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Introduction
Welcome to April Augmented! A compilation of 

a variety of new player content for use in your 
Pathfinder Roleplaying Game campaign!

Included in this release you will find three new 
archetypes, a new prestige class, a new playable race, 
and a new monster class.

New Archetypes
Presented below are three new archetypes. The 

ambu-lancer for the medic class, the edge lord for 
the harbinger from Path of War Expanded, and the 
madman for the monk.

Ambu-Lancer (Medic)
By: Anthony S. Altovilla
A medic must be able to rapidly traverse dangerous 

terrain to reach those in need of their aid. Some medics 
specially train mounts to aid them in their quests to 
provide healing to those in need.

Class Skills: An ambu-lancer gains Ride as a class 
skill.

Mount (Ex): At 1st level, an ambu-lancer gains 
the service of a loyal and trusty steed to carry her 
into battle. This mount functions as a druid’s animal 
companion, using the ambu-lancer’s level as her 
effective druid level. The creature must be one that 
she is capable of riding and is suitable as a mount. 
A Medium-sized ambu-lancer can select a camel or a 
horse. A Small-sized ambu-lancer can select a pony 
or wolf, but can also select a boar or a dog if she is 
at least 4th level. At the GM’s options, other animals 
may be suitable mounts for an ambu-lancer to select.

An ambu-lancer’s bond with her mount is strong, 
with the pair learning to anticipate each other’s 
moods and moves. An ambu-lancer does not take 
an armor check penalty on Ride checks while riding 
her mount. The mount is always considered combat 
trained and begins play with Light Armor Proficiency 
as a bonus feat.

Should an ambu-lancer’s mount die, she may find 
another mount to serve her after 1 week of mourning.

Mounted Combat (Ex): At 1st level, an ambu-lancer 
gains Mounted Combat as a bonus feat, even if she 
does not meet the prerequisites. This ability replaces 
one of the medic’s expertise gained at 1st level.

Mounted Maneuver Expertise (Ex): Starting at 1st 
level, an ambu-lancer and her trusty steed are so in 
tune with each other that they can work as one when 
performing maneuvers. Whenever an ambu-lancer 
is mounted and uses a maneuver with a movement 

component (such as making a charge attack, or 
taking an extra move action), the ambu-lancer can 
have her mount take the appropriate movement in 
her place. If the maneuver allows the ambu-lancer to 
make a charge attack, both she and hers mount are 
considered to be charging. This ability replaces the 
share spells ability that normal animal companions 
gain.

Mobile Triage Unit (Ex): Whenever the ambu-
lancer uses her triage ability while mounted, she 
may have her mount take the movement of the 
triage ability in her place, riding on the mount to her 
destination as normal. This ability alters the medic’s 
triage ability.

Siren (Su): At 4th level, the ambu-lancer gains a 
glowing magical siren that announces her presence 
whenever she rides her mount. The siren emits an ear 
piercing wail and sheds light like a torch while active, 
though the ambu-lancer may choose to suppress this 
effect as a free action. While the siren is active, the 
ambu-lancer takes a –30 penalty to her stealth checks 
as the wailing siren gives away her position. When 
she uses her triage ability with her siren active, her 
mount gains the benefits of the Improved Overrun 
feat and creatures she overruns must choose to 
avoid the ambu-lancer and cannot make attacks 
of opportunity against her for her movement, as 
creatures dive out of the way to avoid an oncoming 
abmu-lance. This ability replaces the additional use 
of triage gained at 4th level.

Patient Retrieval (Ex): At 5th level the ambu-
lancer gains the following medic’s expertise:

Patient Retrieval*: When the medic uses her triage 
to heal an ally while mounted, she may pull that ally 
up and onto her mount. So long as her ally remains 
mounted on the ambu-lancer’s mount, the ambu-
lancer may use her Mounted Combat feat to negate 
attacks against her ally. The medic’s mount may only 
take on one additional rider at a time, however the 
addition of a second rider does not otherwise interfere 
with the mount’s ability to move or be ridden, though 
excessive weight may affect its base speed as normal 
for a medium or heavy load. This ability replaces the 
medic’s expertise gained at level 5.

EdgE Lord (HarbingEr)
By: Jade Ripley
Edge lords are numbered amongst those harbingers 

that cope with negative emotions by pretending to 
be above them; without personal ties or investment, 
how can they, or anyone else, be hurt by loss? This 
icy, affected indifference gives them insight into the 
use of curses, teleportation, and the supremely sharp 
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katana.
Weapon and Armor Proficiency: An edge lord is 

proficient with all simple weapons, martial melee 
weapons, and the katana, but not with any type of 
armor or shield. This ability alters the harbinger’s 
weapon and armor proficiency.

