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Player_’s‘ Guide

PATHS TO WICKEDNESS:
HOW TO MAKE A VILLAIN

This section is intended for players. So feel free to
make a copy for personal use and distribute it.

INTRODUCTION

Guilty. You are a lawbreaker - the worst of the worst.
Too dangerous to live amongst the good people of Talin-
garde, they dragged you in chains before a magistrate and
condemned you. They sent you to the worst prison in the
land and there they forever marked you. They held you
down and branded you with a runic E. You are forsaken.
You won't be at Branderscar Prison for long. Brand-
erscar is only a holding pen. In three days - justice
comes. In three days - everything ends.

What a pity. If only
there was a way out of
this stinking rat-hole.
If only there was a way
to escape. If only...

No. No one has ever
escaped from Branderscar
Prison. This is where your
story ends.

WHAT IS TALIN-
GARDE?

Talingarde is the most ~==5
virtuous, peaceful, noble
nation in the world to-
day. This land is ruled by
King Markadian V called the
Brave of House Darius. He has
only one heir - the beautiful princess
Bellinda. This benevolent monarchy is heavily
intertwined with the Church of Mitra, the Shining Lord.
You are from Talingarde. This is your home. You have
lived here your entire life. And if they gave you half a
chance, you would have your revenge on all of them.

WHO IS MITRA?

Mitra, the so-called Shining Lord, is the god of the
sun, bravery, honor, justice, charity and other such pusil-
lanimous rubbish. The Church of Mitra is the preemi-
nent religion of Talingarde these days. The Knights of
the Alerion, the elite warriors of Talingarde, are a Mi-
tran order. The monks of St. Macarius, who travel the

land healing the sick and the helping the needy, are also
a Mitran order. The House of Darius, the royal family of
Talingarde, are devout followers of Mitra.

It wasn't always this way. Before the Darians took
over, Talingarde worshipped an entire pantheon of dei-
ties. Preeminent among those deities was Asmodeus,
Prince of Hell, Lord of Ambition and Order. Now it
is forbidden to worship Asmodeus. To do so is to be
condemned. The Mitrans destroyed all the Asmodean
temples and burned his books and priests. There are no
followers of Asmodeus anymore in Talingarde — at least
none you know of. Devout Mitrans will not say the name
Asmodeus. He is simply “The Fallen” or “The Enemy”.

HOW DID THEY CATCH ME?

You tell us. You must pick a crime (there is a list pro-
vided below) that you were condemned for. They
are only two requirements — you got caught
and you really did it.

It’s not surprising that the Talireans (the
people of Talingarde) caught you, though.
Talingarde is a fiercely lawful and good

™~ society. Crime (espe-

cially heinous crime

like yours) is not tol-
erated.

W/ SYSTEM

Making a character for
the “Way of the Wicked”
Campaign is similar to
making characters for any
| campaign using The Path-
)i finder Roleplaying Game
with just a few modifica-
tions.

STEP 1 - DETERMINE
ABILITY SCORES

Any method will do, but
we present here an alternate
method appropriate to this adventure path called ‘Focus
and Foible. Besides that one, the 25 point buy method is
also recommended. It’s challenging being a villain with
the whole world against you.

FOCUS AND FOIBLE

Choose a Focus, an ability score at which you excel.
You receive an 18 in that score.

Choose a Foible, an ability score that is your weakness.
You receive an 8 in that score.

The other four, roll 1d10+7 four times in order. There
are no rerolls or moving of ability scores. Those are your
other four scores.




WHY THIS METHOD?

This method makes slightly more powerful characters
on average. A ’Focus and Foible’-built character costs
25 build points to make on average but more powerful
characters are not uncommon. It compensates for the
potential increase in power by making characters slightly
random. Randomness never completely hamstrings a
character though (the lowest total you can roll is ’8” af-
ter all) and never gives them an ability score higher than
their focus.

Therefore your wizard might have a high dexterity and
charisma as well as having a high intelligence and a low
strength. The writer finds this tends to create slightly
more interesting, unusual and diverse characters. If the
randomness and potential for character inequity bothers
you, you can always use point buy instead.

STEP 2 -- PICK YOUR RACE

This is unchanged. All races in The Pathfinder Role-
playing Game are permitted.

There are certain races that will be more difficult to
play in this campaign. Extremely unusual or monstrous
races are likely to be troublesome. PCs of those races
may find themselves uninvolved in certain parts of this
campaign.

