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We had intended to run a book based on the observa-
tions of the Flaming Crab crew on the universality (multi-
versality?) of certain holidays as the third book in this se-
ries. Given that Halloween is coming up, though, I decided 
to take the notes Captain Shell put together on the painting 
haunt detailed by her ship’s doctor as well as some other 
haunts they encountered, and put together Letters from 
the Flaming Crab: Haunted Places. Inside you’ll find four 
haunts (one is sometimes also a loci), one new medium 

spirit, and three new archetypes inspired by those haunts 
just in time for the spookiest day of the year.

I hope you enjoy and join us next month for Letters from 
the Flaming Crab: Wheel of the Year.

Thanks!
J Gray
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haunted PLaCes

CHIMNEY COFFIN (CR 6)                                                                           
The life of a chimney sweep’s apprentice is a danger-

ous one. These climbing children, as they are known, are 
forced by their masters to shimmy up the inside of a chim-
ney, pushing a brush as they go, and then slide back down 
at speed. All too often, children become stuck inside the 
chimney and die, usually from suffocation as they breathe 
in soot. While the dead child is always removed, his spirit 
sometimes lingers, merging with the chimney, intent on 
sharing his anguish with anyone who uses it.

Wind whistles through the old chimney. The flames that 
flicker in the fireplace cast an eerie glow and do little to 
ward off the evening chill.

 CHIMNEY COFFIN  CR 6                                                                           
XP 2400
NE Haunt (20 ft. radius from the fireplace)
Caster Level 5th
Notice Perception DC 20 (the sounds of a 

child sobbing and coughing coming from inside 
the chimney)

HP 12; Trigger fire lit in fireplace; Reset 1 day

Effect
One minute and 23 seconds after a flame is lit in the fire-

place, a cloud of soot bursts out from it and covers those 
present. Everyone within 20 feet of the fireplace is covered 
by the soot and feel it clogging their nostrils and throat as 
if being affected by the suffocation spell (DC 15).

Destruction
The chimney must be torn down and each brick split into 

at least two pieces. The brick pieces must then be buried in 
a sanctified cemetery.

CHILD (Medium Spirit)
A child spirit can be a source of energy and uncanny insight.

Spirit Bonus: When you channel a child, your spirit 
bonus applies to Acrobatics, Bluff, Climb, Escape Artist, 
Perception, and Stealth skill checks as well as to Reflex 
saves.

Seance Boon: You gain a +1 bonus to AC.

Favored Locations: Orphanages, parks, playgrounds, 
schools.

Influence Penalty: Your mind and body act as if you 
were a small child of no more than 10 years of age. You take 
a penalty equal to your spirit bonus on Intelligence checks, 
Intelligence-based skill checks, Strength checks, Strength-
based skill checks (except Climb), and attack rolls.

Taboos: Choose one: you never give up an opportunity 
to play and have fun; you refuse to eat anything even re-
motely healthy; you can’t stay up past your bedtime; you 
can’t resist playing a prank on someone else; you throw a 
temper tantrum when you don’t get your way.

One For The Little Boy (Lesser, Su): When an ally 
uses an aid another action to help you with a skill check or 
attack roll or to give you a bonus to AC, the bonus granted 
is increased by +1 for every three medium levels you pos-
sess (minimum +1).

Jack Be Nimble (Intermediate, Su): When you 
make a successful Reflex saving throw against an effect 
that normally deals half damage on a successful save, you 
instead take no damage. If you fail your Reflex save, you 
instead take only half damage.

Quite Contrary (Greater, Su): You can allow the 
child to gain 1 point of influence over you to make an im-
mediate save against any mind-affecting effect. You gain a 
bonus on the save equal to ½ your medium level.

Legendary Child (Supreme, Su): Once per day, you 
can make a limited wish as the spell. This ability does not 
require a 1,500 gp diamond and can only be used when the 
medium sees the first star of the evening.

 

Shifter’s Stone (CR 6)
These loci generally develop naturally in places where 

good aligned druids, skinwalkers, and nature-inclined 
witches meet to celebrate the passage of time and seasons.

A single granite menhir stands in this small forest 
meadow. Its face has been smoothed by the passing sea-
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sons, though patterns in the green lichen that clings to its 
surface suggest that it may have borne carvings eons ago. 
Around the standing stone, the meadow’s grasses bend 
outward and clockwise, ending in a faint ring of white 
mushrooms. A peaceful wind seems to dance and swirl 
within.

