]F 1[ (eX']ralll <e

r‘ ‘Encounter ¥,
Generator. |

el
_ v
\ Fantasy Rolepl cg{oolklt :

bg J.€vans agne 4




(=
]
o p—(
)
O
=]
go
[o]
=
)
(=1
L]

J. Evans Payne
Iconography
J. Payne

Jason Payne

Ly

Author

Design & Concept

Develo

per

F*ME"UE
- S =l &
I8 5 @ 5
=Hc NS W
o el LN 3

o el <
o i 2
&
5
o

ayout and Graphic Design
Jason E. P.

Infinium Game Studio is:

over Art and Logos

Cartography

pesetting

e = = @)
) = 5

= = 5

Q Q o]

< 5

1) 7 =z

4 ks

< < &,
<5} =]

] ©

Proofreading
Beattin A. Dedhaurs

Indexing
Microsoft Word

@]
t
(@]

el —
=
<
Qo
5
7]
s
<
=
[¢]

reative Director

J. Evans Payne

Lead Editor

J. Evans Payne

Legal Stuff

P Marketing & Sales

C—
(s
<
o]
j=}
7]
e
QO

ke
=}
]

I O
ol
o

. Evans Payne

Artistic Director

N
5]
&
Q
=
%)
el
Q

=t
=
o

FlexTale Encounter Generator Sample © 2018 J. Evans
Payne.

Reproduction without the written permission of the author
is expressly forbidden. Dark Obelisk, Skelettin, Berinncorte,
FlexTale, and Aquilae are trademarks of Infinium Game
Studio, all rights reserved.

All characters, names, places, items, art and text herein are
copyrighted by J. Evans Payne. The mention of or reference
(o]
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any company or product in these pages is not a challenge to
the trademark or copyright concerned.

Compatibility with the Pathfinder Roleplaying Game requires
the Pathfinder Roleplaying Game from Paizo Publishing, LLC.
See http://paizo.com/pathfinderRPG for more information
on the Pathfinder Roleplaying Game. Paizo Publishing, LLC
does not guarantee compatibility, and does not endorse this

n

product.

Pathfinder is a registered trademark of Paizo Publishing,
LLC, and the Pathfinder Roleplaying Game and the Pathfinder
Roleplaying Game Compatibility Logo are trademarks of
Paizo Publishing, LLC, and are used under the Pathfinder
Roleplaying Game Compatibility License. See http://paizo.
com/pathfinderRPG/compatibility for more information on
the compatibility license.
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Like what you see here? Check out the Kickstarter for
Aquilae; Bestiary of the Realm, from Infinium Game
Studio and Glamour Games.

A massive hardcover tome of dozens of magical items,
artifacts, spells, and more, Artifacts & Artifice is this book’s
single example of a single weapon... expanded into a huge
assortment of instantly-usable weapons, armor, devices, and
other arcane trinkets.

Each entry will have the lavish detail demonstrated in

the case of the abhorrent naginata: detailed description,
background, mechanics, generalized game effects, history,
NPC wielders, Rumors & Lore, and Quests related to the
item.

As of this writing, you may support the Kickstarter here:

Coming soon!
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What is FlexTale?

FlexTale™ is an attempt to make roleplaying game adventure
content dynamic and interesting. A module created using
FlexTale is different each time it is run. Treasure, monsters,
plot activities, NPC backstories and character arcs, and
various actions and plot elements can all occur differently.

Differences can occur using the roll of dice, or the GM
can simply choose
the content that s/he
prefers or feels would s ‘T?]
be most engaging to the 2l
play group.

There are two ways that FlexTale can help make an
adventure dynamic: Dynamic Content and Dynamic Plots.

Dynamic Content

“Dynamic content” is a FlexTable term that refers to
anything in an adventure that can be modified. Whether one
NPC is in love with another, or who murdered the vagrant

in the alley behind the town pub—FlexTale dynamic content
makes it possible to have several explanations or paths
through a story.

Dynamic Content is made possible by something called a
FlexTable™.

FlexTables

Most roleplaying game resources have tables—lots and lots
of tables, in many cases! Typically, these tables are two-
column, or perhaps three-column: you have one column that
lists the dice roll result, and you reference that row as the
outcome of the randomization. This is all well and good,
but it limits the scenario to that one set of probabilities and
outcomes, without accounting for things that happen in the
game that you might want to impact those outcomes.

