ER.

ROLEPLAYING GAME COMPATIBLE




32+2

CREPITS

Author: Owen K.C. Stephens
Editing: Rogue Genius Games
Cover Illustration: Alexandra Petruk
Project Management and Planning: Lj Stephens
Graphic Design and Layout: Lj Stephens
Bon Vivant and Planning: Stan!

Contents Copyright 2020 Rogue Genius Games
For more information about
Rogue Genius Games, follow us on Facebook:
www.Facebook.com/RogueGeniusGames
on Twitter: @Owen_Stephens
All logos are the trademark of Rogue Genius Games, all rights reserved

Product Code: RGG5220May18

Published Under the SRD, OGL, and d20 (v 3)
License ©2000, Wizards of the Coast, Inc.

Compatibility with the Pathfinder Roleplaying Game
requires the Pathfinder Roleplaying Game from Paizo
Publishing, Inc. See http://paizo.com/pathfinderRPG
for more information on the Pathfinder Roleplaying
Game. Paizo Publishing, Inc. does not guarantee
compatibility, and does not endorse this product.

Pathfinder is a registered trademark of Paizo
Publishing, Inc., and the Pathfinder Roleplaying
Game and the Pathfinder Roleplaying Game
Compatibility Logo are trademarks of Paizo
Publishing, Inc., and are used under the Pathfinder
Roleplaying Game Compatibility License. See
http://paizo.com/pathfinderRPG/compatibility for
more information on the compatibility license.

DESIGNATION OF PRODUCT IDENTITY:

The Rogue Genius Games (RGG) company name
and logo; the “52-in-52” and “Master Class:
Cantripothurge” names and logos; all artwork,
backgrounds, and logos; all trade dress, and graphic
design elements.

DECLARATION OF OPEN CONTENT:

All game mechanics, proper names of classes,
prestige classes, archetypes, feats, skills, spells,
magic items, monsters, rituals, artifacts AND OR
the names of abilities presented within this book are
Open Game Content as described in Section 1(d) of
the License.



IfasTER CLA8S: CANTRIPOTHURGE

You are drawn to understand the true nature
of cantrips. While many spellcasters dismiss
cantrips as “0O-level spells,” and claim they are
so minor that it takes little effort to ingrain them
deeply so they can be cast endlessly without loss
of energy, you believe cantrips are something very
much different than “minor spells.” To you, cantrips
are a different thing from spells altogether, instead
representing a form of eldritch power than can be
permanently gained by altering your connection to
the power of magic, as fundamental a change as if
you grew wings and learned to fly.

Thus while other spellcasters who study magic
pass over cantrips after learning a few—in favor of
studying more “powerful” spells, and even innate
spellcasters mediate on powers beyond the cantrips
they access early in their careers, you seek to master
cantrips alone, ignore other forms of spells as a
different, less-worthy form of magic or at abilities
you can turn into cantrips. As you come to deeply
understand the power and form of cantrips not only
do you find ways to expand their power, you begin
to manipulate cantrip energies with techniques
unimagined by other spellcasters.

RoLE

A cantripothurge is built for the marathon, rather
than the sprint. They provide steady, flexible magic
support without tiring or complaining about the
need to constantly take rests. While their magics
seem minor to some, cantripothurges maintain than
quantity has a quality all its own.

Alignment: A cantripothurge may be of any
alignment.

Hit Die: d8

Starting Wealth: 4d6 x 10 gp (average 100 gp.) In
addition, each character begins play with an outfit
worth 10 gp or less.

Class Skills: The cantripothurge’s class skills are
Appraise (Int), Bluff (Cha), Craft (int), Diplomacy
(Cha), Disguise (Cha), Fly (Dex), Handle Animal

(Cha), Heal (Wis), Knowledge (all skills, taken
individually)(Int), Linguistics (Int), Profession
(Wis), Ride (Dex), Sense Motive (Wis), Spellcraft
(Int), Survival (Wis), Use Magic Device (Cha).

Skill Ranks Per Level: 6 + Int modifier.

