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Author Preface

Perhaps it is due to my relatively late entry into the world’s
greatest roleplaying game that I personally have not suffered
the aliment that plagues the PararinpEr RPG community called
prestige class fatigue. From what others have told me, this air-
borne illness apparently causes those it infects to have an aller-
gic reaction to prestige classes, special 3-to-10-level character
options that allow players to show how their character’s per-
sonal choices affect their fighting style and abilities.

I can understand the reservations that folks have towards
prestige classes, after all, if you toss an older player-focused
manual up into the air and read whatever page the book hap-
pens to open on, chances are you are either reading one of two
things: a prestige class or the book’s cover. But its been half a
decade since the PATHFINDER RoLEPLAYING GAME was released and we
still treat prestige classes like this toxic, archaic game mechan-
ic that is fun to reminesce about but not to actually put into
practice and use, similar to how adults today fondly remember
waking up at seven in the morning to watch cartoons on their
broadcast television when they were children, but no one actu-
ally wants to give up their cable landline or 700+ channels to
go back to that time. To that, I ask, “Are we not blaming the car
for the sins of the mechanic?”

I've always loved prestige classes, and now that its been five
years before anyone took an honest stab at designing some de-
cent ones because of a perceived lack of consumer interest, I
feel that its time for someone (specifically, me) to take a crack
at reminding people why prestige classes were so beloved to
begin with, why we loved their inclusion beyond the game me-
chanics that they provided.

So of course, it’s only natural that I start with a sadistic race
that few players are ever allowed to play.

Consider EVERYMAN ARCHETYPES: NOBLE ASPIRANT an aspiring ex-
periment, if you will. Drow have always been popular, so let’s
see if prestige classes are still popular too. I'd love to make
more balanced, flavorful prestige classes for all of the Everyman
Gamers out there, but I need to see that my time’s being well-
spent. Chances are that if you're reading this, you’ve already

taken a big step to help showing the world that ’'m right.

— Alexander Augunas, Everyman Gaming, LLC

Table of Contents
The following section appears in Raciar PRESTIGE: NOBLE ASPIRANT.
Noble Aspirant (Pg 3): This section features a new 10 lev-
el prestige class for drow called the noble aspirant. This prestige
class is designed to enhance the standard drow with eldritch
powers, slowly transforming her into a drow noble. In addi-
tion, the noble aspirant gains increased mastery with her racial
spell-like abilities and learns several dark techniques for manip-
ulating her way to the top of her heirarchy. The noble aspirant
uses the aligned class mechanic so every drow who gains levels
in the prestige class can be radically different from one another
in role and focus.

On Aligned Class

The noble aspirant prestige class includes a special class feature
known as aligned class. When a character takes her first level in
the prestige class, she is required to choose one class that she
possesses at least one level in before taking the prestige class. As
a passive bonus, the character adds the prestige class’s level to
her chosen class’s level when determining all level-dependent
effects of her aligned class’s features. At certain, indicated lev-
els, she also increases her class level in her chosen class by one
for the purpose of determining which class features she gains
from this class.

For the purpose of clarity, consider the following when
viewing an Everyman Gaming prestige class with the aligned
class ability.

Balance: The concept of a prestige class progressing an ex-
isting class’s abilities isn’t new. For instance, sorcerers who be-
come dragon disciples enjoy increases to nearly all of their ex-
isting class features. As a result, prestige classes that possess the
aligned class feature are balanced around the benefits provided
by the dragon disciple prestige class. Similar to the dragon dis-
ciple, classes with the aligned class feature don’t progress their
aligned class’s incremental abilities (see below) for three levels
out of every time, ensuring that sacrifices are made in pursuit
of the class’s power.

