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The Avowed

The pacts that an avowed can form are as varied as the 
avowed themselves. However, though the exact details 
of what is offered and what is given are unique to those 
who make them, pacts tend to share particular aspects 
and abilities. A pact between a human and a particular 
type of demon will often be similar to that formed by a 
different humanoid and a different demon of that type. 

Patron Pacts
By far the most common pact made, a patron pact 
is a bargain between an avowed and a particularly 
powerful or unique supernatural being. As the majority 
of an avowed's power comes from the pact itself, a 
patron loses very little on their side of the bargain. The 
payment they take in exchange varies from patron to 
patron, but tends to involve service using the avowed's 
newfound powers.

Occasionally, a patron pact is made that includes a 
promise of power for the avowed's bloodline; as a result, 
many avowed are born into their power. By discovering 
the details behind their ancestor's bargain, they can gain 
the same powers that were granted to them (sometimes 
freely, though more rarely, they too must pay a price to 
access the pact).

Symbiotic Pacts
Symbiotic pacts differ from patron pacts in that they 
are two-way. The psychic bond created by the pact is 
not a mere bargain for symbiotic pactmakers, but a 
powerful tether between them. Though the individual 
pactmakers may not be personally powerful, this pact 
ensures that as one gains power, so too does the other, 
each drawing strength from the connection they've 
forged.

Esoteric Pacts
Esoteric pacts are rare, unique, and not, strictly, pacts. 
Unlike the pacts forged by an avowed and another, 
esoteric pacts are a method of self-empowerment. By 
creating a special psychic link and enforcing it on the 
world, an esoteric avowed can contract with abstract 
concepts, uncaring beings, or even their own pride, 
gaining powers that few others possess.

New Pacts
While every of pact has different origins and connotations, 
each has the following features. Some pacts grant 
unique clauses. Any clause learned through a pact is 
only available to characters with that pact's ability; an 
avowed cannot choose to learn it as he levels up.

Name
The name of the pact's source; some pacts are gained 
from specific creatures, and some are more general; the 
specifics of how pacts are made with such creatures are 
detailed at the end of this chapter.

Description
A description of who makes these pacts, what they tend 
to entail, and common titles an avowed may carry.

Skills
Each pact grants the avowed two additional class skills 
that are relevant to the pact or its parties.

Attunement
The process of making a pact has side-effects on the 
avowed; for some pacts, these are subtle, but others 
are more overt. An avowed gains his pact's attunement 
ability at 1st level.

Sense
The special sense that an avowed gains at 1st level. Each 
of these senses are constant supernatural abilities. If a 
pact sense has an effect that requires concentration, 
doing so is a move action that can be done while 
concentrating normally on other effects. Unless noted in 
the ability, a pact sense does not work through barriers, 
and requires line of effect to function. The save DC of 
a pact sense, if any, is the same as that of the avowed's 
pact abilities.

Pact Empowerments
At 4th, 8th, 12th, 16th, and 20th levels, an avowed's 
pact grants him a new ability unique to the pact. A pact 
empowerment is a supernatural ability.

Pact Clauses
Some pacts grant bonus clauses. These function the same 
way as the clauses described in The Avowed: Promises of 
Power.
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To make a pact with the almighty beings even more 
potent than the most powerful of gods would be 
considered folly in the eyes of many. These hypothetical 
overbeings control every aspect of the world, 
manipulating even gods themselves in a sadistic game 
that views the lives of even the most powerful heroes as 
little more than interesting diversions. Even so, those 
who learn of these mighty creatures might seek to gain 
their attention with whatever offerings can be attained. 
Scattered writings claim these beings can be placated 
with offerings of food and drink none have ever heard 
of—and yet, what maddened writing has been found 
on the subject claims that those granted their favor 
encounter them when fully satiated. 

For whatever reason, those granted their favor and 
power are known as “DMPCs” by other adventurers, 
though what this title means even they are unwilling 
to explain. Their aether pulses typically take the form of 
strangely colored, sweet smelling liquids or thin yellow 
shards blasted at an enemy.

Associated Type: Outsider (native).

Game Master Pact Features
The following are the game master pact's features.

Skills: Knowledge (dungeoneering), Knowledge 
(history).

Attunement: Whenever you use an ability that 
affects an area and has a duration of 1 round or longer, 
you increase the radius of a burst, spread, or emanation 
effect by 5 feet, the length of a cone effect by 10 feet, 
and the length of a line effect by 20 feet. At 6th level, 
and every six avowed levels thereafter, these benefits 
increase by 5, 10, and 20 feet, respectively.

Sense: You can sense a measure of creatures’ bestiary 
statistics. As a move action, you can sense the number 
of Hit Dice that each creature within 30 feet of you has. 
If you cannot otherwise see a given creature, you know 
that someone of that number of Hit Dice exists in range, 
but do not automatically determine their location. This 
sense is blocked by the undetectable alignment spell 
and any other effect that would foil the detect evil spell. 
Such protected creatures are sensed as if they had an 
equal number of hit dice to you.

