxy using his
eidolon. He asks the eidolon to cast a spell, then the
eidolon returns to his home plane to find someone
who can and will. He then returns a time later.

If the spell is able to be cast by a magic-user of the
same level, the time required is 1d6 rounds.

If the spell is not, then the time required is 1d6
turns (that is, 10-60 minutes).

If the spell is very unusual, or a clerical spell, then
the time required is 1d6 hours. (If the clerical spell is
not able to be cast by a cleric of the summoner's
level, the time required is 3d6 hours.)

Once the eidolon returns, the summoner must make
a check to see if the eidolon was successful. The
chance for success is indicated on the chart, with an
additional -20% if the spell was clerical, and a bonus
for high charisma.

Furthermore, there is -20% penalty for additional
times attempting to cast that same spell per day.

In any event, a roll of 00 means the eidolon was
unsuccessful.

Once retrieved, a spell's casting can be delayed up
to 3 turns (30 minutes). When cast, it is at the
summoner's level.

Lastly, the summoner may only cast a total nhumber
of spells day equal to his summoner level plus a
bonus based on his charisma.

Examples:

Alea, a 1% Level Summoner with 13 charisma wants
to cast the knock spell to open a door. It's second
level, higher than a 1* Level Mage can normally cast,
so it takes 1d6 turns. She sends off her eidolon, and
it returns 1 turn later (rolled a 1 on a d6). The
eidolon has a 30% to find the spell, unfortunately
her player rolls a 77. Alea may send off her eidolon
again, but would suffer a 20% penalty (brining the
chance to only 10%

Arydite is a 9" level Summoner with 17 charisma.
One of her companions was killed in combat and it
happened to be the party cleric. She needs a raise
dead spell. Ordinarily, 5™ level spells have a 45%,
but because it's clerical, there is a 20% penalty and
the time is 3d6 turns. Her player rolls 16, meaning it
takes nearly 3 hours. But her player rolled a 06%,
easily beating the 25% needed, and her companion
is raised. Had she failed, she could have tried again,
but with the 20% penalty, giving only a 5% chance



Eidolons

Eidolons are creatures in their own right, with their
own thoughts, feelings and goals. While they
generally will cooperate with their summoner, it's
more a partnership than a master-servant
relationship. If the eidolon feels misused or
overworked, it will complain and demand either a
change in behavior or recompense.

As outsiders, eidolons may only be permanently
killed while on their own home plane. If killed on the
material plane, they simply vanish, returning to their
home plane to mend. They can be summoned again
when they have been fully healed.

Eidolons do not naturally heal while on the material
plane (though they can be healed with magic), they
must return to their own home for rest and down
time (generally 10 hours a day) and when
summoned again the next day, a number of hit
points equal to the number of hours it was on its
home plane are restored (up to a maximum of 10 hit
points a day).

Because their ties to the material plane are tenuous,
they must stay within 100 feet of their summoner,
any further and they begin to lose their strength. If
it goes beyond 100 feet, the eidolon loses half its hit
points, and going beyond 1000 its hit points are
halved again. If the eidolon is more than 10,000 feet
from the summoner, it loses all hit points and
immediately returns to its home plane as if it were
killed.

While eidolons serve a summoner in order to
increase their own power, they also expect the
summoner to do things for the eidolon from time to
time.

Firstly, they expect some sort of compensation, 10%
of the treasure the summoner gets, as well as any
item that takes their fancy. While most eidolons will
take this for themselves, many good ones will insist
on it being donated to a charity of some kind.

Secondly, the eidolon will sometimes request the
summoner to do something. This can be as complex
as going on a quest or as simple as taking them to a
play or opera. (Eidolons from Asgard particularly
love opera)

Base Eidolon Forms:

Avian - Avian eidolons are small and bird like,
usually the size of a hawk. They do not necessarily
have feathers.

Base Stats: Size Small; AC 8 (as Leather); Attack
Claw 1d4/Claw 1d4/Bite 1d3; Move 12” Fly 15"

Biped - Biped eidolons look vaguely like humans,
but appear somewhat monstrous. They may use
human weapons, but not wear armor unless it is
specially made for them (cost x5).

Base Stats: Size Medium; AC 5 (as chain mail);
Attack Claw 1d4/Claw 1d4 or by weapon; Move 12"

Humanoid - Humanoid eidolons look very similar to
humans, though possibly with exotic features. They
can wear armor and attack with weapons.

Base Stats: AC 10 (as unarmored); Attack: 1-2 (fist)
or by weapon; Move 12"

Other than intelligence (see Inherent Eidolon
Abilities), ability scores are determined by the
summoner when the eidolon is first summoned,
either by rolling 3d6 in order, or assigning 15, 12,
10,10, and 8 to the 5 remaining scores in desired
order. High constitution does not improve hit points,
but dexterity may alter armor class.

Quadruped - These eidolons may look like regular
animals or some sort of monster. In any event, they
walk on all four legs

Base Stats: AC 7 (as studded leather); Attack: Bite
1d6. Move 15”

Serpentine - This appears to be a large shake,
though it is not necessarily scaled.

Base Stats: AC 7 (as studded leather); Attack Bite
1d6, Tail Slap 1d4 Move 9”. Climbs like thief of
equivalent level to its HD.

Skylarker — Small sized humanoids with wings on
their backs. Can look like an imp to a cherub, to a
pixie or sprite, gremlin or mephit.

Base Stats: AC 5 (as chain mail); Attack: By weapon
(dagger or knife or tiny bow & arrow that has range
and damage of dagger); Move 9” Fly 12"

Thing - This is a horror from beyond, whose
description is best left to the imagination, though
usually involves tentacles and a large slobbering
mouth.