Incremental vs. Level-Dependent: The aligned class
feature distinguishes between incremental abilities and lev-
el-dependent abilities. For clarity, a level-dependent ability is
any ability that is directly based upon her class level. For in-
stance, both the trapfinding and bardic knowledge class features
grant a bonus that equals half the character’s level in its respec-
tive class. A paladin’s damage bonus when she uses smite evil,
the benefits provided by an inquisitor’s judgment, the number
of rounds of rage that a barbarian possesses, and the number
of arcane points in a magus’s arcane pool are all examples of
level-dependent effects.

In contrast, any ability that improves when a specific level
is attained, such as a rogue’s sneak attack damage or a fight-
er’s weapon training, is not level-dependent because the char-
acter’s level does not directly play a role in determining the
ability’s effects; it merely determines when the next upgrade is
unlocked. Such abilities are known as incremental abilities and
they are not level-dependent. A ranger’s favored enemy bonus,
the number of times per day that a paladin can use her smite
evil, a cleric’s channel energy dice, and the level at which a cav-
alier unlocks his order abilities are all examples of incremental
abilities.




Noble Aspirant

“Impudent whelp!”Vandressa’s agonized wails echoed throughout the surface-world forest as Jewel buried her dagger, Mistfang,
deep into the drow’s chest. Her lungs convulsed wildly as the ethereal, spider being that she had summoned as armor slowly faded
away, crawling back to whatever foul realm that the drow mage had summoned it from. Still clutching her weapon, Jewel savored
her rival’s final breathes as she lay on the ground, cursing Jewel in her final moments.

“Your ... your mother will not forgive this,” she spat. Jewel laughed as she knelt down next to Vandressa.

“You should know better than anyone that I do not care what she will “forgive.” She, who would forsake her own daughter.”

“Half-daughter,” Vandressa corrected, malice shining in her eyes. Jewel ran Mistfang across her face in retort, deep enough to
draw blood but not enough to hasten Vandressa’s slow death. She cried out in pain.

“My ‘mother,” Jewel began, with emphasis. “Will learn soon enough of the folly that she has made. She exiled her strongest
daughter and made an enemy of her, all because she favored my begger sisters.”

“And what makes you think that you’re better than your sisters? You have no divine favor among our ki—” Jewel had heard
enough from her mother’s lackey. She plunged Mistfang into Vandressa’s flesh a final time, allowing the weapon to drink deep in
drow blood. Its hilt, bearing a widow’s iconography, glowed with pleasure as it sipped gurgles of wet blood as Vandressa’s heart
took its final beat and lay still. Pulling the weapon from its latest victim, Jewel watched with satisfaction asVandressa’s blood seeped
into the blade like a sponge, vanishing from sight as if it had never tasted flesh. When it had finished its meal, Jewel stroked the
blade fondly.

“Do not fear, my only love,” she whispered. “I know you hunger for noble blood. In time, I will give it to you.” Jewel took a final
look at Vandressa, then glanced at her dagger. “But you deserve a reward after that battle, and I do not know when you will next
receive the privledge of dining upon such exquisite blood. And our ‘friend’ has so much blood to spare.”

Without another word, Jewel plunged Mistfang into Vandressa’s corpse, watching with satisfaction as her flesh slowly took on
the ashen gray features of a bloodless corpse. Jewel grinned as she watched her weapon devour her enemy.

Your fates are one and the same, mother, sisters. As she thought of Mistfang feasting upon the blood of her closest, most treacherous

kin, a wicked smile grew across Jewel’s face. They would rue the day that they banished the true heir of House Mistveil.

For the drow, power is not earned through trial and hardship.
Power is a birthright. But even among the drow, power is a
hierarchical beast. Those born into the upper class of drow so-
ciety possess not only the material excess and social influence
that characterizes aristocracy across most races, but also a suit
of physical and magical powers that far exceeds that of ordinary
drow. Using these powers as a sign of divine favor or a cosmic
mandate to rule over others with both iron fist and cruel intent,
drow nobles lord over both the lesser races and their poorly
endowed kin, commanding drow society both from the shad-
ows and in plain view. In effect, there is a glass ceiling for most
drow in their society, a point of no return where a drow can no
longer hope to amass the dark power that she craves, a limit not
in personal power or ambition, but in birth.

