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¥ elemental blast +7 [+2/-3] (fire), 1d6 fire
MELEE ¥ elemental blast +7 [+2/-3] (fire), 1d8+4 fire
¥ dagger +6 [+2/-2] (agile, finesse, versatile S), 1d4 piercing
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FEATS AND ABILITIES
ANCESTRY ABILITIES Natural Ambition” (Eternal Torch)

CLASS FEATS Burning Jet, Eternal Torch, Flying Flame, Scorching
Column
SKILL FEATS Assurance (Survival)
CLASS ABILITIES base kinesis, elemental blast”, kinetic aura, kinetic element . WHAT IS A KINETICIST? i
(fire)", kinetic gate (single gate)" A kinetic gate inextricably tied to your body channels power directly from

the elemental planes, causing elements to leap to your hand, whirl around

* Abilities with an asterisk have already been calculated into Yoon's statistics )
and do not appear elsewhere. your body, and blast foes at your whim.

@ Numbers shown next to this symbol are added to a d20 roll. ©2024 Paizo Inc. Permission granted to photocopy for personal use only.



> YOON KINETICIST @

The following rules apply to Yoon's equipment.

Agile (trait) The multiple attack penalty you take on the second attack
each round with this weapon is -4 instead of -5, and -8 instead of
-10 on the third and any further attacks in the round.

Backpack A backpack can hold up to 4 Bulk worth of items. If you're
carrying or stowing the pack rather than wearing it on your back, its
Bulk is light instead of negligible. The first 2 Bulk of items stowed
in your backpack do not count against your Bulk limits (and are not
included in your worn Bulk).

Doll Yoon carries a plush doll named Gom-Gom, made of an amalgam
of different animals.

Finesse (trait) You can choose to use Dexterity instead of Strength on
attack rolls with this melee weapon.

(] Healing Potion, Minor (consumable, healing, magical, vitality) A
healing potion is a vial of a ruby-red liquid that imparts a tingling
sensation as the drinker’s wounds heal rapidly. When you drink a
minor healing potion, you regain 1d8 Hit Points.

(] Marvelous miniature, ladder (consumable, expandable, magical)
Every marvelous miniature is an exceptionally small replica of a
real creature or object. When activated, this miniature transforms
permanently into a 20-foot-long wooden ladder.

Thieves' Toolkit You need a thieves’ toolkit to Pick Locks or Disable
Devices (of some types) using the Thievery skill. If your thieves’
toolkit is broken, you can repair it by replacing the lock picks with
replacement picks appropriate to your toolkit; this doesn't require
using the Repair action. If you wear your thieves' toolkit, you can
draw and replace it as part of the action that uses it.

Versatile (trait) A versatile weapon can be used to deal an alternate
damage type listed. For instance, a piercing weapon that has
“versatile S” can be used to deal piercing or slashing damage. Choose
the damage type each time you make an attack.

FEATS AND ABILITIES

Yoon's feats and abilities are described below.

Assurance - Survival (fortune) Even in the worst circumstances, you
can perform basic tasks. You can forgo rolling a skill check for
Survival checks to instead receive a result of 10 + your proficiency
bonus without any other bonuses, penalties, or modifiers (13 in most
cases).

Base Kinesis *¥® (impulse, primal) It's trivial for you to create some of
your element (fire) or alter a portion of it that already exists. This
impulse has a range of 30 feet, and the Bulk of the target must
be negligible or light (GM determines). You can't affect an element
that’s magical or attended by a creature unwilling to let you.

Choose one of the following options. Base Kinesis cant deal
damage or cause conditions unless otherwise noted.

» Generate You bring an ordinary, non-magical piece of the chosen
element from its elemental plane. The element can be used for
any of its normal uses. For example, fire casts light and can ignite
flammable substances.

* Move Move an existing piece of the element up to 20 feet in
any direction. If you bring it into your space, you can catch it in
an open hand. You can Sustain the impulse to keep moving the
element.

@ Numbers shown next to this symbol are added to a d20 roll.

DATHFINDER!

» Suppress You destroy an existing piece of element, such as
snuffing out a flame.

Burning Jet *¥® (fire, impulse, primal) A condensed burst of flame
shoots behind you, propelling you forward with its sheer force.
Stride up to 40 feet in a straight line. Movement from this impulse
ignores difficult terrain and doesn't trigger reactions.

Channel Elements *® (aura, fire, primal) Requirements Your kinetic
gate isn't active. You tap into your kinetic gate to make elements
flow around you. Your kinetic aura activates, and as a part of this
action, you can use a 1-action Elemental Blast or a 1-action stance
impulse. Your kinetic aura is a 10-foot emanation where pieces of
your kinetic element flow around you. The kinetic aura can't damage
anything or affect the environment around you unless another
ability allows it to.

Your kinetic aura automatically deactivates if you're knocked
out, you use an impulse with the overflow trait, or you Dismiss the
aura. Though you can't use new impulses while your kinetic aura is
deactivated, ones you already used remain, and you can still Sustain
any that can be sustained. Stance impulses are linked to your kinetic
aura and end when the aura deactivates.

Eternal Torch ¥ (fire, impulse, light, manipulate, primal) You create a
magical, torch-like flame within 120 feet in any color. It's as bright
and hot as a torch. You can have it orbit a target willing creature or
emit from a target object that’s unattended or attended by a willing
creature. If you create a flame on a weapon, you still need to use it
as an improvised weapon to attack with the flame, just as with a
torch.

The flame has an unlimited duration. You can have a maximum of
four Eternal Torches and can Dismiss each torch individually.

Flying Flame *¥®? (fire, impulse, primal) A Tiny shape of flame appears,
taking a form of your choice—such as a bird, an arrow, or a simple
sphere. It Flies from you up to 30 feet in a path you choose. Each
creature it passes through takes 1d6 fire damage with a basic Reflex
save against your class DC. A creature attempts only one save, even
if the flame passes through it multiple times.

Scorching Column *¥¥ (fire, impulse, overflow, primal) With an upward
gesture, you shape a vertical column of extreme heat. The cylinder is
10 feet in diameter and 30 feet high, and the bottom must be within
60 feet of you. Each creature in the area takes 1d6 fire damage with
a basic Reflex save against your class DC.

The flame remains briefly, making all squares in the column
hazardous terrain until the end of your next turn, and you can
Sustain the impulse up to 1 minute. A creature takes 1 fire damage
each time it moves into one of these squares.
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