 SHIFtER’S StONE                                   CR 6                                                                                   
XP 2,400
NG Protective Boon Loci Spirit (30 ft. radius centered 

on the standing stone)
Caster Level 6th
HP 12; Weakness Hard to Heal, Susceptible to Cor-

ruption; Ceremony Knowledge (nature) DC 26, Perform 
(dance) DC 26

Effect
When the celebrant performs the appropriate dance as 

an offering to the changing seasons or the shifting moon 
she is joined by the ghostly forms of three women: one 
young, one middle-age and one elderly. Each in turn shifts 
through the dance to take on the form of a great animal 
who end the ceremony by howling upwards in unison. Any 
in the loci’s area of effect who join in this howl gain the 
ability to shift their form as beast shape III.

As a site dedicated to wildlife, harming or kill-
ing any animal or magical beast within this 
area damages this loci as an act of vio-
lence or murder.

Corruption Effect
The Shifter’s Stone loci be-

comes the Shifter’s Stone haunt 
(see below).

Shifter’s Stone (CR 
8)

Corrupted Loci Haunt
Once a place of celebration 

and mirth, this glade was the 
site of horrific crimes against 
nature and now serves as a 
conduit of nature’s fear, an-
ger and wrath.

A single granite men-
hir stands imposingly in 
this barren clearing. The 
stone is deeply cracked and 
drips with wet, black lichen. 
Rusty-brown humanoid 
hand prints and claw marks 
mar the stone’s ancient face 
and at its base lie dozens of 
bleached white animal bones. Dried 
grasses and dead leaves cover the hard 
ground and overhead the wind seems to wail and 
howl.

 SHIFtER’S StONE             CR 8                                                                                    
XP 4,800
NE Persistent haunt (30 ft. radius centered on the stand-

ing stone)
Caster Level 6th
Notice Perception DC 20 (to notice a set of pacing bear 

prints in the surrounding grass)
HP 16; Trigger proximity; Reset 1 day

Effect
When this haunt is triggered, the form of a raging bear, 

pierced with dozens of spears and arrows, howls and 
charges from the stone toward the viewer. All creatures in 
the area feel the deep desire to flee like prey animals and 
believe they are transformed into tiny creatures (rabbits, 
squirrels, rats, and so forth) as if affected by the baleful 
polymorph (DC 16) spell for 1 hour.

Destruction
The circle’s loci must be restored.

PRIMAL SPIRIt (Spiritualist Archetype)
Not all spiritualists are connected to lost and missing 
souls. In places where the land itself has been scarred 

and ravaged, the spirits of the land sometimes 
call out to the psychically attuned. 

These primal spirits embody the 
manifest suffering of the earth, 
with preternatural insight and an-
imalistic viciousness.

Class Skills: A primal spirit 
adds Handle Animal (Cha) 
and Survival (Wis) to her class 
skill list and removes Bluff 
(Cha) from her class skill list.

Spells: A primal spirit re-
moves summon monster I, sum-
mon monster II, summon mon-

ster III, summon monster IV, 
summon monster V and 
summon monster VI from 
her spell list and adds sum-
mon nature’s ally I, sum-

mon nature’s ally II, summon 
nature’s ally III, summon 
nature’s ally IV, summon 
nature’s ally V and sum-
mon nature’s ally VI.

Primal Aspect (Su): 
At 1st level, a primal spirit 

can apply the aspect of an 
animal to herself as a swift 

action. She selects one animal 
aspect from the hunter’s ani-

mal focus ability, using her spiritualist level in place of her 
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hunter level. A primal spirit may not grant this animal 
aspect to any other creature, including any animal com-
panions, and may only have one aspect active at a time. 
There is no limit to the amount of time she can maintain a 
given aspect active on herself. If a primal spirit ever gains 
the animal focus ability from another source, she loses this 
ability, though she counts all primal spirit levels as hunter 
levels for the purpose of determining the effects of animal 
focus. This ability replaces phantom.

Bestial Form (Su): At 1st level, a primal spirit can 
manifest a pair of ectoplasmic claws as a free action. These 
claws are treated as natural weapons, allowing her to make 
two claw attacks as a full-attack action using her full base 
attack bonus. Each of these attacks deals 1d4 points of 
damage plus her Strength modifier (1d3 if Small). At 7th 
level, a primal spirit gains Eldritch Claws as a bonus feat, 
and the damage of her claws increases by one step to 1d6 
points of damage (1d4 if Small). This ability replaces ether-
ic tether.