CLass FEATURES

The following are the class features of the
cantripothurge

UJEAPOI ANP ARNOR
PROFICIENCY

Cantripothurges are proficient with simple and
martial weapons. They are proficient in light and
medium armor.

CanTrip IIaSTERY

You can cast 0-level spells (“cantrips”) taken from
any spell list. These are treated as arcane or divine
spells, whichever is most beneficial to you at any
given moment. (You do not suffer arcane spell
failure, for example.) To learn or cast a cantrip, you
must have a Charisma score equal to at least 10.
The Difficulty Class for a saving throw against your
cantrips is 10 +halfyour class level + your Charisma
modifier. You begin playing knowing 4 cantrips of
your choice. You gain additional cantrips as you
gain cantripothurge levels, as indicated on Table
1: The Cantripothurge. The number of cantrips
you know is not affected your Charisma score (the
numbers on Table 1: The Cantripothurge are
fixed.)

At every new cantripothurge level, you can
choose to learn a new cantrip in place of one you
already know. In effect, you lose the old spell in
exchange for the new one. You may swap only a
single spell at any given level, and must choose
whether or not to swap the spell when you first gain
the level.

You need not prepare your cantrips in advance.
You can cast any cantrip you know at any time.

As you gain cantripothurge levels, your mastery
over cantrips allows you to increase their effectiveness.
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TABLE 1-1: THE CANTRIPOTHURGE

Base .
Level Attack RO el il Cantrips Special
Save Save Save
Bonus

1 +0 +0 +2 +2 4 Cantrip mastery

2 +1 +0 +3 +3 5 Incantation

3 +2 +1 +3 43 5 Eldritch sideboard

4 +3 +1 +4 +4 5 Bonus feat

5 3 +1 4 +4 6 Expand'ed cantrip,
tier 1

6 +4 +2 +5 +5 6 Incantation

7 5 I 5 45 6 Expanded cantrip,
tier 2

8 +6/+1 +2 +6 +6 7 Bonus feat

9 +6/+1 3 +6 +6 7 Expand'ed cantrip,
tier 3

10 +7/+2 +3 +7 +7 7 Incantation

1 1843 3 V7 47 3 Expandpd cantrip,
tier 4

12 +9/+4 +4 +8 +8 8 Bonus feat

13 +O/+4 4 8 +8 3 Expand.ed cantrip,
tier 5

14 +10/+5 +4 +9 +9 9 Incantation

15 HL1/46/+1 +5 +9 +9 9 Expanded cantrip,
tier 6

16 +12/+7/+2 +5 +10 +10 9 Bonus feat

17 1247142 +5 +10 +10 10 gt G,
tier 7

18 +13/+8/+3 +6 +11 +11 10 Incantation

19 +14/49/+4 6 +11 +1 10 Expanded cantrip,
tier 8

20 +1541045  +6 +12 +12 1 Benugicay

Your cantrips interact with other spells and effects as
if they had a spell level equal to 1/3 your character
level. Specific aspects of your cantrips also increase
in power, as noted below. Any ability that refers only
to “cantrips” includes any spells you gain as cantrips
through the expanded cantrip class feature. Any ability
that notes it applies to “true cantrips” only apply to
those that are normally 0-level spells.
* If the true cantrip does hit point damage, the
amount of damage is increased based on your
character level, as follows: 1%t 1d4; 2™ 1d6; 3"-

ultimate cantrip

4™ 1d8; 5™-6™ 1d10; 7™-8™ 2d6; 9™-11" 3d6;
12*-14™" 4d6; 15"-17™ 5d6; 18™-20" 6d6. You
can always choose to do the cantrip’s original
damage dice, or the dice listed for a lower level.

If the cantrip requires an attack roll, you
may add your Charisma bonus to the attack
roll rather than your Strength (for melee) or
Dexterity (for ranged) ability score bonus. You
may also use your Charisma bonus in place of
your Intelligence or Wisdom bonus for spell
calculations that use Int or Wis.
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* Ifa cantrip affects only creatures up to a certain
HD max, you increase that max by +1 HD for
every 2 class levels you possess.

