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¢ 6Goavald. Come on!”
“It’s this dang boot strap. It won't...”

“Again!?”

“Look, te boots give ye elven footfalls. I dont
think te like bein’ on dwarven toes.”

“Oh come ON. They look fine to me; you are
walking quietly... what's the problem?”’

“Tha’damen thing is wearing a blister in me leg!”’

“Oh no, not a blister! The horror. You’ve had a
bolt of lighting through your leg, [ 've seen it. What's
the big deal with a blister?”

“It’ll bleed, ya twit. Remember te warnings about
sky sharks? Te blood hunters, we were told?”

“... Okay, good point. Look, maybe if we just tie
it closed...”

There is more to adventuring than killing dragons

and exploring alien ruins. Those are the high points,

sure, but adventurers still need to survive day-to-

day life. And daily life? It comes with annoyances.
Here’s 101 of them.

Uren Te Use Nmoer
Dmv? ﬂnr;evn?;lcnlgs

These are minor annoyances, so they don’t need to be
super-carefully controlled. If something from this list
gets you killed it’s because of a cascade of effects—a
loose strap leads to reduced AC which leads to being hit
when you wouldn’t have, just when you are low on Hit
Points—it’s not just an annoyance, it’s an annoyance at
a terrible moment (for want of a nail, the kingdom was
lost). But mostly, these are just little flavorful things to
remind players that while a giant trying to crush your
head is a serious problem for a few seconds, a hole in
your only pair of socks is much more likely to bother
you for a long week of adventuring.

S8omeonE ReLLS a 1

You can use this as a gentler version of a critical
fumble table. If it’s a d20 check that matters, and
someone rolls a 1, roll 1d100 and look at the related
minor annoyance. If the annoyance has a game
effect that doesn’t related to the d20 check being
attempted, then the annoyance happens but doesn’t
impact the character. That’s fine—most minor
annoyances don’t impact you in a big way.

It’8 Just a THING SoMETIMES

Once a session or so, you could just have people
roll to see if they suffer a minor annoyance. Maybe
everyone rolls d100, and the lowest roll has the
matching annoyance hit. Maybe if the players are
spending too much time with their characters not
doing anything adventurous, minor annoyances
become what they face every few days. Maybe you
just pick a different PC each session, and present
them with one annoyance to help drive home how
different life in the field is from a cushy job in
civilization.

Just don’t overdo it. You want the characters to be
annoyed, not the players.

It’s A CUrsE

Especially if you already have annoyances just be a
thing sometimes, a minor curse that causes them can
go some time before the players get too suspicious.
Of course when it goes from one annoyance for one
character per sessions, to every character suffering
one every day, and then one every few hours, they
are either going to start throwing dice at you, or
realize something is wrong.

To InpicaTe HarpsHIP

You can also reserve minor annoyances for times
when the PCs are facing extra hardship, to help
build the tone. If they are short on food, or short on
money, or otherwise in a situation where they can’t
take care of themselves properly. Misery loves
company.

TABLE 1: MINORANNOYANCES (ROLL 1D100)
01. Broken container. Be it a canteen or a vial of
something more expensive, one random nonmagical
container (which may have had magical fluid) broke
and leaked out.

02. Eyelash falls into your eye. An eyelash, or optic
scale, or bit of sensory slime (depending on your
species) falls into your eye. If you are in a combat,
you provoke an attack of opportunity. If you are
making a Perception check, you fail. Otherwise,
you just have to blink a lot for 5 minutes.
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03. Hamstring Pull. You pull the hamstring muscle
in your leg. Your land movement is reduced by 5
feet until you receive a mystic cure spell or get 8
hours of sleep.

04. Dizziness. Just one of those unexplained dizzy
spells. Any action you take this round takes a -2 penalty.

05. Stub toe. You hit your toe, bludgeoning it.
Suffer 1 point of damage and if you are making a
Stealth check, you fail it.

06. Hit Yourself. You accidentally smack yourself
for 1 point of damage, and count as having made an
attack for any purpose that cares about such things.

07. Trip over nothing you can see. You fall to the
ground and are prone.

08. Loose strap. Some piece of armor or clothing
is not fitting right. You take -1 AC until you take
a minute to adjust it, and there’s a 25% change it
happens again in 1d6 hours.

09. Roll ankle. Your ankle rolls out from under you,
painfully straining the join and making you wobble
and walk oddly for a minute. You take 1 point of
damage and take a -2 penalty to all Charisma-based
checks for a minute with anyone who saw you do it.