The PCs after all are on a secret mission to infiltrate
and destroy Talingarde. It will be more difficult to in-
filtrate anything if you are travelling with a minotaur,
goblin or serpent man for example. Tread carefully with
these choices.

STEP 3 - PICK YOUR CLASS

All classes are permitted except the Paladin. Paladins
do not walk the Way of the Wicked. A few classes require
some special consideration below.

The Anti-paladin from the Advanced Player’s Guide is
well suited themetically for this campaign. Alas, the class
requires a chaotic evil alignment which is not permitted.
Thus it is recommended that your GM allow the house
rule “The anti-paladin may be of any evil alignment”
Further, the anti-paladin may have cohorts, followers
and henchmen who are of any evil alignment instead of
the usual “chaotic evil” requirement. Also, a lawful evil
anti-paladin may not use their fiendish boon to add the
‘anarchic’ property to a weapon. Instead, they may add
the ‘axiomatic’ property.

Assassins are a great choice for this campaign. Subtle
killing can potentially be useful again and again. Yes, this
is a prestige class not a core class. But it’s a great prestige
class to be working towards at level one.

=7 O

Barbarians can be a good choice, but since chaotic
alignments are not allowed (see below), neutral evil or
neutral are the only two possible alignment choices.
Barbarians have the challenge of coming up with a good
reason why a class as chaotic and rebellious as this one
would cooperate with a group of lawful evil followers of
Asmodeus. Perhaps a cleric of Asmodeus (another PC?)
saved your life and now you owe that priest your service.

Cavaliers are a fine choice for a PC but must be care-
ful about their Order selection. Orders that defend the
common folk (The Order of the Shield) or pledge alle-
giance to the king of Talingarde (The Order of the Lion)
are probably not appropriate. Self-serving orders (for ex-
ample the Order of the Cockatrice) are very appropriate
indeed.

Clerics and inquisitors are allowed but must worship
a god who approves of the villainous path ahead of you.
Worshipping the lawful evil god Asmodeus is strongly
encouraged. At the GM’s discretion it may be required
for divine classes.

Druids are permitted though neutral good druids are
not. Evil druids are a perfectly valid choice but you must
decide why such a character would ever join an organiza-
tion that honors a lawful evil god.

Gunslingers are permitted but this adventure path as-
sumes by default that firearms do not exist. There are no
guns found in the treasure or adversaries who use fire-
arms. If you want to play a gunslinger, you should talk to
the Game Master about this. If they approve this choice,
then they will need to modify the campaign accordingly
to accommodate your character.

Monks may not be lawful good and are recommended
to be lawful evil. A lawful neutral monk is technically al-
lowed but would be a difficult choice. Why would such a
law abiding character seek to destroy Talingarde?

Ninja and Samurai are permitted but the campaign
as written makes no special allowances for them. Thus
there are no eastern weapons or armor in the treasure
(katana, wakizashi or naginata, for example). Further
you must explain how your villainous ninja or samurai
ended up in the western nation of Talingarde. Much like
the gunslinger above, talk to the Game Master and work
out these special needs.

Rangers will find that Humanoid (Human) and Out-
sider (Good) are solid choices for their favored enemy.

Sorcerers of any bloodline are permitted. Infernal

blooded sorcerers are a particularly good choice.
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STEP 4 -- PICK SKILLS AND SELECT FEATS
This step is unchanged.

However, this campaign lends itself more than most
to a house rule that gives everyone two more skill points
per level. The PCs will be on their own for much of the
campaign and will have difficulty relying on others for
skills. This house rule will make them more self-reliant.

Besides, villains should more competent than the av-
erage man.

STEP 5 —- BUY EQUIPMENT

The characters begin with nothing. They have no
money, N0 weapons or armor, no gear, no animal com-
panions of any sort and no material possessions besides
tattered, dirty prison clothes. Equipment will be ac-
quired in game.

Alchemists begin without their formulae book, ex-
tracts, bombs or mutagens. They must have access to an
alchemical lab or chemicals to have any of these abilities
restored.

Bards begin without their instruments.

Cavaliers have lost their mount. Presumably their
mount was slain or given to another during their cap-
ture. It can be presumed that their week of mourning is
already in the past.

Clerics begin having chosen all their spells for the day.
They do not have their holy symbol or any material com-
ponents however.

