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Name _______________________________________________________
CLASSES / LEVELS_________________________________________________________
PRESTIGE CLASSES / LEVELS____________________________________________________
RACE _______________ TYPE ______________________________________________
ALIGNMENT____________________ AFFILIATION / FACTION____________________________
CAMPAIGN____________________________________________________________

Attributes

MOD
TEMP
SCORE

TEMP
MOD

S T R D E X C O N I N T W I S C H A

Character
Level

MODIFIER

TOTAL        DEX         MISC
                   MOD         MOD

=         +

Initiative

Hit-Points HIT-DICE

MAX                              WOUNDS   HEALING (______/______)                   NONLETHAL 

W
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❑❑❑❑❑❑❑❑❑❑
❑❑❑❑❑❑❑❑❑❑

   WEAPON                                  MW+   MGK+  MISC.+         TOTAL ATK +        TYPE    DAMAGE       CRIT       RANGE     WT Ammunition
TYPE:

NOTES:

❑❑❑❑❑❑❑❑❑❑
❑❑❑❑❑❑❑❑❑❑

TYPE:

❑❑❑❑❑❑❑❑❑❑
❑❑❑❑❑❑❑❑❑❑

TYPE:

❑❑❑❑❑❑❑❑❑❑
❑❑❑❑❑❑❑❑❑❑
❑❑❑❑❑❑❑❑❑❑
❑❑❑❑❑❑❑❑❑❑

TYPE:

A
-C 10 +         +           +         +          +          +         +          +          =

DEX MOD            SIZE               ARMOR         SHIELD         NATURAL      DEFLECT.

      TOTAL        FLAT-FOOT     TOUCH

S
a
v
es FORTITUDE (CON)            =          +          +         +          + 

REFLEX  (DEX)               =          +          +         +          +

WILL  (WIS)               =          +          +         +          +

TOTAL                  BASE            ABILITY          MAGIC            MISC               TEMP
                              SAVE              MOD               MOD              MOD                MOD CONDITIONAL MODIFIERS Resistances

SR

DR

C
om

ba
t        TOTAL                                        BASE                       ABILITY                SIZE                   MISC                  TEMP

                                                           ATT +                         MOD                   MOD                   MOD                    MOD

MELEE  (STR)

RANGED (DEX) 

=                    +            +           +            +

=                    +            +           +            + 

 
=

TOTAL         BAB + STR + SIZE + MISC

CMB

=
TOTAL 10 + BAB + STR + DEX + SIZE

CMD



GIVEN NAME _____________________________
•SEX____________•AGE___________•APPARENT AGE____________
•HEIGHT________•WEIGHT________•EYES________•HAIR________
•LEIGE / PATRON ________________________________________
•RELATIVES__________________________________________
________________________________________________
•HOMELAND__________________________________________
•RELIGION / DIETY _______________________________________
•CLUBS/GUILDS/ORGANIZATIONS ___________________________
____________________________________________ 
•PERSONALITY / QUIRKS___________________________________
________________________________________________
•PERSONAL ETHOS _______________________________________
•LANGUAGES  (•NATIVE____________________________________)
________________________________________________
________________________________________________
________________________________________________
CHARACTER TRAITS
________________________________________________
________________________________________________
________________________________________________

CHARACTER HISTORY
________________________________________________
_______________________________________________
________________________________________________
________________________________________________
________________________________________________
________________________________________________
________________________________________________
________________________________________________
________________________________________________

PROFICIENCIES
WEAPONS:   ❑ SIMPLE    ❑ MARTIAL 

ARMOR: ❑ LIGHT   ❑ MEDIUM   ❑ HEAVY
❑ SHIELDS_________________

SPECIFIC / EXOTIC WEAPONS_________________
________________________________
________________________________
________________________________
________________________________
________________________________
________________________________
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SKILL POINTS PER LEVEL
•CLASS___________________________:____+INT ___ =_____
•CLASS___________________________:____+INT ___ =_____
•CLASS___________________________:____+INT ___ =_____
•CLASS___________________________:____+INT ___ =_____
•CLASS___________________________:____+INT ___ =_____
•CLASS___________________________:____+INT ___ =_____
•CLASS___________________________:____+INT ___ =_____
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Class     SKILLS                    Key    TOTAL         ABL      Ranks      Class      Misc.
                                                 Ability    MOD          MOD                       MOD       MOD