A Traditional RPG Lookup Table

“Table 1: Traditional Lookup Table” is a typical “what’s in
the treasure chest” table that requires rolling a Ddloo. You
roll a d100, and then you look up which row your roll falls
into, and then you get your single result. Interesting, to be
sure, and it definitely provides for some variability... but the
extent of that variability is constant.

Table 1: Traditional Lookup Table

Result
LE{ol Nothing

m Minor Reward

ZECH{il Average Reward

Description

The treasure chest is empty.

1d20 gp and a silver locket
worth 5 pp.

3d12 gp, a gold-hilted dagger
worth 10 pp, and two potions
of cure light wounds.

81- Major Reward
100

2d20 pp, a potion of cure
moderate wounds, and a
scroll of fireball (CL 12).

..‘.._.___..._.‘

The FlexTable Difference

A FlexTable is used to do the same thing a normal RPG
lookup table does. What makes FlexTables different is that
they have multiple columns to represent dice rolls. Each

of the columns represents a different situation or set of
conditions under which that column is used to reference the
result.

This seemingly simple change is used to make all of the
following possible:

« Differences in probabilities for the individual outcomes.

e “Scalable” monsters and rewards that more appropriately
match the level and power of the PCs.

e Proportional rewards, measured against the strength of a
relationship or other conditions.

e Circumstantial content, restricted to certain conditions
or prerequisites.

“: Sample Treasure Chest Contents” is the same table we
saw earlier, modified to be a FlexTable.

Contexts

In the above example, there are now four columns used to
indicate the range of the dice roll result. These columns are
referred to as Contexts.

Before you roll on a FlexTable like this one, you will have to
figure out which Context you should refer to. In the above
table, the leftmost column is Context “A” (D%A), the next
one is “B”, and so on. Each Context also indicates the dice
to be rolled—in this example, you roll the same dice (d%) in
each Context, but in some FlexTables, different dice may be
used.

This straightforward example demonstrates the following
differences in converting a standard table into a FlexTable:

Different Probabilities: Context C is the most favorable,
since it provides a much bigger range of rolls under which
you would receive the “Major Reward”. Context B is the next
best, since it, too, expands the range that Context A has.

Circumstantial Results: In Context D, not only are the
favorable outcomes less likely, but there is a fifth result row
that is only possible under this Context: “Cursed Reward”.

Determining Context: When you are called upon to roll on
this FlexTable, the adventure will use some description to
make it clear which Context to use. In the above example,
perhaps the Context is determined by how favorable the
party’s relationship is with a local wizard... but if the party
has fought or slain that wizard, then Context D is used to
represent the soured atmosphere.

Typically, just prior to a FlexTable, adventure content

will summarize which Context should be used. The GM is
encouraged to use his/her common sense and judgement in
overriding this guidance as she/he sees fit based on the party
and how the game is going. For example, a GM could choose
to reference a specific Context even though the prerequisites
aren’t met. She could also choose to simply ignore the table



FlexTable 1: Sample Treasure Chest Contents

D%A
01-30

D%B D%C D%D Result

(JCVMN Nothing

Minor Reward

m Average Reward

Major Reward

Cursed Reward

entirely, and force a specific result without even rolling.
Experienced GMs should use this power wisely to improve
gameplay if necessary; unless you have a specific reason for
overruling the recommended use of a FlexTable, you should
try to use it as it was intended to be used.

Here’s an example for the above table, assuming the example
of the contents of the treasure chest scaling to the nature of
the relationship the party has with the local wizard:

. QUse Context A:
If the party’s relationship to the wizard is Unfriendly or
Indifferent.

D Use Context B:
If the party’s relationship to the wizard is Friendly.

D Use Context C:
If the party’s relationship to the wizard is Helpful.

a Use Context D:
If the party’s relationship to the wizard is Hostile, or if
the party has ever attacked the wizard (or slain her).

This is an impressive-sounding title, but the goal is quite
simple to describe: Let the story be different.