* If the cantrip has a listed duration other than
permanent or instantaneous, that duration is
doubled at 3rd level, and increased by the same
amount (to x3 the duration, then x4, and so on)
every 2 levels thereafter to a maximum of x10
the original duration at 19" level. This does not
affect how often a spell with limited uses can
be used—if it has a duration of “1 minute of
until discharged” for example, at 3% level that
becomes “2 minutes or until discharged.”

* If the cantrip grants a numeric bonus (such
as “+1 resistance bonus”) to anything other
than ability scores or grants DR or resistance
(such as DR 1/cold iron”), that bonus or
value increased by +1 at 5" level, and every
5 levels thereafter to a maximum increase of
+4 at 20™ level.

o If the cantrip inflicts a bonus that is not part
of a defined condition (such as “-1 penalty to
attacks”) or grants DR or resistance (such as
DR 1/cold iron”), that bonus or value increased
by +1 at 5% level, and every 5 levels thereafter
to a maximum increase of +4 at 20" level.

o If the cantrip grants a numeric pool of
expendable resources (such as “+1 temporary
hit point™) that pool increased by +1 at 5" level,
and every 5 levels thereafter to a maximum
increase of +4 at 20" level.

« If the cantrip has a range of short, it increases
to medium at 7" level. If it has a range of short
or medium, it increases to long at 14 level.

o If the cantrip has a listed number of targets,
that doubles at 8" level, and triples at 16™ level.

Incanrarions

In your ongoing study of the eldritch power of
cantrips, you have discovered there are words,
gestures, and even thoughts you can combine with
the standard means of creating a cantrip that causes
the cantrip to act differently or grow in power.
Known as incantations, these are strong evidence
for your claim that cantrips and spells are inherently
different things.

You gain your first incantation at 2™ level,
and gain an additional incantation every 4 levels
thereafter to a maximum of five incantations at
18" level. You can use only a single incantation on
a single cantrip each round, unless you gain dual
incantation.

DvaL Incanrarion

You can use two incantations in the same round
(either two appropriate incantations on the same
cantrip or, if you can cast 2 or more cantrips in a
round, 1 incantation on 2 different cantrips).

ELpRITCH IncanTaTion

When you cast a cantrip that requires an attack roll
or forces a creature to make a saving throw to avoid
damage, you do +1d6 more damage than the listed
amount (if the cantrip targets a single creature) or
+1 damage per target or area (if the cantrip targets
multiple creatures or an area).

Far Incanrarien

When you cast a cantrip that has a range determined
by your level, you treat your level as +5 higher for
that calculation.

HeaLme Incanrarion

When you cast a cantrip on a willing, living creature,
and the cantrip does not require an attack roll or
force the target to make a saving throw, the target
can choose to heal 1 HP per level of the creature.
The creature’s natural healing from rest and sleep
over the next 24 hours is reduced by the amount if
healing it receives from this cantrip (to a minimum
of no further healing). Once a creature has benefited
from this incantation, it cannot benefit from it again
for 1 day.

IncanTation oF BoLTInG

You can have a cantrip that does damage, or that
does not affect targets that make a successful saving
throw against it, become a 30-foot-line (beginning
adjacent to you). If the cantrip normally does
damage, it does half as much damage and that
amount is halved again if the target succeeds at a
Reflex save. (No attack roll is required, even if the
cantrip normally has one). If the cantrip is one that
does not affect creatures that make a successful
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save, all targets in the line gain a +4 bonus to their
save against it.

You can select this incantation a second time,
increasing the line to 60 feet.

Incanrarion oF
APWENISHNENT

When you damage a creature with a cantrip, you
can push it 10 feet directly away from you.

Incanrarion oF BLasTING

You can have a cantrip that does damage, or that
does not affect targets that make a successful
saving throw against it, become a 15-foot-cone
(beginning adjacent to you). If the cantrip normally
does damage, it does half as much damage and that
amount is halved again if the target succeeds at a
Reflex save. (No attack roll is required, even if the
cantrip normally has one). If the cantrip is one that
does not affect creatures that make a successful
save, all targets in the cone gain a +4 bonus to their
save against it.