Game Master Pact Empowerments
The following are the game master pact's empowerments.

Right, I Just Remembered (4th): Once per round, in 
response to a creature moving, you may use a clause or 
aether pulse that creates an area effect with a duration 
of 1 round or more as a free action that can be taken 
when it is not your turn. You may use this ability at any 
point during a creature’s movement. If you do so, you 
become nauseated until the end of your next turn (even 
if you would normally be immune).

You Rolled A 10, Right? (8th): Whenever you use the 
aid another action to aid an ally with a skill or ability 
check, instead of the normal +2 bonus, you may fudge 
the dice roll. When you do so, if the dice result is a 9 or 
lower, they may choose to take 10 on the roll, even if 
stress or distraction would normally prevent them from 
doing so.

No, He’s Always Been Here (12th): You gain the 
ability to retroactively expand your backstory, adding 
NPCs and events to the story. This ability functions like 
the Leadership feat, except you don’t gain a cohort, and 
you likewise don’t immediately gain followers. Instead, 
as a free action that can be taken at any time, you can 
remember one of your followers, bringing them into 
the campaign in a situation decided by you and your 
GM (potentially even appearing just around the next 
corner by coincidence). Once a follower is recalled, they 
remain indefinitely, as a normal NPC and follower. 

And We’ll Just Ignore That (16th): Once per round, 
as an immediate action in response to a creature you 
can see making a d20 roll, you may force that creature 
to make that roll again, taking the new result (even if it 
is higher). You may only use this ability before the result 
of the roll is revealed.

Rocks Fall, Everyone Dies (20th): Whenever you 
die, you can immediately reroll as the same character. 
You reappear with the party one week later at full hit 
points, with all of your equipment (your corpse and 
gear mysteriously vanish at the same time). In addition, 
you gain rocks fall, everyone dies as a bonus clause.

Game Master Pact Clause
The following clause is granted by the game master pact, 
and cannot be selected normally.

ROCKS FALL, EVERYONE DIES

Pact (9th); standard action; spell resistance no
You use clashing rocks, as the spell, except that a creature 
that fails their saving throw against being buried in rubble 
is immediately killed. This is a death effect, though the 
rest of the ability is not. A creature slain by this ability is 
banned by the GM from play; such a creature can only be 
returned to life by a wish or miracle spell, followed by true 
resurrection or a similar effect.

Game Master Aspirants
Aspirants with the game master pact gain the following 
aspiration empowerments.

Fudged Dice (4th): Once per turn (even during the 
turns of other creatures), you may force one d20 roll 
made as part of an action you were aware of to be 
rerolled. This does not take an action, and can use this 
ability after you know the success or failure of the roll 
in question. At 10th level, and every 6 levels thereafter, 

Game Master (Patron)
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you may use this ability an additional time per turn. You 
cannot use this ability to force multiple rerolls of the 
same initial roll.

GM’s Notes (12th): You can make Knowledge 
and Spellcraft checks untrained, and your rolls for 
identifying creatures and abilities are treated as 
natural 20s. This applies retroactively to creatures you 
had identified prior to entering aspiration, but can still 
see. In addition, once per turn as a free action, you may 
choose a creature you can see, and either maximum hit 
points, current hit points, temporary hit points, damage 
reduction, resistance against one type of energy, fast 
healing, regeneration, armor class, fortitude saving 
throw bonus, reflex saving throw bonus, will saving 
throw bonus, attack bonus with one weapon it wields 
or ability you have observed it use, or saving throw 
difficulty class for one ability you have observed it use. 
You immediately learn the number defined. 

Setting Designer (20th): Once per round, as a free 
action, you may cause one of the following effects to 
occur:

• A creature you can see immediately dies, and 
their corpse is immediately destroyed. A successful 
fortitude save against your normal clause DC 
negates this effect, and creatures gain a bonus on 
this fortitude save equal to their hit dice. A natural 
1 on this saving throw is not an automatic failure. 
This is a death effect.

• You use stone shape or move earth, as the spell, 
except that it affects any substance. 

• You use wall of stone, as the spell, except that the 
wall may be made from any nonmagical substance.

• You use major creation, as the spell, except that you 
may create living non-creature vegetable matter or 
cold iron. 

• You use summon monster IX or summon nature’s 
ally IX, as the spells, except that the creatures 
created by the spell are created, rather than 
summoned, and as such this is considered to be a 
conjuration (creation) effect.

• You use create greater undead, as the spell.
• You use astral construct (see Dreamscarred Press's 

Ultimate Psionics) as a psi-like ability, with a 
manifester level equal to your avowed caster level.

These are considered to be spell-like abilities except 
where noted. Any objects or creatures created by this 
ability are immediately destroyed when you leave 
aspiration, though creatures killed by it remain dead.