Reuards

Treasure, swords, gems, keys, filthy lucre—this is the stuff
your players are really gunning for, right? Well, that, plus
a good time with friends. And maybe, if you’re lucky, a
good, engaging session of shared storytelling that you’ll all
remember for a long time.

At any rate, rewards are shown with blue boxes like this
one. Some containers have common treasure, which applies
equally to all difficulty bands; these are shown with the

badges for all four bands like this:

Other treasure is “scaled”; that is, the PCs receive different
treasure depending on what difficulty band they are playing
at. Select the band that’s appropriate for the level of the
PCs; that is the treasure they receive. They do not receive all
of the treasure listed across all four bands!

¥ Secret Closet Chest

>< Brushgather geneology book (a small book;
value 6 gp)

19 gp; opal pendant on gold chain (value 31 gp)

8 pp; 42 gp; opal pendant on gold chain (value 72 gp)

Description
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The treasure chest is empty.
1d20 gp and a silver locket worth 5 pp.

3d12 gp, a gold-hilted dagger worth 10 pp, and two potions
of cure light wounds.

2d20 pp, a potion of cure moderate wounds, and a scroll of
fireball (CL 12).

6d6 cp, a rusted dagger (useless in combat), and whomever
opens it is struck with a bestow curse spell (CL 8).

19 pp; 37 gp; opal pendant on gold chain (value 180
gp)

52 pp; 84 gp; opal pendant on gold chain (value 428
sp)

‘Ouadded” Stat Blocks

Toward the goal of having an adventure that can be run
with PCs of various levels, all NPCs and monsters in this
adventure have four separate sets of statistics.

Q These represent iterations of the creature in four
distinct scales of challenge. These scales are referred to,
in ascending difficulty, as Low, Moderate, Advanced, and
Elite.

Low-level statistics are the default, and are intended
for parties of 1% to 4" level PCs. Typically, the Low CR for a
creature will be in the range of fractional, up to 4.

‘ Moderate statistics present a bit more challenge, and are
meant for 5% to 8 level PCs. CRs can be in the range from
4-10.

Advanced creatures give even more of a fight,
representing CRs in the range of 10-15, and are meant for
adventurers of the same levels.

a Elite monsters and NPCs are the most evolved, and
present formidable difficulty in the 12-20 CR range. These
stat blocks are designed for PCs above 15" level.

To avoid confusion, elsewhere in the text outside of the
creature’s quadded stat block definition, the statistics
referred to are the Low, or default, block. For example, the
condensed, “vital stats” block that is shown in red where the
NPC or monster is introduced in the adventure uses the Low
values.

Quadded Challenge Blocks

Skill challenges and checks, traps, poisons, and obstacles
sometimes have quadded stat blocks as well.

Although nearly all NPCs and monsters have quadded stat
blocks, not all other game elements do. This is intentional.
It represents the reality that although monsters and people
might be of advanced difficulty, the city of Berinncorte
exists in a typical, average fantasy realm—DC 50 Mythic-
caliber locks simply doesn’t exist, let alone on every door in
town!




DC 24; Disable Device DC 22
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Simply put, there’s too much detail in the massive city and
mines of Mondaria. Too much to spell out the content of
every single treasure chest individually.

To remedy this, and to improve the flexibility, diversity, and
enjoyment of playthroughs of the adventure, FlexContent is
used to power treasure results throughout the book.

FlexContent is a set of FlexTables that allow for
appropriate, compelling, and randomized treasure results.
No run-through of this adventure will be identical; indeed,
every single container in the adventure will produce a
different result each time.

Note that although most uses of FlexContent are simply to
provide treasure outcomes, in some cases, the results lead to
plot points or other informational developments.

Sanity Check: GM Override

@ You may of course choose to override all of these rules.
FlexContent is a useful, creative, and infinitely flexible
way of making things interesting and reusable, but
it’s certainly not necessary for your gaming group’s
enjoyment of the adventure. As the GM, use your best
judgment as to how this approach might be received by
your players, and adjust your use of this tool accordingly.

Quick Start: hou to Use

Throughout the book, you will encounter this symbol: m
This indicates that the content of a container, or the results
of an encounter, are randomly determined.