You can select this incantation a second time,
increasing the cone to 30 feet.

Incanration oF NiGHT

When you do damage to a single target with a
cantrip, you add your Charisma modifier to the total
damage it deals.

Lasgrme Incanrarion

When you cast a cantrip with a duration of
concentration, it lasts up to 1 minute without you
concentrating on it at all (though if you concentrate
on it and the stop, it ends if the duration has already
been 1 minute or more). When you cast a cantrip
that has a duration determined by your level, you
treat your level as +5 higher for that calculation.

IMeranacic Incanrarior

You have learned to apply metamagic variation to
cantrips. Select one metamagic feat you meet the
prerequisites for. You gain this as a bonus feat. You
also gain a metamagic pool, with a daily number of
metamagic points equal to your Charisma modifier.
You can apply metamagic feats you know (from
any source) to your cantrips by expending one
metamagic point per spell level slot required by the

metamagic feat when you cast it. You must spend a
minimum of one metamagic point per metamagic
feat you add to a specific casting, and you cannot
add more metamagic points to one casting than 1/3
your class level.

ReacH Incanrarion

When you cast an incantation with a range of
touch, you can instead cast it at a range of 25 feet
+5 feet/2level.

S8UBTLE IncanTaTIOn

When you cast a true cantrip you can do so without
using any verbal or somatic components, and
without the effect originating from you. Creatures
must succeed at a Perception check (DC of 10 +
your caster level + your Charisma bonus) to realize
you cast the cantrip.

ELBRITCH SIPEBOARP

You have studied hard to expand your total number
of cantrips known, and have found a way to
ritualistically imbue yourself with more options
each day. Select three true cantrips you do not know.
Once each day after meditating for 10 minutes, you
may select one of these cantrips to have access to
as if it were a cantrip known. This lasts until you
next regain your daily abilities. If you ever gain
one of the cantrips in your eldritch sideboard as a
cantrip known, you may select a new cantrip for the
eldritch sideboard.

Bonus FEAT

Your search to master an ancient and lost form of
magic causes you to explore and master a wide
range of knacks and esoteric techniques. At 4"
level you gain a bonus feat. This must be a general
feat or a feat with “amateur” in the title, or one
that as a prerequisite requires you to not have
levels in some specific class. You must meet this
feat’s prerequisites. You gain an additional bonus
feat at 8" level, and every 4 levels thereafter, to a
maximum of five bonus feats at 20* level.

Expanpep CanTrips

By 5 level, you have begun to master the art of
recreating other spells as cantrips, allowing you
to cast them at-will. You begin with a single tier
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1 expanded cantrip, and gain additional expanded
cantrips as you gain levels, as indicated on Table 1:
The Cantripothurge.

When casting an expanded cantrip, your caster level
is one third your cantripothurge level. For example,
if a 10" level cantripothurge gains magic missile as
an expanded cantrip, their caster level for it is 3™
(resulting in two missiles, each doing 1d4+1 damage).

While you can cast expanded cantrips at will, you
cannot have more than one of the same extended
cantrip active at a time. When you cast an extended
cantrip, and previous casting ends. For example,
if you already have an alarm spell active as an
extended cantrip, casting it again causing your
earlier alarm spell to end.

At 5" level you gain a tier 1 expanded cantrip. Select
a 1* level cleric, druid, psychic, witch, or wizard spell.
The spell cannot restore hit points, grant bonuses to
attack rolls, damage, saving throws, armor class,
ability scores or bonuses, grant DR or resistance, deal
damage, force creatures to make saving throws, be a
conjuration (summoning) spell, or refer to or modify
class features you do not possess. You gain the selected
spell as an expanded cantrip.

At 7" level, you gain a tier II cantrip. Selecta 1*
level cleric, druid, psychic, witch, or wizard spell.
The spell cannot restore hit points, be a conjuration
(summoning) spell, or refer to or modify class
features you do not possess. You gain the selected
spell as an expanded cantrip.

