MapP PAcCK:

ABSTRACT TEXTURE ART
(OPEN EXPANSES)

‘WHOSE INEVITABLE
ForTHCOMING DOOM WAS
ForeroLD By

AND MANIFESTED FROM
Tae DARKEST HEARTS OF
Pure EviL AT

KREWE oF
HARPOCRATES

PUBLICATION

pn*m'nnnan'




MApr PacCK:
ABSTRACT TEXTURE ART
(OpeN EXPANSES)

Abstract Texture Art by Jeremiah Ford

Design, Layout, & Additional Cartography by R. William Thompson
Edited by Christopher Coyle, Justin P. Sluder
Additional Development by Justin P. Sluder

This product is compliant with the Open Game License (OGL), and is suitable for use
with the Pathfinder Roleplaying Game, or the 3.5 edition of the world's oldest fantasy
roleplaying game.

Compatibility with the Pathfinder Roleplaying Game requires the Pathfinder
Roleplaying Game from Paiza Inc.. See http://paizo.com/pathfinderRPG for more infor-
mation on the Pathfinder Roleplaying Game. Paizo Inc. does not quarantee compatibility,
and does not endorse this product.

Pathfinder is a registered trademark of Paizo Inc., and the Pathfinder Roleplaying
Game and the Pathfinder Roleplaying Game Compatibility Logo are trademarks of Paiza
Inc., and are used under the Pathfinder Roleplaying Game Compatibility License. See
http://paizo.com/pathfinderRPG/compatibility for more information on the compat-
ibility license.

Product Identity: The following items are hereby identified as Product Identity,
as defined in the Open Game License 1.0a, Section I(e), and are not Open Content: All
trademarks, registered trademarks, proper names (characters, deities, etc.), dialogue,
plots, storylines, locations, characters, artworks, and trade dress. (Elements that have
previously been designated as Open Game Content are not included in this declaration.)

Open Content: Except for material designated as Product Identity (see above), the
game mechanics of this Krewe of Harpocrates Publication game product are Open Game
Content, as defined in the Open Game License version |.0a Section I(d). No portion of this
work other than the material designated as Open Game Content may be reproduced in
any form without written permission.

Note: The maps and supplemental artwork contained in this product are designated
as public domain material, with permission granted to copy or re-purpose for commer-
cial or personal use. These free-share artworks are distributed under the Creative
Commaons License, as stated below: this does not include logos. page background, trade-
marks, or any other farm of trade dress.

The maps and artwork included in this product are free to use for personal and
commercial purposes. This work is licensed under a Creative Commans Attribution 4.0
International License. See http://creativecommons.org/licenses/by/4.0/ for more

informatian.
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Map Pack: Abstract Texture Art (Open Expanses). Copyright 2017, Krewe of
Harpocrates Publication. All Rights Reserved. Krewe of Harpocrates Publication,
KreweHar, the Krewe of Harpocrates Publication logo, The Nymian Beastlands, The
Nymian Beastlands Campaign Setting logo, Farseeker, and the Farseeker logo are trade-
marks of Krewe of Harpocrates Publication, LLC. Xidoraven Presents, the XP logo. and
the Xidoraven Presents logo are copyright R. William Thompson (2016-17), and used with
permission. See Twitch.tv/xidoraven and YouTube.com/user/ TheXidoraven for more.

Vast planar expanses, the open waters of the deep
oceans, the dangerous super-heated environments of
immense nebulae filled with roiling stellar plasma, or the
expanse of galactic space set outside such regions; these
wide open and distinctive areas can all be portrayed with
the maps included in this pack.

This free product includes several photos of an original
artwork by Jeremiah Ford, including versions with square
grids, unique segmented hex grids, and gridless images.
Photographed by artist and game designer, R. William
Thompson (Will / Xido from XIDORAVEN PRESENTS), these
images are ideal for use on virtual tabletop at standard
screen resolution (72ppi), but not for high-resolution
printing (yet).