¥ Fisherman’s Stash (example)

Fishing Supplies (Large; 2x D Context C)
19 gp; dagger

8 pp; 42 gp; +1 dagger

14 pp; 111 gp; +2 dagger

52 pp; 84 gp; +3 dagger

The above treasure indicates that there will be some coins
and a dagger, but the amount and quality will depend on the
difficulty band the party is at.

In addition, the Stash contains some likely-mundane fishing
supplies; no matter what the level of the PCs, they will roll
twice on the “Fishing Supplies” FlexContent table, and they
will use Context C to interpret the results.

Ouadded Besults

Just as a treasure block can describe multiple types of
treasure depending on the difficulty band of the players, so
too can the results of a FlexContent table dictate a similar
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Results that do not have any difficulty band icons apply
equally to all scenarios and player levels.

Results that are split out according to difficulty badges are
just like normal treasure results: only consider the results
that apply to your PCs’ level and difficulty band.

Here’s an example of a FlexContent table result:
Honey (2d4 1bs; 1 gp per)

Honey (3d12 lbs; 1 gp per); Chocolate (2d8 lbs; 10 gp
per)

This means that for Low and Moderate levels, the result is
only 2d4 pounds of Honey. Advanced and Elite levels receive
3d12 pounds of Honey, plus 2d8 pounds of Chocolate.

Zero Besults

Some calculations apply a negative modifier, for example,
“Chocolate (1d6-1 1bs)”.

If the result of this calculation would produce a number of
zero or less, no treasure of that type results. In the example
above, if you rolled a 1, there would be no Chocolate to be
found in the container you were opening.

Parameters

Every time a FlexContent table is referenced, additional
information is presented. This helps you understand how
you should use, and interpret, the results of the table.

Table Name

This is always required, and gives you the name of the table
you need to reference.

Optional, and only used with FlexContent tables that have
Size information in their listing.

Size listings are for container types that may have different
scales of the quantities of their contents. For example, a
single person’s home may have foodstuffs of vastly smaller
scale than, say, the Mayor’s House.

Size information in a FlexContent table’s listing is frequently

a simple means of scaling up: for example “Small” results '
may simply roll once on the table, “Medium” results may

roll three times, and “Large” results may roll 3 times, but

multiply any numeric quantities by 5.

The exact mechanics of a particular FlexContent table’s Size
information is given in the introduction to that table’s listing.

Optional. If absent, assume 1x.

The number of times you roll to produce results on the
FlexContent table in question.

Note that the number here is the total number of times you
produce results. This may mean that you roll more times

N
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than the number listed!

For example, in the Fisherman’s Stash scenario described
earlier, it says to produce results “2x”. However, the Size

is listed as Large. Say the Fishing Supplies table shows
that for Large results, you’re supposed to roll 3 times on the
table. This means that you would actually roll 6 times: 2
results to produce, and each of them rolling 3 times on the
table.

This may sound quite complex, and it can be. But in practice,
a seasoned GM can produce results very quickly and easily.

Optional. If absent, assume Context A, or apply the
appropriate Context to your rolls based on the description in
the FlexContent table’s listing.

This indicates the Context you should use in interpreting
your results on the FlexContent table in question.

Cypical Contexts

A FlexTable allows for four interpretations of each dice roll,
based on the Context that applies to that roll.

Although each FlexContent table has its own introduction
that specifies the Contexts that apply to it, the following
circumstances may be used as a default.

. QUse Context A:
By default, or if no other Context described applies to the
circumstances.

P ™ e R e g I

. DUse Context B:
If the party has just happened across the treasure, or has
defeated a challenge of low to negligible difficulty in
order to win it.

. Q Use Context C:
For circumstances of great challenge, or if the party has
won the treasure as a result of a difficulty beyond their
typical level.

3 a Use Context D:
In scenarios in which the party shows disinterest, haste,
or otherwise is uninterested in the contents of the
treasure. Can also be used in situations where the GM or
other players are under a time constraint, and you wish
to simply produce a representative result as quickly as
feasible.

Reader Tables & Table Links

It’s possible for the result of a die roll against one
FlexContent table to be a roll on another FlexContent table.
For example, you might roll on the “General Items” table,
and get a result that asks you to roll twice on the “Clothing”
table. This is perfectly normal. Treat the result as you
would if it had been part of the original treasure description.

