Level 1
Read intentions(the merest touch and you  can see the truest intentions of a person, gain a +1 to AC)

 Level 2
Mind shield(+2 save vs. all mind affecting spells)

Level 3
+4 save vs. illusions, Toughness

Level 4
Know truth(the ability to discern the truth of a statement)

Level 5
Influence thoughts(gain a +5 to all reaction rolls, gain a +1 to AC)

Level 6
+4 save vs. all mind affecting spells

Level 7
Future Scrying(after an hour of meditation you can see the outcome of any one action)

Level 8
+6 save vs. illusions, sense attack(gain a +1 to AC)

Level 9
Objects’ Past(by holding an object you can see its past owners and their use of that item)

Level 10
+6 save vs. all mind affecting spells

Level 11
Bonus Feat

Level 12


Level 13


Level 14


Level 15
Bonus Feat

Level 16
Immune to illusions

Level 17


Level 18
Bonus Feat

Level 19


Level 20
Immune to all mind affecting spells

The Awakened Ones

Level   
Base Attack Bonus
Fortitude Save
Reflex Save
Will Save



 1
+0
+2
+1
+3

2
+1
+3
+1
+4

3
+2
+3
+2
+4

4
+3
+4
+2
+5

5
+3
+4
+3
+5

6
+4
+5
+3
+6

7
+5
+5
+4
+6

8
+6/+1
+6
+4
+7

9
+6/+1
+6
+5
+7

10
+7/+2
+7
+5
+8

11
+8/+3
+7
+6
+8

12
+9/+4
+8
+6
+9

13
+9/+4
+8
+7
+9

14
+10/+5
+9
+7
+10

15
+11/+6/+1
+9
+8
+10

16
+12/+7/+2
+10
+8
+11

17
+12/+7/+2
+10
+9
+11

18
+13/+8/+3
+11
+9
+12

19
+14/+9+5
+11
+10
+12

20
+15/+10/+6
+12
+10
+13

 Prerequisites: 5 Levels of Cleric

Description: The Awakened Ones, through many years of training and meditation have opened their inner eyes to the answers held within the Universe.  The souls of people the meet are laid bare, their ears discern all lies as such and both the past and the future are theirs to behold.  They see the world as it was and as it can be, with help.  As adventurers they are priceless in dealing with those around them as well as looking to the future when a life-threatening situation has risen.  As the warriors of their faith they are also invaluable in direct combat. 


They are often clothed in long robes with hoods and cloaks, even over their armor.  But since each Awakened can potentially view the future differently their actions within the world vary widely.

Special Hindrances: The Awakened have a hard time making on the spot decisions, they must succeed at a will roll (DC 15) in order to just do it. (sorry Nike) 

Races: Any 
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