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the spells a psychic character can cast resemble those

of her arcane and divine allies, albeit accessed in an

alternative way. Consequently, the spell lists for psychic

spellcasters largely consist of existing spells, and non-

psychic casters can also choose many of the spells in

Occult Adventures.

The rules for using psychic magic are detailed fully inChapter
4: Psychic Magic.

NAVIGATING THIS BOOK

Each chapter of this book contains rules arranged around

one particular theme, such as classes, archetypes, feats, or

spells. While most of the chapters are useful for GMs and

players alike, Chapter 6 in particular is of great use to
GMs

interested in running an occult game.

Chapter 1Occult Classes: Where are the heroes who

can save the world from the unknowable threats of the

occult? Right here in this chapter, which includes six new

occult classes! Not only are these classes a perfect fit fora
game steeped in the occult themes found throughout

this book, they also contain the same variety of themes,

concepts, and play styles that youve come to expect from

Pathfinder RPG base classes, allowing them to f lourish

in nearly any campaign, f rom a game of somber horror to

a lighthearted dungeon romp. The following is a quick

overview of some of the most interesting and iconic

features of each class.

Kineticist: Masters of the elements, kineticists wield a

strange and ill-controlled power as their bodies strain

to act as vessels for the roaring might of the Elemental

Planes. A kineticist can manipulate the elements both in

combat to destroy her foes and out of combat to aid herteam. By
straining her body past the limits of safety, she

can increase her ability beyond what she can ordinarily

achieve. If you want to play a mystical non-spellcaster

who can pay a great personal price to boost her abilities

in emergencies, you should consider playing a kineticist.

Medium: The Astral Plane is home to entities of

thought that are shaped and empowered by tales of

those who came before. The medium channels these

legendary spirits, idealized versions of the original

stories protagonists, and uses the spirits varied powers

to change his own so he can fill any role a party might

need. If you enjoy versatility and the ability to be exactlywhat
the group needs in a given situationas well as

roleplaying interactions with spirits and the drawbacks

of being influenced by themyou should consider

playing a medium.

Mesmerist: Master mentalists and consummate liars,

mesmerists use their eerie stares to weaken their foes

and contingent hypnotic tricks to prepare their allies

in advance for bad situations. The mesmerist fills the

support role of the bard, but instead of strengthening

and protecting his allies, he weakens and disables his

foes. If you enjoy playing a skillful character who can

support the party but are interested in shaking it up by

being more on the offensive, you should consider play ing

a mesmerist.

Occultist: Steeped in esoteric lore but still st rongly tied

to the physical world and its trappings, occultists accessmagic
through the power of their implements, which

may be magic items or even ordinar y objects with psychic

significance, such as a saints finger bone, a dagger used

in 99 ritual sacrifices, or a necklace belonging to the

occultist s mother. With resonant and focus powers from

his implements, plus psychic spells, a large set of skills,

object-reading powers, and powerful binding circles, the

occultist has something to add to almost any situation.

If you enjoy playing a well-rounded character whose

abilities revolve around a collection of unique items, you

should consider playing an occultist.

Psychic: Powerful and enigmatic, psychics are theprimary
spellcasters of the occult world, and the sole

practitioners of certain psychic spells of great power.

Each psychic approaches her magic through a chosen

discipline that grants her special abilities, and her

mastery of the art of phrenic amplification allows her to

alter and adjust her spells on the fly to suit her needs. If

you like playing spellcasting characters such as sorcerers

and also enjoy versatility and tinkering, you should

consider playing a psychic.

Spiritualist: When the dead are chained to the mortal

world by strong emotions, they inevitably descend toward

the Negative Energy Plane, warping and twisting into

undead. A spiritualist bonds with one of these spiritsbefore
that t ransformation is complete, providing a safe

haven for this phantom and gaining a powerful servant

in exchange. If you want a companion with the ability

to switch between a variety of forms and even meld into

your characters form to increase her options , you should

consider playing a spiritualist.

Chapter 2Archetypes: Bring the power of the occult

to all your favorite classes or customize the new occult

classes with dozens of archetypes. In addition, youll

find new alchemist discoveries, cavalier orders, sorcerer

bloodlines, and witch patrons. Will you play a psychic

detective or a battle host? A ghost rider or a tome eater?No
matter what kind of character you like to play, this

chapter has plenty of fun new options for you to explore.

Chapter 3Feats: This chapter contains dozens

of featssome supporting the new classes, others

available to any character looking to dip her toes into

the occult, and still others that tie into the new occult

rules in Chapter 5. From a teamwork feat allowing you

to combine two elemental blasts into a composite one to

a feat allowing you to open your mind to other peoples
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emotions at the cost of weakening your mental defenses,

these feats allow you to build all sorts of occult
characters.

Chapter 4Psychic Magic: This chapter introduces

psychic magic, a completely new type of magic thats

neither arcane nor divine, and that uses thought and

emotion components instead of verba l and somatic ones.

Of the panoply of new spells in this chapter, several arespells
that can be undercastwith this new type of tiered

spells, spellcasters who know them are also able to cast

all the weaker versions. Whether you use akashic form to

keep a copy of yourself that you can employ to escape

death, or create an enormous vessel to sail the Dimension

of Dreams with dream voyage, youll never be the same

again (especially if you cast major mind swap to switch

bodies forever) !

Chapter 5Occult Rules: This chapter contains a

variety of exciting new subsystems that are part and parcel

of an occult game but also f it easily into any game, either

on their own or taken all together.Skill Unlocks: Occult skill
unlocks build on the idea of

skill unlocks for the rogue from Pathfinder RPGPathfinder

Unchained, adding new and wondrous applications to

your favorite skills that are open to occult characters and

psychic sensitives alike. Use Linguistics for automatic

writing to foretell the future, Appraise for psychometry

to learn more about an objects past, Heal to perform

startl ing acts of faith healing, and much more.

Auras: Those attuned to the occult can learn much

about a creature, object, or place from its aura. While

magic and alignment auras have been in the game since

the start, this section details aura types such as emotion

and health, and adds new depth to the metaphysicalmeaning of
auras.

Chakras : By studying the esoteric lore of chakras, you

can learn a deeper application of ki and use kundalini

serpent-fire energy to awaken the chakras within you.

By successively opening your chakras, you become

increasingly powerful as battle continuesso long as you

can survive the strain!

PsychicDuels: Enter an inner dueling ground where the

only limits to what you can do are your own imagination.

When your foe calls forth a thought-form cobra, counter

it with a thought-form hydra. When she threatens you

with psychic vines, unleash a storm of inner fire. Suchbatt ling
is exhausting, and never undertaken lightly

for despite the unreality of the mindscape in which you

fight, the stakes of such a duel are life and death.

Psychic Possession: Possession and body-swapping spells

can be crucial to occult adventures, and this short section

provides you with everything you need to know to play a

body-snatching character with ease.

OccultRituals: Some of the deepest and darkest secrets

of the occult, these esoteric rituals are vanishingly rare

and challenging to perform, but provide fantastic power

to any character who can complete themeven those

not normally able to cast spells. A GM can choose from

the variety of sample rituals or design her own, but one

things for surewith occult rituals, youll never look at

spellcasting quite the same way.

Chapter 6Running an Occult Game : This chapteris your official
advisor on how to infuse your game with

mystery, secrets, and menace, and is full of useful tips

and lore on the esoteric mindset.

Elements, Themes, and Adventure Seeds : This section is

a perfect guide to running occult games for dabblers

and adepts alike. It begins with definitions of occult

elementsthe building blocks of a successful occult

gameinterweaves those elements into themes, and

fina lly draws from those themes to create a variety of
occult

adventure seeds ready for your next occult adventure.

Occult Locations: Occult locations often have myster ious

elements that can grant those who explore theminformation or
powerat a cost. While haunts have been

in the game since the Pathfinder RPG GameMastery Guide,

the new options in this section enhance the narrative

aspect of a haunts mechanics. Conversely, the new

loci spirits represent a benevolent option for lingering

spiritual energy. Ley lines crisscross the multiverse

and lend power to any spellcaster who finds the rare

spots where she can tap them. Mindscapes are mental

landscapes that open the door to fantastic and exciting

adventures in a creatures mind, or psychically created

worlds where the normal rules no longer apply.

Esoteric Planes: This ch apter explores the esoteric view

of the multiverse held by occult scholars. The occultview of the
mult iverse is full of mysteries, secrets , and

unusual parallelisms. Learn more about some of the

odd realms that are paramount in the esoteric view,

from the Dimension of Dreams to the Akashic Record

and beyond.

Chapter 7Occult Rewards: The only way to fight

against some of the harshest and most alien occult

threats is armed with objects of occult power. From

simple mundane gear that can amplify occult skill

unlocks to the mightiest artifacts, occult rewards are

strange and exceptional. In this chapter, youll f ind items

and esoterica from a variety of occult traditions, from
aluckyfour- leaf c love rto the mighty stannum crown. Youll

discover ways to travel to realms beyond imagining,

such as the bizarre f lying skif f or the enigmatic portal

network. Will you tempt fate by reaping the benef its of a

cursed monkeys paw or maniac hand, knowing they may

turn against you and those you love? As with all things

in the world of the occult, what seems too good to be

true probably is, and may come at a price you can only

begin to comprehend .
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Rivani floated sedately

above the viscous pool.Keep it busy, Erasmus.