Some tables are composed entirely of results such as
this. These are called “Header Tables”, and they mainly
serve to point you in the direction of one or more other
randomizations.

Wandering Monsters, Mines, lverage

Contexts

J QUse Context A:
By default, or if no other set of prerequisites described
below applies.

. D Use Context B:
Use during the nighttime. Note that although the
concepts of day and night are somewhat irrelevant
underground in the Mines of Mondaria, below-ground
you may interpret this Context as simply one of greater
difficulty than the PCs might normally encounter.

FlexTable 2: Wandering Monsters, Mines, Average
FlexContent

. Q Use Context C:
If the party is currently engaged in a Quest, or other
focus, from which you would prefer they not be distracted.

] B Use Context D:
If the PCs are actively flaunting the danger posed by the
environment, or to encourage storytelling momentum.
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Doppelganger:

Cockatrice:

1x
1d4-1x
1d6x

2d6x

H“-

.




Rust Monster:

><} 1d4-1x (min 1)
1d4+1x
2d4x
2d6x

1d4+1x
2d4x




Result Result

56 46-47 - Wolverine, Dire: 55 Mephit, Fire:

1d4-1x (min 1)

57 48 - Elemental, Air
(Medium)

1d4-1x (min 1)
1d4+1x

2d4x

2d6x

58 49 77 Elemental, Earth
(Medium)

59 50 = Elemental, Fire
(Medium)

1d4-1x (min 1)
1d4+1x

2d4x

2d6x

60 51 - Elemental, Water
(Medium)

1d4-1x (min 1)

| 61-63 | 52-57 78

1d4-1x (min 1)

L. 2d4x
e~ 64 58 -
. i
el 65 59 =
ﬁ: 1d4-1x (min 1)
2d4x
. - 1d4-1x (min 1)
© || 66 60 - e
R 2d6x
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< 1d4-1x (min 1)
8—4 | 2d4x
o
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Boggart:

1x

1d4-1x (min 1)
2d4x

Ead 2d6x

Centipede Swarm:

1x
1d4-1x (min 1)
2d4x

2d6x

Dragon, Chromatic
(Green, Wyrmling):

1x

1d4-2x (min 1)
1d4x

s 2d4x

Dragon, Chromatic
(White, Very Young):

1x

1d4-2x (min 1)
1d4x

2d4x
Gargoyle:

1d4-1x (min 1)
1d4x

1d6x

B3 2dgx

Hag, Sea:

1x

1d4-2x (min 1)
1d4x

2d4x

Harpy:

1d4-1x (min 1)
1d4x

1d6x

e 2d4x

Hydra:

hix
1d4-2x (min 1)
1d4x

2d4x

Ooze, Gray:

1x

1d4-2x (min 1)
1d4x

& 2dgx
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Product Identity: The following items are hereby identified

~ |as Product Identity, as defined in the Open Game License 1.0a,

~ Section 1(e), and are not Open Content: All trademarks, registered
trademarks, proper names (characters, deities, etc.), dialogue,
plots, storylines, locations, characters, artworks, and trade dress.
(Elements that have previously been designated as Open Game
Content are not included in this declaration.)

- Open Content: Except for material designated as Product Identity

~ (see above), the game mechanics of this Paizo Publishing game

e product are Open Game Content, as defined in the Open Game

= License version 1.0a Section 1(d). No portion of this work other than
. J.-.L the material designated as Open Game Content may be reproduced in
‘any form without written permission.

OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and
~is Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All Rights
Reserved.

