The Mystic Archer
This is an improvement upon the Arcane
Archer prestige class. Mystic Archers use magic,
both Divine, and Arcane, to enhance their weapons
and their ammunition, giving them extraordinary
powers, that make them admired, feared, and respected, all at once.

Requirements:
Race: Elf or Half-Elf, or any*
(* = If character is not an Elf or Half-Elf, then a Wis score of 14 is
also required.)

Base Attack Bonus: +6
Feats: Point Blank Shot, Precise Shot, Weapon Focus
(Longbow or Shortbow).

Deity: The Mystic Archer must have a patron deity
that he or she follows the doctrine of strictly. Failure
to do so may result in the suspension or loss of Mystic Archer powers. (GA’s discretion.)

Class Features:
Class Skills: The Mystic Archer’s class skills (and
the key ability for each skill) are: Craft (Int), Hide
(Dex), Listen (Wis), Move Silently (Dex), Ride (Dex),
Spot (Wis), Survival (Wis), and Use Rope (Dex). See
Chapter 4 of the Player’s Handbook for skill descriptions.
Skill Points at Each Level: 4 + Int modifier.
Weapon and Armor Proficiency: The Mystic Archer
is proficient with all simple and martial weapons,
light armor, medium armor, and shields.
Enchant Arrow (Su): At 1st level, every non-magical
arrow that a Mystic Archer nocks and lets fly becomes magical, gaining a +1 enhancement bonus.
Unlike magic weapons created by normal means,
the archer need not spend experience points or gold
pieces to accomplish this task. However, an archer’s
magic arrows only function for him or her. For every
two levels the character advances past 1st level in
the prestige class, the magic arrows he or she creates
gain +1 greater potency (+1 at 1st level, +2 at 3rd
level, +3 at 5th level, +4 at 7th level, and +5 at 9th
level.)
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Mystic Bow (Sp): At 2nd level, the Mystic Archer can
create a bow of force once per day, the duration of
which is 24 hours. Although made of force energy,
this bow can still be disarmed, damaged, or sundered like any other weapon. The force bow acts as
a Masterwork Composite Longbow which has been set
to whatever the Archer’s current Strength is at the
time of creation. For example, an Archer with 20 Str
would gain a +1 quality bonus to hit, and a +5
strength bonus to his damage. (These bonuses stack
with the bonuses of the enhanced arrows.) In terms
of sundering, treat the bow as if it were three inches
thick and made of Darkwood; i.e., Hardness of 5, Hit
Points: 30. Creating the bow is a standard action.
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Spells: Ability to cast either 1st-level Arcane or 1stlevel Divine spells.

Mystic Arrow (Sp): At 1st level, the Mystic Archer
(almost) never runs out of arrows. This is because
the Archer can form a “mystical arrow” out of thin
air, and fire it, just as if he had pulled a regular arrow out of his quiver. The arrow is a force object, i.e.,
a solid, translucent object constructed out of force
energy, identical to that of a Wall of Force, but is
treated the same as any other non-magical arrow,
thereby gaining the Archer's enchantment bonus. It
inflicts the same base damage as a normal arrow
(1d8, or 3d8 with a critical strike.) Despite being
made of force energy, it has no more extra penetration or damage potential than a normal arrow. The
number of mystical arrows that an Archer can create
and fire per day is equal to the Mystic Archer's Class
Level, plus the Mystic Archer's INT (Arcane) or WIS
(Divine) Modifier, times ten. [i.e., (Class Lvl + INT/
WIS Mod) x 10] Using this ability is identical to
(takes the same amount of time as) drawing a normal arrow from a quiver, knocking it, and firing it. It
can be used as many times per round as the Archer
has attacks. The mystic arrows must be made at the
time they are used, and cannot be made in advance
and stored; this is because the arrows dissipate 6
seconds (1 round) after they are created. The damage caused by the mystic arrow is normal, physical
damage, just like any other magical arrow.