ACROBATICS
APPRAISE
BLUFF
CLIMB
CRAFT (_________)
CRAFT (_________)
CRAFT (_________)
CRAFT (_________)
DIPLOMACY
DISABLE DEVICE*
DISGUISE
ESCAPE ARTIST
FLY
HANDLE ANIMAL*
HANDLE CANOE*
HEAL
INTIMIDATE
KNOW (Arcana)*

KNOW (Dungeoneer)*

KNOW (Engineering)*

KNOW (Geography)*

KNOW (History)*

KNOW (Local)*

KNOW (Nature)*

KNOW (Nobility)*

KNOW (Planes)*

KNOW (Religion)*

KNOW (____________)*

KNOW (____________)*

KNOW (____________)*

KNOW (____________)*

KNOW (____________)*

LINGUISTICS*
PERCEPTION
PERFORM (_________)

PERFORM (_________)

PERFORM (_________)

PERFORM (_________)

PROF. (____________)*

PROF. (____________)*

PROF. (____________)*

PROF. (____________)*

RIDE
SENSE MOTIVE
SLEIGHT OF HAND*
SPELLCRAFT*
STEALTH
SURVIVAL
SWIM
USE MAGIC DEVICE*

*TRAINED ONLY
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ALLIES
_______________________
_______________________
_______________________
_______________________
_______________________
_______________________
_______________________
_______________________
_______________________
_______________________
_______________________

ENEMIES
_______________________
_______________________
_______________________
_______________________
_______________________
_______________________
_______________________
_______________________
_______________________
_______________________
_______________________

REPUTATION

Perform DC______
GP Adjust______%

__________



   ABILITY                                                                          FROM       LVL 
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   ABILITY                                                                                         LVL 
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5th

6th

7th

8th

9th

10th

11th

12th

13th

14th

15th

16th

17th

18th

19th

20th

0
3,000
7,500

14,000
23,000
35,000
53,000
77,000
115,000
160,000
235,000
330,000
475,000
665,000
955,000

1,350,000
1,900,000
2,700,000
3,850,000
5,350,000

1st
-

2nd
-

3rd
-

4th
-

5th
-

6th
-

7th
-

8th
-

9th
-

10th
-

-
-
-

1st
-
-
-

2nd
-
-
-

3rd
-
-
-

4th
-
-
-

5th

❑

❑

❑

❑

❑

❑

❑

❑

❑

❑

❑

❑

❑

❑

❑

❑

❑

❑

❑

❑

E
xp

er
ie

n
ce

 C
h
a
rt

     Class         Character    -- Experience Point Total --                  Ability
         Plan                 Level     ❑ Slow      ❑ Medium      ❑ Fast        Feats     Score

____________________________________________________________________________________________________________________________________________

E
xp

. P
ts

.

0
2,000
5,000
9,000

15,000
23,000
35,000
51,000
75,000

105,000
155,000
220,000
315,000
445,000
635,000
890,000

1,300,000
1,800,000
2,550,000
3,600,000

0
1,300
3,300
6,000

10,000
15,000
23,000
34,000
50,000
71,000

105,000
145,000
210,000
295,000
425,000
600,000
850,000

1,200,000
1,700,000
2,400,000

    TOTAL            MAX

PRESTIGE AWARD

  FEAT                                                                               FROM       LVL 

F
ea

ts



Movement & Gear

TACTICAL MOVE    SPEED (SQUARES)       SWIM (SQ)        FLY (SQ) (MANV.) 

M
ov

em
en

t

Single
Double
Run (x3)                                   X
Run (x4)                                   X

STANDARD CURRENCY                                                                        WT.

 PLATINUM PIECES (PP)
 GOLD PIECES (GP)
 SILVER PIECES (SP)
 COPPER PIECES (CP)

OTHER CURRENCIES                                                                           WT.

M
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 &
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a
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GEMS AND VALUABLES                                                                         WT.
   #                     Type                         Value

 ITEM                                                           COST       LOCATION         WT. 