1. Definitions: (a) “Contributors” means the copyright and/or
trademark owners who have contributed Open Game Content;

™ - - (b) “Derivative Material” means copyrighted material including

e derivative works and translations (including into other computer

". languages), potation, modification, correction, addition, extension,

~ upgrade, improvement, compilation, abridgment or other form in

which an existing work may be recast, transformed or adapted; (c)
 “Distribute” means to reproduce, license, rent, lease, sell, broadcast,
~ publicly display, transmit or otherwise distribute; (d) “Open Game
Content” means the game mechanic and includes the methods,
procedures, processes and routines to the extent such content does
not embody the Product Identity and is an enhancement over the
~ prior art and any additional content clearly identified as Open Game
~ Content by the Contributor, and means any work covered by this
License, including translations and derivative works under copyright
- law, but specifically excludes Product Identity. (e) “Product Identity”
. means product and product line names, logos and identifying marks
~ including trade dress; artifacts, creatures, characters, stories,
- storylines, plots, thematic elements, dialogue, incidents, language,
~ artwork, symbols, designs, depictions, likenesses, formats, poses,
concepts, themes and graphic, photographic and other visual or
~ audio representations; names and descriptions of characters, spells,
~ enchantments, personalities, teams, personas, likenesses and special
abilities; places, locations, environments, creatures, equipment,
magical or supernatural abilities or effects, logos, symbols, or

; - graphic designs; and any other trademark or registered trademark
- clearly identified as Product identity by the owner of the Product

. P Identity, and which specifically excludes the Open Game Content;

b T (f) “Trademark” means the logos, names, mark, sign, motto, designs
that are used by a Contributor to identify itself or its products or the
associated products contributed to the Open Game License by the
Contributor (g) “Use”, “Used” or “Using” means to use, Distribute,
copy, edit, format, modify, translate and otherwise create Derivative
Material of Open Game Content. (h) “You” or “Your” means the
licensee in terms of this agreement.

5

| 2. The License: This License applies to any Open Game Content that

| contains a notice indicating that the Open Game Content may only be
Used under and in terms of this License. You must affix such a notice
to any Open Game Content that you Use. No terms may be added to

~ or subtracted from this License except as described by the License
itself. No other terms or conditions may be applied to any Open

- Game Content distributed using this License.

flppendices

3. Offer and Acceptance: By Using the Open Game Content You
indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this
License, the Contributors grant You a perpetual, worldwide, royalty-
free, non-exclusive license with the exact terms of this License to
Use, the Open Game Content.

5. Representation of Authority to Contribute: If You are contributing
original material as Open Game Content, You represent that Your
Contributions are Your original creation and/or You have sufficient
rights to grant the rights conveyed by this License.

6. Notice of License Copyright: You must update the COPYRIGHT
NOTICE portion of this License to include the exact text of the
COPYRIGHT NOTICE of any Open Game Content You are copying,
modifying or distributing, and You must add the title, the copyright
date, and the copyright holder’s name to the COPYRIGHT NOTICE of
any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product
Identity, including as an indication as to compatibility, except as
expressly licensed in another, independent Agreement with the
owner of each element of that Product Identity. You agree not to
indicate compatibility or co-adaptability with any Trademark or
Registered Trademark in conjunction with a work containing Open
Game Content except as expressly licensed in another, independent
Agreement with the owner of such Trademark or Registered
Trademark. The use of any Product Identity in Open Game Content
does not constitute a challenge to the ownership of that Product
Identity. The owner of any Product Identity used in Open Game
Content shall retain all rights, title and interest in and to that
Product Identity.

8. Identification: If you distribute Open Game Content You must
clearly indicate which portions of the work that you are distributing
are Open Game Content.

9. Updating the License: Wizards or its designated Agents may
publish updated versions of this License. You may use any authorized
version of this License to copy, modify and distribute any Open Game
Content originally distributed under any version of this License.

10. Copy of this License: You MUST include a copy of this License
with every copy of the Open Game Content You distribute.

11. Use of Contributor Credits: You may not market or advertise the
Open Game Content using the name of any Contributor unless You
have written permission from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with

~any of the terms of this License with respect to some or all of the

Open Game Content due to statute, judicial order, or governmental
regulation then You may not Use any Open Game Material so
affected.

13. Termination: This License will terminate automatically if You

fail to comply with all terms herein and fail to cure such breach
within 30 days of becoming aware of the breach. All sublicenses shall
survive the termination of this License.

14. Reformation: If any provision of this License is held to be
unenforceable, such provision shall be reformed only to the extent
necessary to make it enforceable.

15. COPYRIGHT NOTICE

Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc.

System Reference Document. Copyright 2000, Wizards of the Coast,
Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, based on
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material by E. Gary Gygax and Dave Arneson.