Base Stats: AC6 (as scale mail); Attack: Tentacle
1d3/ Tentacle 1d3/Bite 1d6. Move 9”



Inherent Eidolon Abilities:

Eidolons have an intelligence of 10 plus half their hit
dice (round down)

Eidolons can see in the dark up to 60'.

Eidolons speak common, their plane's language, and
potentially others, depending on its intelligence.

For every HD the eidolon has, it has 5% magic
resistance.

Every 3 HD, the eidolon's armor class improves by 1.
(this is forfeited if the eidolon wears armor)

At 11 HD, a +1 or better weapon is required to hit
an eidolon

At 18 HD, a +2 or better weapon is required to hit
the eidolon

Eidolons attack as monsters (based on hit dice)

Eidolon Powers:

Periodically (as shown on the chart), eidolons gain
new powers, selected by the summoner. In most
cases, these can be picked multiple times.

Bite - The eidolon gains a bite attack that does 1d6
damage

Claws - This gives an eidolon a pair of claw attacks
for 1d4 damage each

Extra Arms - The Eidolon gains another pair of
arms (or tentacles). This either gives them another
set of claw attacks, or another attack with a weapon.

Extra Attack - The eidolon makes one extra attack
per round

Extra Eidolon - When the summoner picks this, the
next time his current eidolon's hit dice increases, the
summoner instead gets a new 1 HD eidolon rather
than his first eidolon increasing in hit dice. The
summoner picks the basic form as with the original
eidolon. Subsequently, every time the summoner
gains in level and the eidolon's hit dice increases or
gains an ability, the summoner must choose which
eidolon improves or gains a hit die.

Eidolons generally resent this and will not permit a
summoner to have more than three eidolons total.
They also do not take a pay cut. The eidolon with the
most hit dice will insist on 15% of the summoner's
treasure gained, with the newcomer taking 10%.
(And if the summoner wants three, then he must
pay 20%, 15%, and 10%)

When a summoner has multiple eidolons, he must
choose which ones to send. If he sends them all,
then the chance of finding the spell is as given on
the chart. However, if he only sends some, then the
chance is reduced to the level of the total HD of the
eidolons sent.

For example, a 15" level Summoner has 3 eidolons,
one with 7 HD, one with 2 HD, and one with 1 HD. If
he sends all three to fetch a 3™ level spell, then they
would have an 80% chance of finding it. If he simply
sent the 7HD eidolon, it would be 60%. If he sent
the 2 HD it would be 20% and it would take 1d6
turns, not rounds, as a 2HD Eidolon has the spell
finding chance of a 2" level summoner.

Extra Hit Points - The eidolon gains 1 hp for every
hit dice it has. This may be taken multiple times.

Extra Legs - The eidolon gains another set of legs,
increasing its speed by 3”

Extra Mouth - The eidolon gains another bite
attack. Generally only applicable to Thing form
eidolons

Fast Healing - The eidolon heals while on the
material plane at a rate of 1 hit point every turn (10
minutes).

Flight — The eidolon grows a pair of wings from its
back. It can now fly at its normal speed. It can carry
twice its own body weight.

Improved Dexterity — Only applicable for
humanoid or biped eidolons, this improves their
dexterity (to the equivalent of 18), improving their
armor class by 4.

Improved Speed - The eidolon's base movement
speed improves by 3' (applies to each movement
type)

Improved Strength - Only applicable for humanoid
or biped eidolons, this improves their strength (the
equivalent of 18/76) giving then a to hit bonus of +2
and damage bonus of +4. This may be taken a
second time to bring the strength to 18/00 (or 19),
giving a to hit bonus of +3 and +6 damage.

Improved Dexterity - Only applicable for
humanoid eidolons, this improves their dexterity to
16, or if it's already 16 or 17, to 18. This increases
their armor class

Improved Armor Class - The eidolon's armor class
improves by 2. This may be taken multiple times.



Improved Damage - One type of the eidolon's
natural attacks increases by one step (1d4 to d6,
1d6 to 1d8, 1d8 to 1d10, 1d10 to 2d12, 2d6 to 2d8,
2d8 to 3d6, 3d6 to 3d8). This may be taken multiple
times.

Invisibility - The eidolon may turn invisible at will,
similar to the spell of the same name.

Invisibility, Improved - This requires the eidolon
to already have invisibility. The eidolon may now
attack while invisible.

Larger Size - The eidolon increases one size, from
small to medium, or medium to large. This increases
the damage of all attacks by one step. If the eidolon
is a quadruped, it may be used as a mount.

Life Link - the summoner and the eidolon have
mingled their life forces. This means that when the
eidolon takes damage, the summoner may decide to
take the damage instead. On the other hand, when
the summoner takes damage that would bring him
to below 1 hit point, then the eidolon takes it instead
(even to the point where the eidolon is killed and
send back to its home plane).

Spellcasting Ability - The eidolon learns to cast
spells as if her were a 1* level magic-user, cleric, or
druid. If taken additional times, then the eidolons
spell casting ability increases by one level. These
spells do not need to be fetched, but are simply cast
by the eidolon itself.

Thieving Ability - The eidolon may perform one
thief skill (open locks, find/remove traps, climb
walls, etc, not backstab or read scrolls) as if it were
a thief of the same level as the eidolon's hit dice.

Turn Undead - The eidolon (who must be good)
may turn undead as it were a cleric of the same level
as the eidolon's hit dice. This may be performed
three times a day.

Tracking - The eidolon may track as a ranger of a
level equal to the eidolon's hit dice

Summoner Magic Items

Demonic Whip - This appears to be simply a
handle carved out of bone. When held by a
summoner whose eidolon come from an evil outer
plane, a purplish cord of energy emerges, allowing it
to be used as a whip. This whip does 1d10 of
damage, with no strength bonus, and is considered a
+3 weapon for purposes of what it can hit (but there
is no actual to hit or damage bonus)

XP 2000, GP 10,000

Robe of the Summoner - This appears to be a
somewhat garish, silken robe. When worn by a
summoner, its appearance changes into something
appropriate to the summoner's eidolon. . .

