
Well, saying Pathfinder has some "potentially gamebreaking flaws" is an understatement. Pathfinder is 
built atop a poorly balanced system and it exacerbated the imbalances. Sure, they tried to reign in the 
biggest excesses, but at the same time they widened the caster/non-caster divide by nerfing a lot of 
combat feats (power attack, expanding feat chains, etc.) and sometimes classes outright (rogue, monk), 
while giving the casting classes more shiny toys (Paragon Surge, Create Pit, better hitpoints, less 
drawbacks to being a specialist wizard, favored class system rewarding single-classed characters when 
martials multiclass a ton). Casters can often trivialize encounters with a single spell at just about every 
level (level 1? Sleep and color spray mainly. Level 3? Create Pit Level 5? The list keeps going) and the 
divine casters get shiny domain powers and can frequently be more powerful in melee than the martial 
classes and this is without factoring in possible animal companions and shit. The Summoner's pet Eidolon 
has been proven to do better damage than an entire Fighter player character and the Summoner has 
FAR more up his sleeves than the Eidolon. 
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There's just too many trap options in Pathfinder. A dualwield build for instance sounds fine until you 
realize how many feats you're burning on the build. A Monk sounds cool but it's horribly crippled. (I think 
Sean K. Reynolds, Pathfinder Designer has been on file saying he hates the Monk class.) The Rogue has 
been crippled as well (Quick Draw nerf, flat-footed nerfs, tumbling nerfs, sneak attack nerf, new skill 
consolidations etc making the skill monkey position unnecessary). Even playable classes frequently have 
archetypes that despite sounding nice and flavorful are actually devastatingly bad, like Vow of Poverty 
Monk. Whip builds are so ridiculously feat intensive (3 feats on top of exotic proficiency) that very few 
classes can manage it to proper effect. New combat maneuver system is also really unreliable due to 
size/str/dex/BAB modifiers strongly favoring monsters and the relevant feat chains are just too long. What 
all this leads to is a very large number of decisions players can make that would utterly cripple their 
character. But the Paizo fans will frequently bitch about how it's supposed to be about roleplaying (then 
why the fuck is Pathfinder such a mechanics-heavy game, eh?) and you're just not a fun guy if you focus 
on making effective builds, so really if you have a lousy time playing a character that is dead weight it's all 
your fault for lacking the proper sense of fun. 
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Heck, it's not even an improvement on 3.5 
 
Wizards got improved hit dice, ability to cast out of banned schools, and domain powers. The Divination 
Wizard has ridiculous initiative and ability to act in a surprise round. They also get to use the new favored 
class bonus for 1 extra HP each level. Sorcerer got human favored class bonus and crazy bloodline 
powers, OP archetype called Razmiran Priest, and UMD as a class skill. Clerics gained domain powers 
and free proficiency with their deity's favored weapon (but lost heavy armor prof.), and Druids can take a 
Domain over an animal companion (1 domain gives an animal companion with level penalty). Cantrips 
are at-will, so you can Detect Magic entire dungeons. Half a dozen PrCs (Daivrat, Pathfinder Savant, 
Magaambyan Arcanist, Veiled Illusionist, Agent of the Grave, Dawnflower Dissident) plus items, feats, 
and Samsaran Mystic Past Life racial trait let your caster use spells not on the list. Paragon Surge spell 
breaks almost every caster. Esoteric Training guild boon (not a feat, free benefit for high rep) gives extra 
spellcasting levels enabling all sorts of degenerate shit. New disable spells that target reflex save. And 
just in case you're still not sure PF is more caster edition than 3.5, you have retarded crap like the new 
Arcanist class (a Wizard who casts his prepared spells spontaneously with some stupid good perks) or 
Scarred Witch Doctor (A Witch who uses CONSTITUTION - a stat that can also get buffed sky high for 
scary DCs - as his casting stat). 
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Rogues cannot sneak attack with splash weapons, lost most methods to make opponents flatfooted, and 
now that cross-class skills are so penalty-free, concentration is no longer a skill, skills have been 
consolidated, and int bonuses now give retroactive skillpoints, the wizard is going to take over their skill 
monkey role. Trapfinding can now be done by anyone with Perception, which everyone maxes. 
Cleric/Druid/Ranger is a better trapfinder than the Rogue. 
 