Druids also begin having chosen all their spells for the
day. They do not, however, have their animal compan-
ion with them. Presumably such a companion was slain
during their capture or escaped and awaits them outside.
Regardless, such beasts would never be allowed inside
the prison. Only if they escape from Branderscar prison
will they have a chance to reunite with their companion
or conduct the ceremony to acquire another.

Inquisitors and Oracles lack their holy symbol if they
need one.

Summoners begin the game with their Eidolon un-
summoned. They begin the game shackled so they are
unable to perform the necessary ritual until they are free.

Witches, Wizards and Magi do not have their spell
books, material components, familiars or bonded ob-
jects. They do however begin with a full selection of
memorized spells from before their incarceration.

STEP 6 —- FINISHING DETAILS

As normal except that good and chaotic alignments
are not allowed. Every character must be lawful neutral,
lawful evil, neutral or neutral evil. Of those four align-
ments, lawful evil is definitely the preferred choice. At
the Game Master’s discretion, lawful evil may be the re-
quired alignment.

Further, every character must choose a crime that
landed in them in Branderscar. They were not wrongly
imprisoned -- they are guilty of their charge. If you are
using the trait system in the Advanced Player’s Guide,
choosing this crime counts as one of your traits.

There is a further requirement and it is something of
an intangible quality. At some point in this adventure
path every character is going to have the chance to join
an evil organization and swear allegiance to the master
of that organization and its patron - the lawful evil god
Asmodeus. The adventure path assumes you say yes to
this chance. Therefore, you should make a character who
can say yes.

THE PATH OF VENGEANCE

Perhaps right now, you may be experiencing a little
cognitive dissonance.

This campaign is about breaking out of prison, joining
an evil organization and then seeking revenge. Above,
we recommend that characters be lawful evil. You may
be asking yourself right now “how is breaking out of pris-
on and getting revenge lawful?”

It isn’t.

Lawful evil is the recommended alignment not be-
cause your character is obeying the laws of Talingarde
but because your characters seek to impose a new order.

This is not the campaign for chaotic loners or free-
spirited vagabonds. Those campaigns exist in abundance
and if they are what you are looking for, perhaps you are
in the wrong place. This is a campaign about joining an
evil organization with a wicked agenda. Eventually, you
may even come to control that evil organization.

“Way of the Wicked” is a chance to play an unusual
sort of character. You will play a burgeoning dark lord
-- someone who will rise from imprisonment and desti-
tution to become one of the greatest villains of this age.
At first, you will be a minion in service to a sinister plot.
But eventually, you will be a minion no longer. You, if
you can survive, will become the master.

And that is almost the definition of lawful evil.
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CRIMES OF THE FORSAKEN

Each character chooses one heinous crime that has
earned them a place in Branderscar Prison. Each crime
grants a different benefit, similar to a trait. You may have
committed many crimes during your lifetime, but this is
the crime that finally got you branded and condemned.

This list of twenty crimes is not intended to be com-
prehensive. Feel free to invent your own crime, punish-
ment and benefit (with the GM’s approval of course).

Besides simplying choosing a crime, you should also
consider how the crime was done. Was this a well-
planned criminal enterprise or a crime of passion? Did
you do it alone or did you have accomplices? Was this
the first time you did this crime or are you a repeat of-
fender? Answering these questions will help flesh out
your character’s background.

This has been said before, but it bears repeating. Your
character actually perpetrated this crime. You may have
done it for what seemed like noble reasons. You may have
gotten entangled in this criminal enterprise unwillingly.
But there is no doubt that you are
guilty. You have not been sentenced to
the worse prison in Talingarde unjustly. k

You are here because you deserve to be.

ARSON

You have willfully started a fire that destroyed prop-
erty. To be sent to Branderscar, you didn't start just a mi-
nor little trash fire. Your act of arson threatened a major
town, city, church or castle and likely cost someone their
life. You’ll be punished for your crime by facing the fire
yourself.

Punishment: Death by burning

Benefit: Whenever you score a critical hit with a fire
attack, you receive a +2 fire damage bonus to your
damage roll. This bonus is a trait bonus.

ATTEMPTED MURDER

You tried to kill someone and botched the job. To be
sent to Branderscar Prison, you did not try to kill just
anyone. You likely assaulted someone of great
importance and prominence.

Punishment: Death by beheading

Benefit: You gain a +2 trait bonus to Intimi-
date checks, and Intimidate is always a class
skill for you.

BLASPHEMY

Either you have defamed the great god Mitra or you have
been found guilty of worshipping one of the forbidden
deities (who preeminent among them is Asmodeus).

