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I first came in contact with Ryan Costello, Jr. in 
early September 2009 when he approached 
us about appearing on an episode of his new 

Know Direction podcast. Soon after we recorded for 
the podcast and struck up a friendship, e-mailing back 
and forth. Ryan eventually revealed to me that he was 
working on a Pathfinder-compatible project, but he did 
not have a publisher for it. I asked to take a look at his 
draft text and I really liked what I saw.

Ryan had been so confident that someone would like 
his project and want to publish it, that he had already 
secured Hugo Solis as art director and interior artist, 
along with Alan Cooper for more interior art and Kate 
Bradley for cover art. I thought the combination of 
Ryan’s text with Hugo, Alan and Kate’s art was too good 
an opportunity for 4 Winds to pass up, so we worked 
out an agreement and put things into motion to publish 
Strategists and Tacticians: The Definitive Guide to 
Clever Warriors. 

Ryan polished up his draft text and then worked 
with interior layout designer Connie Thomson, who 
also acted as editor for this book, to clarify a few things 
and expand a couple others. Hugo worked with the 
other artists, and also brought Juan Diego Dianderas on 
board for more interior art. Once we got the final cover 
art from Kate, we sent it off to cover layout designer 
Kristen Collins to put the cover together.

So here we are. Everyone did a great job on this 
book, but Ryan’s writing is what made it all possible. I 
think there’s something for everyone in here, no matter 
what type of character you normally play. And, I’m 
quite confident that this will not be the last time you see 
something from us with Ryan’s name on the cover.

Robert W. Thomson
Publisher

WHO ARE STRATEGISTS AND 
TACTICIANS?

Most characters fit within a narrow role in their 
adventuring party, typically magic user, healer, 
skill specialist, or warrior. However, these roles are 
interwoven, and multitalented characters exist in 
the crossovers. Some of the eleven base classes in the 
Pathfinder Roleplaying Game Core Rulebook already 
blend more than one role together. If warrior is red and 
healer is yellow, paladin is orange.

Strategists and Tacticians explores the space 
between the standard roles. Specifically, it looks at how 
warrior classes can be more than just tanks and meat 
shields. A fighter with a high Intelligence, for example, 

may be atypical of the class but it can explore less 
travelled paths that take the fighter in unique 

directions. This book presents new options to help 
make any class fill a more versatile role in the party.

Chapter 1 – Strategic Characters: An analysis 
of the eleven base classes and the areas in which they 
can focus to increase their strategic potential while 
remaining effective in their primary role. This chapter 
includes variant class features for all eleven of the base 
classes.

Chapter 2 – Prestige Classes: Fourteen new 
prestige classes that redefine traditional roles, open new 
optimal builds for multiclass characters, and explore 
the new options presented elsewhere in this book.

Chapter 3 – Options: New feats and spells for the 
discerning strategist. 

Chapter 4 – Tactical Maneuvers: Beyond 
tripping and grappling, these new combat maneuvers 
go right for the throat. Or the arm, the leg, or another 
easily severed limb. 

Chapter 5 – Flynn Dielle: This book is an 
exploration of versatility, and your guide is Flynn Dielle, 
strategist and tactician. After reading his insight on any 
subject he has personally experienced – effectively all of 
them – his stat block and backstory are presented so he 
can continue to offer advice in your home game.

Strategists and Tacticians is a supplement for the 
Pathfinder Roleplaying Game, itself based on the 3.5 
d20 system. To use this sourcebook, you will need a copy 
of the Pathfinder Roleplaying Game Core Rulebook. 
Like all Pathfinder Roleplaying Game products, it is 
reverse compatible with the 3.5 edition of the world’s 
oldest roleplaying game.

“I used to wish I was taller until I heard a giant 
complain about low ceilings.”

– Flynn Dielle, on the advantage of being average.
  

Meet Flynn Dielle
Living by the mantra that forewarned is forearmed, 
Flynn Dielle keeps his eyes open and is never satisfied 
with how much he knows. When offered a challenge 
ahead of time, every spare moment he has is spent 
gathering information and comparing strengths and 
weaknesses with that which he opposes. Trips to the 
library, sessions with a diviner, spy missions – whatever 
it takes to be best prepared for what lies ahead. 