Mundanes got hit worst by losing flaws for feats and many combat feats were nerfed or split up for bigger 
feat chains. So martial classes aren't as effective at low levels. It's not until level 15 that a PF char's feats 
are equal to a 3.5 with 2 flaws. Caster feats are unchanged plus new Persistent and Dazing metamagics. 
Also, new combat maneuver system favors monsters over players due to size, str, and dex modifiers, so 
players cannot depend on maneuvers against most monsters, making combat maneuver builds a giant 
trap. At the same time you no longer have access to Tome of Battle martial classes in PF, which were 
basically genuinely versatile martial classes (and therefore considered too good by Paizo). 
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Monk got nerfed into oblivion. Bards lost their ability to linger performances (and stack multiple 
performances) (feat & spell taxes to cover this now) and get a shitty rounds/day pool instead of uses/day. 
So now a Bard's "Inspire Competence" and "Fascinate" is shit because anything worth using it on costs 
too many rounds. But there's another spell tax (Toilsome Chant) to make Inspire Competence last. It's a 
dwarf racial spell though. The Bard gets Versatile Performance as a skill multiplier though, but its 
mechanics are headache inducing. 
 
Meanwhile Paizo does their damnedest to make sure every arcane caster can UMD, proving they have 
no fucking idea what they're doing. Alchemist, Sorcerer, Witch, Magus, and Summoner all get UMD as a 
class skill. UMD was made so rogues can use magic items, and the two rogue classes were the Thief 
(now renamed to Rogue) and Bard. Instead Paizo hands it to fucking everyone because they cannot 
understand what a decent skill system is or character roles. They added a new skill though: Fly. It's the 
new "caster skill" but also screws over any melee characters who manage to gain flight through buffs or 
magic items (because these dudes won't get a Fly skill high like most casters). 
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New Trait system enables all sorts of degenerate crap. Back to UMD, you can get UMD as a class skill 



(Dangerously Curious, Underlying Principals) and make it key off of INT (Pragmatic Activator) instead of 
Cha (Paizo REALLY likes to give their arcane casters UMD, you see). A number of traits allow you to 
change the primary attribute of skills. And traits like Defensive Strategist (almost Uncanny Dodge), Glory 
of Old (+1 all saves vs spells & poison), Fate's Favored (+1 to all luck bonuses), Magical Lineage (-1 
metamagic costs for 1 spell), Wayang Spellhunter (-1 metamagic cost for 1 spell 3rd level or lower), 
Hedge Magician (-5% crafting costs), Eastern Mysteries (1/day: +2 to spell DC) among others really do 
too much for 1 trait. 
 
Heck, Paizo (the makers of Pathfinder) used to be the geniuses who ran Dragon Magazine (which added 
heaps of 3.5 content) back in the day, and they were INFAMOUS for the poor quality of their work. 
They're the kind of Designer with a capital D because they have an inflated opinion of themselves and 
believe they're just brilliant in the face of facts logic, and even careful testing. Also, serious criticism, no 
matter how lucid and evidenced, is grounds for bans from the Paizo forums because that's considered 
disruptive and disrespectful - so basically Paizo surrounds themselves with sycophants. It's a toxic 
community on their boards. Well, predictably, when Paizo went ahead to make their own improved 
version of 3.5, they failed at actually improving it. Since it was still 3.5 (and WotC was doing everything in 
its power to discontinue the official 3.5 product line), it got bandwagoned en masse by gamers and 3rd 
party developers who still wanted to stick with 3.5 products, which gave it such a huge market share. 
 
In the words of one Char Op poster: "Pathfinder was made by people who know terrible things go on in 
the depths on the CharOp boards, but without any real knowledge of what actually happens." 

 





 