Grappling Arrow (Sp): At 2nd level, a Mystic Archer
can launch an arrow at any vertical surface within
range, which is strong enough to permit climbing
(i.e., a stone wall, a rocky cliff face, etc.); The Archer
must hit an AC of 12 + 2 per 100 ft. ; e.g., shooting at
a wall 300 feet away would require hitting an AC of
18. When the arrow strikes the surface, it embeds
itself deep, transforming itself into a Masterwork
Climbing Piton, and holding fast; a magical, nylon
cord also appears, attached to the Piton at one end,
and wrapped around the Archer's bow several times
at the other end. Once the cord has appeared, it is
normal in all respects. The magical aspect of it is that
it is magically created. But once this happens, the
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created cord is semi-permanent and real. [ala Minor
Creation; it lasts 1 hour per Mystic Archer Class Level, before dissipating. The cord cannot be dispelled,
but it will not last forever.] The cord is strong, and
will hold 150 lbs. per Archer Class Level. The Archer
can then unwrap the bow-end of the cord, and use it
to climb or rappel as per normal use. It could also be
tied to something firm and used as a zip line. The
cord will always be long enough to cover the desired distance, as long as the distance is within the
Archer's bow range. If the Archer misses, that use of
the ability is expended, and the cord does not appear. An Archer can use this ability a number of
times per day equal to half of their Arcane Archer
Class Level, rounded down. Using this ability is a
standard action (and shooting the arrow is part of
the action.)

Favored Enemy (Ex): At 3rd level, and again at 6th,
and 9th level, a Mystic Archer may choose a favored
enemy; when attacking this favored enemy, the
Archer gains the same benefits that a Ranger normally would, and may also use the Bane power on
his or her arrows when attacking this chosen enemy.
(See below.)
Elemental Arrows (Su): At 4th level, every arrow
that the Mystic Archer fires may, at the Archer’s
option, also inflict either Fire, Frost, or Shock damage
(+1d4 of the selected type.) If the Archer wishes, he
or she may elect not to add elemental damage to any
given arrow. Choosing whether or not to add elemental damage to an arrow is a free action.
Camouflage (Sp): At 5th level, the Mystic Archer
gains the ability to cast Disguise Self a number of
times per day equal to half of the Archer’s class level, rounded down. The caster level is equal to the
Archer’s class level.
Imbue Arrow (Sp): At 6th level, a Mystic Archer
gains the ability to place an area spell upon an arrow. When the arrow is fired, the spell's area is centered where the arrow lands, even if the spell could
normally be centered only on the caster. This ability
allows the Archer to use the bow's range rather than
the spell's range. A spell cast in this way uses its
standard casting time and the arcane archer can fire
the arrow as part of the casting. The arrow must be
fired during the round that the casting is completed
or the spell is wasted. If the arrow misses, the spell
is wasted.
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Aligned Arrows (Su): At 8th level, every arrow that
the Mystic Archer fires may, at the Archer’s option,
also carry the Holy or Unholy effects; these effects
add +2d4 damage of the selected type. The Archer
adds Holy damage if he or she is good-aligned, and
Unholy damage if he or she is evil-aligned. True
Neutral Archers add whichever damage type would
work best in the situation at hand to maintain the
balance of the Cosmos. The choice of whether or not
to add either of these effects to an arrow is a free
action.
Anti-Magic Arrow (Sp): At 10th level, a Mystic
Archer can fire an arrow that will stop an enemy
magic user dead in their tracks; any target struck by
an Anti-Magic Arrow loses the ability to cast spells
for 1 round, and also has all items and magic effects
on their person suppressed for that 1 round. If a
target is killed while this de-buff is in effect, effects
such as Contingency will fail to trigger! A target with
this arrow being fired at it is not allowed any immediate actions with spells. The Archer can fire such an
arrow a number of times per day equal to 3 + his or
her INT (Arcane) or WIS (Divine) modifier, and the
arrow can only be used once per enemy per round.
(i.e., firing two Anti-Magic Arrows at the same enemy in a single round still only de-buffs the target for
one round, so don’t waste them.) This ability can be
used in place of any arrow that the Archer can normally fire, up to the daily limit. i.e., if the Archer has
three attacks per round, and is capable of firing 6
Anti-Magic Arrows per day, he or she could opt to
make all three arrows each round into Anti-Magic
Arrows, for two consecutive (or non-consecutive)
rounds, as long as he or she were facing at least
three enemy spellcasters. This is a ranged touch attack, and the target is immediately de-buffed upon
being struck (on the Archer’s turn); the de-buff lasts
until the Archer’s next turn in the following round.
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Combat Archery (Ex): At 3rd level, the Mystic Archer is so adept at archery, that he or she may fire a
bow while threatened, without incurring an attack
of opportunity.