10. Hilt wrap unravels. Your weapon suffers a
maintenance malfunction, and attacks with it take a
-2 penalty until you take 1 minute to fix it.

11. Sciatic nerve pinch. The sciatic nerve in your
leg becomes pinched, causing numbness from your
hip to your foot. Your Reflex saving throws take
a -2 penalty until you get 8 hours of sleep or you
receive a cure spell.

12. Strained Wrist. Your wrist on your primary arm
suffers repetitive stress injury, aching and sometimes
hurting sharply. Any attack or skill check using that
arm automatically fails if the d20 roll is a 13.

13. Leg cramp. A muscle in your leg cramps up. You
Acrobatics, Climb, and Swim checks take a -2 penalty
for 1d10 minutes or until you receive a cure spell.

14. Sticky Palms. You have gotten a sticky substance
on your hands. You don’t know where it came from
It takes you a move to release any item from your
grip. This condition lasts until you wash your hands.

15. Pinched nerve in neck. You move your neck
the wrong way, causing a nerve to become pinched.
For the rest of the day, the persistent, annoying
pain causes your Charisma-based ability and skill
checks to fail if the die roll is a 13.

16. Bug Bite. You got an annoying, painful bug bite.
While on its own it’s not enough to do anything, you
are -2 on the next saving throw you make against an
insectlike creature’s poison.

17. Clumsy grip. Your grip on whatever you are
holding is awkward. You are at -2 on any attacks or
skill checks you make with it until you take a move
to change your grip.

18. Sneeze. One, massive sneeze. Everyone looks at
you. If you were attempting a Stealth check, you fail it.

19. Just sluggish. You just can’t get moving today.
Until you drink some revitalizing infusion, you are
at -2 on saving throws against effects that fatigue or
exhaust you.

20. Sweaty Palms. Something has left your
hands sweaty and you are having a difficult time
maintaining a grip on things. Every round for the
next hour when you are holding things and not
using gloves, make a DC 10 Reflex save. Failure
causes you to drop the item.

21. Blister. You got a blister. Although you don’t
take damage from, until healed for at least 1 HP
creatures that track by scent have a +4 bonus on
checks to find you, and you are considered to be
bleeding for any effect that triggers off it.

22. Wrong tool. The thing you thought was going to
be perfect for a task... isn’t. And you don’t have exactly
what you need. You can go on, but you take a -2 penalty
on any related skill checks unless you change gear.

23. Song stuck in your head. You have an annoying
song stuck in your head. You suffer a -2 penalty
on any check that requires focus or concentration
for more than 1 round. A Charisma-based DC 15
Profession check by someone else can remove the
song, or you can take an action to make a DC 15
Will saving throw to remove it.

24. Stain. Something of yours picked up a
spectacular stain. Until it is thoroughly cleaned,
you suffer a -4 penalty on Charisma-based ability
and skill checks in upper-class settings.

25. Wrong methodology. You just tried exactly
the wrong thing. This results in partial results. Your
attempt to deceive might lead to your opponent
realizing you’re hiding something, though she may
not realize what, you might vault to the other side
of a pit, but you fail to stick the landing and you
fall prone, you might successfully hit a foe but do
minimum damage, and so on. It is up to the GM to
adjudicate the exact results.
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26. Imposter Syndrome. Your confidence in your
ability to perform a task has been dashed by your
analysis of your own shortcomings. One skill is
selected at random. You suffer a -4 penalty on checks
with this skill until you use it successfully again.

27. Swarm of Gnats. A swarm of gnats surrounds you.
You must make a DC 15 Will save, or the first check
you make each round takes a -2 penalty. The swarm of
gnats leave after 1d100 minutes, although you may be
able to drive them off with smoke or similar measures.

28. Common Cold. You have a minor, non-life-
threatening disease, but you feel terrible. The first time
you roll a 13 on the d20 of any check each day, you
fail due to the cold and its aches and sneezes and itchy
eyes. Unless treated, the cold lasts 2d4 days. Also,
anyone who is in close proximity to you must make
a DC 11 Fortitude save each day or catch your cold.

29. Fall Into Nearest Person. You stumble into
the closest person to you, whether they happen to
be friend or foe. Both of you fall prone until the
next round. If there are additional people adjacent
to you, they must succeed at a DC 10 Reflex save
or fall prone.

30. Small flying creature defecates on your head.
A small flying creature, possibly a bird if you are
outdoors, or a bat if you are in a dungeon or castle,
flies over you and poops on your head. You are
blinded for 1 round and you have a -4 penalty on all
Charisma-based ability and skill checks until you
have cleaned yourself.