Wild Empathy (Ex): At 2nd level, a primal spirit gains 
wild empathy as the druid ability. This ability replaces 
bonded senses.

Natural Soul (Ex): At 3rd level, a primal spirit’s con-
nection to the natural world helps her find the unnatural 
more easily than other spiritualists. She may use detect 
undead at will as as a spell-like ability with a caster level 
equal to her spiritualist level.

At 5th level, she learns to blend her spiritual resonance 
with her surroundings. This ability functions as a constant 
hide from undead effect (DC = 11+ the primal spirit’s Wis-
dom modifier) as a caster of her spiritualist level. This abil-
ity replaces the 3rd level bonded manifestation and modi-
fies detect undead.

Preternatural Warnings (Su): At 4th level, a primal 
spirit’s connection to the spirit world warns her of impend-
ing danger. She gains a +2 insight bonus to her armor class 
and saving throws. This bonus increases to +4 at 12th level 
and to +6 at 20th level. This ability replaces spiritual inter-
ference and greater spiritual interference.

Wild Shape (Su): At 6th level, a primal spirit gains the 
ability to transform herself into a powerful semi-ectoplas-
mic animal. This ability functions as a druid’s wild shape 
ability as a druid of her primal spirit level -2.  At 8th level, 
when so transformed, a primal spirit gains the ability to 
traverse the air as the air walk spell. At 12th level she gains 
the phase lurch ability as an ectoplasmic creature. At 18th 
level when so transformed, she gains the horrifying ooze 
ability as if an ectoplasmic creature, with a DC equal to 10 
+ ½ her spiritualist level + her Wisdom modifier. She may 
not use this ability to assume elemental forms, though she 
may assume plant forms. This ability replaces phantom re-
call, the 8th and 18th level bonded manifestation increas-
es, fused consciousness, spirit bond, and dual bond.

Dual Aspect (Su): At 13th level, a primal spirit learns 

to embody several natural spirits at once. She gains a sec-
ond animal focus. Like her primal aspect ability, there is no 
limit to the amount of time she may embody either aspect. 
If a primal spirit ever gains animal focus from another 
source she loses this ability as well. This ability replaces 
her 13th level bonded manifestation increase.

Stable of Despair (CR 4)
Far too often, owners treat their proud horses like slaves 

rather than prized companions. When a proud horse of no-
ble lineage starves and dies while under an owner’s care, 
the stable can become a haunted place.

Cobwebs and the heavy scent of mold tell the tale. This 
rotting stable hasn’t been home to living horses in quite 
some time. The stalls are empty save one. In that stall, the 
rat gnawed bones of a long dead horse lay scattered on 
the ground.

 StAbLE OF DESPAIR  CR 4                                                                             
XP 1,200
NE haunt (30 ft. radius from point of manifestation)
Caster Level 4th
Notice Perception DC 15 (the smell of fresh cut hay and 

the noise of a sorrow-filled whinny)
HP 8; Trigger proximity; Reset 1 day

Effect
A ghostly image of a painfully thin, diseased horse rises 

from the ground. What little flesh it has is liquefying and 
falling from its bones in putrid, plopping drops. All crea-
tures present hear the words, “As I am, so shall you be.” 

All witnesses within 30 feet can see the flesh rotting and 
melting off their bodies and the bodies of their compan-
ions. They are affected by the fear spell (DC 15) as waves of 
terror and pain flow throughout the remains of the struc-
ture.

Destruction
The bones of the horse must be soaked in holy water and 

buried by a good-aligned cleric. The stable must then be 
burned to the ground and the ashes scattered to the winds.
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RIDER OF tHE UNDEAD 
(Antipaladin Archetype)

Among the antipaladins who serve the gods of undeath, 
there are those that impress their masters so well that they 
are rewarded with a unique mount. This mount will never 
tire, never falter, and never disobey.

Class Skills: A rider of the undead gains Diplomacy 
(Cha) as a class skill. This replaces Stealth (Dex).

Unholy Alliance (Ex): At 3rd level, a rider of the un-
dead receives a +2 bonus on Diplomacy, Intimidate, and 
Sense Motive checks against undead. This bonus increases 
by +2 at 7th level and every 4 levels thereafter. This ability 
replaces aura of cowardice.

Command of Death (Su): At 4th level, a rider of the 
undead can control the undead using her channel ener-
gy ability as if she possesses the Command Undead feat. 
Channeling negative energy while using the Command Un-
dead feat consumes three uses of her touch of corruption 
ability.