Pathfinder Roleplaying Game Reference Document. © 2011, Paizo
Publishing, LLC; Author: Paizo Publishing, LLC.

Pathfinder Roleplaying Game Core Rulebook. © 2009, Paizo
Publishing, LLC; Author: Jason Bulmahn, based on material by
Jonathan Tweet, Monte Cook, and Skip Williams.

Pathfinder Roleplaying Game Bestiary. © 2009, Paizo Publishing,
LLC; Author: Jason Bulmahn, based on material by Jonathan Tweet,
Monte Cook, and Skip Williams.

Pathfinder Roleplaying Game Bestiary 2. © 2010, Paizo Publishing,
LLC; Authors Wolfgang Baur, Jason Bulmahn, Adam Daigle, Graeme
Davis, Crystal Frasier, Joshua J. Frost, Tim Hitchcock, Brandon
Hodge, James Jacobs, Steve Kenson, Hal MacLean, Martin Mason,
Rob McCreary, Erik Mona, Jason Nelson, Patrick Renie, Sean K
Reynolds, F. Wesley Schneider, Owen K.C. Stephens, James L. Sutter,
Russ Taylor, and Greg A. Vaughan, based on material by Jonathan
Tweet, Monte Cook, and Skip Williams.

Pathfinder Roleplaying Game Bestiary 3. © 2011, Paizo Publishing,
LLC; Authors: Jesse Benner, Jason Bulmahn, Adam Daigle, James
Jacobs, Michael Kenway, Rob McCreary, Patrick Renie, Chris Sims,

F. Wesley Schneider, James L. Sutter, and Russ Taylor, based on
material by Jonathan Tweet, Monte Cook, and Skip Williams.

Pathfinder Roleplaying Game Bestiary 4. © 2013, Paizo Publishing,
LLC; Authors: Dennis Baker, Jesse Benner, Savannah Broadway, Ross
Byers, Adam Daigle, Tim Hitchcock, Tracy Hurley, James Jacobs, Matt
James, Rob McCreary, Jason Nelson, Tom Phillips, Stephen Radney-
MacFarland, Sean K Reynolds, F. Wesley Schneider, Tork Shaw, and
Russ Taylor.

Pathfinder Roleplaying Game GameMastery Guide. © 2010,

Paizo Publishing, LLC; Author: Cam Banks, Wolfgang Buar, Jason
Bulmahn, Jim Butler, Eric Cagle, Graeme Davis, Adam Daigle,

Joshua ]J. Frost, James Jacobs, Kenneth Hite, Steven Kenson, Robin
Laws, Tito Leati, Rob McCreary, Hal Maclean, Colin McComb, Jason
Nelson, David Noonan, Richard Pett, Rich Redman, Sean K reynolds,
F. Wesley Schneider, Amber Scorr, Doug Seacat, Mike Selinker, Lisa
Stevens, James L. Sutter, Russ Taylor, Penny Williams, Skip Williams,
Teeuwynn Woodruff.

Pathfinder Roleplaying Game Advanced Class Guide © 2014, Paizo
Inc.; Authors: Dennis Baker, Ross Byers, Jesse Benner, Savannah
Broadway, Jason Bulmahn, Jim Groves, Tim Hitchcock, Tracy Hurley,
Jonathan H. Keith, Will McCardell, Dale C. McCoy, Jr., Tom Phillips,
Stephen Radney-MacFarland, Thomas M. Reid, Sean K Reynolds,
Tork Shaw, Owen K.C. Stephens, and Russ Taylor.

Pathfinder Roleplaying Game Advanced Player’s Guide. © 2010,
Paizo Publishing, LLC; Author: Jason Bulmahn

Pathfinder Roleplaying Game Advanced Race Guide. © 2012, Paizo
Publishing, LLC; Authors: Dennis Baker, Jesse Benner, Benjamin
Bruck, Jason Bulmahn, Adam Daigle, Jim Groves, Tim Hitchcock, Hal
MacLean, Jason Nelson, Stephen Radney-MacFarland, Owen K.C.
Stephens, Todd Stewart, and Russ Taylor.