31. Clothing or Armor slips. Your apparel has
slipped. If you are wearing armor, your armor class
is reduced by 1. If you are only wearing regular
clothing, you are a -2 penalty on Charisma-based
skill and ability checks other than comedic forms
of Perform. Adjusting your clothing or armor takes
one minute.

32. Forgets Next Action. You just flat forget what
you were going to do next. If not in combat, you
lose 1 minute to remember. If in combat, you can
only take the total defense action this round.

33. Distracted by Small Furry Wild Animal.
Part of the local wildlife catches your attention and
distracts you. You have a -2 penalty on your next
attack, save, or skill or ability check.

34. Swarm of Bats. A swarm of bats (or similar small
flying critters) flies straight at you, causing you to lose
focus on what you were doing. You have a -2 penalty
on your next attack, save, or skill or ability check.

35. Amusing Idea Elicits Unintended Laugh. You
laugh once, loudly despite the fact that nobody has
said anything funny. If you are attempting Stealth, you
may resist this with a successful DC 15 Will save.

36. Flock of Birds. There are loud birds, or other
forms of noise wildlife, being surprisingly vocal
nearby. Your sound-based Perception checks take a
-4 penalty 1d4 minutes.

37. Snakebite. You have been bitten unexpectedly
by a snake. Take 1 hp damage.

38. Flu. You have become sick with something more
serious than the common cold and you cannot control
your runny nose and coughs. This acts as #28, except
you also suffer a -2 to all Perception and Dexterity
checks. This effect lasts until the illness clears up,
which takes one 2d8 days, and the DC of those in
close contact to avoid catching it is 16.

39. Upset stomach. Your stomach becomes mildly
ill. You are at -2 for 1 day on saving throws against
effects that make you sickened or nauseated.

40. Momentary Confusion. You can’t think of
the right word. You don’t understand what you
just saw. You suddenly want to figure out what that
poem you heard 5 years ago actually means. Your
brain, briefly, just isn’t cooperating. And it keeps
happening. For the next 24 hours, any time you roll
a 13 on a d20 check, the check fails.

41. Insomnia. It has become difficult for you to sleep.
All restorative effects of sleep are halved, and you only
get back 75% of your daily abilities each day. This
condition persists until you get a good night’s sleep,
which may be caused magically, or you have a 25%
chance of the condition ending each time you sleep.

42. People Keep Interrupting You. And it’s
making you annoyed and suspicious. If you make
a Sense Motive check in the next 24 hours, it
automatically fails if your d20 result is a 13.

43. Swarm of Flies. A swarm of flies decides your
nose looks like an inviting place to land. You must
succeed at a DC 12 Reflex save or be stunned for 1
round and must move to a different square in order to
escape this condition on following rounds. The flies
dissipate once you have moved to a different square.

44. Small Stinging Insect Flies in Ear. A bee or
other small stinging insect flies into your ear and
stings you. You take 1 point of damage and must
make a DC 12 Constitution check. If you fail the
check, you have an allergic reaction and your ear
swells shut. You take a -4 penalty on hearing-
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based Perception checks for 48 hours, or a DC
13 Medicine check (either by draining the ear or
inserting a tube through which to hear) can also
restore hearing.

45. Infection. Some part of your body has become
infected with a harmful bacteria. You take 1d3 points
of damage at the beginning of each day until you the
disease is cured or removed (DC 15 for most checks
to do so, but nonmagical cures take 1d3 days).

46. Cough. You are overcome with the immediate
need to cough. You take a -4 penalty on any Stealth
checks made for 1d6 rounds.

47. Itch. A small but intense itch besets you. Might
be an allergy. Might be a bug bite. Might be poison
ash. You suffer -1 to Stealth checks when not
moving. You can scratch it to remove this penalty
for 1 hour but must make a Fortitude saving throw
(DC 10) or it becomes infected (as #45), and still
itches in an hour. Clears up after 1d6+1 days.

48. Swarm of bees. A swarm of bees surrounds
you and stings you. You take 1 point of damage and
must either move to a different space, or take a -2
penalty to all attacks, Reflex and will saves, and
skill checks for 1d4 rounds.

49. Mount goes lame. If you own a mount, it goes lame
moves at half speed. If you do not own a mount but do
own a wagon, it chips a wheel and moves at half speed.
Fixing either problem takes a successful DC 15 skill
check (as adjudicated by the GM), and an hour.

50. Headache. Your head begins to hurt, and
will continue to do so for 1d6 hours. During this
time you take a -4 penalty on all Intelligence- and
Wisdom-based ability and skill checks. This can be
alleviated by receiving a cure wounds spell, or if
somebody makes a DC 15 Medicine check.