Punishment: Death by burning

Benefit: +2 trait bonus to Knowledge (religion) and
Knowledge (religion) is always a class skill for you.

CONSORTING WITH THE DARK POWERS
(WITCHCRAFT)

You have been found guilty of summoning an evil outsid-
er. Likely you were captured by the famed witch hunter
Sir Balin of Karfeld. The last thing he said to you was,
“May Mitra have mercy upon your wretched, damned
soul” If only you could get a chance at revenge!

Punishment: Death by burning

Benefit: You receive a +1 trait bonus to Knowledge
(planes) and Knowledge (arcana) checks, and one of
these skills (your choice) is always a class skill for you.
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DESECRATION

You have violated one of the churchs, cathedrals or holy
shrines of the great god Mitra. To be sent to Branderscar
this was no minor act of vandalism. Instead you have
done something flagrant and spectacular to dishonor the
Shining Lord.

Punishment: Death by burning

Benefit: You receive +1 trait bonus on all saving
throws against divine spells.

DESERTION

You have deserted from the Talirean military and been
recaptured. To get sent to Branderscar this was not some
minor or routine dereliction of duty. Instead, you aban-
doned your post during a time of crisis -- perhaps battle
or while defending the Watch Wall. Regardless of the
exact circumstances, your laziness and cowardness must
have caused loss of life.

Punishment: Death by hanging

Benefit: You receive one bonus skill point per level
that must be spent on the Profession (Soldier) skill.
Profession (Soldier) is always a class skill for you.

DUELING UNTO DEATH

You have engaged in a duel to the death and mortally
wounded an opponent. The opponent was honorable
enough to say nothing before he expired. Alas that his
family or companions was nowhere near so honorable.
Dueling was once common in Talingarde before the
House of Darius came to power. The House of Barca all
but encouraged duels of honor. Now, dueling of any sort
is punished severely. Dueling to the death is a sure way
to be sent to Branderscar Prison.

Punishment: Death by beheading
Benefit: You gain a +1 trait bonus to Fortitude saves

EXTORTION

You have defrauded money from someone by holding
information of their wrongdoing over their heads. To
end up in Branderscar, this was no minor act of merely
threatening to expose someone. Instead you ave at-
tempted extortion against someone of great prominence
and for exorbitant stakes.

Punishment: Life at hard labor in the salt mines

Benefit: You receive a +2 trait bonus to Intimidate
checks, and Intimidate is always a class skill for you.

FORGERY

You have forged documents issued either by the crown
or by the Church of Mitra. Alas, that your forgery while
competent was not entirely undetectable. To be sent to
Branderscar, this was no minor finagling of paperwork.
This forged document could have cost lives, undermined
the reputation of the Church or endangered the security
of the realm.

Punishment: Life at hard labor in the salt mines

Benefit: You gain a +3 trait bonus to Linguistics skill
checks to commit forgery and Linguistics is always a
class skill for you.

FRAUD

You tried to bilk someone out of their cash. To end up
in Brandescar Prison, this was no petty con job or penny
ante racket. Instead, you brazenly tried to defraud some-
one important of a huge sum of money. And it almost
worked too!

Punishment: Life at hard labor in the salt mines

Benefit: You receive a +2 trait bonus to Bluff checks
and Bluff is always a class kill for you.

GRAVE ROBBERY

It is forbidden by sacred law to dishonor a corpse after it
is been sealed in its tomb by a clergy of the Mitran faith.
Some may not honor this ban: necromancers, golem
crafters, self-styled scientists, and alchemists delving into
the forbidden secrets of life and death. These ghouls can
expect no mercy from the Talirean Magistrates. And by
sending you to Branderscar Prison, you have received
none.

Punishment: Death by beheading

Benefit: You receive a +1 trait bonus to confirm criti-
cal hits

HERESY

You have denied the supremacy of Mitra and been con-
demned for it. For this to be a crime, you were not con-
tent to keep your heresy to yourself. You tried to sway
others. Likely you were captured by the famed witch
hunter Sir Balin of Karfeld. The last thing he said to you
was: “Mitra may forgive you yet for your lies. Talingarde
will not” If only you could get a chance at revenge!

Punishment: Death by burning.

Benefit: You receive a +1 trait bonus on all saving
throws against divine spells.




HIGH THEFT

You had a foolproof plan to steal some great treasure.
Alas, the scheme had a fatal flaw and went horribly awry.
To be sent to Branderscar prison, this was no ordinary
robbery attempt. You tried to steal something of great
value or religious significance.