It provides an armor class of 5 and allows 7 rounds
extra rounds use of the summoners transformation
ability.

XP 4000, GP 30,000

Tome of Extraneous Eidolon Energy - This
appears to be a standard magical tome. When read
by the summoner, his eidolon (if multiple, then the
summoner picks one) gains an extra hit dice and all
benefits of additional hit dice.

XP 1000, GP 15,000



The First Edition Summoner Advancement Table

%o Chance to Cast Spell

Experience Hit ) )
Level P0|r!ts Dice Title Special 1st 2nd 3rd 4th 5th 6th 7th 8th 9th
Required

1st 0 1d4 Inviter Eidolon 1HD 45 30* 15% - - - - - -
2nd 2,500 2d4 Beckoner Eidolon 2HD 50 35*% 20* 5% - - - - -
3rd 5,000 3d4 Requester Eidolon Power 55 40 25*% 10* - - - - -
4th 10,000 4d4 Caller Eidolon 3HD 60 45 30* 15* - - - - -
5th 20,000 5d4 Hailer Eidolon 4HD 65 50 35 20* 5% - - - -
6th 40,000 6d4 Eliciter Eidolon Power 70 55 40 25* 10* - - - -
7th 60,000 7d4 Convener Eidolon 5HD 75 60 45 30 15 - - - -
8th 90,000 8d4 Musterer Eidolon 6HD 80 65 50 35 20* 5% - - -
9th 135,000 9d4 Convoker Eidolon Power 85 70 55 40 25 10* - - -
10th 250,000 10d4 Educer Eidolon 7HD 90 75 60 45 30 15% - = =
11th 375,000 11d4 Summoner Eidolon 8HD 95 80 65 50 35 20 5% - -
12th 750,000 +1hp Summoner Eidolon Power 100 85 70 55 40 25 10* - =
13th 1,125,000 +2hp Summoner Eidolon 9HD 105 90 75 60 45 30 15% - -
14th 1,500,000 +3hp Summoner Eidolon10HD 110 95 80 65 50 35 20 5% -
15th 1,875,000 +4hp Summoner Eidolon Power 115 100 85 70 55 40 25 10* -
16th 2,250,000 +5hp Summoner Eidolon 11HD 120 105 90 75 60 45 30 15 =
17th 2,625,000 +6hp Arch-Summoner  Eidolon 12HD 125 110 95 80 65 50 35 20 5%
18th 3,000,000 +7hp  Arch-Summoner Eidolon Power 130 115 100 85 70 55 40 25 10
19th 3,375,000 +8hp  Arch-Summoner Eidolon 13HD 135 120 105 90 75 60 45 30 15
20th 3,750,000 +9hp Arch-Summoner Eidolon Power 140 125 110 95 80 65 50 35 20
21st 4,125,000 +10hp Arch-Summoner Eidolon 14HD 145 130 115 100 85 70 55 40 25
22nd 4,500,000 +11hp Arch-Summoner Eidolon Power 150 135 120 105 90 75 60 45 30
23rd 4,875,000 +12hp Arch-Summoner Eidolon 15HD 155 140 125 110 95 80 65 50 35
24th 5,250,000 +13hp Arch-Summoner Eidolon Power 160 145 130 115 100 85 70 55 40
25th 5,625,000 +14hp Arch-Summoner Eidolon 16HD 165 150 135 120 105 90 75 60 45
26th 6,000,000 +15hp Arch-Summoner Eidolon Power 170 155 140 125 110 95 80 65 50
27th 6,375,000 +16hp Arch-Summoner Eidolon 17HD 175 160 145 130 115 100 85 70 55
28th 6,750,000 +17hp Arch-Summoner Eidolon Power 180 165 150 135 120 105 90 75 60
29th 7,125,000 +18hp Grand Summoner Eidolon 18HD 185 170 155 140 125 110 95 80 65

* Denotes that spell requires 1d6 turns for the eidolon to fetch as opposed to 1d6 rounds.

Weapon Proficiencies: 1 at first level, 1 additional every 6 levels

Non Weapons Proficiencies: 3 at first level, 2 additional every 6 levels

Spells Per Day equals the summoner's level, plus bonus for high charisma: +1 for 15 Charisma, +2
for 16, +3 for 17, +4 for 18, +5 for 19, +6 for 20.

Increased Spellcasting Chance for Charisma: +5% for 14 Charisma, +10 for 15, +15 for 16, +20 for 17,
+25 for 18, +30 for 19, +35 for 20.

Starting Wealth: 2d6 x10 gp (20 to 120 gp)




The Original Edition Summoner Advancement Table
%o Chance to Cast Spell

Experience Hit ) )
Level P0|r!ts Dice Title Special 1st 2nd 3rd 4th 5th 6th 7th 8th 9th
Required
1st 0 1d4 Inviter Eidolon 1HD 45 30* 15% - - - - - -
2nd 2,750 2d4 Beckoner Eidolon 2HD 50 35*% 20* 5% - - - - -
3rd 5,500 3d4 Requester Eidolon Power 55 40 25*% 10* - - - - -
4th 11,000 4d4 Caller Eidolon 3HD 60 45 30* 15* - - - - -
5th 22,000 5d4 Hailer Eidolon 4HD 65 50 35 20* 5% - - - -
6th 45,000 6d4 Eliciter Eidolon Power 70 55 40 25* 10* - - - -
7th 65,000 7d4 Convener Eidolon 5HD 75 60 45 30 15 - - - -
8th 90,000 8d4 Musterer Eidolon 6HD 80 65 50 35 20* 5% - - -
9th 125,000 9d4 Convoker Eidolon Power 85 70 55 40 25 10* - - -
10th 250,000 10d4 Educer Eidolon 7HD 90 75 60 45 30 15*% - - -
11th 375,000 11d4 Summoner Eidolon 8HD 95 80 65 50 35 20 5% - -
12th 500,000 +1hp Summoner Eidolon Power 100 85 70 55 40 25 10* - =
13th 625,000 +2hp Summoner Eidolon 9HD 105 90 75 60 45 30 15% - -
14th 750,000 +3hp Summoner Eidolon1OHD 110 95 80 65 50 35 20 5% =
15th 875,000 +4hp Summoner Eidolon Power 115 100 85 70 55 40 25 10* -
16th 1,000,000 +5hp Summoner Eidolon 11HD 120 105 90 75 60 45 30 15 =