If time to plot is not offered, Dielle assesses his 
situation as best he can in however long he has. A flying 
monster must be grounded. A giant’s size must be used 
against it. A magic user’s casting must be neutralized. If 
that means a constant distraction, a silence spell on the 
caster’s hat, a wish for an anti-magic field right where 
he stands – whatever resource is available to Dielle, he 
will employ it. 

Introduction
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Humanity understood violence before it understood 
debate, or subtlety, or the spoken word. Intelligence 
was unnecessary in an era where violence was used 
for self-defense and survival. If humanity could not 
kill its predators, it would be prey. If it could not hunt 
for food, it would starve. Those who could not keep up 
physically were forced to do menial tasks, like cleaning 
and preparing food. It was not their fault they were born 
naturally weak in the skills that ran the world. They 
played an important role; handling the chores benefited 
the strong.

It often happened that humanity was not strong 
enough. Humans had square, fragile finger nails and 
short, round teeth, nothing compared to the claws 
and fangs on the creatures competing with them for 
resources. There were creatures too fast for humanity, 
stronger than the strong, too tough for even a dozen 
humans to kill with their bare hands. Humanity was 
forced to learn. It took the mundane objects all creatures 
shared – sticks and stones – and turned them into 
weapons. With these weapons, humanity developed 
new tactics that helped it evolve as a race. The other 
creatures were not as quick to change their hunting 
techniques and began losing ground. What they did 
learn was to fear the creature that could build weapons 
to make up for their lack of claws and fangs. They feared 
humanity. Violence inspired invention. 

As humanity and its weapons began to dominate the 
land, it expanded its territory further than it could guard 
with the population of its tribes. Any further expansion 
would overextend humanity’s resources, leaving it 
too vulnerable for a single race to protect. Humanity 
became more than a single race. It built walls around its 
territory, no longer needing to defend all its land, just 
the border around it. 

This privacy allowed humanity to focus attention 
on more areas. Before long, it discovered it could 
improve its weapons. Adding a stick to a rock made 
it easier to swing; thus the hatchet was born. Power 
shifted again, and not only externally. The chores 
humanity assigned to the physically weak became more 
important. Someone had to expand humanity’s arsenal. 
Not all the weak possessed the cunning to accomplish 
this, however. So humanity’s dominant members were 
split. The strong would accomplish chores that required 
violence or strength. The smart would improve existing 
weapons or conceive and manufacture new ones. 
Suddenly the smart were as powerful as the strong. But 
the new weapons made the strong even more powerful. 
Invention changed violence. 

Ultimately humanity’s territory expanded until 
finally it claimed the world. Humanity’s decisions 
dictated the lives of all other creatures. So the balance 
of power shifted once again. The smart no longer 

needed to spend their energy exclusively on weapons. 
They began inventing tools, changing man’s criteria for 
survival. Thanks to the wheel and the pulley, humanity 
no longer needed to be so strong. It needed only to be 
smart enough to use these new machines to full effect. 
Those who could not keep up mentally were given 
menial tasks, like lifting and guarding. It was not their 
fault they were born naturally weak in the skills that ran 
the world. They played an important role; handling the 
chores benefited the smart.

The strong were no longer the dominant part 
of humanity, or even one of the dominant parts of 
humanity. The strong, threatened by these new tools, 
sought to steal them from the smart. Failing that, 
they would destroy them. Accepting that they were no 
physical match for the strong, the smart created new 
weapons to defend themselves. During this time, the 
smart exercised their minds, growing smarter, while 
the strong exercised their bodies, growing stronger. The 
gap between the smart and the strong widened. 