Mastery Arrows (Su): At 7th level, every arrow that
the Mystic Archer fires may, at the Archer’s option,
also carry the Ghost Touch, Keen, and Bane effects; the
Archer can choose to add any, all, or none of these
effects to every arrow that he or she fires. The choice
of whether or not to add any of these effects to an
arrow is a free action. Note that the Bane effect may
only be used against Favored Enemies.

Spellcasting Ability (Ex): Beginning at 2nd level, the
Mystic Archer periodically gains an extra level of
spells per day as if he or she had advanced a level in
their former spellcasting class. If a character had
more than one spellcasting class before becoming a
Mystic Archer, he or she must decide to which class
he or she adds the new level for purposes of determining spells per day.
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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.

7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility, except as expressly licensed in another, independent
Agreement with the owner of each element of that Product Identity. You agree not to indicate compatibility or co-adaptability with any Trademark or Registered Trademark
in conjunction with a work containing Open Game Content except as expressly licensed in another, independent Agreement with the owner of such Trademark or Registered
Trademark. The use of any Product Identity in Open Game Content does not constitute a challenge to the ownership of that Product Identity. The owner of any Product
Identity used in Open Game Content shall retain all rights, title and interest in and to that Product Identity.
8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that you are distributing are Open Game Content.
9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may use any authorized version of this License to copy, modify
and distribute any Open Game Content originally distributed under any version of this License.
10. Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You Distribute.
11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any Contributor unless You have written permission from the
Contributor to do so.
12. Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to some or all of the Open Game Content due to statute, judicial order, or governmental regulation then You may not Use any Open Game Material so affected.
13. Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure such breach within 30 days of becoming aware of the
breach. All sublicenses shall survive the termination of this License.
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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.

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 1.0 Copyright 2000, Wizards of the Coast, Inc.
System Reference Document Copyright 2000, Wizards of the Coast, Inc.; Authors: Jonathan Tweet, Monte Cook, Skip Williams, Rich Baker, Andy Collins, David Noonan,
Rich Redman, Bruce R. Cordell, John D. Rateliff, Thomas Reid, and James Wyatt, based on original material by E. Gary Gygax and Dave Arneson.
OTTER System Core Rules Copyright 2015, OTTER Entertainment, LLC.; Author: Christopher A. Altnau, based on material by Jonathan Tweet, Monte Cook, Skip Williams,
Rich Baker, Andy Collins, David Noonan, Rich Redman, Bruce R. Cordell, John D. Rateliff, Thomas Reid, and James Wyatt.
Pathfinder RPG Core Rulebook. “Arcane Archer” Copyright 2009, Paizo Publishing, LLC; Author: Jason Bulmahn, based on material by Jonathan Tweet, Monte Cook, and
Skip Williams.
Chris Venturini. “Anti-Magic Arrow” base concept is Copyright 2016, by Chris Venturini, based on material by Jonathan Tweet, Monte Cook, Skip Williams, Rich Baker,
Andy Collins, David Noonan, Rich Redman, Bruce R. Cordell, John D. Rateliff, Thomas Reid, and James Wyatt.
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