51. Minor parasitic infection (intestinal). You
have a parasite living in your small intestine, and
you must consume a day and a half’s worth of
rations every day or begin to suffer starvation
effects. You can be rid of the parasite by receiving
a lesser restoration spell or a successful DC 15
Medicine check and 1d4 days.

52. Dislocate finger on off-fighting-hand. One of
the fingers on your off-hand becomes dislocated. If
you are using both hands at the moment this minor
annoyance hits, that activity takes a -2 penalty.

53. Dislocated kneecap. You have moved your
leg wrong and your kneecap is now dislocated.

Your take 1 point of damage if you go faster than
half your movement rate. This can be fixed with a
successful DC 15 Medicine check.

54. Minor parasitic infection (epidermis). There
is something small and living growing just under
your skin. Your HP maximum is reduced by 1
HP each month. This persists until it is cut out of
you, which requires a DC 12 Medicine check, a
procedure that causes 1d4 points of damage.

55. Major parasitic infection (epidermis). There
is something large and disturbing growing just
under your skin. Your HP maximum is reduced by
1 HP each week. This persists until it is cut out of
you, which requires a DC 14 Medicine check, a
procedure that causes 1d8 points of damage.

56. Migraine headache. Your head begins to
hurt and pretty soon it turns into the mother of all
headaches. For 1 day you take a -3 penalty on all
Intelligence, Wisdom, and Charisma checks. A DC
20 Medicine check alleviates the migraine.

57. Nightmares. Your sleep is disrupted by severe
nightmares and you are unable to get proper rest.
You have a 50% change of gaining fatigue each
day. Receiving a lesser restoration spell allows
your sleep to normalize, or the condition stops after
1d6 days.

58. Rations spoil. Your rations unexpectedly go
bad. You must somehow replace them or go hungry.

59. Fire breaks out in your pack. Maybe you got
some materials on your pack you didn’t notice, and
they just not reacted. Maybe it’s been smoldering
since that encounter with the dragon. But for
whatever reason, your pack catches fire and anything
combustible begins to take 1 point of fire damage a
round until it goes out. If the pack is on you at the
time, you suffer 1d6 points of fire damage.

60. Paper Cut. It’s a tiny nick, perhaps from a scroll
or a rough edge on a piece of equipment. No effect
unless you fail a saving throw against disease, in
which case this also becomes infected (as #45).

61. Target of a Rumor. The GM picks the rumor.
It’s about you. It’s an annoyance, rather than a
huge issue, so it’s either a rumor about something
only mildly negative (or even perhaps positive but
bringing unwanted attention), or not many people
believe it.

62. Tear in Your Outfit. It still works, it just takes
1 credit to get fixed.
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63. Blemish. It’s a small blemish, a red spot, on
your face. A DC 18 Medicine check removes it, but
if the roll is a 1, it instead gets infected (as #45).

64. Mood: Craving. You find yourself very much
wanting to enjoy a food or other leisure activity
currently not available. You have a -2 penalty on saving
throws against illusions (as the illusions all play on your
craving) until you satisfy the craving, or an hour passes.

65. Mood: Unreasonably Charitable. It won’t be
an annoyance unless the fact all Bluff checks against
you for the next hour have a +4 bonus, though if you
realize you were deceived, the charitable feeling ends.

66. Mood: Unreasonably Suspicious. You aren’t
trusting anyone, today. You Sense Motive checks
take a -4 penalty.

67. Bit Your Tongue. And it swells. For the next
day, unless you receive 1 hp of magic healing,
anything you do that requires speaking has a 10%
chance of failure.

68. Everything is at the bottom. Today whenever
you try to pull something out of a pack, it takes
twice as many moves or actions as normal.

69. Squeaky Steps. Everything was fine a minute
ago, but now your every step squeaks. Maybe a
shoe nail came lose, or oil wore off your armor, or
it could be the floor. If you are attempting Stealth
when this annoyance manifests, you take a -5
penalty. Otherwise it’s just annoying.

70. Lost Sense of Taste. Maybe you drank your tea
when it was too hot. Or the dragonfire peppers were
spicier than you expected. Or you have a mild head
cold. Or a bacterial growth from that last sporeman
you killed has coated your tongue with black goo.
For whatever reason, for 1d3 days, or until you are
treated with a successful DC 20 Medicine check,
you fail all taste-based Perception checks.

71. Can’t Come Up With Names. For the next day,
the first time you try to say any creature’s name,
there’s a 25% chance you can’t for 1 round.