Busy? Its plenty busy!

Erasmus struggled against the

creatures tentacles, watching

in horror as the flesh they

touched turned to clear ooze.

Busy digesting me!But the psychics gaze was

already far away. Erasmus

growled in frustration, then

closed his eyes and spoke to

the spirit inside him.

Alright, King. This is whatyouve been waiting for. Time

to come out and play.

Barbaric laughter rang inside

his head as his hand lashed

out of its own accord, starknife

slicing through alien flesh...
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Occult ClassesBeyond the worship of the divine and the studies
of arcane

scholars lies the mysterious terrain of the mind, accessed

through psychic magic. Classes that draw upon psychic

magic do so via innate mental abilities, whether theydirectly
cast spells, create elemental effects, or focus psychic

energy through objects. Members of these occult classes

find themselves drawn to the strange and the hidden; they

have connections to the timeless Astral Plane, the haunted

bleakness of the Ethereal Plane, and the history of the
Material

Plane chronicled as psychic impressions in places and
objects.

Psychic magic is a third type of magic that functions

differently from arcane and divine magic. The rules for

casting psychic spells appear on page 144 of Chapter 4:

Psychic Magic. The occult classes spell lists include many

new spells from Chapter 4, allowing them to fully express

their mental powers. These spells, like other new ruleselements
from this book, are marked with an asterisk (*).

CLASSES

The six new classes presented in this book all use psychic

magic. In most cases, this means they cast psychic spells.

The new classes are as follows.

Kineticist: With a connection to the elements, a

kineticist can bring forth energy in the form of kinetic

blasts. Instead of casting psychic spells, the kineticist
uses

unique psychic spell-like abilities called wild talents to

manipulate elemental energy and matter.

Medium : By contacting spirits in places of power, the

medium allows the personalities of legendary heroesto overcome
his own, vastly changing his abilities and

spells. He holds seances to benefit himself and his allies.

Mesmerist: A mesmerists piercing stare lets him

insinuate himself into other peoples minds. A master of

enchantment and illusion, the mesmerist controls and

influences the behavior of others.

Occultist: To make use of his powers, an occultist

channels psychic energy into a varied collection of

antiques and mementos with storied pasts. Every type of

implement allows him to use a different school of magic.

Psychic: With her incredibly potent mind, the psychic

can cast spells that are more powerful than those ofmembers of
any other occult class. She accesses these

spells through a specific discipline, and can bend and

amplify psychic spells as she casts them.

Spiritualist: Attuned to the spirits of the dead, a

spiritualist forms a bond with a phantoma returned

spirit that has unfinished business but did not become

undead. This spectral ally can alternate between forms,

emerging from the safety of the spiritualists mind to

take on an incorporeal form or an ectoplasmic body.

KineticistKineticists are living channels for elemental matter
and

energy, manipulating the world around them by drawing

upon inner reserves from their own bodies. Kineticists often

awaken to their kinetic abilities during a violent or
traumaticexperience, releasing their power involuntarily. As
kinetic

power is seldom inherited, kineticists are rarely able to
find

mentors to guide them, so they must delve into these
mysteries

on their own to learn to control their gifts.

Role: Kineticists generally use their powers to assail

their foes from range, but based on the way their talents

develop, they can channel their kinetic abilities for a
variety

of situations. Kineticists are usually quite different from

their families and fr iends, so they often strike out on
their

own or alongside others with extraordinary talents.

Alignment: Any.

Hit Die: d8.Starting Wealth: 1d6 10 gp (average 35 gp).

CLASS SKILLS

The kineticists class skills are Acrobatics (Dex), Craft
(Int),

Heal (Wis), Intimidate (Cha), Perception (Wis), Profession

(Wis), Stealth (Dex), and Use Magic Device (Cha).

Skill Ranks per Level: 4 + Int modifier.

CLASS FEATURES

The following are the class features of the kineticist.

Weapon and Armor Proficiency: Kineticists are proficient

with all simple weapons and light armor, but not shields.

Elemental Focus (Su): At 1st level, a kineticist chooses
oneprimary element on which to focus. This element determines

how she accesses the raw power of the Ethereal Plane, and

grants her access to specific wild talents (see below) and

additional class skills. She can select aether
(telekinesis),

air (aerokinesis), earth (geokinesis), fire (pyrokinesis),
or

water (hydrokinesis). She gains her selected elements basic

utility wild talent (basic telekinesis, basic aerokinesis,
basic

geokinesis, basic pyrokinesis, or basic hydrokinesis; see
page

23) as a bonus wild talent. See Elements on page 14 for the

specific abilities granted by each element.

Wild Talents: A kineticist can use wild talentsmagical

abilities similar to spells but drawn from the kineticistsinnate
psychic talent and usable at will. Wild talents are

typically spell-like abilities (though some are supernatural

abilities), and take a standard action to use unless
otherwise

noted. A wild talent always has the elemental descriptor or

descriptors (aether, air, earth, fire, or water) matching
its

Element entry. A wild talent that can be used with any of

several elements gains the appropriate elemental descriptor

when used with an element. For example, the wall wild talent

gains the earth descriptor when used by a geokineticist.
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Every wild talent has an effective spell level. A kineticist

can always select 1st-level wild talents, but she can select
a

wild talent of a higher level only if her kineticist level is
at

least double the wild talents effective spell level. Kinetic
blast

and defense wild talents are always considered to have an

effective spell level equal to 1/2 the kineticists class level
(to

a maximum effective spell level of 9th at kineticist level
18th).Unless otherwise noted, the DC for a saving throw against

a wild talent is equal to 10 + the wild talents effective
spell

level + the kineticists Constitution modifier. The
kineticist

uses her Constitution modifier on all concentration checks

for wild talents.

In addition to the wild talents she gains from her other

class features, at 2nd level and every 2 levels thereaf ter,

a kineticist selects a new utility wild talent from the list

of options available to her. A kineticist can select only

universal wild talents or those that match her element

(see Elemental Focus above). At 6th, 10th, and 16th

levels, a kineticist can replace one of her utilitywild talents
with another wild talent of the

same level or lower. She cant replace a wild

talent that she used to qualify for another of

her wild talents.

Burn (Ex): At 1st level, a kineticist can

overexert herself to channel more power

than normal, pushing past the limit of what

is safe for her body by accepting burn. Some

of her wild talents allow her to accept burn

in exchange for a greater effect, while others

require her to accept a certain amount of

burn to use that talent at all. For each point

of burn she accepts, a kineticist takes 1 pointof nonlethal
damage per character level. This

damage cant be healed by any means other than

getting a full nights rest, which removes all burn

and associated nonlethal damage. Nonlethal damage

from burn cant be reduced or redirected, and a kineticist

incapable of taking nonlethal damage cant accept burn. A

kineticist can accept only 1 point of burn per round. This
limit

rises to 2 points of burn at 6th level, and rises by 1
additional

point every 3 levels thereafter. A kineticist cant

choose to accept burn if it would put her

total number of points of burn higher than

3 + her Constitution modifier (though shecan be forced to accept
more burn from a

source outside her control). A kineticist who

has accepted burn never benefits from abilities

that allow her to ignore or alter the effects she

receives from nonlethal damage.

Kinetic Blast (Sp) : At 1st level, a

kineticist gains a kinetic blast wild talent

of her choice. This kinetic blast must be

a simple blast that matches her element.

As a standard action, the kineticist can unleash a kinetic

blast at a single target up to a range of 30 feet. She must
have

at least one hand free to aim the blast (or one prehensile

appendage, if she doesnt have hands). All damage from a

kinetic blast is treated as magic for the purpose of
bypassing

damage reduction. Kinetic blasts count as a type of weapon

for the purpose of feats such as Weapon Focus. The kineticistis
never considered to be wielding or gripping the kinetic

blast (regardless of effects from form infusions; see
Infusion

on page 12), and she cant use Vital Strike feats with
kinetic

blasts. Even the weakest kinetic blast involves a sizable mass
of

elemental matter or energy, so kinetic blasts always deal
full

damage to swarms of any size (though only area blasts deal
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extra damage to swarms). A readied kinetic blast can be used

to counterspell any spell of equal or lower level that
shares

its descriptor. A kinetic blast that deals energy damage of

any type (including force) has the corresponding descriptor.