The smart would look down on violence as barbaric. 
They accepted that the land they stood on was won 
through violence. It had a place in history, but it was 
behind them. The strong saw it differently. The smart 
had a gift and so did the strong. Who were the smart to 
say which gift was best? The smart would try to logically 
dictate why the strong were inferior, explaining how 
futile it was to cling to archaic roots, that man would 
have been better served focusing entirely on inventing 
tools and not bothering to advance the weapons they 
already had. The strong didn’t care that violence wasn’t 
the answer. All they knew was that it stopped the 
annoying questions. 

Straddling between those gifted with great strength 
and those gifted with great smarts were the most gifted 
of all: those gifted with great strategy. The strategists 
were strong enough to overpower the smart and smart 
enough to outwit the strong. They preferred weapons 
that drew on all their talents, equal parts elegance and 
brutality. The strategists knew that using everything 
one was good at and always having options was better 
than being an expert in one regard and useless in all 
others. 

The strategists had been there all along, content 
to participate in the history of humanity without 
dominating it. It was the strategists who knew the best 
way to kill a faster creature was not to become faster 
themselves, but to slow the other creature down They 
were the ones who would wield the new weapons forged 
by the smart when the strong threatened to destroy 
man’s greatest tools. The strategists were the ones who 
most benefited from every technological advancement, 
and stayed safest during any conflict. 

A History of Violence
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“I never found out what happened after I stabbed 
him.”

– Flynn Dielle, on the life of an adventurer.

S trategic characters always have options available 
to them. If their spells are resisted, they draw a 
sword. If their sword is shattered, they draw a 

dagger. If a dagger isn’t enough, they trip, or tackle, or 
drop a chandelier. Or they turn to the allies who thrive 
in tricky situation they are in, aiding however they can. 
Excelling at one thing means less to strategists than 
being good enough at everything. Masters of nothing 
they may be, but a jack of all trades is never useless.

CULTURE AND STRATEGY

The strategies of a culture are as much the product of 
their surroundings as their food preference and sense 
of humor. Habits that keep warriors alive in some 
environments are a waste of time in others. Although 
it is impossible to master every strategy of every part 

of the world, knowing what to look for when fighting 
an opponent is always helpful. 

Dwarves: Combat between dwarves is influenced 
as much by their physique as their rigid codes of ethics. 
Their natural appreciation for stone and architecture 
limits their use of ranged combat for fear that stray 
arrows may damage finely crafted walls or cause 
a cavern to cave in. Dwarves fight within striking 
distance, confident in their ability to withstand blows 
and uninterested in drawn-out chasing. They find 
hit-and-run tactics and ranged combat despicable 
and frustrating. Truth be told, a frustrated dwarf who 
doesn’t respect his opponent is the most dangerous 
dwarf there is.

Elves: Elven combat relies heavily on environmental 
integration. Sniping positions with foliage that 
camouflages but does not block line of sight are rare 
but invaluable. If there are no trees to perch on, the 
next best thing is a trench to spring from. Creatures 
that live in forests and jungles, the creatures elves are 
likely to encounter, use stealth and surprise similarly. 
As a result, elves constantly scan for ambushes during 
combat. This battlefield awareness makes elven combat 
slow and defensive, and extremely crafty.

Gnomes: Gnomes fight like peacocks. The initial 
combat is more about posturing, with colorful displays 
dazzling opponents and establishing dominance. Many 

Chapter 1 - Strategic Characters
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battles between gnomes never get past this phase. Of 
those that do, no two are the same. Animals are used 
heavily, though they are not typically brought to the 
fight. Illusions, distractions, and bluffing all play 
important roles. When all else fails, gnomes do resort 
to physical combat, although most can take a better hit 
than they can deliver. 

Half-Elves: There is one element common to all 
half-elf strategies, although it is unintentional: no one 
knows what to expect from a half-elf. Just like there is 
no particular half-elf culture, half-elves fight using a 
mix of the fighting styles they have been exposed to. It 
is not unheard of for half-elves to use a combination of 
dwarven stoic fighting and gnomish spectacular tactics. 
Half-elves add a chaotic element to combat.