72. Cold, Wet Rain. The weather can be an
annoyance for everyone.

73. Random piece of equipment breaks. The GM
picks one piece of nonmagic equipment that is not
a weapon from your inventory. This item is now
broken and unusable until it is repaired.

74. Lost Some Money. You don’t know where it
went, but 1d100 credits are missing (to a maximum
of 10% of your carried wealth).

75. Terrible Breath. Look, it even happens to
elven courtiers sometimes. You take a -1 penalty
to all Charisma-based skill and ability checks with
adjacent creatures for 24 hours, or until some DC
15 skill check succeeds in removing the halitosis.

76. Bad Hair Day. Some element of your personal
grooming is just not going right today. You take a
-2 penalty on all Charisma-based skill and ability
checks that aren’t efforts to amuse.

77. You Remind Someone of Someone Else They
Hate. The next time you fail a Charisma-based
skill or ability check with a creature, you take a
-4 penalty on all such checks with them until you
succeed at such a check by 5 or more.

78. Rotten Food. Your food rations aren’t inedible,
but they do have a spot of mold on them. If you eat
them, you must succeed at a DC 10 Fortitude save
or be sickened for 1d4 hours.

79. Random piece of equipment missing. A random
piece of equipment that is not a weapon chosen by the
GM goes missing. This item returns to your possession
the next day. You have no idea why you couldn’t find it.

80. Mistaken Identity. When new people see you
today, they think you are someone else. Someone
with a bad local reputation.

81. Hiccups. Yep, You are hiccupping. A lot. You
take a -4 penalty to Stealth and Charisma-based
skill and ability checks (other than those designed
to amuse) for 1d6 minutes.

82. Cold Spell. It is much, much colder than it was
yesterday, or even a few hours ago. If you don’t
bundle up, you must make a DC 5 Fortitude save or
be fatigued after an hour.

83. Warm Spell. It is much, much warmer than it
was yesterday, or even a few hours ago. If you don’t
hydrate and put on a hat or find shade, you must make
a DC 5 Fortitude save or be fatigued after an hour.

84. Miscount. You miscounted something. Money.
Goblins in the ambush. The GM may change one
number he gives you of things you would have
expected to correctly account for today, up or down.

85. Static Shock. You touch something that zaps
you. You take no damage, but must make a DC 10
Fortitude save or yelp in surprise. There is absolutely
no evidence remaining you were shocked.

86. Stepped In It. Something gross got on your
boots. Efforts to track you and identity your boots
as making specific footprints gain a +4 bonus until
you take 10 minutes to clean them off.
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87. Jam. An item you can normally draw with ease
has gotten jammed in place, and requires a DC 10
Strength check to pull free.

88. Burp. Once. Loudly.

89. Counterfeit. When you next try to buy
something, it turns out 1% (round up) of the credits
used are fake. You didn’t know.

90. When It Rains, It Pours. Things are just not
going your way today. Roll for a minor annoyance
every 3 hours, adding 20 to each result (max 101).

91. Hangnail. It should be an incredibly minor
thing, but it’s infected and spectacularly painful.
Until you receive a successful DC 15 Medicine
check, any Dexterity-based skill or ability check
you make fails if the d20 result is a 13.

92. Something Tender Got Smashed. The next
time you take damage, you feel it much harder than
normal. It might be a gut punch, a hit in your funny
bone, an eye gouge, or some other fragile, painful
part of you. But the round after that, the first d20
check you make that is a 13 automatically fails.

93. Fat Lip. The next time you take damage, you
get popped in the lip and it swells something awful.
You suffer the effects of #67 and #92.

94. Chipped a Tooth. It’s cosmetic, but it’s as hard
to fix as a severed limb. Alternatively, you can get a
gold or wooden replacement.

95. Behind Schedule. You are going to arrive
somewhere late today. If you have a meeting, you
are 1d6 minutes late. If you separate from the party
before an encounter, you don’t arrive before the
beginning of the second round.

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 derivative works and translations (including into other 1 ), 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 Identity, and
which specifically excludes the Open Game Content; (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.

96. Scratched. Somehow, a major item of yours,
be it armor, weapon, or powerful magic item, got a
huge scratch. It takes 1/10™ its hit points in damage.

97. Super Windy Day. No one expected this. Thrown
weapon ranges are halved, and Perception checks to
notice things beyond 20 feet take a -4 penalty.

98. Misfire. Be it fletching breaking off an arrow
so it goes askew, alchemist’s fire bouncing without
exploding, or even a spell spiraling off due to
astrological conjunctions you could not predict,
your next ranged attack automatically fails. You can
correct the issue after that, but there was nothing
you could do for that one effort.