The various kinetic blasts, as well as additional rules for

simple blasts, are described on pages 1516.Gather Power (Su): If
she has both hands free (or all of

her prehensile appendages free, for unusual kineticists), a

kineticist can gather energy or elemental matter as a move

action. Gathering power creates an extremely loud, visible

display in a 20-foot radius centered on the kineticist, as
the

energy or matter swirls around her. Gathering power in this

way allows the kineticist to reduce the total burn cost of a

blast wild talent she uses in the same round by 1 point. The

kineticist can instead gather power for 1 full round in
order

to reduce the total burn cost of a blast wild talent used on

her next turn by 2 points (to a minimum of 0 points). If she

does so, she can also gather power as a move action duringher
next turn to reduce the burn cost by a total of 3 points. If

the kineticist takes damage during or after gathering power

and before using the kinetic blast that releases it, she
must

succeed at a concentration check (DC = 10 + damage taken +

effective spell level of her kinetic blast) or lose the energy
in

a wild surge that forces her to accept a number of points of

burn equal to the number of points by which her gathered

power would have reduced the burn cost. This ability can

never reduce the burn cost of a wild talent below 0 points.

Infusion (Su): At 1st level, a kineticist gains an infusion

wild talent from the list of options available based on her

elemental focus. She gains additional infusions at 3rd, 5th,

9th, 11th, 13th, 17th, and 19th levels. By using infusions
along

with her kinetic blasts, a kineticist can alter her kinetic
blasts

to suit her needs. Infusions come in two types, each of
whichchanges a kinetic blast differently: a substance infusion
causes

an additional effect , while a form infusion causes the
kinetic

blast to manifest in a different way. Each infusion can
alter

only certain kinds of kinetic blasts, which are listed in
its

Associated Blasts entry. Each time the kineticist uses one
of

her kinetic blast wild talents, she can apply up to one
associated

form infusion and up to one associated substance infusion.

Some infusions change the action required to activate a
kinetic

blast or entirely transform the kinetic blasts normal
effects.

The burn cost listed in each infusions Burn entry is added

to the burn cost of the kinetic blast the infusion modifies.

The DC for a save against an infusion is based on theassociated
kinetic blasts effective spell level, not the level

of the infusion. The DCs for form infusions are calculated

using the kineticists Dexterity modifier instead of her

Constitution modifier. When a kineticist modifies a kinetic

blast with a form infusion and a substance infusion that
both

require saving throws, each target first attempts a saving

throw against the form infusion. If a target succeeds and a

successful save negates the infusions effects, the entire
kinetic

blast is negated; otherwise, the target then attempts a
saving

Table 11: Kineticist Base

Attack Fort Ref Will

Level Bonus Save Save Save Special

1st +0 +2 +2 +0 Burn, elemental focus, gather power, infusion,
kinetic blast

2nd +1 +3 +3 +0 Elemental defense, utility wild talent

3rd +2 +3 +3 +1 Elemental overflow +1, infusion

4th +3 +4 +4 +1 Utility wild talent

5th +3 +4 +4 +1 Infusion, infusion specialization 1, metakinesis
(empower)

6th +4 +5 +5 +2 Elemental overflow +2, internal buffer 1,
utility wild talent

7th +5 +5 +5 +2 Expanded element

8th +6/+1 +6 +6 +2 Infusion specialization 2, utility wild
talent

9th +6/+1 +6 +6 +3 Elemental overflow +3, infusion, metakinesis
(maximize)

10th +7/+2 +7 +7 +3 Util ity wild talent

11th +8/+3 +7 +7 +3 Infusion, infusion specialization 3,
internal buffer 2, supercharge

12th +9/+4 +8 +8 +4 Elemental overflow +4, utility wild
talent

13th +9/+4 +8 +8 +4 Infusion, metakinesis (quicken)

14th +10/+5 +9 +9 +4 Infusion specialization 4, utility wild
talent

15th +11/+6/+1 +9 +9 +5 Expanded element, elemental overflow
+516th +12/+7/+2 +10 +10 +5 Composite specialization, internal
buffer 3, utility wild talent

17th +12/+7/+2 +10 +10 +5 Infusion, infusion specialization 5,
metakinesis (twice)

18th +13/+8/+3 +11 +11 +6 Elemental overflow +6, util ity wild
talent

19th +14/+9/+4 +11 +11 +6 Infusion, metak inetic master

20th +15/+10/+5 +12 +12 +6 Infusion specialization 6,
omnikinesis, utility wild talent
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Supercharge (Su): At 11th level, when using gather power

as a move action, a kineticist can reduce the total burn
cost

of a single wild talent by 2 points instead of 1. When using

gather power for 1 full round, she can reduce the burn cost

of a single wild talent by 3 points instead of 2.

Composite Specialization(Su): At 16th level, a kineticist

becomes more adept at creating composite blasts . Shereduces the
burn cost of all composite blasts by 1 point.

This cant reduce the cost of a composite blast below 0
points.

Metakinetic Master (Su): At 19th level, a kineticist chooses

one type of metakinesis, such as empower or quicken. She

reduces the burn cost of that metakinesis by 1 point (to a

minimum of 0 points).

Omnikinesis (Su): At 20th level, a kineticist transcends

the distinction between the different elements and can

bend al l creation to her will . By accepting 1 point of
burn

(in addition to any burn requirement of the kinetic blast
she

chooses), she can use any blast wild talent she doesnt know.

By accepting 1 point of burn as a standard action, she canchange
any of her wild talents into any other wild talent of

the same category (such as simple blasts or defense) for 24

hours, ignoring any elemental requirements or restr ictions

(but not any other requirements or restrictions).

ELEMENTS

A kineticist can choose from among the following elements.

Infusion wild talents are marked with a dagger (); all other

wild talents listed below are utility wild ta lents.

AetherKineticists who focus on the element of aethera rare

substance formed when elemental energy affects theEthereal
Planeare called telekineticists. Telekineticists

use strands of aether to move objects with their minds.

Class Skills: A telekineticist adds Knowledge (engineering)

and Sleight of Hand to her list of class skil ls.

Wild Talents: 1stbasic telekinesis, kinetic cover,

kinetic healer, pushing infusion, telekinetic finesse; 2nd

bowling in fusion, telekinetic haul; 3rdfoe throw , force

hook, self telekinesis, telekinetic invisibility,
touchsight;

4thtelekinetic maneuvers; 5thaether puppet, force

barrier, self telekinesis (greater), touchsight (reactive);
6th

disintegrating infusion, suffocate; 7thspell deflection;

8thmany throw

, telekinetic def lection, telekinetic globe.

AirKineticists who focus on the element of air are called

aerokineticists. Aerokineticists often control air flow or

electricity, specializing in mobility and ranged combat.

Class Skills: An aerokineticist adds Fly and Knowledge

(nature) to her list of class skills.

Wild Talents: 1staerial adaptation, air cushion, air

shroud, airs leap, airs reach, basic aerokinesis, gusting

infusion, pushing infusion, thundering infusion, voice

of the wind; 3rdaerial evasion, celerity, engulfing winds,

magnetic infusion, torrent, windsight, wings of air;

4thcyclone; 5thair shroud (greater), chain, windsight

(greater); 6thsuffocate, wind manipulator; 7thcloud;

8thweather master.

EarthKineticists who focus on the element of earth are
called

geokineticists. Geokineticists manipulate the earth itself,

and they are masters of defensive techniques.

Class Skills: A geokineticist adds Climb and Knowledge

(dungeoneering) to her list of class skills.

Wild Talents: 1stbasic geokinesis, earth walk, kinetic

cover, pushing infusion; 2ndbowling infusion, earth

climb, entangling infusion; 3rdimpale, jagged f lesh,

magnetic infusion, rare-metal infusion, tremorsense;

4thenduring earth, shift earth; 5thearth glide, stone

sculptor, tremorsense (greater); 6thdeadly earth

; 7thfragmentation, shift earth (greater); 9thseismic
master.

FireKineticists who focus on the element of fire are called

pyrokineticists. Pyrokineticists wield elemental fire as a

potent weapon, and they possess a powerful offense.

Class Skills: A pyrokineticist adds Escape Artist and

Knowledge (nature) to her list of class skills.

Wild Talents: 1stbasic pyrokinesis, burning infusion,

cold adaptation, fan of f lames, fire sculptor, fires fury,
heat

adaptation; 2ndsearing f lame; 3rderuption, firesight,

flame jet, heat wave, smoke storm, torrent; 4thflash

infusion; 5thflame jet (greater), flame shield, trail off lames,
unraveling infusion; 6thbrilliant infusion; 7th

explosion, pure-flame infusion; 9thfrom the ashes.

WaterKineticists who focus on the element of water are
called

hydrokineticists. Hydrokineticists master the flow of water

or the numbing chill of cold, and they are known for their

versatility and f lowing forms, like the ever-changing
currents.

Class Skills: A hydrokineticist adds Knowledge (nature)

and Swim to her list of class skills.

Wild Talents: 1stbasic hydrokinesis, cold adaptation, heat

adaptation, icewalker, kinetic cover, kinetic healer,
pushinginfusion, quenching infusion, slick; 2ndentangling

infusion, veil of mists; 3rdcold snap, impale, torrent,

water manipulator, waterdancer; 4thice sculptor, spray,

watersense; 5thchilling infusion, shimmering mirage,

waterdancer (greater); 6thice path, suffocate; 7thcloud,

fragmentation; 9thtidal wave.