Half-Orcs: There is something about orc blood 
that dominates half-orcs. Although they have strong 
moral compasses and lack the inherent power, tenacity, 
and disposition of full-blood orcs, half-orcs still fight 
passionately, with a good mix of survival instinct and 
combat prowess. Once a half-orc is angry enough to 
start a fight, they are driven to defeat their enemies. 
Whether this is at range or in melee, with a weapon or 
magic, depends on the individual. 

Halflings: The world does not cater to halflings. 
Halflings spend more time climbing and leaping than 
the taller races, and so adapt to their environments 
instinctively – ducking under chairs, climbing curtains, 
setting fire to tables. The environs most creatures learn 
to ignore, like furniture or natural hazards, halflings 
base their tactics around. In particular, halflings like 
climbing to eye level to attack larger opponents and 
then dropping before they can be targeted. 

Humans: Only humans, able to call anywhere 
home and found everywhere on the planet, could create 
so many combat strategies that they would call them 
martial arts. If it causes harm, a human has thought 
of it and another has mastered it. From bite-based 
grappling to drowning foes with their own blood, it is 
hard to imagine a fighting style humans have not used. 
Unlike half-elves, who fight with unpredictable tactics, 
human tactics are structured and schematic. The exact 
structure can be predicted and understood, but with 
much difficulty. 

VARIANT CLASS 
FEATURES

“Doing something different can catch an enemy 
off-guard once.” 

– Flynn Dielle, on unpredictable behavior.

No two adventurers are created equal. One fighter can 
be as different from another as a paladin is from a bard. 
More than just different fighting styles, spells studied, 

or skills learned, even the fundamental abilities within 
a single class can vary. 

The following variant class features replace one 
or more existing class feature of each of the core base 
classes. They can slightly modify how a class functions 
or completely redirect how the class works. When a 
character chooses a variant class feature, it completely 
replaces the original class features listed. Once a variant 
class feature has been chosen, the decision cannot be 
reversed. Variant class features do not rewrite a class; 
instead, they offer a new option during character 
creation. Barbarians with rage and barbarians with 
serenity, for example, can coexist in the same world. 

BARBARIAN

“No one ever expects a brilliant barbarian.”
– Flynn Dielle, on hidden strengths.

When most barbarians rage, they draw upon nature’s 
ferocity, relying on the instincts of a mother bear 
protecting her cubs or a hungry lion on the hunt. Nature, 
however, is not always so blunt. Like snakes waiting 
patiently, then striking suddenly, some barbarians lose 
themselves to a state of absolute calm. 

Serenity (Ex), Greater Serenity (Ex), Purest 
Serenity (Ex)

Level: 1st, 11th, 20th 
Replaces: Rage, Greater Rage, Mighty Rage

Beginning at 1st level, a barbarian can call upon 
inner reserves of awareness and tranquility, granting 
him additional combat prowess. Starting at 1st level, a 
barbarian can enter a state of serenity for a number of 
rounds per day equal to 4 + his Constitution modifier. At 
each level after 1st, he can enter serenity for 2 additional 
rounds. Temporary increases to Constitution, such as 
those gained from spells like bear’s endurance, do not 
increase the total number of rounds that a barbarian can 
enter serenity per day. A barbarian can enter serenity as 
a free action. The total number of rounds of serenity per 
day is renewed after resting for 8 hours, although these 
hours do not need to be consecutive.

While in a state of serenity, a barbarian gains a +4 
morale bonus to his Dexterity and Wisdom, as well as a 
+2 morale bonus on all saves. While in a state of serenity, 
a barbarian cannot cast spells, use Intelligence-based 
skills, or communicate.

A barbarian can end his serenity as a free action and 
is fatigued after serenity for a number of rounds equal 
to 2 times the number of rounds spent in serenity. A 
barbarian cannot enter a new state of serenity while 
fatigued or exhausted but can otherwise enter serenity 
multiple times during a single encounter or combat. 
If a barbarian falls unconscious, his serenity 
immediately ends, placing him in peril of death.
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At 11th level, when a barbarian enters serenity, the 
morale bonus to his Dexterity and Wisdom increases to 
+6 and the morale bonus on his saves increases to +3.