Game Master's Betrothed
Betrothed with the game master pact use the following 
base form and pact abilities.
Base Form: Any.

Significant Other (4th): You gain gifts befitting your 
standing. You and your companion gain a combined 
pool of virtual wealth equal to 20% of the wealth-by-level 
allotted to a character of your level. Whenever you rest 
for at least 8 hours, you can gain non-consumable magic 
items (or upgrades to your current items) of a combined 
price up to this pool’s value. These items only work for 

A game master has control over the world like no other.
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you and your companion, they vanish when you reassign 
the virtual wealth in this pool (and even if taken from you).

Preferential Treatment (12th): You gain preferential 
treatment as a bonus clause.

Center of the Story (20th): All creatures have a 
starting attitude two stages better than they normally 
would towards you. In addition, you gain center of the 
story as a bonus clause.

Game Master's Betrothed Clauses
The following clauses are granted by the game master 
betrothed pact, and cannot be selected normally.

PREFERENTIAL TREATMENT

Pact (6th); standard action; spell resistance no
Choose a creature within 30 feet. That creature has all 
enhancement and competence bonuses granted by items 

that it is currently benefitting from doubled for one round. 
A creature cannot benefit from this ability on effects that 
take more than one round to complete.

CENTER OF THE STORY

Pact (9th); standard action; spell resistance no
All creatures within 20 feet must succeed on a Will saving 
throw or become fascinated. This effect lasts for as long as 
you concentrate, and even a creature that has broken free 
of the fascinate effect must succeed on a new saving throw 
at the beginning of their turn or fall back under its effect. 

.jpeg Pact (Symbiotic)
The curious (in every sense of the word) creatures 
known as .jpegs are a mystery to many people. Believed 
to be the creation of a rogue wizard, or possibly a rogue/
wizard, they are an eternally helpful species that seeks 
to preserve scenarios, artwork, and experiences for 
the ages. Each .jpeg is unique, and has a preference for 
making replicas of different things. However, possibly 
because of lost caster levels, the process was flawed—
each .jpeg creation is slightly less detailed, slightly more 
flawed than the original. With this process accumulating 
over time, even with their best efforts, memories can 
be lost to the ages. Nonetheless, the helpful and ever-
curious .jpegs will do their very best to avoid this.

.jpeg pact avowed are viewed with scorn by many 
others, and are usually known as “assholes who don’t 
know what a damn .png is.” Their aether pulse often 
appears shrouded in the same strange corruption that 
shrouds the .jpegs.

Associated Type: Aberration.

.jpeg Pact Features
The following are the .jpeg pact's features.

Skills: Craft (all), Knowledge (history).
Attunement: Creatures damaged by your aether 

pulse or clauses gain strange visual corruption, making 
it difficult to see. Each time they take damage, they 
suffer a 10% miss chance on all attacks they make. This 
effect stacks, up to a maximum of 50%. Each round, at 
the end of their turn, a creature suffering from this 
effect has its miss chance from the effect reduced by 
5%. A creature with at least 20% miss chance from this 
effect treats all other creatures as having concealment 
from it. A creature with at least 50% miss chance from 
this effect treats all other creatures as having total 
concealment from it.

Sense: You sense whether or not creatures and objects 
within 30 feet are damaged, and as a move action, you 
can determine the current and maximum hit points of a 
creatures or objects you can see. 

.jpeg Pact Empowerments
The following are the .jpeg pact's empowerments.

Audio Corruption (4th): Creatures suffering from 
your attunement effect have a spell failure chance on all 
spells equal to their miss chance from your attunement.

Screencap (8th): You gain screencap as a bonus clause.
File Compression (12th): Your attunement now 

causes the target to suffer 15% miss chance each time 
they take damage from your aether pulse or clauses, 
and a creature may have up to 75% miss chance from 
that ability. In addition, dealing damage with an aether 
pulse that deals 1d6 damage per caster level causes the 
target to suffer twice the normal miss chance from that 
attack.

Artifacting (16th): When using the screencap clause, 
it now functions as major creation instead of minor 
creation. In addition, you may use it to create non-
creature living vegetable matter, other organic matter, 
magic items, and even artifacts, should the conditions be 
met. Consumable or charged items created in this way 
suffer corruption to their effects; though they function 
normally, each time they’re used, the user becomes the 
center of a primal magic event. Artifacts created in this 
way do not benefit from their usual resistance to being 
destroyed. If the artifact is not mechanically based on 
an existing item (and thus, has no ingame statistics), 
then it has hit points and hardness equal to your caster 
level.

240p (20th): You can use the screencap clause as a 
swift action. In addition, you gain 240p as a bonus clause.
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.jpeg Pact Clauses
The following clauses are granted by the .jpeg pact, and 
cannot be selected normally.