UniversalThe following wild talents are available to all
kineticists.
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Wild Talents: 1stdraining infusion, extended range,

kinetic blade, kinetic fist, skilled kineticist; 2ndskilled

kineticist (greater); 3rdelemental grip, extreme range,

flurry of blasts, kinetic whip, mobile blast, snake; 4th

expanded defense; 5thgrappling infusion, kinetic form,

spark of life, wall; 6thride the blast; 8threverse shift.

WILD TALENTS

Kineticists wild talents shape the expression of their
powers.

Kinetic BlastsKinetic blasts comprise simple and composite
blasts.

Simple BlastsA kineticist gains a simple blast from

her primary element at 1st levelsome

elements offer more than one option.

When a kineticist gains a new element

via the expanded element class feature, shegains a simple blast
from that element

as well. Each simple blast is either

a physical blast or an energy blast.

Physical blasts are ranged attacks

that deal an amount of damage

equal to 1d6+1 + the kineticists

Constitution modifier, increasing by

1d6+1 for every 2 kineticist levels

beyond 1st . Spell resistance

doesnt apply against physical

blasts. Energy blasts are ranged

touch attacks that deal an amount of damage equal

to 1d6 + 1/2 the kineticists Constitution modifier,increasing by
1d6 for every 2 kineticist levels beyond 1st.

AIR BLAST

Elementair; Type simple blast (Sp); Level; Burn0

Blast Type physical; Damagebludgeoning

You batter a single foe with a gust of air.

COLD BLAST

Elementwater; Type simple blast (Sp); Level; Burn0

Blast Type energy; Damagecold

You emit a beam of utter cold to freeze a single foe.

EARTH BLAST

Elementearth; Type simple blast (Sp); Level; Burn0

Blast Type physical; Damagebludgeoning, piercing, or
slashing

You shape earth into clumps or shards and send them flying at a
foe.

ELECTRIC BLAST

Elementair; Type simple blast (Sp); Level; Burn0

Blast Type energy; Damageelectricity

You shoot an arc of electricity to shock a single foe.

FIRE BLAST

Elementfire; Type simple blast (Sp); Level; Burn0

Blast Type energy; Damagefire

You unleash a gout of flickering fire to burn a single foe.

TELEKINETIC BLAST

Elementaether; Type simple blast (Sp); Level; Burn0

Blast Type physical; Damagebludgeoning, piercing, or
slashing

You throw a nearby unattended object at a single foe as a

ranged attack. The object must weigh no more than 5 pounds

per kineticist level you possess. If the attack hits, the target
and

the thrown object each take the blasts damage. Since the

object is enfolded in strands of aether, even if you use

this power on a magic weapon or other unusual

object, the attack doesnt use any of the magic

weapons bonuses or effects; it simply deals

your blast damage. Alternatively, you can

loosen the strands of aether in order to deal

damage to both the object and the target asthough you had thrown
the object yourself

(instead of dealing your normal blast damage).

You substitute your Constitution modifier for your

Strength modifier if throwing the object would

have added your Strength modifier on the

damage roll, and you dont take the 4 penalty

on the attack roll for throwing an object that

wasnt designed to be thrown. In this case, the

objects special effects apply (including effects

from its materials), and if the object is a weapon, you

must be proficient with it and able to wield it with one
hand;

otherwise, the item deals damage as a one-handed improvised

weapon for a creature of your size.

WATER BLAST

Elementwater; Type simple blast (Sp); Level; Burn0

Blast Type physical; Damagebludgeoning

You slam a single foe with a stream of water.

Composite BlastsComposite blasts combine elements to form a new
blast. When

a kineticist gains a new element through expanded element,

she gains access to all composite blasts for which she
qualifies.

Most composite blasts are either physical or energy blasts,

like simple blasts. Physical composite blasts deal an amountof
damage equal to 2d6+2 + the kineticists Constitution

modifier, increasing by 2d6+2 for every 2 kineticist levels

beyond 1st; energy composite blasts deal an amount of damage

equal to 2d6 + 1/2 the kineticists Constitution modifier,

increasing by 2d6 for every 2 kineticist levels beyond 1st.

AETHERIC BOOST

Elementaether; Typecomposite blast (Sp); Level; Burn2

Prerequisitestelekinetic blast, expanded element (any)
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Blast Typespecial; Damagesee text

You infuse a simple blast you know with aether, causing it to
deal

1 additional point of damage of the same type for each of
its

damage dice; it otherwise ac ts as the simple blast. At 15th
level, you

can also infuse a composite blast with aether. To infuse a
composite

blast in this way, you must accept 1 additional point of
burn.

BLIZZARD BLAST

Elementsair and water; Typecomposite blast (Sp); Level;

Burn2

Prerequisitesair blast, cold blast

Blast Type physical; Damagehalf piercing, half cold

You unleash a directed blizzard at a single target.

BLUE FLAME BLAST

Elementfire; Typecomposite blast (Sp); Level; Burn2

Prerequisitesprimary element (fire), expanded element (fire)

Blast Type energy; Damagefire

You unleash a concentrated blast of intense blue flame.

CHARGED WATER BLAST

Elementsair and water; Typecomposite blast (Sp); Level;

Burn2

Prerequisiteselectric blast, water blast

Blast Type physical; Damagehalf bludgeoning, half
electricity

You slam a single foe with a stream of electrically charged
water.

FORCE BLAST

Elementaether; Typecomposite blast (Sp); Level; Burn2

Prerequisitesprimary element (aether), expanded element
(aether)

Blast Type energy; Damageforce (see text)

You throw a burst of force at a foe. Force blast deals damageas
a simple energy blast instead of a composite energy blast.

ICE BLAST

Elementwater; Typecomposite blast (Sp); Level; Burn2

Prerequisitesprimary element (water), expanded element
(water)

Blast Type physical; Damagehalf piercing, half cold

You shoot a chilling icicle to stab a single foe.

MAGMA BLAST

Elementsearth and fire; Typecomposite blast (Sp); Level;

Burn2

Prerequisitesearth blast, fire blast

Blast Type physical; Damagehalf bludgeoning, half fire

You use your fire to superheat the ear th into a flow of
magma,

which you send against a single foe.

METAL BLAST

Elementearth; Typecomposite blast (Sp); Level; Burn2

Prerequisitesprimary element (earth), expanded element
(earth)

Blast Type physical; Damagebludgeoning, piercing, or
slashing

You shape metal into clumps, shards, or blades and send them
flying.

MUD BLAST

Elementsearth and water; Typecomposite blast (Sp); Level;

Burn2

Prerequisitesearth blast, water blast

Blast Type physical; Damagebludgeoning

You infuse your water into the earth to create a powerful ball
of

mud and slam a single foe.

PLASMA BLAST

Elements air and fire; Typecomposite blast (Sp); Level;
Burn2

Prerequisitesair blast, fire blast

Blast Type physical; Damagehalf bludgeoning, half fire

You launch a gust of air and then use your fire to superheat
the

gust into plasma just as it strikes a single foe.

SANDSTORM BLAST

Elementsair and earth; Typecomposite blast (Sp); Level;

Burn2

Prerequisitesair blast, earth blastBlast Type physical;
Damagepiercing and slashing

You use your air to churn up sand, firing a flensing gust at a
foe.

STEAM BLAST

Elementsfire and water; Typecomposite blast (Sp); Level;

Burn2

Prerequisitesfire blast, water blast

Blast Type physical; Damagehalf bludgeoning, half fire

You use your fire to superheat water into steam just as it
strikes.

THUNDERSTORM BLAST

Elementair; Typecomposite blast (Sp); Level; Burn2

Prerequisitesprimary element (air), expanded element (air)Blast
Type physical; Damagehalf bludgeoning, half electricity

You batter a single foe with a gust of air crack ling with
electricity.

Defense Wild TalentsA kineticist gains the defense wild talent
from her primary

element at 2nd level.

ENVELOPING WINDS

Elementair; Type defense (Su); Level; Burn0

You constantly surround yourself with a whirling torrent of
air,

crackling arcs of lightning, or both to protect yourself from
ranged

attacks. All ranged attacks made with physical weapons suffer
a

20% miss chance against you, except for attacks from massive

weapons such as a giants thrown boulder or a ballista. This
ability

has no effect on ray attacks. The miss chance increases by 5%
for

every 5 kineticist levels you possess beyond 2nd. By
accepting

1 point of burn, you can increase the miss chance by 5% until
the

next time your burn is removed. You can continue to accept
points

of burn to increase the miss chance further, up to a maximum
of

75%. Whenever you accept burn while using an air wild talent,
the

energy surging through you causes your enveloping winds to
also
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affect non-physical ranged attacks such as ray attacks for 1
round.

You can dismiss or restore this effect as an immediate
action.