Undead Mount (Sp): Upon reaching 5th level, a rider 
of the undead is rewarded for her service by her god and 
granted an undead, skeletal mount.

The mount functions as a druid’s animal companion (as 
modified below), using the rider of the undead’s class level 
as her effective druid level. The rider of the undead does 
not take an armor check penalty on Ride checks while rid-
ing her mount.

Once per day, as a full-round action, a rider of the un-
dead can magically call her mount to her side. This ability 
is the equivalent of a spell of a level equal to one-third the 
antipaladin’s level. The mount immediately appears adja-
cent to the rider of the undead. A rider of the undead can 
use this ability once per day at 5th level, and one additional 
time per day for every 4 levels thereafter, for a total of four 
times at 17th level.

Should the skeletal mount be destroyed, the rider of the 
undead’s patron god will grant her a new mount after 24 
hours of ritual and prayer.

This ability replaces the fiendish boon ability.

Skeletal Mount
Starting Statistics
Size Large; Speed 50 ft.; AC +2 natural armor; Attack 

bite (1d4), 2 hooves (1d6)*;
Ability Scores Str 16, Dex 13, Con -, Int 2, Wis 12, Cha 

8; Special Qualities darkvision,
DR 5/bludgeoning; Immune cold, undead traits
* This is a secondary natural attack.

4th-Level Advancement
Ability Scores Str +2, Cha +2; natural armor +2, Spe-

cial Qualities combat trained.

Aid to Undeath (Ex): At 8th level, a rider of the un-
dead gains a +3 bonus on saving throws against mind-af-
fecting effects, death effects, and the spell-like and super-
natural abilities of the undead. In addition, whenever the 
rider of the undead uses the aid another action to assist 
one of her undead allies, the ally receives a +4 bonus to 
her armor class, attack roll, saving throw, or skill check. At 
12th level, and every four levels thereafter, this bonus in-
creases by an additional +2. This ability replaces the aura 
of despair ability.

Unfinished Painting (CR 4)
These haunts come into being when a particularly crazed 

painter dies before finishing their beloved masterpiece. 
The soul of the creator, twisted with shame for not being 
able to complete its final work, sinks into the canvas and 
infuses it with a cruel measure of suffering; the same the 
artist felt in the moments just before death. These allur-
ing paintings are bewitching to the eye, and those who are 
unlucky enough to find one within their care may find their 
own obsessions with the painting to be a bit too dangerous 
for the tastes of their friends and allies.

Is it the painting or your eyes that waver in and out of 
focus, causing a nauseating sense of motion as the colors of 
the paint seem to bleed just beyond your field of vision? A 
blink of the eyes and the feeling has passed. Just a normal 
painting, begging for a place of honor on someone’s wall.

 UNFINISHED PAINtINg  CR 4                                                                      
XP 1,200
Alignment NE persistent spiteful item-bound haunt
Caster Level 6th
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Notice Perception DC 20 (to notice faint laughing when 
the painting is touched)

HP 18; Trigger touch; Reset 1 week

Effect
When the painting is first touched by a humanoid, the 

creature that does so must attempt a DC 18 Will save. If 
unsuccessful, the creature becomes enamored with the 
painting, deciding to take it for themselves and jealously 
guarding it, refusing to let even trusted friends touch it. 
Before resting every night thereafter, the human carefully 
examines the painting, becoming more and more anxious 
that it remains unfinished. The creature attempts to find 
different materials (dyes, inks, paints) in order to finish 
the piece, but all of these materials fade the moment they 
touch the canvas.

On the fifth night, the creature’s obsession with finishing 
the painting completely takes hold of its senses. It attempts 
to harm itself with any edged weapon, dealing damage to 
itself every round for 6 rounds equal to 1d8 + its Strength 
modifier, as if affected by a terrible remorse spell. If the 
creature survives, it spends the next ten minutes attempt-
ing to use its blood to finish the painting by using its fin-
gers as a makeshift brush. If anyone attempts to stop the 
creature from harming itself, it instead attacks the intrud-
er. Once this effect ends, the creature will not remember 
harming itself nor why it was attached to the painting in 
the first place. Within the next two days, any blood accu-
mulated on the painting starts to fade until it disappears 
completely.

Destruction
Once reduced to 0 hit points, the painting must be 

washed with holy water. This removes all color from the 
canvas, preventing the haunt from manifesting again.