17th 1,125,000 +6hp Arch-Summoner  Eidolon 12HD 125 110 95 80 65 50 35 20 5%
18th 1,250,000 +7hp  Arch-Summoner Eidolon Power 130 115 100 85 70 55 40 25 10
19th 1,375,000 +8hp  Arch-Summoner Eidolon 13HD 135 120 105 90 75 60 45 30 15
20th 1,500,000 +9hp Arch-Summoner Eidolon Power 140 125 110 95 80 65 50 35 20
21st 1,625,000 +10hp Arch-Summoner Eidolon 14HD 145 130 115 100 85 70 55 40 25
22nd 1,750,000 +11hp Grand Summoner Eidolon Power 150 135 120 105 90 75 60 45 30




The Basic/Expert Edition Summoner
Advancement Table

%o Chance to Cast Spell

Experience Hit

Level Poir!ts Dice Title Special 1st 2nd 3rd 4th 5th 6th 7th 8th 9th
Required
1st 0 1d4 Inviter Eidolon 1HD 45 30* 15*% - - - - - -
2nd 2,750 2d4 Beckoner Eidolon 2HD 50 35*% 20* 5% = = = = =
3rd 5,500 3d4 Requester Eidolon Power 55 40 25*% 10* - - - - -
4th 11,000 4d4 Caller Eidolon 3HD 60 45 30* 15* - - - - -
5th 22,000 5d4 Hailer Eidolon 4HD 65 50 35 20*% G5%* - - - -
6th 45,000 6d4 Eliciter Eidolon Power 70 55 40 25* 10* - - - -
7th 90,000 7d4 Convener Eidolon 5HD 75 60 45 30 15 - - - -
8th 175,000 8d4 Musterer Eidolon 6HD 80 65 50 35 20*% 5% = = =
9th 350,000 9d4 Convoker Eidolon Power 85 70 55 40 25 10*% - - -
10th 525,000 10d4 Educer Eidolon 7HD 90 75 60 45 30 15*% - = =
11th 700,000 11d4 Summoner Eidolon 8HD 95 80 65 50 35 20 5* - -
12th 875,000 +1hp Summoner Eidolon Power 100 85 70 55 40 25 10* - -
13th 1,050,000 +2hp Summoner Eidolon 9HD 105 90 75 60 45 30 15% - -
14th 1,225,000 +3hp Summoner Eidolon1OHD 110 95 80 65 50 35 20 5% =
15th 1,400,000 +4hp Summoner Eidolon Power 115 100 85 70 55 40 25 10* -
16th 1,575,000 +5hp Summoner Eidolon 11HD 120 105 90 75 60 45 30 15 =

17th 1,750,000 +6hp  Arch-Summoner  Eidolon 12HD 125 110 95 80 65 50 35 20 5%
18th 1,925,000 +7hp  Arch-Summoner Eidolon Power 130 115 100 85 70 55 40 25 10
19th 2,100,000 +8hp  Arch-Summoner  Eidolon 13HD 135 120 105 90 75 60 45 30 15
20th 2,275,000 +9hp Grand Summoner Eidolon Power 140 125 110 95 80 65 50 35 20

Spells Per Day equals the summoner's level, plus bonus for high charisma: +1 for 13-15 Charisma,
+2 for 16-17, +3 for 18, +4 for 18, +5 for 19, +6 for 20.