FLESH OF STONE

Elementearth; Type defense (Su); Level; Burn0

Your skin hardens like stone, dampening the impact of most

attacks. You gain DR 1/adamantine. This DR increases by 1
for

every 2 kineticist levels you possess beyond 2nd. By
accepting

1 point of burn, you can increase the DR by 1 until the next
time

your burn is removed, to a maximum DR equal to your
kineticist

level. Whenever you accept burn while using an earth wild

talent, the energy surging through you causes your damage

reduction to change from DR/adamantine to DR/ for 1 round.

You can dismiss and restore this effect as an immediate
action.

FORCE WARD

Elementaether; Type defense (Su); Level; Burn0

You constantly surround yourself with a ward of force. You
gain

a number of temporary hit points equal to your kineticist
level.You always lose these temporary hit points first, even before
other

temporary hit points. If an attack deals less damage than
you

still have as temporary hit points from force ward, it still
reduces

those temporary hit points but otherwise counts as a miss for
the

purpose of abilities that trigger on a hit or a miss. These
temporary

hit points regenerate at a rate of 1 per minute. By accepting
1

point of burn as a standard action, you can increase the
maximum

number of temporary hit points provided by your force ward
by

half your kineticist level until the next time your burn is
removed.

If you use this ability multiple times, the increases stack. For
every

2 points of burn you accept in this way, your force wards rate
of

regeneration increases by 1 hit point per minute. Whenever
you

accept burn while using an aether wild talent, you siphon someof
the energy from the aether flowing through you and your

force ward recovers a number of temporary hit points equal
to

your character level, up to its current maximum. You can
dismiss

or restore your force ward as an immediate action, but doing
so

doesnt change the number of temporary hit points available,
and

the temporary hit points dont recover while this ability is
inactive.

SEARING FLESH

Elementfire; Type defense (Su); Level; Burn0

Your body becomes painfully hot. Whenever a creature hits
you

with a natural attack or an unarmed strike, that creature
takes

1 point of fire damage per 4 kineticist levels you possess
(minimum

1 point of fire damage). A creature in a grapple with you
takes

double this amount of damage at the end of each of its
turns.

Weapons that strike you also take this damage, though the
damage

is unlikely to penetrate the weapons hardness. By accepting 1
point

of burn, you can increase this damage by 1 point per 4
kineticist

levels you possess until the next time your burn is removed.
You

can increase the damage in this way up to seven times.

Whenever you accept burn while using a fire wild talent, the

surging flame causes your searing flesh to deal double its
current

amount of damage for 1 round (a creature in a grapple with
you

takes a total of four times as much damage as normal). You
can

dismiss or restore this effect as an immediate action.

SHROUD OF WATER

Elementwater; Type defense (Su); Level; Burn0

You surround yourself with a shroud of water, ice, or both
that

protects you from harm. The shroud can either cover your
body,

functioning as armor, or float around you and block attacks,

functioning as a shield. It grants either a +4 armor bonus to AC
or

a +2 shield bonus to AC, and you can change the type of bonus
as

a standard action. This bonus increases by 1 for every 4
kineticist

levels you possess beyond 2nd. By accepting 1 point of burn,

you can increase the bonus by 1 until the next time your burn
is

removed. You can increase the bonus multiple times in this
way,

but it cant be increased by more than 50% of its starting
value.

When you change the shroud to grant a shield bonus, any
bonus

in excess of this limit doesnt apply, but it remains if you
change

the shrouds bonus type again. Whenever you accept burn
whileusing a water wild talent, the water coalescing around you

allows your shroud to grant both the armor bonus and the
shield

bonus for 1 round. You can dismiss or restore this effect as
an

immediate action.

Infusion Wild TalentsInfusion wild talents change the way
kineticists use their

kinetic blasts.

BOWLING INFUSION

Elementaether or earth; Typesubstance infusion; Level2;
Burn2

Associated Blastsearth, magma, metal, mud, telekinetic

Saving ThrownoneYou bowl your foes over with the sheer mass of
your k inetic blast.

Attempt a trip combat maneuver check against each target
damaged

by your infused blast, using your Constitution modifier instead
of

your Strength modifier to determine your Combat Maneuver
Bonus.

BRILLIANT INFUSION

Elementfire; Typesubstance infusion; Level6; Burn4

Prerequisiteflash infusion

Associated Blastsblue flame, fire, plasma

Saving Thrownone

Your kinetic blast leaves an afterglow that banishes the
darkness.

Treat each square of the path of your ranged attack kinetic
blast,

the target square of your melee attack kinetic blast, or the
area

of your area of effect kinetic blast as the center of a
continual

flameeffect that lasts until the end of your next turn. This
effect

counts as a 6th-level spell with the light descriptor.

BURNING INFUSION

Elementfire; Typesubstance infusion; Level1; Burn1

Associated Blastsblue flame, fire, magma, plasma

Saving ThrowReflex negates
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Your kinetic blast ignites your foes. Whenever an infused
blast

hits a foe and penetrates its spell resistance, that foe catches
on

fire, regardless of whether it takes damage. A foe that
catches

fire takes 1d6 points of fire damage each round until the fire
is

extinguished. Against a creature on fire from this infusion,
any

fire kinetic blasts gain a +2 bonus on attack rolls, to DCs, and
on

caster level checks to overcome spell resistance.

CHAIN

Elementair; Typeform infusion; Level5; Burn3

Associated Blastselectric

Saving Thrownone

Your electric blast leaps from target to target. When you hit a
target

with your infused blast, you can attempt a ranged touch
attack

against an additional target that is within 30 feet of the
first. Each

additional attack originates from the previous target, which
could

alter cover and other conditions. Each additional target
takes

1d6 fewer points of damage than the last (for

example, 3d6 becomes 2d6), and you cantchain the blast back to a
previous target.

You can continue chaining your blasts until a

blast misses or fails to deal damage, or until

your blast is reduced to a single damage die.

CHILLING INFUSION

Elementwater; Typesubstance infusion;

Level5; Burn3

Associated Blastsblizzard, cold, ice

Saving ThrowFortitude negates

Your kinetic blast chills your foes to the bone,

making their movements sluggish. Whenever an

infused blast deals cold damage to a foe, that foe isstaggered
for 1 round.

CLOUD

Elementair or water; Typeform infusion; Level7; Burn4

Prerequisiteextended range

Associated Blastsblizzard, sandstorm, steam, thunderstorm

Saving Thrownone

You release your power in a diffuse cloud. You can center

this 20-foot-radius spread anywhere within 120 feet of you.

All creatures and objects within the cloud when you create
it

automatically take 1/4 the normal amount of damage from your

blast with no saving throw. Any time a creature enters the
cloud,

it takes half the normal amount of damage from your blast,
as

do creatures that end their turns in the cloud. Your cloud
obscures

vision as obscuring mist. It lasts for a number of rounds equal
to

your Constitution modifier or until you use the cloud infusion
again.

CYCLONE

Elementair; Typeform infusion; Level4; Burn3

Associated Blastsair, blizzard, sandstorm, thunderstorm

Saving ThrowReflex half

You create a circular rush of wind. All creatures and objects
within a

20-foot-radius burst centered on you take half your blasts
normal

amount of damage. The saving throw DC is Dexterity-based.

DEADLY EARTH

Elementearth; Typeform infusion; Level6; Burn4

Prerequisiteextended range

Associated Blastsearth, magma, metal, mud

Saving Thrownone

You infuse the ground in a 20-foot radius anywhere within 120
feet

of you on an earthen surface (if you are using a metal blast,
this

infusion affects a metal surface instead). The ground roils
and

buckles beneath the affected area. All creatures and objects

in contact with the ground within the area when you create
it

automatically take 1/4 of the normal damage from your blast
with

no saving throw. Any time a creature enters the area, it takes
half

the normal damage from your blast, as do creatures that end

their turns in the area. The entire area counts

as difficult terrain. This infusion lasts for anumber of rounds
equal to your Constitution

modifier or until you use it again.

DISINTEGRATING INFUSION

Elementaether; Typesubstance infusion;

Level6; Burn4

Associated Blastsforce

Saving ThrowFortitude partial; see text

You can use force to rip your targets apart. Against

creatures, your kinetic blast deals double its normal

amount of damage, but targets receive a saving throw

to reduce the damage to half the blasts normal amount

of damage (for a total of 1/4 of the blasts increaseddamage).
Any creature reduced to 0 or fewer hit points by the

blast is disintegrated, as the spell disintegrate. You can use
the

infused blast to destroy force effects or objects as
disintegrate,

but for each force effect or 10-foot cube of nonliving matter
you

destroy in this way, you must accept 1 point of burn, which cant
be

reduced by effects such as infusion specialization or gather
power.