Punishment: Life at hard labor in the salt mines

Benefit: You receive a +1 trait bonus to Reflex saves.

HIGH TREASON

You have willfully worked to bring down the current
Monarch of Talingarde -- the beloved King Markadian V
called the Brave of House Darius. To be successfully tried
for High Treason you have done more than merely dislike
the king, you did something tangible to undermine his
rule. Alas, that you failed at your plot and are now head-
ed to Branderscar Prison. Treason is the only crime that
is still punished by the gruesome ritual of being drawn
and quartered. Your stay at Branderscar will be brief.

Punishment: Death by drawing and quartering
Benefit: You receive a +1 trait bonus to Will saves.

KIDNAPPING

You have abducted someone perhaps to ransom them
or do unspeakable things to them. Unfortunately, you
were caught and your victim was rescued (if they weren't
rescued -- you would be guilty of murder instead). To
be sent to Branderscar Prison, you must have abducted
someone of great importance or in a particularly grue-
some manner.

Punishment: Death by beheading

Benefit: You receive a +1 trait bonus to both Disarm
and Grapple attempts.

MURDER

You have killed without just cause and been condemned
for it. To be sent to Branderscar Prison, this was no typi-
cal killing but a particularly savage and unforgiveable act.
You may also have killed someone with powerful friends.

Note: You are not allowed to have killed someone in
the royal family of Talingarde. You may have tried (his
would instead be High Treason -- see above) but ulti-
mately they are too well protected.

Punishment: Death by beheading

Benefit: You deal 1 additional point of damage when
flanking a foe. This additional damage is a trait bonus.

__/Q

PIRACY

You have been caught in the act of piracy on the high
seas. This is a rare crime these days since Markadian I
called the Victorious burned the last major pirate fleet to
threaten these isles. Still the crime is punished harshly.
Likely you are the sole survivor of your ship.

Punishment: Death by hanging

Benefit: You may select either Bluff or Intimidate.
The selected skill receives a +2 trait bonus and is al-
ways a class skill for you.

SEDITION

You have attempted to covertly stir up rebellion against
your rightful sovereign. This differs from high treason
in that you attempted to convince others to make war
against Talingarde instead of taking direct action your-
self. A subtle difference to be sure. But it is the differ-
ence between receiving the swift justice of the axe instead
of the slow suffering upon the rack.

Punishment: Death by beheading

Benefit: You receive a +1 trait bonus to Bluff checks
and Bluff is always a class skill for you. Further if you
ever take the Leadership feat, you gain a +1 trait bonus
to your Leadership score.

SLAVE-TAKING

Slavery is illegal in Talingarde and a very rare crime. Still,
once in a great while, slavers from the mainland will fool-
ishly make an incursion into Talirean protected territo-
ries. When they are captured alive they are always made
an example of.

Punishment: Death by beheading

Benefit: You receive a +1 trait bonus to both Disarm
and Grapple attempts.

SLAVE TRADING

Slavery is legal in other parts of the world and it can be
tempting to the most decadent of Talingarde’s nobil-
ity to acquire a “souvenir” when traveling abroad or to
purchase the object of their desire from a less reputable
merchant. However you ended up trading slaves in Tal-
ingarde, you were caught red handed and now you will
lose more than simply your freedom.

Punishment: Death by beheading

Benefit: You receive one bonus skill point per level
that must be spent on the Appraise skill. The Appraise
skill is always a class skill for you.
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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, exten-
sion, 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 enhance-
ment 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, like-
nesses, formats, poses, concepts, themes and graphic, (Fhotographic
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 ira hic 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 identi-
gitself or its products or the associated products contributed to the

pen Game License by the Contributor (fg) “Use”, “Used” or “Us-
ing” 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 ma
only be Used under and in terms of this License. You must affix suc
anotice 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.O0ffer 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 Li-
cense to Use, the Open Game Content.

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

6.Notice of License Copyright: You must update the COPY-
RIGHT NOTICE portion of this License to include the exact text
of the COPYRIGHT NOTICE of any Open Game Content You are
copying, modifying or distributin%; and You must add the title,
the copyright date, and the copyright holder’s name to the COPY-
RIGHT NOTICE of any originaX Open Game Content you Distrib-
ute.

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 Trade-
mark. 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 Proguct Identity used in Open Game Content
shall retain all rights, title and interest in and to that Product Iden-
tity.

y8. Identification: If you distribute Open Game Content You
must clearly indicate which portions of the work that you are dis-
tributing are Open Game Content.

