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DRUID ARCHETYPE: SCRIMSHANDER

The scrimshander is a trapper or frontiersman that has developed
over a deep and abiding passion for untamed wilderness and the
natural order. This druid archetype is proficient in the use of
firearms has developed a deep spiritual bond with her favorite gun
as a tool for hunting, protection, and survival in the wilds.
Scrimsaw is both a hobby and religious practice in which they
honor their prey by using its teeth
and bones to create hand carved
artworks.

Weapon Proficiencies: The
scrimshaner gains
proficiency with firearms

and lose proficiency with
shields.

Bonded Firearm (Sp): You start play with one personally
crafted pistol, blunderbuss, or musket. You have bonded
with a single firearm and engraved its ivory grips yourself. If
this weapon is lost, you can replace it by personally crafting its
replacement and conducting a 1d4 hour bonding ritual. You
also start with Amateur Gunslinger and Gunsmith feats with your
bonded firearm only, and can hold it while casting spells or use it to
deliver ‘touch’ spells during melee combat.

At 8% level you can create scrimshaw bullets. These bullets encapsulate a
druidic spell that is released at point of impact rather than normal firearm
damage. The scrimsaw bullet can be harmful or helpful depending on the nature of the spell.
Substitute the gun’s range, attack bonus, critical threat, and critical multiplier. A misfire destroys the
scrimshaw bullet. Only a scrimshander can craft scrimshaw bullets, but anyone proficient with firearms can
use them. Each bullet costs $50 x spell level x caster level to buy or half as much to create from scratch.

Bonded Firearm replaces the druid’s Nazure Bond feature.

Primal Shot (Sp): You can sacrifice a druidic spell to increase the damage inflicted with a single attack from
your bonded firearm plus one of the five special effects listed below. As a free action add bonus damage
equal to your WIS modifier x level of spell sacrificed. A misfire wastes the sacrifice.
o Poison (Sp): The poison inflicts 1d4 damage to STR, DEX, or CON (your choice). A Fortitude Save (DC: 10
+ Spell Level + WIS modifier) negates.
e Knock Down (Sp): The target falls prone if it fails a Reflex Save (DC: 10 + Spell Level + WIS modifier)
o  Elemental Eruption (Sp): Convert attack damage to acid, lightning, fire, or cold (your choice).
e Entangle (Sp): The target is entangled in vines for 1d4 rounds if it fails at a Reflex Save (DC: 10 + Spell
Level + WIS modifier)
o Fear (Sp): The target is shaken for 1d4 rounds if it fails a Will Save (DC: 10 + Spell Level + WIS
modifier).
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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 (including into other
computer languages), potation, modification, correction, addition,
extension, upgrade, improvement, compilation, abridgment or other form
in which an existing work may be recast, transformed or adapted; (c)
"Distribute” means to reproduce, license, rent, lease, sell, broadcast,
publicly display, transmit or otherwise distribute; (d) "Open Game Content"
means the game mechanic and includes the methods, procedures,
processes and routines to the extent such content 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, 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. |dentification: 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.

15. COPYRIGHT NOTICE

Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc.
System Reference Document. Copyright 2000, Wizards of the Coast,
Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, based on
material by E. Gary Gygax and Dave Ameson.

Pathfinder Roleplaying Game Reference Document. © 2011, Paizo
Publishing, LLC; Author: Paizo Publishing, LLC.

Pathfinder Roleplaying Game Core Rulebook. © 2009, Paizo
Publishing, LLC; Author: Jason Bulmahn, based on material by Jonathan
Tweet, Monte Cook, and Skip Williams.

Advanced Player’s Guide. Copyright 2010, Paizo Publishing, LLC;
Author: Jason Bulmahn.

Pathfinder Roleplaying Game Ultimate Magic. © 2011, Paizo
Publishing, LLC; Authors: Jason Bulmahn, Tim Hitchcock, Colin McComb,
Rob McCreary, Jason Nelson, Stephen

Radney-MacFarland, Sean K Reynolds, Owen K.C. Stephens, and Russ
Taylor.

Pathfinder Roleplaying Game Ultimate Combat. © 2011, Paizo
Publishing, LLC; Authors: Jason Bulmahn, Tim Hitchcock, Colin McComb,
Rob McCreary, Jason Nelson, Stephen Radney-MacFarland, Sean K
Reynolds, Owen K.C. Stephens, and Russ Taylor.

Anger of Angels. © 2003, Sean K Reynolds.

Book of Fiends. © 2003, Green Ronin Publishing; Authors: Aaron Loeb,
Erik Mona, Chris Pramas, Robert J. Schwalb.

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

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

Path of the Magi. © 2002 Citizen Games/Troll Lord Games; Authors:
Mike McArtor, W. Jason Peck, Jeff Quick, and Sean K Reynolds.
Skreyn’s Register: The Bonds of Magic. © 2002, Sean K Reynolds.
Angel, Monadic Deva from the Tome of Horrors, Revised. © 2002,
Necromancer Games, Inc.; Author: Scott Greene, based on original
material by E. Gary Gygax.

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

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

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

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

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

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

Iron Cobra from the Tome of Horrors. © 2002, Necromancer Games,
Inc.; Author: Scott Greene, based on original material by Philip Masters.
Marid from the Tome of Horrors Ill. © 2005, Necromancer Games, Inc.;
Author: Scott Greene.

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

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

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

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

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

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

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