At 20th level, when a barbarian enters serenity, the 
morale bonus to his Dexterity and Wisdom increases to 
+8 and the morale bonus on his saves increases to +4.

A barbarian who chooses a path of serenity over rage 
still gains a rage power at 2nd level and every two levels 
thereafter. They function in exactly the same way, but 
the barbarian calls them serene powers. 

BARD

“Do not dream of being a lead singer. Dream of 
knowing enough instruments to never leave the 
stage.”

– Flynn Dielle, on inspiring competence. 

Just as different styles of music can evoke different 
responses, different bards can manipulate different 
emotions. Some bards do not need an instrument to 
play music, instead creating a symphony of agony as 
they break bones, tear flesh, and force their enemies to 
cry out in pain.

To qualify for the violent performance variant 
class feature, a bard must first take the bardic weapon 
variant class feature. However, a bard can choose the 
bardic weapon variant class feature without also taking 
the violent performance alternate class feature.

Bardic Weapon 
Level: 1st, 5th, 11th, 17th 
Replaces: Bardic Knowledge, Lore Master

Beginning at 1st level, a bard gains Martial Weapon 
Proficiency as a bonus feat. At 5th level and every sixth 
level thereafter, she can choose a combat feat that 
relates to her bardic weapon.

Violent Performance 
Level: 1st
Replaces: Bardic Performance, Versatile Performance

Some bards are trained to use pain to create magical 
effects on those around them. A bard can use 

this ability for a number of rounds per day equal to 4 
+ her Charisma modifier. At each level after 1st a bard 
can use violent performance for 2 additional rounds per 
day. Each round, the bard can produce any one of the 
types of violent performance that she has mastered, as 
indicated by her level.

Starting a violent performance is an attack action, but 
it can be maintained each round as a free action. To start 
a violent performance, a bard must declare the effect at 
the beginning of her turn. She must then successfully 
attack an opponent with her bardic weapon. For the 
purpose of this attack, the bard’s base attack bonus 
is equal to her bard level. Any other attacks made the 
same round use the bard’s regular base attack bonus. 
Upon a successful hit, this attack deals no damage but 
begins the effect immediately. The effect continues as 
long as the bard successfully attacks an opponent at 
least once a round. 

Changing a violent performance from one effect 
to another requires the bard to stop the previous 
performance and start a new one as an attack action. 
A violent performance cannot be disrupted, but it ends 
immediately if the bard is killed, paralyzed, stunned, 
knocked unconscious, or otherwise prevented from 
taking a free action to maintain it each round. A bard 
cannot have more than one violent performance in 
effect at one time.

Each violent performance has audible components 
and visual components. As long as one component is 
met, the effect can succeed. So a bard can start any 
violent performance against an invisible foe, or under 
the effect of a silence spell, but not both. 

Violent performances function exactly like bardic 
performances except as noted below. The bard can 
perform in combat even if the performance says 
otherwise. The bard cannot perform outside of combat. 
Substitute any reference to the bard’s perform check 
with the result of the attack roll that started the violent 
performance. The following bardic performances 
function differently as violent performances: fascinate; 
soothing performance.

Fascinate: A bard can fascinate targets even in 
combat. Targets of fascinate receive a Will save every 
round. When a fascinated creature is attacked, the effect 
ends immediately and the target cannot be fascinated 
by the same bard again for 24 hours.

Soothing Performance: As a violent performance, 
this is called Revitalizing Bloodshed.

CLERIC

“Do you have any idea how many times I’ve been 
stabbed?”

– Flynn Dielle, on the importance of clerics.

Publisher’s Notes: Serene 
Barbarians?
While it may seem incongruous to have the words 
“serene” and “barbarian” together, it is not only 
possible, but a great concept. Edgar Rice Burroughs’ 
Tarzan character could embody a serene barbarian, 
for while Tarzan does get angry, he does not rage like 
we think of a fantasy barbarian doing. By choosing 
the serenity optional class feature, you can truly set 
yourself apart from what others expect.
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