The Cyclopedic Summoner Advancement Table

%o Chance to Cast Spell

Experience Hit ) )
Level P0|r!ts Dice Title Special 1st 2nd 3rd 4th 5th 6th 7th 8th 9th
Required
1st 0 1d4 Inviter Eidolon 1HD 45 30* 15% - - - - - -
2nd 2,750 2d4 Beckoner Eidolon 2HD 50 35*% 20* 5% - - - - -
3rd 5,500 3d4 Requester Eidolon Power 55 40 25*% 10* - - - - -
4th 11,000 4d4 Caller Eidolon 3HD 60 45 30* 15* - - - - -
5th 22,000 5d4 Hailer Eidolon 4HD 65 50 35 20* 5% - - - -
6th 45,000 6d4 Eliciter Eidolon Power 70 55 40 25* 10* - - - -
7th 90,000 7d4 Convener Eidolon 5HD 75 60 45 30 15 - - - -
8th 175,000 8d4 Musterer Eidolon 6HD 80 65 50 35 20* 5% - - -
9th 350,000 9d4 Convoker Eidolon Power 85 70 55 40 25 10* - - -
10th 525,000 10d4 Educer Eidolon 7HD 90 75 60 45 30 15% - = =
11th 700,000 11d4 Summoner Eidolon 8HD 95 80 65 50 35 20 5% - -
12th 875,000 +1hp Summoner Eidolon Power 100 85 70 55 40 25 10* - =
13th 1,050,000 +2hp Summoner Eidolon 9HD 105 90 75 60 45 30 15% - -
14th 1,225,000 +3hp Summoner Eidolon1OHD 110 95 80 65 50 35 20 5% =
15th 1,400,000 +4hp Summoner Eidolon Power 115 100 85 70 55 40 25 10* -
16th 1,575,000 +5hp Summoner Eidolon 11HD 120 105 90 75 60 45 30 15 =
17th 1,750,000 +6hp Arch-Summoner  Eidolon 12HD 125 110 95 80 65 50 35 20 5%
18th 1,925,000 +7hp  Arch-Summoner Eidolon Power 130 115 100 85 70 55 40 25 10
19th 2,100,000 +8hp  Arch-Summoner  Eidolon 13HD 135 120 105 90 75 60 45 30 15
20th 2,275,000 +9hp Arch-Summoner Eidolon Power 140 125 110 95 80 65 50 35 20
21st 2,450,000 +10hp Arch-Summoner Eidolon 14HD 145 130 115 100 85 70 55 40 25
22nd 2,625,000 +11hp Arch-Summoner Eidolon Power 150 135 120 105 90 75 60 45 30
23rd 2,800,000 +12hp Arch-Summoner Eidolon 15HD 155 140 125 110 95 80 65 50 35
24th 2,975,000 +13hp Arch-Summoner Eidolon Power 160 145 130 115 100 8 70 55 40
25th 3,150,000 +14hp Arch-Summoner Eidolon 16HD 165 150 135 120 105 90 75 60 45
26th 3,325,000 +15hp Arch-Summoner Eidolon Power 170 155 140 125 110 95 80 65 50
27th 3,500,000 +16hp Arch-Summoner Eidolon 177HD 175 160 145 130 115 100 85 70 55
28th 3,675,000 +17hp Arch-Summoner Eidolon Power 180 165 150 135 120 105 90 75 60
29th 3,850,000 +18hp Arch-Summoner Eidolon 18HD 185 170 155 140 125 110 95 80 65
30th 4,025,000 +19hp Arch-Summoner Eidolon Power 190 175 160 145 130 115 100 85 70
31st 4,200,000 +20hp Arch-Summoner Eidolon 19HD 195 180 165 150 135 120 105 90 75
32nd 4,375,000 +21hp Arch-Summoner Eidolon Power 200 185 170 155 140 125 110 95 80
33rd 4,550,000 +22hp Arch-Summoner Eidolon 20HD 205 190 175 160 145 130 115 100 85
34th 4,725,000 +23hp Arch-Summoner Eidolon Power 210 195 180 165 150 135 120 105 90
35th 4,900,000 +24hp Arch-Summoner  Eidolon 21HD 215 200 185 170 155 140 125 110 95
36th 5,075,000 +25hp Grand Summoner Eidolon 22HD 220 205 190 175 160 145 130 115 100

For purposes of Immortality and Domains, treat the Summoner as a Magic-User.




Hyperborean Summoner Advancement Table
% Chance to Cast Spell

Experience

Level Points Hit Dice Title Special FA CA 1st 2nd 3rd 4th 5th 6th
Required

1st 0 1d4 Inviter Eidolon 1HD 0 1 45 30* 15% - - -
2nd 2,750 2d4 Beckoner Eidolon 2HD 0 2 50 35*% 20* 5% - -
3rd 5,500 3d4 Requester Eidolon Power 1 3 55 40 25*% 10%* - -
4th 11,000 4d4 Caller Eidolon 3HD 1 4 60 45 30*% 15% = =
5th 22,000 5d4 Hailer Eidolon 4HD 2 5 65 50 35 20*% 5% -
6th 45,000 6d4 Eliciter Eidolon Power 2 6 70 55 40 25%  10%* -
7th 90,000 7d4 Convener Eidolon 5HD 3 7 75 60 45 30 15%* -
8th 175,000 8d4 Musterer Eidolon 6HD 3 8 80 65 50 35 20* 5%
9th 350,000 9d4 Convoker Eidolon Power 4 9 85 70 55 40 25 10*
10th 525,000 9d4+1 Educer Eidolon 7HD 4 10 90 75 60 45 30 15%*
11th 700,000 9d4+2 Summoner Eidolon 8HD 5 11 95 80 65 50 35 20
12th 875,000 9d4+3 Summoner Eidolon Power 5 12 100 85 70 55 40 25

Martian Summoner Advancement Table

% Chance to Cast Spell
Experience
Level Points Hit Dice Title Special ToHit 1st 2nd 3rd 4th 5th Know
Required

1st 0 1 Inviter Eidolon 1HD 0 30 15* - - - 50%
2nd 2,750 2 Beckoner Eidolon 2HD +1 35 20% 5% = = 55%
3rd 5,500 3 Requester Eidolon Power +1 40 25 10* - - 60%
4th 11,000 4 Caller Eidolon 3HD +2 45 30 15* = = 65%
5th 22,000 5 Hailer Eidolon 4HD +2 50 35 20* 5% - 70%
6th 45,000 6 Eliciter Eidolon Power +3 55 40 25 10* = 75%
7th 125,000 7 Convener Eidolon 5HD +3 60 45 30 15%* - 80%
8th 300,000 8 Musterer Eidolon 6HD +4 65 50 35 20 6* 85%
9th 600,000 9 Convoker Eidolon Power +4 70 55 40 25 10*  90%
10th 1,200,000 10 Summoner Eidolon 7HD +6 75 60 45 30 15 95%

Martian summoners have d6 for hit dice and cast sorcerer spells. They suffer corruption every other level.