SCREENCAP

Pact (4th); 1 minute; spell resistance no
You use minor creation, as the spell, except that you can 
only use this clause to create a copy of an object that you 
can see. Created items have no value, as they suffer from 
obvious visual corruption, and a creature in direct contact 
(with no barriers such as containers or clothing) with one 
is affected by your attunement as though they had taken 
damage from you each round at the end of your turn. You 
may use this ability to create copies of objects created by 
this ability, but these objects have their hardness reduced 
by 2 and their maximum hit points reduced by 5. This 
penalty is cumulative with each iteration of copy, and 
can reduce an object’s hardness below 0. In such case, 
the object takes additional damage equal to its negative 
hardness each time it takes damage. However, an object 
with a maximum number of hit points of 0 or fewer is 
permanently broken, and cannot be repaired.

240P

Pact (9th); 1 round; spell resistance no
You use simulacrum, as the spell, except that its duration is 
1 round per caster level. You may only have one simulacrum 

created by this ability at a time. Whenever a creature fails 
a saving throw or the simulacrum’s attack hits a creature, 
that creature is afflicted by your attunement.

.jpeg Aspirants
Aspirants with the .jpeg pact gain the following aspiration 
empowerments.

File Corruption (4th): You gain a gaze attack which 
causes creatures to suffer from a miss chance as though 
they had been damaged by your aether pulse or clauses. 

Spreading Failure (12th): A creature adjacent to 
a creature suffering from your attunement at the 
end of their turn takes damage equal to your aether 
pulse’s base damage, and gains a 5% miss chance. This 
miss chance is treated as though it were from your 
attunement. You may exclude any number of creatures 
from this effect. A creature’s miss chance cannot 
increase from being adjacent to themselves, but two 
creatures suffering from your attunement adjacent 
to one another will both inflict the penalty upon the 
other. In addition, creatures can gain up to a 75% miss 
chance from your attunement. When your aspiration 
ends, creatures suffering from a miss chance above 50% 
gradually lose their miss chance as normal, though they 
can't be brought above 50% again unless you're in your 
aspiration form.

Complete Corruption (20th): Creatures affected 

.jpegs are curious and friendly, though their interactions are often dangerous to others.
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by your attunement have a chance equal to the miss 
chance from your attunement to be unable to act during 
their turn. 

.jpeg's Betrothed
Betrothed with the .jpeg pact use the following base 
form and pact abilities.

Base Form: Amorphous or Humanoid.
Like and Share (4th): You or your companion can 

concentrate as a full-round action to allow the other 
to emulate a spell, power, spell-like ability, or psi-like 
ability either of you saw used by another creature in the 
past round. The non-concentrating partner must spend 
the actions as normal, and uses their Charisma instead 
of any ability scores used to determine the effect of the 
emulated effect. You can only emulate a given effect 
once with this ability; in order to do so again, you must 

see another instance of it. If the emulated effect requires 
expensive material components, you must provide 
them or items of equal value as material components.

Two-Core Corruption (12th): You and your 
companion’s attunements now stack for the purposes of 
the miss chance applied, instead of overlapping, up to 
a maximum miss chance of 75%. Dealing damage with 
an aether pulse that deals 1d6 damage per caster level 
causes the target to suffer twice the normal miss chance 
from that attack.

Extension Change (20th): You and your companions’ 
attunements permanently corrupt other creatures, 
converting them (at least partially) to .jpegs themselves. 
The miss chance inflicted by your attunement no longer 
reduces with time—a wish, miracle, or similar effect 
can undo the miss chance, but otherwise, a creature is 
afflicted with your corruption forever.

World Engine Pact (Esoteric)
To create a pact with the very rules that govern the 
world is a difficult task. The emotional connection 
required to form such a bond does not come easily, as 
the mechanics governing the world are ill-understood 
and, to a degree, inconsistent. Those who form such 
connections are often bound by strange experiences 
in their childhood that prompted them to study and 
seek out the underlying mechanics of their world—
people going inexplicably limp as they are bowled 
over, creatures flying through the air after a giant’s 
blow, or losing a friend who fell through apparently 
solid ground. Only after this intense scrutiny has been 
studied or dwelled on for years does the bond form—
and they find a measure of control in it, as terrifying 
and alien as it is powerful.

Avowed pacted with the world engine are known 
as “speedrunners.” Their aether pulse is often a nearby 
object, empowered and hurled at the target hard 
enough to lodge itself inexplicably bloodlessly in the 
target’s chest.

Associated Type: Outsider (native).

World Engine Pact Features
The following are the world engine pact's features.

Skills: Climb, Knowledge (geography).
Attunement: In any round in which all of your 

movement is jumping, you gain a cumulative +5-foot 
bonus to your movement speed, up to a maximum of 
twice your movement speed without this bonus. This 
effect ends if you do not move at least your movement 
speed in squares or do not successfully jump in a 
round. You may, however, land mid-movement, as long 
as you immediately jump to continue the rest of your 
movement.