MAD PAINtER (Mesmerist Archetype)
There are those who would say that true art is that which 

touches the soul. The mad painter would be the first to 
agree with such a sentiment, and take any opportunity that 
they possibly can to do exactly that. Combining their psy-
chic magic with a love of painting, the mad painter looks 
forward to doing nothing more than enchanting their audi-
ence.

Eye for Detail (Ex): The mad painter adds 1/2 his 
mesmerist level (minimum 1) to all Artisan (painting), 
Craft (painting), and Profession (painter) skill checks. This 
ability replaces consummate liar.

Hypnotic Strokes (Su): Starting at 1st level, the mad 
painter can conjure a mystical brush to paint hypnotic pat-
terns in thin air. This ability functions as either the distrac-
tion or fascinate bardic performance, chosen by the mad 
painter when he first activates this ability. If he chooses to 
have it function as distraction, he uses his Craft (painting) 
skill instead of a Perform skill for the purposes of that abil-
ity. If he chooses to have it function as fascinate, he uses 

his class level as his effective bard level to determine the 
save DC.

The mad painter can use this ability for a number of 
rounds per day equal to 3 + his Charisma modifier. Activat-
ing this ability is a standard action, but it can be maintained 
each round as a free action. At 7th level, a mad painter can 
start this ability as a move action instead of a standard ac-
tion. At 13th level, he can activate it as a swift action.

This ability replaces hypnotic stare.

Painted Tricks (Su): In order for a mad painter to im-
plant a trick onto a creature, he must first paint a small 
symbol on each one of the target’s eyelids. This ability al-
ters mesmerist tricks.

Enchanted Painting (Su): At 1st level, a mad painter 
can cast one of his known enchantment spells into a paint-
ing he has created. Doing this expends a spell slot of the 
appropriate level. The spell remains stored within the 
painting for 1 hour per mesmerist level. During this time, 
the first creature within 20 feet to carefully examine the 
painting triggers the spell and takes a -2 penalty to its sav-
ing throw. If the spell can target multiple creatures, it tar-
gets the triggering creature first and then those which are 
closest to the painting. The spell’s effects are not limited 
by the 20-foot radius in which the spell could be triggered. 
Only one spell can be imbued within a single painting at 
any given time.

When imbuing his spell within the painting, the mad 
painter can specify a password or phrase that protects a 
creature from the spell. Anyone using the password cannot 
trigger that particular spell’s effects as they remain within 
20 feet of the painting nor can they be targeted by its ef-
fects. If the creature leaves the radius and returns later, it 
must use the password again.

This ability replaces painful stare.

Strokes of Insanity (Su): At 3rd level and every 4 
levels thereafter, a mad painter’s hypnotic strokes ability 
imposes a further effect on affected creatures. The mad 
painter chooses one option each time he gains a benefit 
from this ability, and the choice can’t be changed later. The 
mad painter can’t choose the same hypnotic strokes im-
provement more than once unless otherwise noted. These 
effects last for the duration of the fascination effect + the 
mad painter’s Charisma modifier. 

Disorientation: The creature takes a -2 penalty to at-
tack rolls. This penalty increases to -3 at 8th level. 

Paralyzing Fear: The creature takes a -2 penalty to 
AC. At 11th level, the penalty becomes -3.

Psychic Inception: The hypnotic strokes ability and 
any improvements can affect creatures that are mindless 
or immune to mind-affecting effects (such as an undead 
or vermin). The mad painter can also partially affect 
such a creature with his mind-affecting spells and abili-
ties for as long as this effect lasts; it gains a +2 bonus on 
its saving throw (if any), and if affected, it still has a 50% 
chance each round of ignoring the effect. Ignoring the ef-
fect doesn’t end the effect, but does allow the creature to 
act normally for that round.
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Sluggishness: The creature has all of its speeds re-
duced by 5 feet (to a minimum of 5 feet), and takes a -2 
penalty to Reflex saving throws. This penalty increases 
to -3 at 8th level.

Susceptibility: The mad painter gains a +2 com-
petence bonus to Bluff, Diplomacy, and  I n t i m i -
date checks made against the creature. At 8th level, this 
bonus increases to +3.

Timidity: The creature takes a -2 penalty to damage 
rolls. This penalty increases to -3 at 8th level.
This ability replaces bold stare.