Pathfinder Roleplaying Game Monster Codex. © 2014, Paizo Inc.;
Authors: Dennis Baker, Jesse Benner, Logan Bonner, Jason Bulmahn,
Ross Byers, John Compton, Robert N. Emerson, Jonathan H. Keith,
Dale C. McCoy, Jr., Mark Moreland, Tom Phillips, Stephen Radney-
MacFarland, Sean K Reynolds, Thomas M. Reid, Patrick Renie, Mark
Seifter, Tork Shaw, Neil Spicer, Owen K.C. Stephens, and Russ Taylor.

Pathfinder Roleplaying Game Mythic Adventures © 2013,
Paizo Publishing, LLC; Authors: Jason Bulmahn, Stephen Radney-
MacFarland, Sean K Reynolds, Dennis Baker, Jesse Benner, Ben
Bruck, Jim Groves, Tim Hitchcock, Tracy Hurley, Jonathan Keith,
Jason Nelson, Tom Phillips, Ryan Macklin, F. Wesley Schneider,
Amber Scott, Tork Shaw, Russ Taylor, and Ray Vallese.

Pathfinder Roleplaying Game NPC Codex. © 2012, Paizo
Publishing, LLC; Authors: Jesse Benner, Jason Bulmahn, Adam Daigle,
Alex Greenshields, Rob McCreary, Mark Moreland, Jason Nelson,
Stephen Radney-MacFarland, Patrick Renie, Sean K Reynolds, and
Russ Taylor.

Pathfinder Roleplaying Game Occult Adventures. © 2015, Paizo
Inc.; Authors: John Bennett, Logan Bonner, Robert Brookes, Jason
Bulmahn, Ross Byers, John Compton, Adam Daigle, Jim Groves,

Thurston Hillman, Eric Hindley, Brandon Hodge, Ben McFarland,
Erik Mona, Jason Nelson, Tom Phillips, Stephen Radney-MacFarland,
Thomas M. Reid, Alex Riggs, Robert Schwalb, Mark Seifter, Russ
Taylor, and Steve Townshend.

Pathfinder Roleplaying Game Pathfinder Unchained. © 2015,
Paizo Inc.; Authors: Dennis Baker, Jesse Benner, Ross Byers, Logan
Bonner, Jason Bulmahn, Robert Emerson, Tim Hitchcock, Jason
Nelson, Tom Phillips, Stephen Radney-MacFarland, Thomas M. Reid,
Robert Schwalb, Mark Seifter, and Russ Taylor.

Pathfinder Roleplaying Game Ultimate Magic. © 2011, Paizo
Publishing, LLC; Authors: Jason Bulmahn, Tim Hitchcock, Colin
McComb, Rob McCreary, Jason Nelson, Stephen Radney-MacFarland,
Sean K Reynolds, Owen K.C. Stephens, and Russ Taylor.

Pathfinder Roleplaying Game Ultimate Campaign. © 2013, Paizo
Publishing, LLC; Authors: Jesse Benner, Benjamin Bruck, Jason
Bulmahn, Ryan Costello, Adam Daigle, Matt Goetz, Tim Hitchcock,
James Jacobs, Ryan Macklin, Colin McComb, Jason Nelson, Richard
Pett, Stephen Radney-MacFarland, Patrick Renie, Sean K Reynolds,
F. Wesley Schneider, James L. Sutter, Russ Taylor, and Stephen
Townshend.

Pathfinder Roleplaying Game Ultimate Combat. © 2011, Paizo
Publishing, LLC; Authors: Dennis Baker, Jesse Benner, Benjamin
Bruck, Jason Bulmahn, Brian J. Cortijo, Jim Groves, Tim Hitchcock,
Richard A. Hunt, Colin McComb, Jason Nelson, Tom Phillips, Patrick
Renie, Sean K Reynolds, and Russ Taylor.

Pathfinder Roleplaying Game Ultimate Equipment. © 2012 Paizo
Publishing, LLC; Authors: Dennis Baker, Jesse Benner, Benjamin
Bruck, Ross Byers, Brian J. Cortijo, Ryan Costello, Mike Ferguson,
Matt Goetz, Jim Groves, Tracy Hurley, Matt James, Jonathan H. Keith,
Michael Kenway, Hal MacLean, Jason Nelson, Tork Shaw, Owen KC
Stephens, and Russ Taylor.
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