99. Foot Stuck. Your foot gets stuck. You might have
stepped in a hidden gopher hole, wedged it between
two rocks, or gotten it hooked on a plant root.
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101. Broke Your Nose. The next time you take
damage, it breaks your nose. You get a stain (as #24)
from the blood pouring out of it until it staunches, and
it could turn into an infection (as #45) if you don’t
succeed ata DC 10 Fortitude save. Plus you are talking
funny for 1d4 days and may get some words wrong
(as #67) for 1d4 days. And anyone who succeeds at a
DC 15 Medicine check in the future will know that at
some point, someone broke your nose.
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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.

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, © 2000, Wizards of the Coast, Inc.

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

System Reference Document, © 2000, Wizards of the Coast, Inc.; Authors: Jonathan Tweet,
Monte Cook, and Skip Williams, based on material by E. Gary Gygax and Dave Arneson.
Advanced Players Guide, © 2010, Paizo Publishing, LLC; Author: Jason Bulmahn.

Anger of Angels, © 2003, Sean K Reynolds.

Book of Fiends, © 2003, Green Ronin Publishing; Authors: Aaron Loeb, Erik Mona, Chris
Pramas, Robert J. Schwalb.

Monte Cook's Arcana Unearthed, © 2003, Monte J. Cook.

Path of the Magi, © 2002, Citizen Games/Troll Lord Games; Authors: Mike McArtor, W. Jason
Peck, Jeff Quick, and Sean K Reynolds.

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

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 Core Rulebook, © 2009, Paizo Inc.; Author: Jason Bulmahn, based
on material by Jonathan Tweet, Monte Cook, and Skip Williams.

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 Core Rulebook, © 2010, Paizo Publishing, LLC; Author: Jason
Bulmahn, based on material by Jonathan Tweet, Monte Cook, and Skip Williams.

Pathfinder Roleplaying Game Core Rulebook, © 2011, Paizo Publishing, LLC; Author: Jason
Bulmahn, based on material by Jonathan Tweet, Monte Cook, and Skip Williams.

Pathfinder Roleplaying Game Ultimate Combat, © 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 Intrigue, © 2016, Paizo Inc.; Authors: Jesse Benner,
John Bennett, Logan Bonner, Robert Brookes, Jason Bulmahn, Ross Byers, Robert N. Emerson,
Amanda Hamon Kunz, Steven Helt, Thurston Hillman, Tim Hitchcock, Mikko Kallio, Rob
McCreary, Jason Nelson, Tom Phillips, Stephen Radney-MacFarland, Thomas M. Reid,
Alexander Riggs, David N. Ross, David Schwartz, Mark Seifter, Linda Zayas-Palmer.
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 R ing Game A s Guide © 2017, Paizo Inc.; Authors: Benjamin
Bruck, John Compton, Crystal Frasier, Tim Hitchcock, Jenny Jarzabski, Isabelle Lee, Joe Pasini,
Jessica Price, David Schwartz, and Josh Vogt.

Skreyn's Register: The Bonds of Magic, © 2002, Sean K Reynolds.

The Book of Experimental Might, © 2008, Monte J. Cook; All rights reserved.

The Book of Fiends, © 2003, Green Ronin Publishing; Authors: Aaron Loeb, Erik Mona, Chris
Pramas, and Robert J. Schwalb.

The Book of Hallowed Might, © 2002, Monte J. Cook.

Tome of Horrors, © 2002, Necromancer Games, Inc.; Authors: Scott Greene, with Clark Peterson,
Erica Balsley, Kevin Baase, Casey Christofferson, Lance Hawvermale, Travis Hawvermale,
Patrick Lawinger, and Bill Webb; Based on original content from TSR.

Angel, Monadic Deva from the Tome of Horrors Complete, © 2011, Necromancer Games, Inc.,
published and distributed by Frog God Games; Author: Scott Greene, based on original material
by Gary Gygax.

Angel, Monadic Deva from the 7ome of Horrors, Revised, © 2002, Necromancer Games, Inc.;
Author: Scott Greene, based on original material by E. Gary Gygax.

Angel, Movanic Deva from the Tome of Horrors Complete, © 2011, Necromancer Games, Inc.,
published and distributed by Frog God Games; Author: Scott Greene, based on original material
by Gary Gygax.

Angel, Movanic Deva from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.;
Author: Scott Greene, based on original material by E. Gary Gygax.