At 9" level you gain a tier 3 expanded cantrip.
This functions as a tier 1 expanded cantrip, except
you can select a 2™ level spell (subject to all the
restrictions of tier 1). Alternatively, you can select
two tier 1 cantrips.

At 11" level you gain a tier 4 expanded cantrip.
This functions as a tier 2 expanded cantrip, except
you can select a 2™ level spell (subject to all the
restrictions of tier 1). Alternatively, you can select
two cantrips taken from tiers 1, 2, or both.

At 13" level you gain a tier 5 expanded cantrip.
This functions as a tier 1 expanded cantrip, except
you can select a 3% level spell (subject to all the
restrictions of tier 1). Alternatively, you can select
two cantrips taken from tiers 1, 2, or both.

At 15" level you gain a tier 6 expanded cantrip.
This functions as a tier 2 expanded cantrip, except
you can select a 3™ level spell (subject to all the
restrictions of tier 1). Alternatively, you can select
two cantrips taken from tiers 1, 2, or both.

At 17" level you gain a tier 7 expanded cantrip.
This functions as a tier 1 expanded cantrip, except
you can select a 4™ level spell (subject to all the
restrictions of tier 1). Alternatively, you can select
two cantrips taken from tiers 1-3.

At 19" level you gain a tier 8 expanded cantrip.
This functions as a tier 2 expanded cantrip, except
you can select a 4™ level spell (subject to all the
restrictions of tier 1). Alternatively, you can select
two cantrips taken from tiers 1-3.

ULtimate CanTRIp

At 20" level, you expand your mastery of cantrips
to create your ultimate cantrip. Select a 5™ level
spell from any spell list. The spell selected cannot
have expensive material components, or have a
casting time greater than 1 round. You gain this 5
level spell as an expanded cantrip.

Canrrip List

A cantripothurge is not restricted to true cantrips
from any specific spell list — anything that is
normally a O-level spell is appropriate for the
cantripothurge. For purposes of GMs considering
what material from expanded sources to allow,
the following official cantrips were all considered
during the design of this class.

Cantrips: Acid splash, arcane mark, bleed, brand,
create water, dancing lights, daze, detect magic,
detect poison, detect psychic significance, disrupt
undead, flare ghost sound, grasp, grave words,
guidance, haunted fey aspect, jolt, know direction,
light, lullaby, mage hand, mending, message, oath
of anonymity, open/close, prestidigitation, purify
food and magic, ray of frost, read magic, resistance,
scrivener s chant, sift, sotto voice, spark, stabilize,
summon instrument, telekinetic projectile, touch of
fatigue, unwitting ally, vacuous vessel, vigor, virtue.
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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.

1. Definitions: (a)’Contributors” means the copyright and/or trademark owners who have
contributed Open Game Content; (b)’Derivative Material” means copyrighted material
including derivative works and translations (includi P ), potation,
modification, correction, addition, extension, upgrade, improvement, compilation, abridgment
or other form in which an existing work may be recast, transformed or adapted; (c) “Distribute”
means to reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or otherwise
distribute; (d)"Open Game Content” means the game mechanic and includes the methods,
procedures, processes and routines to the extent such content does not embody the Product
Identity and is an enhancement over the prior art and any additional content clearly identified as
Open Game Content by the Contributor, and means any work covered by this License, including
translations and derivative works under copyright law, but specifically excludes Product Identity.
(e) “Product Identity” means product and product line names, logos and identifying marks
including trade dress; artifacts; creatures characters; stories, storylines, plots, thematic elements,

into other

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.

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

11. Use of Contributor Credits: You may not market or advertise the Open Game Content using
the name of any Contributor unless You have written permission from the Contributor to do so.
12 Inability to Comply: If it is impossible for You to comply with any of the terms of this
License with respect to some or all of the Open Game Content due to statute, judicial order, or
governmental regulation then You may not Use any Open Game Material so affected.

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

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