DRAINING INFUSION

Elementuniversal; Typesubstance infusion; Level1; Burn1

Associated Blastsany simple

Saving ThrowFortitude partial; see text

You can drain elemental energy and matter from your foes to

strengthen your next attack. When you use this infusion,
your

kinetic blast affects only creatures with a subtype matching
your

kinetic blasts element (for instance, a fire blast would
damage

only creatures of the fire subtype). Against such creatures,
your

blast targets touch AC (if it requires an attack roll) and
always

allows spell resistance. Because you are draining energy from
the

target, your blast doesnt apply your elemental overflow
bonuses

or Constitution modifier. The target can attempt a Fortitude
save to

take 1/4 the normal amount of damage. Draining infusion
ignores
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QUENCHING INFUSION

Elementwater; Typesubstance infusion; Level1; Burn1

Associated Blastscharged water, water

Saving Thrownone

Your blast puts out nonmagical fires as if they had been
touched

by a water elemental. If you increase the burn cost to 2 or

reduce the damage to 0, it also dispels magical fires as if
you

were a water elemental with a number of Hit Dice equal to
your

kineticist level.

RARE-METAL INFUSION

Elementearth; Typesubstance infusion; Level3; Burn2

Associated Blastsmetal

Saving Thrownone

You can control the properties of metal, allowing your metal

blast to bypass damage reduction as if it were adamantine,
cold

iron, or silver (your choice). If your target has an unusual
type of

damage reduction that could be overcome with the correct
type

of metal (such as DR/gold), you can also select that metal for
thispurpose. The metal you create with this infusion crumbles
away

shortly thereafter and has no gp value.

SNAKE

Elementuniversal; Typeform infusion; Level3; Burn2

Prerequisiteextended range

Associated Blastsany

Saving Thrownone

You have fine control over your kinetic blast, allowing you to
alter

its path to avoid obstacles. You can trace out any path no
more

than 120 feet long for your blast, potentially allowing you to
avoid

cover (even total cover). You can choose a path that leads
into

squares you cannot see.

SPRAY

Elementwater; Typeform infusion; Level4; Burn3

Associated Blastscharged water, water

Saving ThrowReflex half

You diffuse your kinetic blast to spray out wildly. All
creatures

and objects in a 30-foot cone take half your normal amount
of

blast damage. The saving throw DC is Dexterity-based.

THUNDERING INFUSION

Elementair; Typesubstance infusion; Level1; Burn1

Associated Blastselectric, thunderstorm

Saving ThrowFortitude negates

Your lightning brings with it a peal of thunder. Whenever
your

infused blast hits a foe and penetrates spell resistance, that
foe

becomes deafened, even if the blast doesnt deal damage.

TORRENT

Elementair, fire, or water; Typeform infusion; Level3; Burn2

Associated Blastsair, blizzard, blue flame, charged water,
fire,

magma, mud, plasma, sandstorm, steam, thunderstorm, water

Saving ThrowReflex half

A torrent of energy buffets or burns all foes in a 30-foot
line,

dealing half your normal amount of blast damage (or full
damage

for energy blasts). The saving throw DC is Dexterity-based.

UNRAVELING INFUSION

Elementfire; Typesubstance infusion; Level5; Burn3

Associated Blastsblue flame, fire

Saving Thrownone

Your kinetic blast burns so hot that it melts away your foes
magical

effects. Whenever your infused blast hits a foe and
penetrates

its spell resistance, you can attempt a caster level check as
if

using a targeted dispel magicbefore determining whether the

foe takes damage from the blast. You can choose to reduce
the

blasts damage by half to increase your bonus on the caster
level

check by 2. If you dont choose a specific spell effect to
attempt

to dispel, you automatically attempt to dispel effects that
would

protect the target from fire damage before other spells.

WALL

Elementuniversal; Typeform infusion; Level5; Burn3

Associated Blastsany

Saving Thrownone

You create a wall of churning elements, flensing debris, or
roiling

energy. The wall appears within 30 feet and can be either up to
10

feet high and up to 120 feet long or up to 20 feet high and up
to

60 feet long. All creatures and objects in one of the walls
squares

when you create it take 1/4 the normal damage from your blast
with

no saving throw (or half the normal damage for an energy
blast).

Anytime a creature crosses the wall, it takes half the normal
damage

from your blast (or full damage for an energy blast). The wall
is not

completely solid, but it does provide cover against attack s
from theother side of the wall. The wall lasts for a number of
rounds equal

to your Constitution modifier or until you use a wall infusion
again.

Utility Wild TalentsA kineticist can select one of the following
wild talents at

each even level, provided she meets the prerequisites.

AERIAL ADAPTATION

Elementair; Typeutility (Sp); Level1; Burn0

You are immune to altitude sickness, and gain an amount of

electricity resistance equal to twice your current amount of
burn.

AERIAL EVASION

Elementair; Typeutility (Su); Level3; Burn1

Prerequisiteenveloping winds

You use wind to buffet yourself away from area attacks. Until
the

next time your burn is removed, you gain evasion, as the
rogue

class feature.

AETHER PUPPET

Elementaether; Typeutility (Sp); Level5; Burn0
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You use strands of aether to animate an object. You can
animate

a Medium or smaller object as an animated object (Pathfinder

RPG Bestiary 14) with no Construction Point abilities (except
for

stone or metal [common], if the object is constructed of one
of

those materials). Each round on your turn, you must take a
move

action to guide the object, or it reverts to its inanimate
state.

By accepting 1 point of burn, you can pour a bit of your own

sentience into the aether puppet, allowing the effect to persis
t

for 1 round per kineticist level without requiring
additional

actions. At 12th level, you can animate a Large or smaller
object,

which gains all the abilities of the Medium animated object
plus

the additional attack ability. At 14th level, you can animate
a

Huge or smaller object, which gains all the abilities of the
Large

animated objec t. At 16th level, you can animate a Gargantuan
or

smaller object, which gains all the abilities of the Huge
animated

object, as well as the metal (mithral) abi lity if the object is
made

of mithral. At 18th level, you can animate a Colossal or
smaller

object, which gains all the abilities of the Gargantuan
animated

object, plus the metal (adamantine) ability if the object is
madeof adamantine.

AIR CUSHION

Elementair; Typeutility (Sp); Level1; Burn0

You cushion a fall from any height. You are constantly under
the

effects of feather fall, and you count as one size category
larger

for the purpose of determining how you are affected by wind.

AIR SHROUD

Elementair; Typeutility (Sp); Level1; Burn0

You are always surrounded by air, as air bubbleUC. As a
standard

action, you can accept 1 point of burn to extend the effect to
a

number of additional creatures equal to your Constitution
modifierfor 1 minute per kineticist level you possess.

AIR SHROUD, GREATER

Elementair; Typeutility (Sp); Level5; Burn0

Prerequisiteair shroud

Your air shroud improves, granting you the benefits of life

bubbleAPG. When you accept burn to grant the benefit to
others,

the benefit lasts until the next time your burn is removed.

AIRS LEAP

Elementair; Typeutility (Su); Level1; Burn0

You are always considered to have a running star t when
jumping,

you add your kineticist level as a bonus on all Acrobatics
checks

to jump, you jump twice as far or high as the results of your
check

indicate, and you can accept 1 point of burn when jumping to

double the distance you jump again (to a total of four times as
far).

AIRS REACH

Elementair; Typeutility (Su); Level1; Burn

When using air blasts, air wild talents, or composite blasts
that

include air, double the blasts effective range. This effect
applies

after altering the range due to effect s such as the extended
range

infusion. This doubles only the blasts effective range, not the
area

of effect for infusions like cloud and cyclone.

BASIC AEROKINESIS

Elementair; Typeutility (Sp); Level1; Burn0

You can create a light breeze that blows against a creature
or

object from a direction of your choice that follows the
target

wherever it goes. The breeze grants the subject a +2 bonus
on

saves against very hot conditions, severe heat, breath
weapons,

and cloud vapors and gases (such as cloudkill, stinking
cloud,

and inhaled poisons). This wild talent doesnt function
without

air or while underwater. You can have only one such breeze

active at any one time.

You can also use your aerokinesis to make it harder to
detect

you or others by scent. You can designate a number of
creatures

or objects equal to your Constitution bonus. These creatures

and objects always count as being downwind for the purpose

of determining the distance at which they can be detected
byscent. This effect lasts for 1 hour or until you use basic
aerokinesis

again, whichever comes first.

BASIC GEOKINESIS

Elementearth; Typeutility (Sp); Level1; Burn0

You can move up to 5 pounds per kineticist level of rocks,
loose

earth, sand, clay, and other similar materials up to 15 feet as
a

move action. You can search earthen and stone areas from a

distance as if using thesiftAPGcantrip.

BASIC HYDROKINESIS

Elementwater; Typeutility (Sp); Level1; Burn0

You can create wateras the cantrip create water, purify water
asif usingpurify food and drink, and dry wet creatures and
objects

as if usingprestidigitation. While you cannot lift water into
the

air using this ability, you can create mild currents in a body
of

water by concentrating. These currents are strong enough to

run a water mill as if the mill were being turned manually by
a

creature with a Strength score equal to your Constitution
score.

BASIC PYROKINESIS

Elementfire; Typeutility (Sp); Level1; Burn0

You can use your inner flame to reproduce the effects of a
flare,

light, orsparkAPGcantrip, except that the light you create with
light

produces heat like a normal flame; using any of the three
abilities

ends any previous lighteffect from this wild talent.