E
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m
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t

TYPE________________________Spell Fail______Don-Time__________
    AC +________ Max DEX________ Check_______Spd_______ wt______
TYPE________________________Spell Fail______Don-Time__________
    AC +________ Max DEX________ Check_______Spd_______ wt______

Armor & Shields

Record additional magic-item info, such as weight and slots, on magic-item sheet.

Defensive Magic-Items
ITEM_______________________________AC +____Type______________
ITEM_______________________________AC +____Type______________
ITEM_______________________________AC +____Type______________
ITEM_______________________________AC +____Type______________

E
n
cu

m
b
er

a
n
ce

*Refer to page 170 and Table 7-4 on page 171 of the Pathfinder RPG Core Rulebook.

Weight Tally
FROM ARMOR______________________________________
FROM WEAPONS____________________________________
FROM EQUIPMENT___________________________________
           CURRENT LOAD lb.

LIGHT

MEDIUM

HEAVY

Carrying Capacity*

   LOAD       WT CARRIED    MAX DEX     CHECK       SPEED*      RUN

NORM

+3

+1

NORM

-3

-6

NORM

X4

X3

NORM

Max Load                        Max Load X2                   Max Load X5

    Lift Over                            Lift Off                              Push Or
      Head                               Ground                               Drag

Feats of Strength

CONSUMABLES                                                       LOCATION            WT.

WATERSKINS  (# 1/2 gl) ❑❑❑❑❑❑❑

WINESKINS     (# 1/2 gl) ❑❑❑❑❑❑❑ 

RATIONS  (# days)  ❑❑❑❑❑❑❑❑

❑❑❑❑❑❑❑❑❑❑❑❑❑❑❑

OTHER FOODS

FEED (# days) ❑❑❑❑❑❑❑❑❑❑

P
ro

v
is

io
n
s



Magic Items

SCROLLS ___________________________________________
________________________________________________
________________________________________________
________________________________________________
________________________________________________
________________________________________________
________________________________________________
________________________________________________

POTIONS ___________________________________________
________________________________________________
________________________________________________
________________________________________________
________________________________________________
________________________________________________
________________________________________________
________________________________________________

WA N D S
TYPE________________________Description________________________________________Charges_________Location______________wt______
TYPE________________________Description________________________________________Charges_________Location______________wt______
TYPE________________________Description________________________________________Charges_________Location______________wt______
TYPE________________________Description________________________________________Charges_________Location______________wt______
TYPE________________________Description________________________________________Charges_________Location______________wt______
TYPE________________________Description________________________________________Charges_________Location______________wt______
TYPE________________________Description________________________________________Charges_________Location______________wt______
TYPE________________________Description________________________________________Charges_________Location______________wt______

STA F F S
TYPE________________________Spells/Charges___________________________________________________________________________________

      Charges Left_______Location_____________wt______
TYPE________________________Spells/Charges___________________________________________________________________________________

      Charges Left_______Location_____________wt______
TYPE________________________Spells/Charges___________________________________________________________________________________

      Charges Left_______Location_____________wt______
TYPE________________________Spells/Charges___________________________________________________________________________________

      Charges Left_______Location_____________wt______

 ITEM                                                                 DESCRIPTION                                                                                                      LOCATION/SLOT                   WT. 
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Acts as a Bag of Holding with a main section and two quart-sized pouches.  Always weighs 5 pounds.  Wearer does not need to search for stored material.  
Removing an item is a move action that does not provoke Attacks of Opportunity.  The Haversack and all contents get a +2 resistance bonus to all saves.

Handy Haversack

WT.

CURRENT TOTAL WT. of 20

WT.

CURRENT TOTAL WT. of 80

WT.

CURRENT TOTAL WT. of 20

ITEM ITEM ITEM

LEFT POUCH    (2 c-ft., 20 lb., 2 qt.) MAIN POUCH    (8 c-ft., 80 lbs) RIGHT POUCH     (2 c-ft., 20 lb., 2 qt.)



Bag of Holding/Portable Hole
Bag of Holding: appears to be a 2’x4’ cloth sack.  10 minutes of air.  Retrieving items is a move-action or a full-round action if it holds more than a standard backpack.  

Portable Hole: 6’ diameter, 10’ deep.  10 minutes of air.  Placing Bag of Holding into Portable Hole opens portal to Astral Plane & destroys both items.