Sense: By concentrating for one round, you may 
learn how far you are from your spawn point. When 

you use this ability, you learn how many yards east or 
west, and how many yards north or south you are from 
the location in which your character first appeared in 
this campaign.

World Engine Pact Empowerments
The following are the world engine pact's empowerments.

Clipping Error (4th): You gain clipping error as a 
bonus clause.

Projectile Manipulation (8th): As an immediate 
action, when a creature you can see makes a ranged 
attack, you can apply one of the following effects to the 
attack:

• Direction Change: The attack changes targets in 
midair, snapping towards a creature or object you 
can see. It is treated as having attacked that target, 
even if the attacker does not have line of sight or 
line of effect to it.

• Velocity Increase: The attack deals additional 
damage equal to your aether pulse’s base damage.

• Velocity Decrease: The attack takes a penalty to 
damage equal to twice your avowed level.

The creature that made the attack can make a Will save 
to negate this effect.

Ragdoll Rush (12th): By clipping into the frames of 
others, you can cause the world to bug out and launch 
them away. You gain aether launch as a bonus shape. 
Similar to the specialized shapes granted by feats, this 
shape has no rank, and avowed without this ability 
cannot gain it.

Noclip (16th): You can clip through walls, objects, 
and other barriers. You gain the incorporeal subtype, 
though you can suppress or resume the subtype as a 
free action.

Engine Crash (20th): You gain engine crash as a 
bonus clause.
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World Engine Pact Clauses
The following clauses are granted by the world engine 
pact, and cannot be selected normally.

CLIPPING ERROR

Pact (2nd); standard action; spell resistance no
You become incorporeal until the end of your turn. If you 
do not have a fly speed and are standing on a solid surface, 
you immediately begin to fall through it. If you end your 
turn while in an object, you immediately move to the 
closest unoccupied space, and then move an equal distance 
in the same direction. For example, if you end your turn 
ten feet underground, you would be moved to the surface, 
and then a further ten feet into the air, moving a total of 
twenty feet directly up from your starting position.

ENGINE CRASH

Pact (9th); 1 round; spell resistance no
All creatures on the same plane as you are stunned for 1 
round (no save), and all creatures and objects are frozen 
in place, unable to fall or move from their square by any 
means. This ability ignores all immunities. You immediately 
fall unconscious for 1 minute after using this ability as you 
are forced to reboot your pact.

World Engine Pact Shape
The following shape is granted by the world engine pact, 
and cannot be selected normally.

AETHER LAUNCH

Pact Shape; standard action or full-round action (see text)
You move (up to your speed if you use this shape as a 
standard action, or up to twice your speed if you used 
it as a full-round action) and can enter other creatures’ 
spaces during your movement. Using this shape, moving 
during it, and entering creatures’ spaces during it do not 
provoke attacks of opportunity, though you must end your 
movement in an open space.

When you enter the space of a creature during this 
shape’s movement, that creature must succeed at a 
Reflex save or take damage equal to your aether pulse’s 
base damage and be launched a number of feet equal to 
the distance you have moved this turn, in a direction of 
your choice. If they collide with a solid object or another 
creature, they stop, and the thing they hit also takes this 
damage. A creature can make a Reflex save to dodge out of 
the way of a launched creature, letting them pass through 
their space without stopping or damaging them. You can 
only damage a creature once per round with this shape.

World Engine Aspirants
Aspirants with the world engine pact gain the following 
aspiration empowerments.

RNG Manipulation (4th): You gain the ability to 
predict the results of actions based on their timing. 
When you gain this ability, roll 20 d20s and list their 

results in order. When you’re in your aspiration form, 
all d20 rolls involving you (such as your attack rolls and 
saving throws, attack rolls made against you, opponents’ 
saving throws against your abilities) use these results 
(in order) in place of rolling, taking the result and 
removing it from the list. Any time you rest for at least 
1 minute outside of your aspiration form, you refill the 
list, rolling d20s and listing their results until you have 
a total of 20 rolls.

Glitch Mastery (12th): When you enter your 
aspiration form, you gain one of the following effects:

• You gain access to the aether launch shape, as if you 
were a normal avowed.

• You gain access to a least, lesser, or greater clause 
of your choice.

• You gain a shape selection of your choice.
• You gain a feat you qualify for as a bonus feat. 

If you choose a feat with limited uses (such as 
Empower Spell-Like Ability), then any expended 
uses carry over if you later lose and regain the feat.

You lose the chosen benefit when your aspiration ends, 
and can choose a different benefit each time you enter 
your aspiration form.