Brownie from the Tome of Horrors Complete, © 2011, Necromancer Games, Inc., published and
distributed by Frog God Games; Author: Scott Greene, based on original material by Gary Gygax.
Brownie from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.; Author: Scott
Greene, based on original material by E. Gary Gygax.

Daemon, Ceustodaemon (Guardian Daemon) from the Tome of Horrors, Revised, © 2002,
Necromancer Games, Inc.; Author: Scott Greene, based on original material by E. Gary Gygax.
Daemon, Derghodaemon from the Tome of Horrors Complete, © 2011, Necromancer Games,
Inc., published and distributed by Frog God Games; Author: Scott Greene, based on original
material by Gary Gygax.

Daemon, Derghodaemon from the Tome of Horrors, Revised, © 2002, Necromancer Games,
Inc.; Author: Scott Greene, based on original material by E. Gary Gygax.

Daemon, Guardian from the Tome of Horrors Complete, © 2011, Necromancer Games, Inc.,
published and distributed by Frog God Games; Author: Scott Greene, based on original material
by lan McDowall.

Daemon, Hydrodaemon from the Tome of Horrors Complete, © 2011, Necromancer Games,
Inc., published and distributed by Frog God Games; Author: Scott Greene, based on original

material by Gary Gygax.

Daemon, Hydrodaemon from the Tome of Horrors, Revised, © 2002, Necromancer Games,
Inc.; Author: Scott Greene, based on original material by E. Gary Gygax.

Daemon, Piscodaemon from the Tome of Horrors Complete, © 2011, Necromancer Games,
Inc., published and distributed by Frog God Games; Author: Scott Greene, based on original
material by Gary Gygax.

Daemon, Piscodaemon from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.;
Author: Scott Greene, based on original material by E. Gary Gygax.

Demon, Shadow from the Tome of Horrors Complete, © 2011, Necromancer Games, Inc.,
published and distributed by Frog God Games; Author: Scott Greene, based on original material
by Neville White.

Dragon Horse from the Tome of Horrors Complete, © 2011, Necromancer Games, Inc.,
published and distributed by Frog God Games; Author: Scott Greene, based on original material
by Gary Gygax.

Flumph from the Tome of Horrors Complete, © 2011, N er Games, Inc., p
and distributed by Frog God Games; Author: Scott Greene, based on original material by lan
McDowell and Douglas Naismith.

Froghemoth from the Tome of Horrors, © 2002, Necromancer Games, Inc.; Author: Scott
Greene, based on original material by E. Gary Gygax.

Giant, Wood from the Tome of Horrors Complete, © 2011, N er Games, Inc., put
and distributed by Frog God Games; Authors: Scott Greene, based on original material by
Wizards of the Coast.

Hippocampus from the Tome of Horrors Complete, © 2011, Necromancer Games, Inc.,
published and distributed by Frog God Games; Authors: Scott Greene and Erica Balsley, based
on original material by Gary Gygax.

Huecuva from the Tome of Horrors Complete, © 2011, Necromancer Games, Inc., published and
distributed by Frog God Games; Author: Scott Greene, based on original material by Underworld
Oracle.

Ice Golem from the Tome of Horrors, © 2002, Necromancer Games, Inc.; Author: Scott Greene.
Iron Cobra from the Tome of Horrors, © 2002, Necromancer Games, Inc.; Author: Scott
Greene, based on original material by Philip Masters.

Kech from the Tome of Horrors Complete, © 2011, Necromancer Games, Inc., published and
distributed by Frog God Games; Author: Scott Greene, based on original material by Gary Gygax.
Marid from the Tome of Horrors 111, © 2005, Necromancer Games, Inc.; Author: Scott Greene.
Mihstu from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.; Author: Scott
Greene, based on original material by E. Gary Gygax.

Muckdweller from the 7ome of Horrors Complete, © 2011, Necromancer Games, Inc.,
published and distributed by Frog God Games; Author: Scott Greene, based on original material
by Gary Gygax.

Nabasu Demon from the Tome of Horrors, © 2002, Necromancer Games, Inc.; Author: Scott
Greene, based on original material by E. Gary Gygax.

Necrophidius from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.; Author:
Scott Greene, based on original material by Simon Tillbrook.

Quickling from the Tome of Horrors Complete, © 2011, Necromancer Games, Inc., published
and distributed by Frog God Games; Author: Scott Greene, based on original material by Gary
Gygax.

Sandman from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.; Author: Scott
Greene, based on original material by Roger Musson.

Scarecrow from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.; Author: Scott
Greene, based on original material by Roger Musson.

Shadow Demon from the Tome of Horrors, © 2002, Necromancer Games, Inc.; Author: Scott
Greene, based on original material by Neville White.