Bag Type____ Wt._______  Wt. Limit_______  Vol. Limit______cu.ft. 

■ BAG OF HOLDING     ■ PORTABLE HOLE ■ BAG OF HOLDING     ■ PORTABLE HOLE
Bag Type____ Wt._______  Wt. Limit_______  Vol. Limit______cu.ft. 

WT. WT.ITEM ITEM

CURRENT TOTAL WT. CURRENT TOTAL WT.



Magical Information

Cleric
DIETY: ____________________________________________
DOMAIN: ___________________________________________
GRANTED POWER:______________________________________
________________________________________________
DOMAIN: ___________________________________________
GRANTED POWER:______________________________________
________________________________________________

HOLY SYMBOL

EFFECT____________ SAVE________ (10 + 1/2 Cleric   level + Charisma    mod)

PER DAY______ (3 + Charisma modifier)   ❑❑❑❑❑❑❑❑❑❑❑❑❑❑❑

Standard action; Does not provoke Attack of Opportunity;  Must present Holy Symbol.

C H A N N E L   E N E R G Y

DIETY: _________________________________________
DIVINE BOND:  ❑ BONDED WEAPON   ❑ STEED HOLY SYMBOL

Paladin

EFFECT____________ SAVE________ (10 + 1/2 Cleric   level + Charisma    mod)

PER DAY______ (3 + Charisma modifier)   ❑❑❑❑❑❑❑❑❑❑❑❑❑❑❑

Standard action; Does not provoke Attack of Opportunity;  Costs 2 uses of Lay on Hands.

C H A N N E L   E N E R G Y

LAY ON HANDS Heal (1d6 / 2 levels) _____  PER DAY (1/2 level + Charisma modifier) ______

❑❑❑❑❑❑❑❑❑❑❑❑❑❑❑❑❑❑

SORCERER BLOODLINE:___________________________________
BLOODLINE ARCANA:_______________________________
________________________________________
BLOODLINE POWER:_____________________________________
BLOODLINE POWER:_____________________________________
BLOODLINE POWER:_____________________________________
BLOODLINE POWER:_____________________________________
BLOODLINE POWER:_____________________________________

Sorcerer

0 1 2 3 4 5 6 7 8 9Level

 S P E L L S    K N O W N

SPECIALIST SCHOOL:_____________________________________
PROHIBITED SCHOOLS:______________________________
SCHOOL POWER:_______________________________________
SCHOOL POWER:_______________________________________
SCHOOL POWER:_______________________________________
ARCANE BOND: ❑ FAMILIAR  ❑ BONDED OBJECT___________________________DC______

Wizard

Druid
NATURE BOND:  ❑ DOMAIN   ❑ ANIMAL COMPANION

DOMAIN: ___________________________________________
GRANTED POWER:______________________________________
________________________________________________

Spells Per Day    
0 1 2 3 4 5 6 7 8 9

Caster
Level

   CLASS:________________________________________

DC

C U R R E N T    D A I L Y    S P E L L    A L L O T M E N T

Spells Per Day    
0 1 2 3 4 5 6 7 8 9

Caster
Level

   CLASS:________________________________________

DC

C U R R E N T    D A I L Y    S P E L L    A L L O T M E N T

Spells Per Day    
0 1 2 3 4 5 6 7 8 9

Caster
Level

   CLASS:________________________________________

DC

C U R R E N T    D A I L Y    S P E L L    A L L O T M E N T

TRADITION:__________________________________________
CIRCLE POWER:_________________________________
TRADITION POWER:_____________________________________
TRADITION POWER:_____________________________________
TRADITION POWER:_____________________________________
TRADITION POWER:_____________________________________
TRADITION POWER:_____________________________________

Witch (4wfg)

0 1 2 3 4 5 6 7 8 9Level

 S P E L L S    K N O W N

Bard

0 1 2 3 4 5 6 7 8 9Level

 S P E L L S    K N O W N

BARDIC SCHOOL:_______________________________________



SKILLS____________________________________________
________________________________________________
________________________________________________
FEATS_____________________________________________
________________________________________________