But the most ambitious drow don’t allow something as petty
as heritage stand in the way of their overpowering need to dom-
inate and subjugate others. Through sheer force of will, these
rare drow, the noble aspirants, twist their bodies and minds into
a paragon example of the drow race; they become faster, smart-
er, wiser, and crueler than even the most dedicated of their

peers and in time they ascend into full-fledged members of the

drow nobility. That is, if other established nobles don’t manage
to have their fledgling competitors executed out of jealousy or
fear. In truth, a noble aspirant has fewer allies among her kin
than most. Ordinary drow view her emerging gifts with envy
enough to kill over while drow nobles see noble aspirants as

threats to their sovereignty and will often arrange for the “un-
fortunate” death of a noble aspirant. As a result, those noble
aspirants who manage to fully realize their birthright’s powers
and unlock the powers of a drow noble are often more power-
ful than even a naturally-born noble, having hardened her re-
solve and ambition with fire and blood.

Role: Noble aspirants come from extremely diverse back-
grounds, as virtually any drow with enough ambition or luck
can undergo the physical and mental metamorphosis that ulti-
mately transforms them into a drow noble. As a result, noble
aspirants are able to fulfill whatever roles they previously oc-
cupied with similar proficiency and tend to be slightly more
diversified drow who lack their latent heritage. But many noble
aspirants are forced to temporarily abandon some of their prior
training as they frantically rush to unlock this new power that
is quickly revealing itself to them, resulting in decreased profi-
ciency at their prior roles.

Alignment: As paragons of the drow, nearly all noble aspi-
rants are irredeemably wicked and cruel, following their soci-
ety’s foul worship of demon lords and other dark entities. Drow
who redeem themselves from their evil heritage are practically
unheard of, and those who manage to throw off this taint while
simultaneously becoming noble aspirants are rarer still, as part
of the driving force behind their noble ascension is an unbridled
need to acquire a noble’s power at any price.

Hit Die: d8.




Table: Noble Aspirant

Fort
Save

Ref
Save

Will

Level BAB Save

Aligned

Special Class

01 +0 +0 +1 +0

Aligned class, noble reservoir —

02 +1 +1 +1 +1 Noble talent

+1

03 +2 +1 +2 +1

Noble heritage

+1

04 +3 +1 +2 +1 Noble talent

+1

05 +3 +2 +3 +2

Drow magic master +1 I

06 +4 +2 +3 +2 Noble talent

+1

07 +5 +2 +4 +2

Greater noble heritage +1

08 +6 +3 +4 +3 Noble talent

+1

09 +6 +3 +5 +3

Drow magic master +2 —

10 +7 +3 +5 +3

Noble apotheosis, noble talent +1

Requirements
To qualify to become a noble aspirant, a character must fulfill
all of the following criteria.
*  Race: Drow (except drow nobles).
Feat: Drow Nobility*®¢.
Special: Any one of the following: base attack bonus +5,
5 ranks in any skill, or ability to cast 3rd-level spells.

Class Skills
The noble aspirant’s class skills (and the key ability for each
skill) are Craft (Int), Intimidate (Cha), Knowledge (arcana)
(Int), Knowledge (dungeoneering) (Int), Perception (Wis),
Profession (Wis), and Stealth (Dex).

Skill Ranks at Each Level: 4 + Int modifier.

Class Features
All of the following are class features for the noble aspirant.

Weapon and Armor Proficiency: Noble aspirants gain
no proficiency with any weapons or armor.