Maneuvers: An edge lord loses access to the Riven 
Hourglass and Scarlet Throne disciplines and adds 
Unquiet Grave and Mithral Current to his list of 
available disciplines. He otherwise learns, readies, 
and initiates maneuvers as a standard Harbinger. 
This ability alters maneuvers.

Become So Numb (Su): At 1st level, an edge 
lord dons a floor length black or red leather coat 
formed from their own affected indifference, often 
displaying clasps or buttons of bismuth crystal. This 
coat provides a bonus to the edge lord’s AC equal to 
the his Intelligence modifier. In addition, an edge 
lord gains a +1 dodge bonus to his AC at 3rd level, 
which increases by a further +1 at 8th level and every 
five levels thereafter. The edge lord loses both of 
these bonuses while wearing armor of any kind. This 
ability replaces accursed will.

Quick Draw (Ex): At 1st level, an edge lord gains 
Quick Draw as a bonus feat, even if he does not meet 
its prerequisites.

One Step Closer (Su): Starting at 4th level, an edge 
lord may teleport up to 25 feet plus 5 feet per 2 class 
levels as part of initiating a strike. This teleportation 
takes place either immediately before or immediately 
after resolving the strike; if he teleports before 
his strike, the edge lord may make any decisions 
regarding the strike (such as targets or weapon 
choice) after his teleport finishes. If the edge lord is 
unable to initiate his strike after teleporting, he may 
choose another strike with the same initiation action 
to use. The edge lord can use this ability once per 
encounter at 4th level, twice per encounter at 10th 
level, and three times per encounter at 16th level. 
This ability replaces massacre.

Nothing Personal (Ex): Starting at 5th level, an 
edge lord’s affected indifference shields them from 
unwanted feelings. He becomes immune to emotion 
effects. This ability replaces elusive shadow.

X-Ecutioner Style (Ex): Starting at 7th level, 
an edge lord’s mastery of his favored weapon 
advances. He gains Mixed Combat and Weapon Focus 
(Katana) as bonus feats, even if he does not meet 
their prerequisites. This ability replaces sorcerous 
deception.

Papercut (Ex): At 8th level, an edge lord’s deadly 
efficiency in combat allows him to increase the 
critical threat range of any weapon he wields by +1. 
This bonus is applied after effects such Improved 

Critical or the keen weapon special ability, and cannot 
be doubled. This ability replaces ill intentions.

Hit the Floor (Su): At 11th level, an edge lord 
solidifies his mastery of teleportation. Whenever 
he confirms a critical hit against a creature, that 
creature must succeed at a Will save (DC 10 + 1/2 
the edge lord’s class level + the edge lord’s initiation 
modifier) or be teleported to an unoccupied space 
within 30 feet of the edge lord’s choosing. He need 
not teleport the target to a location that can support 
them; he can teleport them into the air, into difficult 
terrain, or into dangerous situations as he sees fit. 
This ability replaces black omen.

Madman (Monk)
By: Kevin Ryan

“He’s mad, I tell you! M-A-D, mad!”
Every monk strives to hone every inch of his 

body and soul into a perfect fighting machine, but 
a madman has taken it to an extreme some would 
call unnatural. He has twisted his flesh, shattered his 
mind, shredded his soul, and rebuilt himself to use 
his abilities in ways most could never have imagined. 
Some may call him deranged, and maybe his 
dedication to making the most of himself is unhealthy, 
but it does seem to be effective.

Alignment: Any.
Weapon and Armor Proficiency: Madmen are 

proficient with unarmed strikes, but not with any 
other weapon or any kind of armor. For madmen, 
monk class features that work with any monk weapon 
instead function only with unarmed strikes.

Insanity Defense (Ex): At 1st level, a madman adds 
his Strength and Constitution modifiers on Fortitude 
saving throws, his Dexterity and Intelligence 
modifiers on Reflex saving throws, and his Wisdom 
and Charisma modifiers on Will saving throws. These 
replace the usual ability score modifiers on his saving 
throws, and no effect can change the ability modifiers 
that a madman uses for his saving throws, though 
effects that add new ability modifiers to saving throws 
(such as a paladin’s divine grace) function normally.

When unarmored and unencumbered, the 
madman adds his Wisdom modifier to his AC and 
CMD, even against touch attacks or when flat-footed, 
and he also retains his Dexterity bonus to AC and 
CMD even when flat-footed. He loses these benefits 
when he is immobilized or helpless, when he wears 
any armor, when he carries a shield, or when he 
carries a medium or heavy load. His AC bonus does 
not increase as he levels. No effect can change the 
ability modifiers that a madman uses for AC and CMD, 
though effects that add new ability modifiers to AC 
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