Skulk from the Tome of Horrors Complete, © 2011, Necromancer Games, Inc., published and
distributed by Frog God Games; Author: Scott Greene, based on original material by Simon
Muth.

Spriggan from the Tome of Horrors Complete, © 2011, 1 er Games, Inc., p
and distributed by Frog God Games; Authors: Scott Greene and Erica Balsley, based on original
material by Roger Moore and Gary Gygax.

Wood Golem from the Tome of Horrors, © 2002, Necromancer Games, Inc.; Authors: Scott
Greene and Patrick Lawinger.

Starfinder Core Rulebook © 2017, Paizo Inc.; Authors: Logan Bonner, Jason Bulmahn,
Amanda Hamon Kunz, Jason Keeley, Robert G. McCreary, Stephen Radney-MacFarland, Mark
Seifter, Owen K.C. Stephens, and James L. Sutter, with Alexander Augunas, Judy Bauer, John
Compton, Adam Daigle, Crystal Frasier, Lissa Guillet, Thurston Hillman, Erik Mona, Mark
Moreland, Jessica Price, F. Wesley Schneider, Amber E. Scott, and Josh Vogt.

Starfinder Alien Archive © 2017, Paizo Inc.; Authors: John Compton, Adam Daigle, Crystal
Frasier, Amanda Hamon Kunz, Jason Keeley, Jon Keith, Steve Kenson, Isabelle Lee, Lyz Liddell,
Robert G. McCreary, Mark Moreland, Joe Pasini, F. Wesley Schneider, Owen K.C. Stephens,
James L. Sutter, and Josh Vogt.

Starfinder Alien Archive 2 © 2018, Paizo Inc.; Authors: Alexander Augunas, Kate Baker, John
Compton, Adam Daigle, Brian Duckwitz, Eleanor Ferron, Amanda Hamon Kunz, James Jacobs,
Mikko Kallio, Jason Keeley, Lyz Liddell, Ron Lundeen, Robert G. McCreary, Mark Moreland,
Matt Morris, Adrian Ng, Joe Pasini, Lacy Pellazar, David N. Ross, Stephen Rowe, Chris Sims,
Owen K.C. Stephens, James L. Sutter, and Russ Taylor.

Starfinder Alien Archive 3 © 2019, Paizo Inc.; Authors: Saif Ansari, Kate Baker, John Compton,
Adam Daigle, Katina Davis, Eleanor Ferron, Crystal Frasier, Leo Glass, Sasha Lindley Hall,
Amanda Hamon, Thurston Hillman, James Jacobs, Jenny Jarzabski, Virginia Jordan, Jason
Keeley, Natalie Kertzner, Luis Loza, Lyz Liddell, Ron Lundeen, Crystal Malarsky, Robert G.
McCreary, Hilary Moon Murphy, Adrian Ng, Joe Pasini, Lacy Pellazar, Samantha Phelan, Jessica
Redekop, Simone D. Sall¢, Michael Sayre, Owen K.C. Stephens, James L. Sutter, Jason Tondro,
Diego Valdez, and Linda Zayas-Palmer.

Starfinder Character Operations Manual © 2019, Paizo Inc.; Authors: Alexander Augunas,
Kate Baker, Simone Dietzler, Jennifer Dworschack-Kinter, Leo Glass, Sasha Lindley Hall,
Amanda Hamon, Vanessa Hoskins, Jenny Jarzabski, Jason Keeley, Lyz Liddell, Luis Loza,
Ron Lundeen, Crystal Malarsky, Robert G. McCreary, Conor J. Owens, Joe Pasini, Owen K.C.
Stephens, Jason Tondro, and Landon Winkler.

Starfinder Pact Worlds © 2018, Paizo Inc.; Authors: Alexander Augunas, Judy Bauer, Robert
Brookes, Jason Bulmahn, John Compton, Amanda Hamon Kunz, Thurston Hillman, Mikko
Kallio, Jason Keeley, Jonathan Keith, Steve Kenson, Lyz Liddell, Ron Lundeen, Robert G.
McCreary, David N. Ross, Owen K.C. Stephens, James L. Sutter, and Russ Taylor.
Mongrelman from the Tome of Horrors Complete © 2011, Necromancer Games, Inc.,
published and distributed by Frog God Games; Author: Scott Greene, based on original material
by Gary Gygax.

101 Minor Daily Annoyances, SF © 2020, Owen K.C. Stephens; Authors: Darin Drader and
Owen K.C. Stephens. Project manager and Planning: Lj Stephens. Bon Vivant: Stan!