Aligned Class: Noble aspirants have diverse backgrounds
and show an unusual range of diversity. At 1st level, the drow
aspirant selects one class that she belonged to before adding
the prestige class to be her aligned class. She adds her noble
aspirant level to her aligned class level when determining all
level-dependent effects of her aligned class’s features, such as
the number of bardic performance rounds or rounds of rage
that she possesses or her caster level when casting spells and
spell-like abilities granted by her aligned class. This ability can-
not raise the noble aspirant’s level above her character level
and she doesn’t gain any other benefits a character of that class
would have gained from acquiring a new level in her aligned
class, including (but not limited to) additional spells per day,

new class features, or incremental increases to her existing class

abilities, such as additional sneak attack damage dice for a rogue
or an increase to her weapon training bonus for a fighter.

At the indicated levels, a noble aspirant gains all the class
features for her aligned class as if she had also gained a level in

her aligned class. She gains all the class features for this class,

essentially increasing her level in her aligned class by 1 to deter-
mine what class features she gains. She still retains the Hit Dice,
base attack bonus, saving throw bonuses, and skill ranks of the
prestige class, but gains all other class features of her aligned
class as well as those of the noble aspirant prestige class.

Noble Reservoir (Su): A noble aspirant has an innate pool
of magical energy that she can draw upon to cast and empower
her spell-like abilities. The noble aspirant’s reservoir has a num-
ber of points equal to 3 + half her prestige class level. This res-
ervoir refreshes once per day when the noble aspirant regains
her daily uses of her racial spell-like abilities.

As a swift action, a noble aspirant can regain a single use of
a spell-like ability that she has cast by expending a number of
points from her noble reservoir equal to the spell-like ability’s
level (minimum 1). She can only use her noble reservoir to
regain spell-like abilities that she has gained from a racial trait
or a feat that lists “drow” as a prerequisite.

Noble Talent: Starting at 2nd level and every two levels
thereafter, a noble aspirant gains one of the following noble
talents.

Drow Exemplar: A noble aspirant who selects this talent
gains one of the following racial traits: ambitious schemer, an-
cestral grudge, blasphemous covenant, stalker, or seducer. If
she selects a racial trait that she already possesses, the noble
aspirant gains the racial trait that the selected trait replaces
instead. For instance, if she selects the seducer trait and she
already possesses it, the noble aspirant gains drow immunities
instead. This talent can be selected multiple times. Each time it
is selected, choose a different racial trait.

Drow Feat: A noble aspirant who selects this talent gains a
bonus feat. She must choose her bonus feat from among the fol-
lowing: Improved Umbral Scion**, Shadow Caster"®%, Shad-
ow Shroud“, Skill Focus (either of her aspirant’s skills), Spider
Step**®, Spider Summoner*®®, Sniper’s Lantern®, Umbral
Scion**%. The noble aspirant must meet all of her chosen feat’s
prerequisites, if any. This talent can be selected multiple times.

Expanded Reservoir (Su): A noble aspirant who selects this
talent adds two points to her noble reservoir. She can select




this talent multiple times. Its effects stack, granting the noble
aspirant an increase to her noble reservoir each time she takes
this talent.

Feat Reservoir (Su): A noble aspirant who selects this talent
can spend 2 points from her noble reservoir as a swift action
to regain a single use of a feat she possesses. She cannot use
this talent to regain uses of any spell-like abilities that her feats
grant her.

Improved Weapon Familiarity (Ex): A noble aspirant who
selects this talent gains Weapon Focus with one weapon from
the light blades or crossbow fighter weapon group of her choice.
In addition, a noble aspirant’s level stacks with any fighter levels
she possesses for the purpose of meeting the prerequisites for
feats that specifically select the chosen weapon, such as Weapon
Specialization. This talent can be selected multiple times. Each
time it is selected, choose a different weapon.