In addition to providing free texture art imagery for
various creative purposes, this pack also includes a
sample square grid map design based on the artwork as a
background for an underwater scene. This map has been
designed for use with an upcoming planar adventure for
high-level player characters (PATHFINDER ROLEPLAYING
GAME COMPATIBLE), as well as a means of drawing fan
attention to the artistic, tabletop gaming, and design-
oriented work on my newest online endeavor to help
others who might wish to work in the industry, or get tips
and ideas for how to put together gaming publications for
self-publishing and print-on-demand.

While I have learned it is not possible to guarantee
anything at this point in life, I do maintain plans on
producing and releasing a high-level planar adventure,
and I hope to begin releasing some of it soon. In addition
to giving you a proper teaser worth having, the encounter
map included in this packet can be used for one of the
first planned scenes in this upcoming adventure. If, for
whatever reason, we can’t follow through on this plan —
you still have this content for free.

KREWE OF HARPOCRATES PUBLICATION, LLC (KREWEHAR.
com), is an independent and self-directed publication
startup business, focused on producing and distributing
creative content for use with Pathfinder Roleplaying Game
Compatible tabletop gaming, or for many other purposes
suitable to writers, designers, or other creative efforts.
Began in July 2010 in southeast Michigan, the original
campaign setting called THE NYMIAN BEASTLANDS was
launched in playtest-only format as a core component of
the company’s long-term goals. Now expanding into new

realms, Farseeker seeks to provide unique concepts and
advanced alternative topics in fantasy tabletop gaming
and other multi-genre ideas.

The FARSEEKER ADVENTURE currently being produced is
tentatively titled, “ACROSS THE INFINITE VAST. This adven-
ture will take Player Characters (PCs) from 17th-level to
20th-level by its conclusion, taking place entirely within
the cosmic realms described generically as the Planes (see
PLANAR ADVENTURING, PRD). Much of the adventure will
take place in LIMBO (an elemental maelstrom of the Outer
Planes), and focuses on the ancient lore of the cosmic
history depicting the original war between The Titans
and The Pantheon of deities which rule over the realms
of mortals. As our heroes stumble upon an ancient secret,
a shocking heresy against one of the most ancient and
powerful of the gods, this capstone adventure allows the
PC actions to directly influence the greater cosmos, and
to deal with intermediaries of the gods and other powerful
beings on their home turf.

XIDORAVEN PRESENTS (FACEBOOK.COM/XIDORAVENPRESENTS)
is an effort to provide free and accessible help and tips for
gamers, designers, artists, authors, and other developers
of creative interactive content. As a live-streaming variety
channel focused on creative content for Tabletop RPGs,
showcasing online game campaigns, and similar topics,
the live feed can be found on TwiITCH.TV/XIDORAVEN, and all
shows are archived to YOUTUBE.COM/USER/THEXIDORAVEN.

Thank you for downloading this product, and checking
this out. It means a lot to me as a creative person, when |
get to share my work with you. I hope it helps you grow
your own ideas as much as it does for me and my own.

Best wishes to you and yours,

- R. William Thompson (aka, xidoraven)

Note: Call me Will, Xido, Xid, or Raven (“zee-doe” or
“zye-doh” are fine — it’s not a real word, and I won’t be
offended if you mis-pronounce it, because you can’t).


http://paizo.com/pathfinderRPG
http://paizo.com/pathfinderRPG/compatibility
http://creativecommons.org/licenses/by
Twitch.tv/xidoraven
YouTube.com/user/TheXidoraven
KreweHar.com
KreweHar.com
http://paizo.com/pathfinderRPG/prd/gameMasteryGuide/planarAdventures.html
http://paizo.com/pathfinderRPG/prd/gameMasteryGuide/planarAdventures.html#Limbo
facebook.com/xidoravenpresents
Twitch.tv/xidoraven
Youtube.com/user/TheXidoraven
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SAMPLE ENCOUNTER MAP:

AN AqQueous ORB /

Currists OF DESTRUCTION

The unique sample map provided here is best used with
a square grid or no grid (no hex grid version provided),
and works well at a scale of 1 square =5 ft.