Example Summoners

Alea, 1° Level Human Female Summoner

Str 7 Int 13 Wis 9 Dex 17 Con 16 Cha 13, hp 5, ALN
One Spell Per Day - Spell Chances: 1* Level 45%,
2" Level 30%*, 3™ Level 15%%*

Geth, Alea's Eidolon. Avian Form. Size Small; HD
1; hp 7; AC 8; Attack 1-4(Claw)/1-4(Claw)/1-
3(Bite); Move 12", Fly 15”; Magic Resistance 5%

Alea is a small and scrawny girl in her late teens.
She grew up on the streets, begging and performing
simple robberies (i.e, not a thief) and going through
refuse. One day she discovered a book which
allowed her (once she learned to read well enough)
to summon and make a pact with an outsider, who
takes the form of a small hawk, something she has
always dreamed of being.

Hagmar, 2" Level Human Male Summoner Str
16 Int 11 Wis 12 Dex 18 Con 16 Cha 15, hp 10, AC
6, AL LN

Three (Two plus one for Cha) Spells Per Day - Spell
Chances: 1% Level 60%, 2™ Level 45%%*, 3™ Level
30%%*, 4" Level 15%%*

Djennie, Hagmar's Eidolon Humanoid Form, HD 2,
hp 13, Str 10 Int 11 Wis 10 Dex 15 Con 10 Cha 12

Hagmar is an attractive but somewhat dimwitted
looking tall man, with broad shoulders, brown hair
and eyes. Originally he planned going into the
military, but he stumbled upon the secret to
summon an eidolon from the elemental plane of air.

Djennie is blonde, blue eyed and very attractive,
wearing a harem girl's outfit, veil, and wears her hair
in a ponytail.

Gronk, 3™ Level Half-Orc Male Summoner Str 11
Int 13 Wis 10 Dex 15 Con 16 Cha 14, hp 12, AC9;
AL N

Three Spells Per Day - Spell Chances: 1% Level 55%,
2" Level 40%, 3™ Level 25%%*, 4™ Level 10%

Drufus, Gronk's Eidolon. Quadruped Form; HD 2; hp
14; AC 5; Attack 1-6 (bite), Magic Resistance 10%;
Additional Powers: Improved AC

Gronk is one of those “lucky” half-orcs that can
mostly pass as a large ugly human, which largely
means he's not welcome in orc or human lands.
Luckily he met a hermit who taught him to make a
pact with his “spirit animal”, actually an outsider who
takes the form of a white wolf.

Skeiya 4™ Level Human Female Summoner Str
10 Int 14 Wis 10 Dex 13 Con 16 Cha 16, hp 21, AC
4; AL CG

Gear: +1 Quarterstaff, Bracers of Defense AC6, Ring
of Protection +2, Wand of Magic Missiles (30
charges)

Six Spells Per Day - Spell Chances: 1% Level 75%,
2" Level 60%, 3™ Level 45%%*, 4™ Level 30%%*;

Verya, Skeiya's Eidolon. Humanoid Form Str 15
Int 13 Wis 10 Dex 15 Con 14 Cha 12

HD 3; hp 21, AC 1 (+1 Plate and Shield); Attack 1-8
(long sword) Move 12" Fly 12”, Magic Resistance
15%

Skeiya comes from a merchant family in a Norse like
culture. Her three older sisters are all successful
adventurers, a cleric, magic-user and fighter, but
Skeiya lacked the brawn of her sister Skeira, the
genius of her sister Skadan, and the piety of her
sister Skaya. So when she decided to follow in her
siblings footsteps, she took the path of the
summoner

Her eidolon, Verya, appears to be a Valkyrie, a tall
woman with long red hair and blazing blue eyes.
When Skedi reached 3™ level, she picked Flight as
her eidolon power, giving Verya a large set of wings.

Rock Brickhouse, 6™ Level Male Human
Summoner

Str 16 Int 10 Wis 10 Dex 11 Con 16 Cha 15; hp 31;
AC 10; AL NG

Gear: +1 Club, Leopardskin Toga

Seven (Six plus one for Cha) Spells Per Day - Spell
Chances: 1% Level 80%, 2™ Level 65%, 3™ Level
50%, 4™ Level 35%%* 5™ Level 20%*

Yazoo, Rock's Eidolon Skylarker Form, Size Small,
HD 4, hp 21. AC 5; Attack: 1-4 (Dagger), Move 9”,
Fly 12"”; Magic Resistance 20%; Additional Powers:
Invisibility, Improved Invisibility.

Rock was formerly a mason who happened to
unearth a strange tablet which summoned Yazoo, a
green floating imp like creature with a large head
and an upper class accent.



Foxnar Pyred, 7" Level Male Human
Summoner, Str 13 Int 10 Wis 16 Dex 16 Con 16
Cha 17; AC 1; AL CE;

Gear: Bracers AC 5, Wand of Fireballs (21 charges),
+3 Quarterstaff

Ten (Seven plus three for Cha) Spells Per Day - Spell
Chances: 1% Level 95%, 2" Level 80%, 3™ Level
65%, 4" Level 50% 5™ Level 35%%*

Hzrt, Foxnar's Eidolon. Thing Form. Size Large; HD
5, hp 30; AC 3; Attack: Tentacle 1d4/Tentacle
1d4/Bite 1-8, Move 9” Magic Resistance 25%

Foxnar is tall, muscular bald man with an intense
glare. He is a worshiper of the great old ones,
specifically Hastur, and has made a pact with a
nameless horror from beyond. (He is the younger
brother to the Pyred twins in YS1 Outpost of the
Outer Ones. You may wish to add him to the Keepers
of the Yellow Sign)

His eidolon, has grown to large size and has
improved armor class. Foxnar has improved AC

Miralyn, 8" Level Half-EIf Female Summoner
S18 I15 Wis 10 Dex 15 Con 16 Cha 18, hp 66, AC:
2; AL LG; Attack 1-6+4. Power - Enhanced Strength

Gear: Buckle of Armor (as Platemail), +1 Staff,
Wand of Lightning (17 charges)

Twelve (Eight plus four for Cha) Spells Per Day -
Spell Chances: 1% Level 105%, 2" Level 90%, 3™
Level 75%, 4" Level 60% 5" Level 45%%*, 6" Level
30%*

Arlon, Mirabelle's Eidon. Biped Form Size Medium,
HD 6; hp 42; AC 5; Attack 1-4+6(Claw)/1-
4+6(Claw); MR 30%; Additional Powers: Improved
Strength (to 18/76); Improved Strength (to 18/00),
resulting in the +6 damage to his claw attack.