Pixel-Perfect (20th): Your movements are precise 
and exact, allowing you to exploit near-imperceptible 
paths through reality and breaches in the world. Your 
movement speeds double, and you never provoke 
attacks of opportunity while moving. In each turn, you 
can move a distance up to your speed in any direction 
(even through the air), in addition to your other actions. 
You can take the rest of your turn during this movement, 
interrupting and continuing it freely (so you could, 
for example, move, then full attack, then continue to 
move, before using a Quickened spell-like ability and 
continuing to move some more).
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may be recast, transformed or adapted; (c) “Distribute” means to reproduce, license, rent, lease, sell, 
broadcast, publicly display, transmit or otherwise distribute; (d)”Open Game Content” means the game 
mechanic and includes the methods, procedures, processes and routines to the extent such content 
does not embody the Product Identity and is an enhancement over the prior art and any additional 
content clearly identified as Open Game Content by the Contributor, and means any work covered by 
this License, including translations and derivative works under copyright law, but specifically excludes 
Product Identity. (e) “Product Identity” means product and product line names, logos and identifying 
marks including trade dress; artifacts; creatures characters; stories, storylines, plots, thematic elements, 
dialogue, incidents, language, artwork, symbols, designs, depictions, likenesses, formats, poses, concepts, 
themes and graphic, photographic and other visual or audio representations; names and descriptions 
of characters, spells, enchantments, personalities, teams, personas, likenesses and special abilities; 
places, locations, environments, creatures, equipment, magical or supernatural abilities or effects, 
logos, symbols, or graphic designs; and any other trademark or registered trademark clearly identified 
as Product identity by the owner of the Product Identity, and which specifically excludes the Open 
Game Content; (f) “Trademark” means the logos, names, mark, sign, motto, designs that are used by a 
Contributor to identify itself or its products or the associated products contributed to the Open Game 
License by the Contributor (g) “Use”, “Used” or “Using” means to use, Distribute, copy, edit, format, 
modify, translate and otherwise create Derivative Material of Open Game Content. (h) “You” or “Your” 
means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that contains a notice indicating that 
the Open Game Content may only be Used under and in terms of this License. You must affix such a 
notice to any Open Game Content that you Use. No terms may be added to or subtracted from this 
License except as described by the License itself. No other terms or conditions may be applied to any 
Open Game Content distributed using this License.

3. Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms 
of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant 
You a perpetual, worldwide, royalty-free, non-exclusive license with the exact terms of this License to 
Use, the Open Game Content.

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

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

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

8. Identification: If you distribute Open Game Content You must clearly indicate which portions of 
the work that you are distributing are Open Game Content. 9. Updating the License: Wizards or its 
designated Agents may publish updated versions of this License. You may use any authorized version 
of this License to copy, modify and distribute any Open Game Content originally distributed under any 
version of this License.

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

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

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

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

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

15. COPYRIGHT NOTICE
Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc.
Advanced Bestiary Copyright 2004, Green Ronin Publishing, LLC; Author: Matt Sernett.
Advanced Player’s Guide, Copyright 2010, Paizo Publishing, LLC; Author: Jason Bulmahn
Akashic Mysteries, Copyright 2014 Dreamscarred Press; Author: Michael Sayre
Anger of Angels. Copyright 2003, Sean K Reynolds.
Bloodforge, Copyright 2014, Dreamscarred Press; Authors: Jade Ripley, Matthew Ryan Medeiros
Bloodforge Infusions: Esoteric Energies, © 2017, Dreamscarred Press, LLC; Authors: Forrest Heck, Jade 

Ripley, Matthew Ryan Medeiros
Book of Fiends. Copyright 2003, Green Ronin Publishing; Authors: Aaron Loeb, Erik Mona, Chris 

Pramas, Robert J. Schwalb.
Hungry Little Monsters. Copyright 2005 Sean K Reynolds Games. Author: Sean K Reynolds.
Hyperconscious: Explorations in Psionics, Copyright 2004, Bruce R Cordell. All rights reserved.
If Thoughts Could Kill, Copyright 2001–2004, Bruce R. Cordell. All rights reserved. Mindscapes, 

Copyright 2003–2004, Bruce R. Cordell. All rights reserved.
Kobold Quarterly, Issue 7 © 2008, Open Design LLC, www.koboldquarterly.com; Authors: John 

Baichtal, Wolfgang Baur, Ross Byers, Matthew Cicci, John Flemming, Jeremy Jones, Derek Kagemann, 
Phillip Larwood, Richard Pett, and Stan!