BASIC TELEKINESIS

Elementaether; Typeutility (Sp); Level1; Burn0

This ability is similar to mage hand,except you can move an

object that weighs up to 5 pounds per 2 kineticist levels
you

possess (minimum 5 pounds), and you can move magical

objects. Additionally, you can create a container of
entwined

strands of aether in order to hold liquids or piles of small
objects
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of the same weight. You can dip the container to pick up or
drop

a liquid as a move action. If you possess the extended range

wild talent, you can increase the range of basic telekinesis
to

medium range and increase the rate of movement to 30 feet

per round, and if you possess the extreme range wild talent,

you can increase the range of basic telekinesis to long range
and

increase the rate of movement to 60 feet per round. You can
also

use your basic telekinesis to duplicate the effects of the
open/

close cantrip.

CELERITY

Elementair; Typeutility (Sp); Level3; Burn0

You can galvanize the flow of electricity within

your allies to enhance their speed. This acts

as haste except it lasts for 1 round. You can

accept 1 point of burn to increase the

duration to 1 round per kineticist level

you possess.

COLD ADAPTATION

Elementfire or water; Type

utility (Sp); Level1; Burn0

You are constantly protected by endure

elements against cold temperatures only.

You gain cold resistance equal to twice your

current amount of burn.

COLD SNAP

Elementwater; Typeutility (Sp); Level3; Burn1

Prerequisitescold adaptation, shroud of water

You chill your shroud of water and send the cold around you,

creating an aura of numbing cold around yourself. Until the
nexttime your burn is removed, you can begin or end the cold
aura

at will as a swift action. The temperature in the area 30
feet

around you lowers by 5 F per kineticist level you possess,

to a minimum modified temperature of 10 F. If this brings

the temperature in the area below 40 F, all creatures within

5 feet of you take a 4 penalt y to Dexterity. You are immune
to

these effects, as are creatures that are immune to cold or
that

benefit from effects that protect against temperature, such
as

endure elements.

EARTH CLIMB

Elementearth; Typeutility (Su); Level2; Burn0

You use your connection to earth to meld slightly into stone
and

earthen surfaces, granting you a climb speed equal to your
base

land speed when climbing such surfaces.

EARTH GLIDE

Elementearth; Typeutility (Su); Level5; Burn0

Prerequisiteearth climb

You can glide through earth, as an earth elementals earth
glide

ability, with a burrow speed equal to your base land speed.

EARTH WALK

Elementearth; Typeutility (Su); Level1; Burn

Because you meld very slightly into the earth, when you are

standing on an earthen surface, you ignore difficult terrain
caused

by rocks, earth, or mud, and while on such sur faces you add
your

elemental overflow bonus to your CMD against being moved or

tripped and on Acrobatics checks to balance.

ELEMENTAL GRIP

Elementuniversal; Typeutility (Sp); Level3; Burn0

Saving ThrowWill negates; SpellResistanceyes

You use your element to halt a creature associated

with your element, as hold monster except it requires

concentration to maintain, and it works only on

creatures with a subtype matching one of your

elements (for example, a pyrokineticist could

use it on creatures of the fire subtype). At

any time, you can accept 1 point of burn to

remove the need to concentrate.

ENDURING EARTH

Elementearth; Typeutility (Su); Level4;

Burn

When using earth blasts, earth wild talents,

or composite blasts that include earth, double

the duration if its longer than 1 round.

ENGULFING WINDS

Elementair; Typeutility (Sp); Level3; Burn0

Prerequisiteenveloping winds

You bend your winds into a formidable barrier. Until the start
of

your next turn, you lose the benefits of enveloping winds, but
cancreate a wind wall as the spell. You can extend the wall s
duration

to 1 round per kineticist level by accepting 1 point of
burn.

EXPANDED DEFENSE

Elementuniversal; Typeutility (Su); Level4; Burn

Choose an element you selected with expanded element. You

gain that elements defense wild talent. You can take this
wild

talent multiple times, choosing a different element each
time.

FIRE SCULPTOR

Elementfire; Typeutility (Sp); Level1; Burn0

You can sculpt shapes out of flame or alter a fires spread. As
a

standard action, you can move one 5-foot square of an ongoing
fire

per kineticist level you possess to any square contiguous to
that

fire. For instance, a 4th-level kineticist could move 4
contiguous

squares from the center of a 20-foot-by-20-foot fire to the
fires

edge in order to create a safe path to escape. The fire
continues

to spread normally after you sculpt it.

FIRES FURY

Elementfire; Typeutility (Su); Level1; Burn
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When using fire blasts or composite blasts that include fire,
add

your elemental overflow bonus to the damage dealt. If the
kinetic

blast normally adds double your elemental overflow bonus to

damage, these effects stack.

FIRESIGHT

Elementfire; Typeutility (Su); Level3; Burn

You can see through flames and smoke as if they were
transparent.

Creatures that are on fire or have the fire subtype never
benefit

from concealment or total concealment against you.

FLAME JET

Elementfire; Typeutility (Sp); Level3; Burn0

You shoot a burst of flame behind you as a standard action,

propelling you up to 60 feet in a straight line, including into
the

air; any movement upward costs double. If you end your turn

mid-air, you fall on your next turn unless you use flame jet
again.

FLAME JET, GREATERElementfire; Typeutility (Sp); Level5;
Burn0

Prerequisiteflame jet

You can use flame jet as a move action and can emanate a
mild

jet of flame, allowing you to hover without spending an
action.

FLAME SHIELD

Elementfire; Typeutility (Sp); Level5; Burn1

Prerequisitesearing flesh

Flickering flames surround you until the next time your burn
is

removed. While your searing flesh infusion is active, any
creature

that strikes you with a melee attack takes an amount of fire

damage equal to 1/2 your kineticist level unless it is using a
reach

weapon. If the creature also takes damage from your
searingflesh, it applies fire resistance only once against the
total damage

from both effects. You also gain the protection from cold of
a

warm fire shield. An attack that would deal an amount of
cold

damage equal to at least double your kinetic ist level (before
you

applied the protection) freezes away your flame shield after
you

apply its protection, ending the flame shield early.

FORCE BARRIER

Elementaether; Typeutility (Sp); Level5; Burn0

Prerequisiteforce ward

You create an immobile sphere or hemisphere of force around

your square or squares. The force barrier functions as a
wall

of force in all other ways. Activating this ability is a
standard

action, and the barrier lasts until the beginning of your
next

turn. Each round, just before the barrier would disappear,
you

can extend its duration by accepting 1 point of burn. If an
attack

manages to destroy the force barrier, you immediately take 1

point of burn.

FROM THE ASHES

Elementfire; Typeutility (Sp); Level9; Burn2

When you are about to fall unconscious or die from hit point

damage, as an immediate action you can burst into flames
that

leave behind only ash, which cannot be appreciably af fected
by

most attacks or effects, though a disintegrate spell or
similar

magic can annihilate it. At the start of your next turn,
unless

the ash has be en completely destroyed, you arise in the
square

where the most ash is located, having taken the damage from

the triggering effect but having also healed 5 points of
damage

per kineticist level you possess.

HEAT ADAPTATION

Elementfire or water; Typeutility (Sp); Level1; Burn0

You are constantly protected by endure elements against hot

temperatures only. You gain an amount of fire resistance
equal

to twice your current amount of burn.

HEAT WAVE

Elementfire; Typeutility (Sp); Level3; Burn1

Prerequisitesheat adaptation, searing fleshYou create an aura of
shimmering heat that distorts the area

around you. Until the next time your burn is removed, you
can

begin or end the heat aura as a swift action. The
temperature

in the area 30 feet around you rises by 5 F per kineticist
level

you possess, to a maximum modified temperature of 120 F. If

this brings the temperature to at least 90 F, all attacks
made

by creatures within 5 feet of you suffer a 20% miss chance
due

to concealment. You are immune to these effects, as are
those

immune to fire or benefiting from endure elements.

ICE PATH

Elementwater; Typeutility (Su); Level6; Burn0

PrerequisiteicewalkerYou freeze water vapor in the air, allowing
you to travel above the

ground as air walkby walking along the ice, and leaving a
path

of ice behind you that lasts for 1 round before it melts.

ICE SCULPTOR

Elementwater; Typeutility (Sp); Level4; Burn0

You can sculpt ice and snow into new shapes, as the
spellstone

shapebut affecting ice and snow instead of stone.

ICEWALKER

Elementwater; Typeutility (Su); Level1; Burn

You can move across wet and icy surfaces without needing to

attempt Acrobatics checks due to slipperiness, including
across

areas under the effects of the slick w ild talent. Additionally,
you

are immune to seasickness.

JAGGED FLESH

Elementearth; Typeutility (Sp); Level3; Burn1

Prerequisiteflesh of stone

You painfully push forth jagged chunks of rock from your
flesh.

Until the next time your burn is removed, while your flesh
of
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stone is active, any creature that strikes you with an
unarmed

strike or natural weapon or that grapples you takes 1d6
points

of piercing damage. Weapons that strike you also take this

damage, though the damage is unlikely to penetrate the

weapons hardness.