Without any features included, it is a watery blue, filled
with briny blots of color, representing an aquatic environ-
ment or an open colorful expanse of liquids or gases. With
the features included here, the area becomes a vast open
expanse adjacent to an even larger orb of water or other
liquid (far left feature). The circular ringed feature denotes
a massive orb of water, converging into a single stream
which rushes away from these elements, with a central
region of calm, open air.

The labels and boundary lines denote regions of varying
strength of planar traits, emanating out from a central
origin point, labeled with an X. The area of highest trait
strength is at the center, with each outer region diminishing
in strength by one increment (Overwhelming, Strong,
Moderate, Weak, Faint, or None). A central boundary line
running through the middle of the stream of water denotes
the halfway point of the effect; as a top-view map, each
symmetrical side can be used for reference in movement
distances, and a side-view map, the boundary center line
becomes a relative sea-level reference of the inner spher-
ical space. Details of the planar traits and their relative
strength are not included here, leaving the details largely
up to GM discretion and the needs of your individual
campaign.

Ifyou are using the Plane Traits section from PATHFINDER
ROLEPLAYING GAME GAMEMASTERY GUIDE or the PRD
entry for PLANAR ADVENTURES, these areas could have the
following traits.

A.) CENTRAL CALMSPHERE (STRONG STABILITY): This
spherical region of control originates from the X, and
the character controlling the stability of the region must
stay within the 10-ft.-diameter space at its center at the
risk of losing control of the Stable Limbo in incremental
stages. Regions B and C have the same basic traits as the
central area A, although the influence of stable control
lessens in the outer regions (GM’s discretion is advised
for the specific mechanics used to create Stable Limbo,
but assume that control over the space fades away

incrementally as the controller leaves the calmsphere’s
center). The calmsphere has a 40-ft. radius (region C),
split at the halfway point of 20-ft. (B), and the central
10-ft. zone (A), but is also surrounded by a further 20-ft.
zone extending beyond this (D), filled entirely with
briny liquid from the adjacent aquatic zone touching
against it up to its 60-ft.-radius perimeter.

e LIGHT OBJECTIVE GRAVITY: Gravity is light, and always
falls downward to the lowermost space of the inner
calmsphere, changing directions only in the rushing
water of area D.

e NORMAL TIME: Equivalent 1 day = 1 day in relation to
other planes, and the Material Plane.

e ALTERABLE MORPHIC: Unless things are influenced
or affected by another creature or force, they remain
otherwise unchanged.

e AIR-DOMINANT: This region is Air-Dominant, but
it can be altered to become Water-Dominant, or no
elemental traits, with a Stabilization check against the
calmsphere’s controller making an opposed check, or
a static DC (GM’s discretion).

® STRONGLY CHAOS-ALIGNED: Lawful creatures take a
-2 circumstance penalty on all Intelligence-, Wisdom-,
and Charisma-based checks (chaos and evil penalties
stack with each other in strongly-aligned regions).

® STRONGLY EVIL-ALIGNED: Good creatures take a -2
circumstance penalty on all Charisma-based checks
(chaos and evil penalties stack with each other in
strongly-aligned regions).

e LiMITED MAGIc: Spells and effects with the law
descriptor up to 7th-level do not function here, and
those above Sth-level or any other spell/effect cast by
a good-aligned or lawful-aligned creature have a 20%
chance of failing completely (no spell slots used in the
process; Lawful Good creatures suffer a 40% chance
of failure). Any creature can use one daily use of
mythic power to mitigate these conditions for a single
spell/effect, up to 1/day for every 2 mythic tier the
creature possesses (minimum 1/day).

B.) CENTRAL CALMSPHERE (MIODERATE STABILITY): All areas
within the inner calmpshere (empty air) share the same traits,
and anyone who enters aregion can make a Stabilization check
to establish control over an area, or to change its behavior and
composition (GM’s discretion; Stable Limbo checks are made
between opposing controllers, or a static DC).

e As ABoOVE: Light Objective Gravity; Normal Time;
Alterable Morphic; Air-Dominant; Strongly Chaos-
Aligned, Strongly Evil-Aligned; Limited Magic
(lawful creatures and effects, non-mythic).