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

10 Cogy of this License: You MUST include a copy of this Li-

cense 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
;egul(ziition then You may not Use any Open Game Material so af-
ected.

13 Termination: This License will terminate automatically if You
fail to comply with all terms herein and fail to cure such breach
within 30 c{)ays of becoming aware of the breach. All sublicenses
shall survive the termination of this License.

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

15 COPYRIGHT NOTICE

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

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

Pathfinder RPG Core Rulebook. Copyright 2009, Paizo Pub-
lishing, LLC; Author: Jason Bulmahn, based on material by Jona-
than Tweet, Monte Cook, and Skip Williams.

Pathfinder RPG Bestiary. Cogyright 2009, Paizo Publish-
ing, LLC; Author: Jason Bulmahn, based on material by Jonathan
Tweet, Monte Cook and Skip Williams.

Pathfinder RPG Bestiary 2. Copyright 2010, Paizo Publish-
ing, LLC; Authors Wolfgang Baur, Jason Bulmahn, Adam Daigle,
Graeme Davis, Crystal Frasier, Joshua J. Frost, Tim Hitchcock,
Brandon Hodge, James Jacobs, Steve Kenson, Hal MacLean, Mar-
tin Mason, Rob McCreary, Erik Mona, Jason Nelson, Patrick Renie,
Sean K. Reynolds, F. Wesf’ey 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.

Advanced Player’s Guide. Copyright 2010, Paizo Publishing,
LLC; Author: Jason Bulmahn.

Pathfinder RPG Ultimate Magic. Copyright 2011, Paizo Pub-
lishing, LLC; Authors: Jason Bulmahn, Tim Hitchcock, Colin Mc-
Comb, Rob McCreary, Jason Nelson, Stephen Radney-MacFarland,
Sean K. Reynolds, Owen K.C. Stephens, and Russ Taylor.

Pathfinder RPG Ultimate Combat. Copyright 2011, Paizo Pub-
lishing, LLC; Authors: Jason Bulmahn, Tim Hitchcock, Colin Mc-
Comb, Rob McCreary, Jason Nelson, Stephen Radney-MacFarland,
Sean K. Reynolds, Owen K.C. Stephens, and Russ Taylor.

Pathfinder RPG GameMastery Guide. Copyright 2010, Paizo
Publishing, LLC; Authors: Cam Banks, Wolfgang Baur, Jason Bul-
mahn, Jim Butler, Eric Cagle, Graeme Davis, Adam Daigle, Joshua
J. Frost, James Jacobs, Kenneth Hite, Steve Kenson, Robin Laws,
Tito Leati, Rob McCreary, Hal Maclean, Colin McComb, Jason Nel-
son, David Noonan, Richard Pett, Rich Redman, Sean K. Reynolds,
E Wesley Schneider, Amber Scott, Doug Seacat, Mike Selinker, Lisa
Stevens, James L. Sutter, Russ Taylor, Penny Williams, Skip Wil-
liams, Teeuwynn Woodruff.

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

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

Bunyip from the Tome of Horrors, Revised, Copyright 2002,
Necromancer Games, Inc.; Author Scott Greene, based on original
material by Dermot Jackson.

Ice Go{em from the Tome of Horrors Copyright 2002, Necro-
mancer Games, Inc. Author: Scott Green

Iron Cobra from the Tome of Horrors Copyright 2002, Necro-
mancer Games, Inc. Author: Scott Green, based on original mate-
rial by Philip Masters

Hail Asmodeus, God of Lawyers, Master of Contracts
“E'en hell hath its peculiar laws.” -- Faust

.
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Be the Bad Guy

DHow many times have
you saved the world?

This time the world
needs saving
from you.
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> The Kingdom of Talingarde is the most noble, virtuous, peaceful nation in the known world.
> This is the story of how you burned this insipid paradise to the ground. It’s only fair. They
burned you first.

They condemned you for your wicked deeds. They branded you. They shipped you to the
worst prison in the kingdom. In three days, you die. In three days, the do-gooders pray they’ll
be rid of you.

They’ve given you three days. The fools, that's more than you need to break out. And then,
it will be their turn to face the fire.

Welcome to the Player’s Guide for the “Way of the Wicked” adventure path! Inside you'll find
everything you need to make your very own villian!

Youve saved the °
world plenty.

Isn't it time you walked
the Way of the Wicked?
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