KINETIC COVER

Elementaether, earth, or water; Typeutility (Sp); Level1;
Burn0

You call up elemental matter to defend yourself and your
allies

from attacks. As a standard action, you can select one face of
a

square within 30 feet of you and move elemental matter to
block

that face, providing total cover from that direction. The face
you

select must be suppor ted by the ground, and the kinetic
cover

cannot support more than 5 pounds of weight. Water, ice, and

telekinetic force are translucent, but earth, metal, mud, and
the

like are opaque and block line of sight. A creature who
strikes

the cover can easily destroy it. Regardless of its composition,
the

cover has hardness 0, AC 5, and 2 hit po ints per kineticist
level

you possess. You can have a number of kinetic covers in
existenceequal to your Constitution modifier + 1/2 your kineticist
level.

KINETIC FORM

Elementuniversal; Typeutility (Sp); Level5; Burn1

You are able to suspend your body in a large mass of
elemental

matter. Until the next time your burn is removed, you can
change

your size to Large or shift back to your original size as a
standard

action. This doesnt change your ability scores in any way.
At

16th level, you can accept 1 additional point of burn to
instead

change your size to Huge. You cannot use kinetic form to
decrease

your size.

KINETIC HEALERElementaether or water;Typeutility (Sp); Level1;
Burn1; see text

Saving Thrownone; Spell Resistanceyes

With a touch, you can heal a willing living creature of an
amount

of damage equal to your kinetic blasts damage. Instead of

paying the burn cost yourself, you can cause the recipient
to

take 1 point of burn. If you do so, the recipient takes 1 point
of

nonlethal damage per Hit Die he possesses, as usual for
burn;

this damage cant be healed by any means until the recipient

takes a full nights rest.

REVERSE SHIFT

Elementuniversal; Typeutility (Sp); Level8; Burn0

You reverse the flow of your connection to the planes,
sending

your body into the Ethereal Plane as ethereal jaunt. As long
as

you concentrate on reverse shift, you remain on the Ethereal

Plane; after a number of consecutive rounds spent on the
Ethereal

Plane equal to your kineticist level (and every such
interval

thereafter), you must accept 1 point of burn. Once you
return

to the Material Plane, you cannot use reverse shift again for
a

number of rounds equal to the number of rounds you spent on

the Ethereal Plane.

RIDE THE BLAST

Elementuniversal; Typeutility (Sp); Level6; Burn0

You can use this wild talent as part of activating a kinetic
blast other

than telekinetic blast. You transform yourself into your
element

or energy and send yourself along with your kinetic blast.
You

appear at the end of the blast s path, adjacent to the blasts
target

(or final target, for form infusions like chain) or at the
center of

the burst or spread for form infusions like explosion. This
ability

doesnt work with form infusions that involve melee attacks

(such as kinetic blade) or that use a cone shape (such as
spray).

SEARING FLAME

Elementfire; Typeutility (Su); Level2; Burn

Prerequisiteburning infusion

Over time, your burning infusion sears away your foes fire

resistance. When you roll burn damage from burning infusion

against a foe, decrease the foes fire resistance by an amount
equal

to the unmodified burn damage; dont apply fire resistance to
this

roll for the purpose of determining the reduction. This
decreaselasts for a number of rounds equal to 1/2 your kineticist
level.

These decreases stack, to a minimum resistance of 0.

SEISMIC MASTER

Elementearth; Typeutility (Sp); Level9; Burn0

You can focus on your connection to earth and create a
localized

tremor, as the earthquake spell.

SELF TELEKINESIS

Elementaether; Typeutility (Sp); Level3; Burn0

You use your telekinetic abilities to move yourself.
Otherwise,

this wild talent functions like flame jet.

SELF TELEKINESIS, GREATER

Elementaether; Typeutility (Sp); Level5; Burn0

Prerequisiteself telekinesis

You have greater control over your self telekinesis.
Otherwise,

this wild talent functions like greater flame jet.

SHIFT EARTH

Elementearth; Typeutility (Sp); Level4; Burn0

Prerequisitekinetic cover

Saving Throwsee text; Spell Resistanceno

As a standard action, you can push or pull a 5-foot cube of
earth

or unworked stone within 30 feet, moving the cube 5 feet in
any

direction. You can create raised platforms, stairs up a cliff,
holes,

or other useful features. This doesnt cause the earth to float
in the

air, although in areas with plenty of earth, you can move a
cube

upward, creating a short pillar. If you move the earth beneath
a

creatures feet, it can attempt a DC 20 Reflex save to leap
elsewhere

and avoid moving along with the earth.

SHIFT EARTH, GREATER

Elementearth; Typeutility (Sp); Level7; Burn0
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Prerequisites kinetic cover, shift earth

You can move greater quantities of earth, as the spell move
earth.

SHIMMERING MIRAGE

Elementwater; Typeutility (Sp); Level5; Burn1

Prerequisiteshroud of water

Your shroud bends light, creating a shimmering mirage. While

your shroud of water is active, attacks against you suffer a
20%

miss chance due to concealment until the next time your burn

is removed.

SKILLED KINETICIST

Elementuniversal; Typeutility (Su); Level1; Burn

You gain a bonus equal to 1/2 your kineticist level on skill
checks

with the skills your primary element added to your class
skill

list, and you can use the Knowledge skill

associated with your primary element

to identify elementals of your primary

elements subtype.

SKILLED KINETICIST, GREATER

Elementuniversal; Typeutility

(Su); Level2; Burn

Prerequisiteskilled

kineticist

By delving into study of the

Ethereal and Elemental Planes, you are able to

use your primary element to assist with your skills in an

unusual way. Add Knowledge (planes) to your list of class
skills.

Choose one of your kineticist class skills that wasnt granted by
your

primary element to also receive the bonus from sk illed
kineticist.

SLICK

Elementwater; Typeutility (Sp); Level1; Burn0

Saving ThrowReflex negates; SpellResistanceno

As a standard action, you call forth slippery water or ice,
creating

any of the effects of thegrease spell for 1 round. You can
accept

1 point of burn at the start of your next turn to extend the
duration

to 1 minute per kineticist level you possess.

SMOKE STORM

Elementfire; Typeutility (Sp); Level3; Burn0

Saving ThrowFortitude negates; see text; SpellResistanceno

You transform a source of open flame within 120 feet into a
cloud

of choking smoke, filling a 20-foot-radius spread and
affecting

vision like a smokestick. All creatures that begin their turns
inside

the area become sickened as long as they remain in the smoke

and for 1d4+1 rounds thereafter (Fortitude negates).

SPARK OF LIFE

Elementuniversal; Typeutility (Sp); Level5; Burn0

You breathe a semblance of life into elemental matter, which

takes the form of a Medium elemental of any of your elements

as if summoned bysummon monster IVwith a caster level equal

to your kineticist level, except the elemental gains the
mindless

trait. Each round on your turn, you must take a move action
to

guide the elemental or it collapses back into its component

element. By accepting 1 point of burn, you can pour a bit of

your own sentience into the elemental, removing the mindless

quality and allowing it to persist for 1 round per kineticist
level

without requiring any further actions. At 12th level, you
can

choose to form a Large elemental as if bysummon monster V;

at 14th level, you can choose to form a Huge elemental as if

bysummon monster VI; at 16th level, you can choose to form

a greater elemental as if bysummon monster VII; and at 18th

level, you can choose to form an elder elemental as if
bysummon

monster VIII.

SPELL DEFLECTION

Elementaether; Typeutility (Sp);

Level7; Burn0

You weave strands of aether aroundyourself in order to deflect
targeted

magic back at the caster. Until the

beginning of your next turn, every

time you are targeted by a spell that

could be affected by spell turning , roll

1d101 and determine the effects of the

spell as if you had spell turning with that

many spell levels remaining. You can accept

1 point of burn to increase the duration to 10 minutes

per kineticist level you possess, but in that case, it
deflects

only 10 spell levels in total (still rolled 1d101 at a time)
before

ending early.

STONE SCULPTOR

Elementearth; Typeutility (Sp); Level5; Burn0

You can sculpt earth into any shape, as the spell stone
shape.

SUFFOCATE

Elementsaether, air, or water; Typeutility (Sp); Level6;
Burn0

Saving ThrowFortitude partial; Spell Resistanceyes

You use aether to choke a creature within 120 feet, air to
create an

area of unbreathable air around it, or water to fill its throat
with

water. If your target needs to breathe, it must hold its breath
for

as long as you concentrate. On each of its turns, it can attempt
a

Fortitude save in order to speak, but it can breathe only if
your

concentration breaks, you leave the 120-foot range, or you
break

line of effect. You can accept 1 point of burn when activating
this

wild talent in order to expel the air from your targets lungs.
If

you do so and the target fails its first Fortitude save, it
becomes

disabled and is reduced to 0 hit points, and on its second
failed

Fortitude save, it falls unconscious and is reduced to 1 hit
points.

TELEKINETIC DEFLECTION

Elementaether; Typeutility (Sp); Level8; Burn0
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