Suggestive Piece (Su): A mad painter of 6th level or 
higher can choose to make a suggestion (as per the spell) to 
a creature that he has already fascinated with his hypnotic 
strokes ability. Using this ability does not disrupt the fasci-
nate effect, but it does require a standard action to activate 
(in addition to the free action to continue the fascinate ef-
fect). A mad painter can use this ability more than once 
against an individual creature during a single fascination 
effect. A Will saving throw (DC 10 + 1/2 mad painter’s level 
+ mad painter’s Cha modifier) negates the effect. This is 
an enchantment (compulsion), mind-affecting ability and 
relies on visual components.

At 18th level, this effect upgrades to mass suggestion, al-
lowing the mad painter to make a suggestion simultane-
ously to any number of creatures that he has already fas-
cinated.

This ability replaces the mesmerist tricks gained at levels 
6 and 18.

Killing Abstraction (Su): At 20th level, the mad 
painter can spend 8 hours creating a painting which can 
cause one creature to die from fear. To be affected, the tar-
get must be within 30 feet of the painting. One creature of 
the mad painter’s choice who can see this painting (and 
is within 30 feet of it) receives a Will save (DC 10 + the 
mad painter’s level + the mad painter’s Charisma modi-
fier) to negate this effect. If a creature’s saving throw suc-
ceeds, the target is staggered for 1d4 rounds. If a creature’s 
saving throw fails, it dies. This is a mind-affecting death 
effect that relies on visual components. The mad painter 
can only have one painting imbued with this ability at any 
given time. This ability replaces rule minds.

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 
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exact terms of this License to Use, the Open Game Content.

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

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

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

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

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

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

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

12. Inability to Comply: If it is impossible for You to comply 
with any of the terms of this License with respect to some 
or all of the Open Game Content due to statute, judicial 
order, or governmental regulation then You may not Use 
any Open Game Material so affected.

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

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

15. COPYRIGHT NOTICE

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

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

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

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

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

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

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

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

Pathfinder Roleplaying Game GameMastery 
Guide. © 2010, Paizo Publishing, LLC; Author: Cam 
Banks, Wolfgang Buar, Jason Bulmahn, Jim Butler, Eric 
Cagle, Graeme Davis, Adam Daigle, Joshua J. Frost, James 
Jacobs, Kenneth Hite, Steven Kenson, Robin Laws, Tito 
Leati, Rob McCreary, Hal Maclean, Colin McComb, Jason 
Nelson, David Noonan, Richard Pett, Rich Redman, Sean K 
reynolds, F. Wesley Schneider, Amber Scorr, Doug Seacat, 
Mike Selinker, Lisa Stevens, James L. Sutter, Russ Taylor, 
Penny Williams, Skip Williams, Teeuwynn Woodruff.

Pathfinder Roleplaying Game Occult Adventures 
© 2015, Paizo Inc.; Authors: John Bennett, Logan Bon-
ner, Robert Brookes, Jason Bulmahn, Ross Byers, John 
Compton, Adam Daigle, Jim Groves, Thurston Hillman, 
Eric Hindley, Brandon Hodge, Ben McFarland, Erik Mona, 
Jason Nelson, Tom Phillips, Stephen Radney-MacFarland, 
Thomas M. Reid, Alex Riggs, Robert Schwalb, Mark Seifter, 
Russ Taylor, and Steve Townshend.
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Pathfinder Roleplaying Game Bestiary 4. © 2013, 
Paizo Publishing, LLC; Authors: Dennis Baker, Jesse Ben-
ner, Savannah Broadway, Ross Byers, Adam Daigle, Tim 
Hitchcock, Tracy Hurley, James Jacobs, Matt James, Rob 
McCreary, Jason Nelson, Tom Phillips, Stephen Radney- 
MacFarland, Sean K Reynolds, F. Wesley Schneider, Tork 
Shaw, and Russ Taylor.

Letters from the Flaming Crab: Haunted Places 
© Alex Abel.

[End of License]

Designation of Open Game Content: The statistical 
information and general descriptions of creatures, 
abilities, traps, and other related facets of those elements 
within this document are Open Game Content as described 
in the Open Game License and may be used as Open Game 
Content. 

Product Identity is not available for Use or reuse without 
the express written consent of Alex Abel of Flaming Crab 
Games.

Designation of Product Identity: Product Identity in 
this product includes the following terms; Flaming Crab 
Games, the Flaming Crab Games logo.

This document is copyright Alex Abel of Flaming Crab 
Games, 2015. It is intended for personal use and may not 
be redistributed or reproduced without express written 
consent of Alex Abel of Flaming Crab Games.
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