Familiar

A
C

NAME: ____________________________________________
SPECIES:_____________ ALGN/SIZE/TYPE:_________________
SENSES:__________________________ PERCEPTION:_______

= ____ + ____ + ____ +____
         DEX              SIZE                NAT          OTHER TOUCH FLATFOOT

=
TOTAL         BAB + STR + SIZE + MISC

CMB =
TOTAL 10 + BAB + STR + DEX + SIZE

CMD

SPEED______ (X2___)(RUN___) (OTHER_______ @____  MANEUVER_______)

 Attributes

M
O

D

STR DEX CON INT WIS CHA HIT-POINTS

HIT-DICEHealth DR

    MAX         CURRENT

INITIATIVE (DEX)____+____=____

              Attack    Bonus   DMG
MELEE ______+____ ( ____ )
                               ______+____ ( ____ )
                           
RANGE ______+___ ( ____ )
                              ______+____ ( ____ )
SPECIAL_____________________

A
tt

ac
ks

    BASE     ABILITY     MISC

=_____+_____+_____
=_____+_____+_____
=_____+_____+_____

F
R
WSa

ve
s

MODIFIERS____________________
______________________________

TOTAL

Familiar Abilities
 LVL

1-2

3-4

5-6

7-8

9-10

11-12

13-14

15-16

17-18

19-20

  Int 

6

7

8

9

10

11

12

13

14

15

❑

❑
❑
❑
❑
❑
❑
❑
❑
❑

+AC

+1

+2

+3

+4

+5

+6

+7

+8

+9

+10

Abilities
Alertness, imp. evasion, 
share spells, emp. link

Deliver touch spells 

Speak with master

Speak with like animals

---

Spell resistance

Scry on familiar

---

---

---

HD = Norm or master’s; HP = 1/2 master’s; BAB = master’s; SAVES = 
base or master’s; SKILLS = master’s skills @ master’s ranks or norm.

Animal Information

SPECIAL QUALITIES______________________________________
________________________________________________

Abilities

Link, share spells

Evasion

Ability score increase

---

Devotion

---

Abl. Inc., Multiattack

---

---

Ability score increase

Improved evasion

---

---

Ability score increase

Companion Abilities
 LVL

1-2

3

4

5

6

7-8

9

10-11

12-13

14

15

16-17

18-19

20

  Tricks 

1

2

2

2

3

3

4

4

5

5

6

6

7

7

❑
❑
❑
❑
❑
❑
❑
❑
❑
❑
❑
❑
❑
❑

+AC

+0

+2

+2

+2

+4

+4

+6

+6

+8

+8

+10

+10

+11

+11
SKILLS__________________
______________________
________________________________________________
________________________________________________
FEATS_____________________________________________
________________________________________________

Mount/Animal Companion

A
C

NAME: ____________________________________________
SPECIES:_____________ ALGN/SIZE/TYPE:_________________
SENSES:__________________________ PERCEPTION:_______

= ____ + ____ + ____ +____
         DEX              SIZE                NAT          OTHER TOUCH FLATFOOT

=
TOTAL         BAB + STR + SIZE + MISC

CMB =
TOTAL 10 + BAB + STR + DEX + SIZE

CMD

SPEED______ (X2___)(RUN___) (OTHER_______ @____  MANEUVER_______)

 Attributes

M
O

D

STR DEX CON INT WIS CHA HIT-POINTS

HIT-DICEHealth DR

    MAX         CURRENT

INITIATIVE (DEX)____+____=____

              Attack    Bonus   DMG
MELEE ______+____ ( ____ )
                               ______+____ ( ____ )
                           
RANGE ______+___ ( ____ )
                              ______+____ ( ____ )
SPECIAL_____________________

A
tt

ac
ks

    BASE     ABILITY     MISC

=_____+_____+_____
=_____+_____+_____
=_____+_____+_____

F
R
WSa

ve
s

MODIFIERS____________________
______________________________

TOTAL

SPECIAL QUALITIES______________________________________
TRICKS____________________________________________
________________________________________________
CRRYING CAPACITY:  LIGHT___________ MEDIUM___________ HEAVY___________ CURRENT LOAD___________ LOAD WITH RIDER___________