Miralyn grew up in a small woodsy village and
befriended an old woman who many claimed to be a
witch. She was not, but knew how to summon
outsiders. As someone with a long (and somewhat
creepy) love of felines, Miralyn made a pact with
with animal like being from one of the upper planes.

Miralyn's eidolon appears to be a biped lion man,
with a bestial, but surprisingly attractive face, and a
mane of blond hair falling well past his shoulders.

Arydite, 9" Level Human Female Summoner Str
10 Int 16 Wis 9 Dex 17 Con 15 Cha 17, hp 36, AL N,
AC -4; Move 12". Power — Improved AC

Gear: Staff of Power (20 charges), Bracers of
Defense AC4, +2 Dagger, Ring of Protection +3,

Girdle of Many Pouches, Helm of Telepathy

12 Spells Per Day - Spell Chances: 1% Level 105%,
2" Level 90%, 3™ Level 75%%*, 4™ Level 60%, 5%
Level 45%, 6™ Level 30%*

Atallo, Arydite's Eidolon. Serpentine Form. HD
6+6; hp 37; AC 3; Attack Bite 1d6, Tail Slap 1d4
Move 9"

Arydite is a mysterious woman in her early 30s from
a classical Grecian culture (see cover for her
appearance). She has the reputation for being a
witch, but in reality she is a summoner.

Her eidolon, Atallo appears to be a six foot long grey
snake with red rings. She usually carries him as he
cannot slither as fast as she can walk. She has
improved his hit points and his armor class twice.

Tarith, 20* Level Human Female Summoner S9
115 Wis 10 Dex 15 Con 16 Cha 18, hp 66, AL CN

7 powers - Large, Improved Damage, Bite, Improved
Armor Class (All Garzot), Extra Eidolon x2,
Spellcasting - Cleric (Zara). Tarith — Dark Vision

Garzot, Biped Form Eidolon. Size Large; HD 10+10;
hp 58; AC 0; Attack Claw 1-8/Claw 1-8/Bite 1-10,
Move 12"

Blib, Skylarker Form Eidolon. Size Small; HD 2; hp
10; AC 5; Attack: 1-4; (dagger) Move 9” Fly 15"

Zara, Humanoid Form Eidolon. Str 10 Int 13 Wis 16
Dex 16 Con 14 Cha 16; Size Medium, HD 1; hp 7;
Special: Cast clerical spells as 1% level cleric.

Tarith (Tara Smith) originally hails from a material
plane similar to late 20™ century Earth (only with
magic and completely different historical figures,
though vaguely the same events), where she was a
clerk in a used book store. One day a mysterious
man in black brought by a box of old books. One of
them happened to be a grimoire on demon
summoning. Formerly somewhat mousy, with brown
hair and eyes, Tarith is now a very daring dresser,
preferring revealing clothing. She is somewhat
impulsive and a bit selfish, though not evil. Her
inherent power was the ability to see in the dark,
causing her eyes to glow red.

Though a long series of adventures and
misadventures, she had ended up in a pure fantasy
world. It's taken some adjustment, but she has
managed to recreate many of her former modern
luxuries. She has grown somewhat fearful of her first
eidolon, Garzot, who has a very bad temper, so she
opted to go for additional eidolons to curtail his
further growth (which has not helped his anger
issues).



Notes:

This is a fairly strange class, a possibly unholy
mixture of a 2e class and a 3.75 class.

I tried using the 2e class in my game, but it proved
largely useless in combat, because spells took a long
time to cast, and it was too tied into an Arabian
setting, as it only dealt with genies, not all outsiders.

So I thought perhaps the 3.75 class would make
more sense, the summoner having a “pet” that
would fight for them.

It has been playtested at different levels over the
last six months, though mostly with one-shots. It's
best played by a resourceful player, as the
summoner can do a wide variety of things but not
reliably and not quickly.

Conversely, it can be a pain if if it's played by a
power gamer. But so can everything. However, as
much of the power of the Summoner comes from the
eidolon, the GM has a veto power over the class. By
and large the eidolon should be controlled by the
player, but it's not an automaton, so the GM should
step in if he feels the eidolon would do something
differently. In essence, the eidolon is like a
character's henchmen

Credits:

PC7 - Old School Rules Summoner is copyright
2016 by Jeremy Reaban

The cover pictures (original and alternate) are by
Gary Dupuis and used under license from Purple
Duck Games. I cropped out a couple of sigils on the
one with the bald guy.

Everything else is by me, though obviously derived
from the Summoner from another game and inspired
by the sha'ir from the second edition game.



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,

Declaration of Product Identity: royalty-free, non-exclusive license with the exact terms of this
A“ real names, com pa ny names License to Use, the Open Game Content.
’ I

5. Representation of Authority to Contribute: If You are

OGL:

Loeb, Erik Mona, Chris Pramas, Robert J.

Schwalb.

The Book of Hallowed Might. © 2002, Monte J. Cook.

Monte Cook’s Arcana Unearthed. © 2003, Monte J. Cook.

Path of the Magi. © 2002 Citizen Games/Troll Lord Games; Authors:
Mike McArtor, W. Jason Peck, Jeff Quick,

and Sean K Reynolds.