Infuse Racial Magic (Su): A noble aspirant who selects
this talent gains the ability to enhance her racial spell-like abil-

ities. Select one of the following metamagic feats: Disruptive
Spell*® Enlarge Spell, Extend Spell, Piercing Spell"™, Quicken
Spell, or Widen Spell. As a swift action, a noble aspirant can
apply the benefits of the selected metamagic feat to one of her
racial spell-like abilities (including one that she has gained from
a feat that lists “drow” as a prerequisite) as she casts it by ex-
pending a number of points from her noble reservoir equal to
the metamagic feat’s level increase (+1 for Disruptive Spell,
+4 for Quicken Spell, and so on). This use of her noble reser-
voir ignores the usual restrictions against applying the benefits
of metamagic feats to spell-like abilities. This talent can be se-
lected multiple times. Each time it is chosen, select a different
metamagic feat to which it applies.

Poison Lore (Ex): A noble aspirant who selects this talent
can spend 1 minute physically examining a poison in order to
attempt a Knowledge (nature) check to identify any natural
poison or a Knowledge (arcana) check to identify any magical
poison (DC equals the poison’s saving throw DC). Once the
poison has been identified, she can spend 1 minute and attempt
a Craft (alchemy) check (DC equals the poison’s saving throw
DC) to neutralize 1 dose of the poison. Success renders the
dose harmless. The drow aspirant has no chance of accidentally
poisoning herself when examining or attempting to neutralize
a poison. The noble aspirant must possess the poison use ability
to select this talent.

Poisoner’s Discovery (Su): A noble aspirant can select one
of the following alchemist discoveries in place of a noble tal-

ent: concentrate poisonAPG, poison conversion"“, or sticky poi-

son™"“. She must be of a high enough level to qualify for that

discovery, using her noble aspirant level as her alchemist level
to determine if she qualifies. The noble aspirant must possess
the poison use ability in order to select this talent.

Swift Poisoning (Ex): A noble aspirant who selects this tal-
ent can apply a dose of poison to a weapon as a swift action.
The noble aspirant must possess the poison use ability to select
this talent.

Noble Heritage: At 3rd level, a noble aspirant’s powers
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grow stronger. She gains Improved Drow Nobility
nus feat. If she already possesses Improved Drow Nobility, she
gains a noble talent instead.

Drow Magic Mastery (Su): At 5th level, a noble aspirant
gains a +1 bonus on caster level checks made to overcome a
creature’s spell resistance when casting her racial spell-like abil-
ities (including those received from any feat that lists “drow” as
a prerequisite). This bonus increases to +2 at 9th level.

Greater Noble Heritage: At 7th level, a noble aspirant
gains a drow noble’s superior spell resistance. She gains Noble
Spell Resistance**“ as a bonus feat. If she already possesses No-
ble Spell Resistance, she gains a noble talent instead.

Noble Apotheosis (Ex): Upon reaching 10th level, a no-
ble aspirant fully attains her birthright, gaining the superior
physique and mental facilities of her noble kin. She gains Great-

ARG

er Drow Nobility**® as a bonus feat as well as a +2 racial bonus

to her Dexterity, Intelligence, and Wisdom scores.




OreN 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 contrib-

uted Open Game Content; (b)”Derivative Material” means copyrighted material including derivative

Tudi 1

works and translations (i into other

), 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, pos

themes and graphic, photographic and other visual or audio representations; names and des

characters, spells, enchantments, personalities, teams, personas, likenesses and special abilities; places,

locations, envir s, creatures, equif , 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 no-
tice 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 Lice

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 ContentYou 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 ContentYou 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 Li-
cense. 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
ContentYou 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 1.0 Copyright 2000, Wizards of the Coast, Inc.

Pathfinder RPG Core Rulebook. © 2009, Paizo Inc.; 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, Bran-
don 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 Renic, Chris Sims,
E. Wesley Schneider, James L. Sutter, and Russ Taylor, based on material by Jonathan Tweet, Monte Cook,
and Skip Williams.
Baphomet 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.
Genie, Marid from the Tome of Horrors Complete © 2011, Necromancer Games, Inc., pub-
lished and distributed by Frog God Games; Author: Scott Greene, based on original material by Gary Gygax.

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

Nereid 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.

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.

Troll, Ice 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 Russell Cole.

Yeti 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.