HORSE, RIDING
N Large animal; Init +2; Senses low-light vision, scent; Perception +6
DEFENSE
AC 11, touch 11, flat-footed 9 (+2 Dex, –1 size); hp 15 (2d8+6)
Fort +6, Ref +5, Will +1
OFFENSE
Speed 50 ft.; Melee 2 hooves –2 (1d4+1); Space 10 ft.; Reach 5 ft.
STATISTICS
Str 16, Dex 14, Con 17, Int 2, Wis 13, Cha 7; Base Atk +1
CMB +5; CMD 17 (21 vs. trip)
Feats Endurance, Run
Skills Perception +6; SQ docile
SPECIAL ABILITIES
Docile (Ex): Unless specifically trained for combat (see the Handle 
Animal skill, a horse’s hooves are treated as secondary attacks

HORSE, PONY
N Med. animal; Init +1; Senses low-light vision, scent; Perception +5
DEFENSE
AC 11, touch 11, flat-footed 10 (+1 Dex); hp 13 (2d8+4)
Fort +5, Ref +4, Will +0
OFFENSE
Speed 40 ft.; Melee 2 hooves –3 (1d3)
STATISTICS
Str 13, Dex 13, Con 14, Int 2, Wis 11, Cha 4; Base Atk +1
CMB +2; CMD 13 (17 vs. trip)
Feats Endurance, RunB
Skills Perception +5; SQ docile
SPECIAL ABILITIES
Docile (Ex): Unless specifically trained for combat (see the Handle 
Animal skill, a pony’s hooves are treated as secondary attacks.
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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 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 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.

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.

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 v1.0a. © 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.

Pathfinder Roleplaying Game Core Rulebook. © 2009, Paizo Publishing, 

LLC; Author: Jason Bulmahn, based on material by Jonathan Tweet, Monte Cook, 
and Skip Williams

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

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.

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

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

Cave Fisher from the Tome of Horrors. © 2002, Necromancer Games, 
Inc.; Author Scott Greene, based on original material by Lawrence Schick.

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

Dark Creeper from the Tome of Horrors. © 2002, Necromancer Games, 
Inc.; Author Scott Greene, based on original material by Rik Shepard.

Dark Stalker from the Tome of Horrors. © 2002, Necromancer Games, 
Inc.; Author Scott Greene, based on original material by Simon Muth.

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

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

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

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.

Marid from the Tome of Horrors III. © 2005, Necromancer Games, Inc.; 
Author Scott Greene. 

Mite from the Tome of Horrors. © 2002, Necromancer Games, Inc.; Author 
Scott Greene, based on original material by Ian Livingstone and Mark Barnes.

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

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

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

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

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

Yellow Musk Creeper from the Tome of Horrors. © 2002, Necromancer 
Games, Inc.; Author Scott Greene, based on original material by Albie Fiore.

Yellow Musk Zombie from the Tome of Horrors. © 2002, Necromancer 
Games, Inc.; Author Scott Greene, based on original material by Albie Fiore.

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

The Book of Arcane Magic. © 2009, 4 Winds Fantasy Gaming; Authors 
Connie J. Thomson and Robert W. Thomson

The Book of Erotic Fantasy. © 2006, Arthaus, Inc.; Authors: Gwendolyn 
F.M. Kestrel and Duncan Scott

The Book of Divine Magic. © 2009, 4 Winds Fantasy Gaming; Authors 
Connie J. Thomson and Robert W. Thomson, with Katheryn Bauer and Sean 
O’Connor.

Paths of Power. © 2009, 4 Winds Fantasy Gaming; Authors Sean O’Connor 
and Patricia Willenborg, with Connie J. Thomson and Robert W. Thomson.

Character Clip Art & Color Customizing Studio. © 2002, Elmore 
Productions, Inc.; Authors Larry Elmore and Ken Whitman, art and illustrations by 
Larry Elmore.

Luven Lightfinger’s Gear and Treasure Shop. © 2010, 4 Winds Fantasy 
Gaming; Authors Sean O’Connor, Connie J. Thomson and Robert W. Thomson.

Strategists and Tacticians. © 2010, 4 Winds Fantasy Gaming; Author Ryan 
Costello, Jr.

Player’s Aid IV: Character Record Portfolio. © 2010, 4 Winds Fantasy 
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