Legendary VI: Legendary Armor Copyright 2012, Purple Duck Games; Author: Marc Radle.
Mindscapes, Copyright 2003–2004, Bruce R. Cordell. All rights reserved.
Modern System Reference Document, Copyright 2002, Wizards of the Coast, Inc.; Authors Bill 

Slavicsek, Jeff Grubb, Rich Redman, Charles Ryan, based on material by Jonathan Tweet, Monte Cook, 
Skip Williams, Richard Baker,Peter Adkison, Bruce R. Cordell, John Tynes, Andy Collins, and JD Wiker

Monte Cook’s Arcana Unearthed. Copyright 2003, Monte J. Cook.
Mutants & Masterminds Copyright 2002, Green Ronin Publishing.
Path of War, Copyright 2014, Dreamscarred Press.
Path of War: Expanded, Copyright 2016, Dreamscarred Press
Pathfinder Adventure Path #100: A Song of Silver Copyright 2015, Paizo Inc.; Authors: James Jacobs, 

with Adam Daigle, Crystal Frasier, Jim Groves, Tim Hitchcock, Brandon Hodge, Nicolas Logue, Stephanie 
Lorée, Rob McCreary, Erik Mona, Jason Nelson, Richard Pett, Sean K Reynolds, F. Wesley Schneider, 
Amber E. Scott, Mike Shel, Neil Spicer, and Greg A. Vaughan.

Pathfinder Adventure Path #70: The Frozen Stars Copyright 2013, Paizo Publishing, LLC; Author: 
Matthew Goodall.

Pathfinder Adventure Path #84: Pyramid of the Sky Pharaoh Copyright 2014, Paizo Inc.; Authors: Mike 
Shel, with Tyler Beck, Adam Daigle, F. Wesley Schneider, and Amber E. Scott.

Pathfinder Campaign Setting: Inner Sea Gods © 2014, Paizo Publishing, LLC; Authors: Sean K Reynolds, 
with Amanda Hamon, James Jacobs, John Ling, Mark Moreland, David N. Ross, F. Wesley Schneider, 
Amber E. Scott, Tork Shaw, James L. Sutter, Jerome Virnich.

Pathfinder Campaign Setting: Inner Sea Magic. © 2011, Paizo Publishing, LLC; Authors: Jesse Benner, 
Jason Nelson, Sean K Reynolds, Owen K.C. Stephens, Russ Taylor.

Pathfinder Chronicles: Dungeon Denizens Revisited. Copyright 2009, Paizo Publishing, LLC Authors 
Clinton Boomer, Jason Bulmahn, Joshua J. Frost, Nicolas Logue, Robert McCreary, Jason Nelson, Richard 
Pett, Sean K Reynolds, James L. Sutter, and Greg A. Vaughan.

Pathfinder Companion: Dwarves of Golarion. Copyright 2009, Paizo Publishing, LLC; Authors: David A. 
Eitelbach, Russ Taylor, JD Wiker, Keri Wiker, and Hank Woon.

Pathfinder Companion: Sargava, the Lost Colony. Copyright 2010, Paizo Publishing, LLC; Author: JD 
Wiker.

Pathfinder Player Companion: Blood of Shadows © 2016, Paizo Inc.; Authors: Alexander Augunas, 
Steven T. Helt, Luis Loza, and Ron Lundeen

Pathfinder Player Companion: Champions of Corruption © 2014, Paizo Inc.; Authors: Paris Crenshaw, 
Jim Groves, Sean McGowen, and Philip Minchin.

Pathfinder Roleplaying Game Advanced Race Guide Copyright 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 Bestiary 2 Copyright 2010, Paizo Publishing, 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, 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 Copyright 2011, Paizo Publishing, LLC; Authors: Jesse Benner, 
Jason Bulmahn, Adam Daigle, James Jacobs, Michael Kenway, Rob McCreary, Patrick Renie, Chris Sims, F. 
Wesley Schneider, James L. Sutter, and Russ

Pathfinder Roleplaying Game Bestiary 4 Copyright 2013, Paizo Publishing, LLC; Authors: Dennis Baker, 
Jesse Benner, Savannah Broadway, Ross Byers, Adam Daigle, Tim Hitchcock, Tracy Hurley, James Jacobs, 
Matt James, Rob McCreary, Jason Nelson, Tom Phillips, Stephen RadneyMacFarland, Sean K Reynolds, F. 
Wesley Schneider, Tork Shaw, and Russ Taylor.

Pathfinder Roleplaying Game Bestiary 5 Copyright 2015, Paizo Inc.; Authors: Dennis Baker, Jesse Benner, 
John Bennett, Logan Bonner, Creighton Broadhurst, Robert Brookes, Benjamin Bruck, Jason Bulmahn, 
Adam Daigle, Thurston Hillman, Eric Hindley, Joe Homes, James Jacobs, Amanda Hamon Kunz, Ben 
McFarland, Jason Nelson, Thom Phillips, Stephen Radney-MacFarland, Alistair Rigg, Alex Riggs, David 
N. Ross, Wes Schneider, David Schwartz, Mark Seifter, Mike Shel, James L. Sutter, and Linda Zayas-Palmer.

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

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

Pathfinder Roleplaying Game Horror Adventures © 2016, Paizo Inc.; Authors: John Bennett, Clinton J. 
Boomer, Logan Bonner, Robert Brookes, Jason Bulmahn, Ross Byers, Jim Groves, Steven Helt, Thurston 
Hillman, Eric Hindley, Brandon Hodge, Mikko Kallio, Jason Nelson, Tom Phillips, Stephen Radney-
MacFarland, Alistair Rigg, Alex Riggs, David N. Ross, F. Wesley Schneider, David Schwartz, Mark Seifter, 
and Linda Zayas-Palmer.

Pathfinder Roleplaying Game Mythic Adventures Copyright 2013, Paizo Publishing, LLC; Authors: 
Jason Bulmahn, Stephen Radney-MacFarland, Sean K Reynolds, Dennis Baker, Jesse Benner, Ben Bruck, 
Jim Groves, Tim Hitchcock, Tracy Hurley, Jonathan Keith, Jason Nelson, Tom Phillips, Ryan Macklin, F. 
Wesley Schneider, Amber Scott, Tork Shaw, Russ Taylor, and Ray Vallese.

Pathfinder Roleplaying Game Occult Adventures Copyright 2015, Paizo Inc.; Authors: John Bennett, 
Logan Bonner, 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.

Pathfinder Roleplaying Game Pathfinder Unchained Copyright 2015, Paizo Inc.; Authors: Dennis Baker, 
Jesse Benner, Ross Beyers, Logan Bonner, Jason Bulmahn, Robert Emerson, Tim Hitchcock, Jason Nelson, 
Tom Phillips, Stephen Radney-MacFarland, Thomas M. Reid, Robert Schwalb, Mark Seifter, and Russ 
Taylor.

Pathfinder Roleplaying Game Ultimate Combat, Copyright 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 Ultimate Intrigue © 2016, Paizo Inc.; Authors: Jesse Benner, John Bennett, 
Logan Bonner, Robert Brookes, Jason Bulmahn, Ross Byers, Robert N. Emerson, Amanda Hamon Kunz, 
Steven Helt, Thurston Hillman, Tim Hitchcock, Mikko Kallio, Rob McCreary, Jason Nelson, Tom Phillips, 
Stephen Radney-MacFarland, Thomas M. Reid, Alexander Riggs, David N. Ross, David Schwartz, Mark 
Seifter, Linda Zayas-Palmer.

Pathfinder Roleplaying Game Ultimate Magic, Copyright 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 GameMastery Guide, Copyright 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.

Psionic Bestiary, Copyright 2013, Dreamscarred Press.
Psionics Augmented, Copyright 2013, Dreamscarred Press
Psionics Unleashed, Copyright 2010, Dreamscarred Press.
Skreyn’s Register: The Bonds of Magic. Copyright 2002, Sean K Reynolds.
Swords of Our Fathers, Copyright 2003, The Game Mechanics.
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.
The Book of Experimental Might, Copyright 2008, Monte J. Cook. All rights reserved.
The Book of Hallowed Might. Copyright 2002, Monte J. Cook.
The Genius Guide To: Feats of Psionic Might. Copyright 2011, Super Genius Games. Author: Owen 

K.C. Stephens
The Grand OGL Wiki, http://grandwiki.wikidot.com Copyright 2008-2011 Purple Duck Games; 

Authors: Mark Gedak, Alex Schroeder, Joel Arellano, George Fields, Yair Rezek, Mike Whalen, Shane 
O’Connor, Mike Rickard, John Whamond, Bill Browne, Eric Williamson, Slatz Grubnik, Charles R. Wenzler 
Jr, John Fraser, Jonathon Thompson, Thomas Boxall.

The Iconic Bestiary: Classics of Fantasy, Copyright 2005, Lions Den Press; Author Ari Marmell
Tome of Horrors Complete Copyright 2011, Necromancer Games, Inc., published and distributed by 

Frog God Games; Author: Scott Greene, based on original material by Gary Gygax.
Tome of Horrors III. Copyright 2005, Necromancer Games, Inc.; Author: Scott Greene.
Tome of Horrors, Copyright 2002, Necromancer Games, Inc.; Authors: Scott Greene, with Clark 

Peterson, Erica Balsley, Kevin Baase, Casey Christofferson, Lance Hawvermale, Travis Hawvermale, Patrick 
Lawinger, and Bill Webb; Based on original content from TSR.

Tome of Horrors, Revised. Copyright 2002, Necromancer Games, Inc.; Author: Scott Greene, based on 
original material by E. Gary Gygax.

Ultimate Psionics, Copyright 2013, Dreamscarred Press
Unearthed Arcana, Copyright 2004, Wizards of the Coast, Inc.; Authors Andy Collins, Jesse Decker, 

David Noonan, Rich Redman
The Avowed: Promises of Power, © 2017, Forrestfire Studios; Authors: Forrest Heck, Katia Oakes
The Avowed: April 2017 Edition, © 2017, Forrestfire Studios; Authors: Forrest Heck, Katia Oakes
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