C.) CENTRAL CALMSPHERE (WEAK STABILITY): As
above. Note that the direction of the gravity trait changes
at the outer boundary between this area and the rushing
water of area D.

e As ABoVE: Light Objective Gravity; Normal Time;
Alterable Morphic; Air-Dominant; Strongly Chaos-
Aligned, Strongly Evil-Aligned; Limited Magic
(lawful creatures and effects, non-mythic).

D.) RusHING WATER (FAINT STABILITY): The outermost
layer of the controller’s calmsphere behaves mostly like
the inner areas, except for its watery composition and
90-degree change in gravity’s direction and increased
strength of the pull in its “down” direction. This area
has the following traits.

e As ABove: Normal Time; Alterable Morphic; Strongly
Chaos-Aligned, Strongly Evil-Aligned; Limited
Magic (lawful creatures and effects, non-mythic).

e NORMAL OBJECTIVE GRAVITY: Gravity functions as
normal in this area, but its designated direction for
“down” is exactly 90-degrees offset from the inner
regions of the calmsphere. This means that all fluid
and material from the Briny Blot is pulled down away
from the Briny Blot, and compressed once more into
a smaller stream furthest from its source. In addition
to Swim checks made to resist the current and avoid
additional debris or hazards, this rushing water can
also be used to bull rush or push any creature that
enters it (strength and distance pushed up to GM’s
discretion), and possibly dealing damage from the
pressurized liquids where they culminate and vent
outward from the Briny Blot.

e WATER-DOMINANT: Creatures of the fire subtype are
often extremely uncomfortable here, and those made
of fire take 1d10 points of damage each round they
remain here.

E.) EXTERIOR/LIMBO (NO STABILITY): The surrounding
region furthest out from the calmsphere feature’s center
has the following traits, which extend approximately
60 ft. beyond its outer edge, and end at the invisible
boundary line between this region and the standard
wildly morphic activity of Limbo.


http://paizo.com/pathfinderRPG/prd/gameMasteryGuide/planarAdventures.html
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e LIGHT SUBJECTIVE GRAVITY: Gravity is light, governed
by the consciousness of the experiencer, and falls
inward toward the calmsphere, or the Briny Blot
(whichever is closer).

e NORMAL TIME: Equivalent 1 day = 1 day in relation to
other planes, and the Material Plane.

e ALTERABLE MORPHIC: Unless things are influenced
or affected by another creature or force, they remain
otherwise unchanged.
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e ALTERABLE ELEMENTAL DOMINANCE: This region can
change elemental dominance occasionally, differing
between Air-Dominant, Water-Dominant, or no
elemental traits.

e MiLpLy CHAOS-ALIGNED: Lawful creatures take a -2
circumstance penalty on all Charisma-based checks
(chaos and evil penalties do not stack).

e MiLpLy EviL-ALIGNED: Good creatures take a -2
circumstance penalty on all Charisma-based checks.
(chaos and evil penalties do not stack)

e LIMITED MAGIc: Spells and effects with the law
descriptor up to Sth-level do not function here, and
those above 5th-level or any other spell/effect cast by a
lawful-aligned creature have a 20% chance of failing
completely (no spell slots used in the process).

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

ATHFINDER

Material” means copyrighted material including
derivative works and translations (including into
other computer languages), potation, modifica-
tion, 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 identi-
fied 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. (¢)
“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, trans-
late 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.

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

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

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

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

Pathfinder Roleplaying Game Bestiary 2. © 2010, Paizo Publishing, LLC; Authors Wolfgang Baur,
Jason Bulmahn, Adam Daigle, Graeme Davis, Crystal Frasier, Joshua J. Frost, Tim Hitchcock, 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. © 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 Taylor, based on material by Jonathan Tweet,
Monte Cook, and Skip Williams.

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.

Portals & Planes. Copyright 2003, Fantasy Flight Publishing, Inc.

Map Pack: Abstract Texture Art (Open Expanses). Copyright 2017, Krewe of Harpocrates
Publication; Author: R. William Thompson.