Skreyn’s Register: The Bonds of Magic. © 2002, Sean K Reynolds.

class a b|||ty and power descri ptlonS, contributing original material as Open Game Content, You represent Angel, Monadic Deva from the Tome of Horrors, Revised. © 2002,

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

and art

Declaration of Open Content:
The class tables and game
mechanics for the powers,
background descriptions, Sample
Characters

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

OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and is
Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All Rights

Reserved. 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

1. Definitions:

1. "Contributors" means the copyright and/or trademark
owners who have contributed Open Game Content;

2. "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;

3. "Distribute" means to reproduce, license, rent, lease, sell,
broadcast, publicly display, transmit or otherwise distribute;

4. "Open Game Content" means the game mechanic and
includes the methods, procedures, processes and routines to the
extent such content does not embody the Product Identity and is an
enhancement over the prior art and any additional content clearly
identified as Open Game Content by the Contributor, and means
any work covered by this License, including translations and
derivative works under copyright law, but specifically excludes
Product Identity.

5. "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,
excludes the Open Game Content;

6. "Trademark" means the logos, names, mark, sign, motto,
designs that are used by a Contributor to identify itself or its Inc
products or the associated products contributed to the Open Game
License by the Contributor

7."Use", "Used" or "Using" means to use, Distribute, copy,
edit, format, modify, translate and otherwise create Derivative
Material of Open Game Content.

8. "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 originally distributed under any version of this
License.

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

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

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

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.
and which specifically 15. COPYRIGHT NOTICE

System Reference Document Copyright 2000-2003, Wizards of

Rich Baker, Andy Collins, David Noonan, Rich Redman, Bruce R.
Cordell, John D. Rateliff, Thomas Reid, James Wyatt, based on
original material by E. Gary Gygax and Dave Arneson.

Pathfinder Roleplaying Game Core Rulebook. © 2010, Paizo
Publishing, LLC; Author: Jason Bulmahn, based on

material by Jonathan Tweet, Monte Cook, and Skip Williams.
Anger of Angels. © 2003, Sean K Reynolds.

Book of Fiends. © 2003, Green Ronin Publishing; Authors: Aaron

Open Game License v 1.0a Copyright 2000, Wizards of the Coast,

Necromancer Games, Inc.; Author: Scott Greene, based on original
material by E. Gary Gygax.

Angel, Movanic Deva from the Tome of Horrors, Revised. © 2002,
Necromancer Games, Inc.; Author: Scott Greene, based on original
material by E. Gary Gygax.

Brownie from the Tome of Horrors, Revised. © 2002, Necromancer

date, and the copyright holder’s name to the COPYRIGHT NOTICE of Games, Inc.; Author: Scott Greene, based on original material by E.

Gary Gygax.

Daemon, Ceustodaemon (Guardian Daemon) from the Tome of
Horrors, Revised. © 2002, Necromancer Games,

Inc.; Author: Scott Greene, based on original material by E. Gary
Gygax.

Daemon, Derghodaemon from the Tome of Horrors, Revised. ©
2002, Necromancer Games, Inc.; Author: Scott Greene, based on

Game Content except as expressly licensed in another, independent original material by E. Gary Gygax.

Daemon, Hydrodaemon from the Tome of Horrors, Revised. ©
2002, Necromancer Games, Inc.; Author: Scott Greene, based on
original material by E. Gary Gygax.

Daemon, Piscodaemon from the Tome of Horrors, Revised. © 2002,
Necromancer Games, Inc.; Author: Scott Greene, based on original
material by E. Gary Gygax.

Froghemoth from the Tome of Horrors. © 2002, Necromancer
Games, Inc.; Author: Scott Greene, based on original material by E.
Gary Gygax.

Ice Golem from the Tome of Horrors. © 2002, Necromancer Games,
Inc.; Author: Scott Greene.

authorized version of this License to copy, modify and distribute any Iron Cobra from the Tome of Horrors. © 2002, Necromancer Games,

Inc.; Author: Scott Greene, based on original material by Philip
Masters.

Marid from the Tome of Horrors Ill. © 2005, Necromancer Games,
Inc.; Author: Scott Greene.

Mihstu from the Tome of Horrors, Revised. © 2002, Necromancer
Games, Inc.; Author: Scott Greene, based on original material by E.
Gary Gygax.

Nabasu Demon from the Tome of Horrors. © 2002, Necromancer
Games, Inc.; Author: Scott Greene, based on original material by E.
Gary Gygax.

Necrophidius from the Tome of Horrors, Revised. © 2002,
Necromancer Games, Inc.; Author: Scott Greene, based on original

13. Termination: This License will terminate automatically if You failmaterial by Simon Tillbrook.

Sandman from the Tome of Horrors, Revised. © 2002, Necromancer
Games, Inc.; Author: Scott Greene, based on original material by
Roger Musson.

Scarecrow from the Tome of Horrors, Revised. © 2002,
Necromancer Games, Inc.; Author: Scott Greene, based on original
material by Roger Musson.

Shadow Demon from the Tome of Horrors. © 2002, Necromancer
Games, Inc.; Author: Scott Greene, based on original material by
Neville White.

Wood Golem from the Tome of Horrors. © 2002, Necromancer
Games, Inc.; Authors: Scott Greene and Patrick

Lawinger.

the Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, Pathfinder Roleplaying Game Ultimate Magic. © 2011, Paizo

Publishing, LLC; Authors: Jason Bulmahn, Tim Hitchcock, Colin
McComb, Rob McCreary, Jason Nelson, Stephen Radney-
MacFarland, Sean K Reynolds, Owen

K.C. Stephens, and Russ Taylor.

PC7 - Old School Rules Summoner, Copyright 2016 by Jeremy
Reaban

End of License



	The Summoner
	Summoner Spellcasting
	Eidolons
	Base Eidolon Forms:
	Inherent Eidolon Abilities:
	Eidolon Powers:

	Summoner Magic Items
	Example Summoners
	Notes:
	Credits:
	OGL:


