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A base class for the Pathfinder Roleplaying Game

Disciples of the delectable dish, battle chef’s are culinary 
combatants who specialize in succulent surprises that spice 
up the battlefield. A chef needs discipline, class, a clean 
palate, a mastery of culinary magic, and a good knife hand. 
These are rare ingredients to find in a person so perfect 
preparation of both the chef & his tools is required.

Role:
Battle chef’s dominate the domain of culinary combat and 
can augment their audacious martial skill with powerful 
magics. They really hit their stride if they can combo their 
courses together to make powerful 3 or 5 course meals that 
provide an added kick!

Alignment:
The call of the kitchen attracts all sorts of gourmand. 
Some come to study how to make super soup to feed 
the poor while others seek the power of parmesan 
chicken to fill their own greed and ambition.

Adventures:
The pursuit of the perfect ingredients or exotic flavors 
calls the battle chef, like the wafting aroma of a gumbo 
simmering, to the adventurer’s life. They often serve as 
a military company’s personal chef- getting the perfect 
char on a succulent steak while charring foes great and 
small at the same time!

Starting Wealth: 5d6 × 10 gp (average 
175 gp.) In addition, each character begins play 
with an chef’s outfit worth 10 gp or less.

Class Skills
The battle chef’ class skills are Craft (Int), Di-
plomacy (Cha), Intimidate (Cha), Knowledge (arcana) 
(Int), Knowledge (dungeoneering) (Int), Perception 
(Wis), Profession (Wis), Ride (Dex), Spellcraft (Int), Sur-
vival (Wis), Swim (Str), and Use Magic Device (Cha).

Skill Ranks per Level: 4 + Int modifier.

HD: d10

Class Features
The following are class features of the battle chef.

Weapon and Armor Proficiency
Battle chefs are proficient with all simple weapons, plus all 
chef weapons. (See weapons section). A battle chef is profi-
cient in light and medium armor in addition   to bucklers.

The Battle Chef
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Recipes:
A battle chef cooks recipes drawn from the battle chef 
recipe list (see below). A battle chef must choose and pre-
pare his recipes ahead of time. It takes 1 hour to prep all his 
recipes. A recipe costs 2 silver in the regent described in the 
recipe’s entry unless otherwise stated.

When preparing a recipe he may prepare it either as a solo 
dish or as part of a meal as a course. If prepared as a course 
of a meal, it cannot be used solo dish. He may sacrifice an 
entire meal to one use of its component courses as a solo 
dish however.

A battle chef can cook only a certain number of recipes of 
each day based on his level. His base daily recipe allotment 
is given on Table: battle chef recipes per day.

Once created a battle chef can place a created recipe in a 
magic pot called a “hot pot”. This reduces the size and 
weight of a magical recipe to a negligible amount and al-
lows it to stay fresh, hot, and viable for up to 24 hours. This 
is thanks to the innate magic of the battle chef. His food 

shares a mystic bond with his very essence. Should he rest- 
the food will spoil and must be recreated. The same thing 
will occur after 24 hour if unused.

Once a battle chef has reached a certain level, he will have 
more recipes than he will want to prepare. A keen battle 
chef will know how many recipies he needs to prepare and 
how many he can leave unused. This saves him money and 
leaves them open to be filled later in the day as needed if 
all of his abilities are consumed.

Recipes Gained at a New Level:

Battle chefs perform a certain amount of recipe research 
between adventures. At the beginning of play a battle 
chef starts with 1 + his INT modifier in recipes. Each time 
a character attains a new battle chef level beyond 1st, he 
gains two recipes of his choice to add to his cookbook. If he 
has taken the option to becomes a specialist in one type of 
cuisine he must first learn the 2 recipes his school special-
izes in.

Table 1-1: The Battle Chef
Level Base Attack Bonus Fort 

Save
Ref 
Save

Will 
Save

Special

1st +0 +2 +0 +0 Recipes, cuisine specialty, ingenious chefery
2nd +1 +3 +0 +0 Gourmet cooking, iron stomach +2
3rd +2 +3 +1 +1 3 course meal, bite
4th +3 +4 +1 +1 Always full, the good silver
5th +3 +4 +1 +1 5 course meal, iron stomach +4
6th +4 +5 +2 +2 Cleanse palate 1/day,
7th +5 +5 +2 +2 Fire resistance (1/2 battle chef level)
8th +6/+1 +6 +2 +2 Feast of the damned, iron stomach +6
9th +6/+1 +6 +3 +3 Slashing (1/2 battle chef level)

10th +7/+2 +7 +3 +3 Complex recipes, iron stomach (immune)
11th +8/+3 +7 +3 +3 Cleanse pallet 2/day, chewy
12th +9/+4 +8 +4 +4 Fire resistance (battle chef level)
13th +9/+4 +8 +4 +4 The flavor of trouble
14th +10/+5 +9 +4 +4 Open wide
15th +11/+6/+1 +9 +5 +5 Turn the Blade
16th +12/+7/+2 +10 +5 +5 Cleanse palate 3/day
17th +12/+7/+2 +10 +5 +5 Fire resistance (Immunity)
18th +13/+8/+3 +11 +6 +6 Feed the Dogs, Leftovers
19th +14/+9/+4 +11 +6 +6 Vengeance is Served
20th +15/+10/+5 +12 +6 +6 Top of the food chain
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Cuisine Specialty

A chef can choose to specialize in a certain cuisine type. 
If he does so he gains 4 additional points per day that he 
can spend on his cuisine’s favored flavors but cannot make 
recipes of the cuisine’s opposed flavors.

Asian Cuisine (Saltley & Fishy) (-Filling)
•	 Thai (Swap Saltley for Spicy)
•	 Chinese (Swap Fishy for Savory)
•	 Japanese (Swap Salty for Savory)

European Cuisine (Savory & Filling) (-Fishy)
•	 French (Swap Filling for Pungent)
•	 German (Swap Savory for Alcoholic)
•	 Italian (Swap Savory for Peppery)

Mediterranean Cuisine (Healthy & Sour) (-Fatty)
•	 Greek Food (Swap Healthy for Pungent)
•	 Arabian Food (Swap Sour for Minty)

Western Cuisine (Fatty and Spicy) (-Healthy)
•	 American (Swap Spicy for Alcoholic)
•	 Mexican (Swap Fatty with Peppery)
•	 Canadian (Swap Spicy for Sweet)

Vegetarian Cuisine (Healthy & Filling) (-Savory)

Using Recipies

You can call on any prepared recipe as a free action made 
as part of an attack action with a weapon. If made as part 
of a full attack action multiple recipes can be used, one on 
each iterative attack.

Recipies (Su):
Spicy

Regent: Dried and crushed red peppers
Effect: Your attack deals an extra 1d6 fire damage for every 
2 levels of battle chef you have.

Sour

Regent: A lemon and a lime (or 2 other mixed citrus fruits)
Effect: Your attack deals an extra 1d6 acid damage for ev-
ery 2 levels of battle chef you have.

Bitter

Regent: A mug of coffee or beer
Effect: The DC of the next recipe you use improves by 4. If 
the next recipe used deals additional damage it improves 
the damage dice sizes to d8s. If this is used as part of a 
hybrid recipe it grants that bonus to it’s partner recipe im-
mediately.

Salty

Regent: Sea salt
Effect: Your weapon has it’s critical ranged doubled for this 
attack. This stacks with improved critical but not with a 
keen weapon enchantment or other magical sources.

Sweet

Regent: Sugar
Effect: A successful hit causes you are under the effects of 
haste for 1d2 rounds.

Savory

Regent: Slow roasted beef
Effect: When making this attack the battle chef gains a +1 
bonus to hit with this attack and an additional +1 bonus for 
every 4 BAB he has.

Pungent

Regent: A block of aged cheese
Effect: A successful hit causes the struck creature to make 
a Fortitude save (DC 10 + 1/2 battle chef level + INT) or be 
sickened.

Minty

Regent: Fresh mint leaves
Effect: Your attack deals an extra 1d6 cold damage for ev-
ery 2 levels of battle chef you have.

Level 1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 20

Recipes per 
Day

1 2 3 4 5 7 9 11 13 15 18 21 24 27 30 34 38 42 46 50

Table 1-2: battle chef recipes per day
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Peppery

Regent: Fresh cracked pepper
Effect: It creates a 30 ft. cloud (centered on the target) that 
clouds the area with pepper. All creatures must make a 
DC 10 + 1/2 battle chef level + Int mod Fort save or start 
to sneeze violently, continuously, and uncontrollably. This 
causes the target to be stunned for one turn. If this recipe is 
delivered as part of a meal that affects all adjacent squares 
the range improves to 60 ft.

Filling

Regent: Breadcrumbs and olive oil
Effect: Target must make a DC 10 + 1/2 battle chef level 
+ Int mod Fort save or be under the effect of slow (using 
the battle chef’s level as the caster level) for 1d4+1 rounds. 
Target is also filled as if they had eaten a full meal if they 
fail the save.

Fishy

Regent: A freshly gutted fish or other freshly prepared sea 
creature
Effect: On your next turn you gain a bonus to your CMD 
equal to 1/2 your battle chef level.

Fatty

Regent: A freshly gutted fish or other freshly prepared sea 
creature
Effect: Until the start of your next turn you gain DR 1/- 
With an additional +1 per 4 battle chef levels.

Alcoholic

Regent: A flask of good wine or high grade alcohol.
Effect: Target must make a DC 10 + 1/2 battle chef level 
+ Int mod Fort save or be intoxicated for 1d4+1 rounds. 
This intoxication causes the creature to have a -2 to hit and 
reduces their base land speed by half.

Healthy

Regent: Fresh kale or other fresh vegetables
Effect: You are healed 1d6 for every 4 levels of battle chef 
you have if this attack successfully hits. When delivering 
this attack all weapon is negated and converted to addi-
tional healing.

Meals (Su):
A battle chef can prepare a set of courses that form a meal 
when he prepares his recipes at the beginning of the day. 
They must be used in that order or the meal is ruined. If 
they can pull off their entire meal, the final maneuver is 
extra powerful!

At 3rd level a battle chef can pull off a 3 course meal and at 
5th level they can prepare a 5 course meal. In order to ex-
ecute a meal, the order of the recipes uses must correspond 
to the lay out he described while designing the meal at the 
beginning of the day. It doesn’t matter if these recipes are 
used on different turns but they must be used by the end 
of the battle in order without any other recipes interupting 
them.

(Example: Jess makes a 3 course meal. She prepares 
“healthy”, “savory”, and “sweet” as her 3 course meal. At 
any point she can use a healthy attack followed by a savory 
attack, finished off by a sweet attack to gain the benefits of 
finishing a 3 course meal.)

3 Course Meals

Courses: (Appetizer, Entree, Dessert)
•	 Appetizer (Healthy, Fatty, Bitter, Spicy, or Salty)
•	 Entree (Savory, Filling, Fatty, Spicy, Peppery, Salty, or 

Fishy)
•	 Dessert (Sweet, Savory, Sour, Minty, Alcoholic, or 

Fatty)
Payout: When serving an entree as part of an attack, the 
battle chef gets a bonus to hit equal to the battle chef’s INT 
modifier (in addition to their Strength). When serving the 
dessert, the battle chef gets a bonus to hit and damage 
equal to the battle chef’s INT modifier.

5 Course Meals

Courses: Soup, Salad, Entree, Appetizer, Entree, Dessert
•	 Soup: (Salty, Savory, Spicy, Peppery, or Bitter)
•	 Salad: (Healthy, Bitter, or Sweet)
•	 Appetizer (Healthy, Fatty, Bitter, Spicy, or Salty)
•	 Entree (Savory, Filling, Fatty, Spicy, Peppery, Salty, or 

Fishy)
•	 Dessert (Sweet, Savory, Sour, Minty, Alcoholic, or 

Fatty)
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Payout: When serving a salad as part of an attack, the battle 
chef gets a bonus to hit equal to the battle chef’s INT modi-
fier (in addition to their Strength). When serving the appe-
tizer, the battle chef gets a bonus to hit and damage equal 
to the battle chef’s INT modifier. When serving the entree 
creatures in adjacent squares take the recipe’s effect and 
minimum damage to all adjacent squares. Creatures can 
make a DC 10 + 1/2 battle chef level + INT mod Reflex save 
to negate this effect. In addition he still add his INT mod to 
hit and damage rolls. When serving the dessert as part of 
an attack the battle chef adds his battle chef level to hit and 
damage (or healing done) and automatically confirms any 
critical hits he may register. In addition he still add his INT 
mod to hit and damage rolls while still causing creatures 
in adjacent squares take the recipe’s effect and minimum 
damage to all adjacent squares (Ref negates).

Ingenious Chefery (Ex):
The battle chef adds his intelligence modifier to Profession 
(chef) checks in addition to his wisdom modifier.

Gourmet Cooking (Ex):
At 2nd level once per day you may spend 30 minutes 
preparing food your party members. This requires rations 
(or equivalent foodstuff) equal to 1/2 the total amount a 
creature normally needs to be full for the number of people 
you are cooking for. After consuming it, all who partook 
heal an amount of hit points equal to your battle chef level 
+ ½ your INT modifier.

Iron Stomach (Ex):
At 2nd level, a battle chef gains a +2 bonus on all saving 
throws against poison. This bonus increases to +4 at 5th 
level, and then again to +6 at 8th level. At 10th level, a 
battle chef becomes completely immune to poison and can 
enjoy spoiled food.

Bite (Ex):
At 3rd level you gain a natural bit attack appropriate to 
your size. 

Always Full (Ex):
At 4th level, you no longer NEED to eat or drink, though 
you find the act quite enjoyable. You suffer no ill effects 
from starvation or thirst.

Using the Good Silver (Su):
At 4th level any weapon in the hands of a battle chef is 
counted as being silvered for the purposes of overcoming 
damage reduction. When it leaves their hands they return 
to normal.
 
Cleanse Pallet (Ex):
At 6th level once per day you may swap one prepared 
recipe for any other recipe as a swift action. This instantly 
converts the recipe physically into the desired recipe. This 
may not be part of a meal. At 11th level you can use this 
twice per day and at 16th level you can do it a third time 
per day.

Fire Resistance (Ex):
By 7th level you have burned yourself so many times you 
gain fire resistance = 1/2 your battle chef level. At 12th 
level this improves to your full battle chef level and at 17th 
level you become immune to fire damage.

Feast of the Damned (Su/SP):
At 8th level when you deliver the killing blow on a creature 
you may expend 2 unused recipe slots to convert the crea-
ture into 1 gold per battle chef level’s worth of delicious 
food. Alternatively if the creature had at least 6 HD the 
battle chef can hero’s feast as a standard action using his 
battle chef level as his caster level as a spell like ability.

Slashing Resistance (Ex):
By 9th level you have nicked your fingers, sliced your 
palm, and cut yourself so many times it no longer matters. 
You gain DR/bludgeoning or piercing equal to ½ your 
battle chef level.

Complex Recipes (Ex):
At 10th level a battle chef can mix the flavors of 2 different 
recipes when preparing the dishes. It costs 3 spots (rather 
than 1 each).  Using this hybrid recipe imparts both bo-
nuses when using the recipe. This hybrid recipe counts as 
either recipe for the purposes of qualifying for courses as 
part of a meal.

Chewy (Ex):
At 11th level when you make a successful bite attack you 
can make a grapple attempt (as described in the grab uni-
versal monster rule).
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The Flavor of Trouble (Su):
At 13th level a battle chef may sample a tiny drop of poison 
to discern what it is. To do this he uses a Profession (chef) 
check in place of a Craft (alchemy) check. The DC for the 
check, regardless of the type of poison, is DC 10 + Fort 
DC of the poison. A successful result does not tell the chef 
anything about the history or even the name of the poison 
but it does tell him the effect, duration, and DC (in in-game 
terms).

Open Wide (Ex):
At 14th level you gain a bite attack appropriate to a crea-
ture a size category larger than your size. If a creature is 
one size category smaller than you, you can attempt to 
swallow them whole. If a creature dies inside you, you are 
able to restore 1d6 HP per HD of the creature. A creature 
inside you takes 1d6 + you CON modifier per round.

Turn the Blade (Ex):
At 15th level the battle chef’s calloused form can turn even 
the strongest of blades. Once per round when you would 
normally be hit with an attack from a slashing weapon, 
you may deflect it so that you take no damage from it. You 
must be aware of the attack and not flat-footed. Attempting 
to deflect a ranged attack doesn’t count as an action.

Feed the Dogs (Ex):
At 18th level the battle chef gains the use of the wild empa-
thy class feature of the druid. In place of Diplomacy checks 
he must make a Profession (chef) check.

Leftovers (Ex):
At 18th level the battle chef can retain ingredients used to 
prepare unused recipes on the previous day for ingredients 
he prepares. The ingredients must only be one day old.

Vengeance is Served (Ex):
At 19th level you may make an attack modified by a single 
recipe against a target who missed you with an attack that 
dealt slashing damage.
Top of the Food Chain (Ex):
At 20th level a battle chef is a true master of his craft. A 
battle chef can prepare 4 recipes (as with complex food) by 
consuming 5 recipe slots.

Weapon Special Quality: “Chef”
Weapons marked with the “chef” special quality can be 
used to cook as well as being a weapon. They confer a +2 
bonus on profession (chef) skill checks for being equipped 
with the correct tools. Characters with 10 ranks in profes-
sion (chef) or who are a member of the battle chef class 
are automatically considered proficient in the use of these 
weapons.

Combat Wok
A single dose of cooking oil added to this cast iron wok as 
a swift action and a DC 15 Profession (chef) check will light 
a wok on fire until the start of your next turn. This adds an 
additional 1d4 fire damage to the attack.

Culinary Combat
Cutlery Collection

Weapon Cost Dmg 
(S)

Dmg 
(M)

Critical Weight Damage 
Type

Special Weapon Type

Combat Wok 12 gp 1d6 1d8 X2 8 lbs B Fire (see text), 
chef

One handed exotic

Horse Butcher 
Cleaver

20 gp 1d10 1d12 X2 20 lbs B/S Sunder, Chef Two handed exotic

Tenderizer 8 gp 1d4 1d6 X2 3 lbs B Sunder, chef Light exotic
Fillet Knife 10 gp 1d3 1d4 X3 1 lb S Lethal, chef Light exotic

Ladle of Pain 22 gp 1d8 1d10 X3 7 lbs B/P Reach, trip, 
chef

Two handed exotic

Man Tongs 10 gp 1d3 1d4 X3 2 lbs S Disarm, 
grapple, chef

Light exotic

Mongolian 
Combat Spatula

25 gp 1d4 1d6 X3 4 lbs S/B Performance, 
Sunder, Chef

One handed exotic
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Horse Butcher Cleaver
An over-sized meat cleaver that requires two hands 
to wield. Made of a thick round wooden handle and a 
wrought iron blade this weapon is more about the weight 
you put into it than the single edge blade itself- which is 
more like an axe blade than an actual sword blade. Most 
of the strikes used with this weapon are broad and many 
are delivered overhead. Cleave attempts made with this 
weapon gain a +2 to damage rolls.

Tenderizer
A metal hammer designed to tenderize raw meat and the 
faces of your opponent.

Fillet Knife
A razor sharp knife that can fillet a man as well as it can 
fillet a fish.

Ladle of Pain
A way oversized ladle with a bottom covered in spikes.

Man Tongs
Used as an offhand weapon and used to snatch other 
weapons these sturdy tongs sport razor sharp teeth at the 
tips of the weapon to help inflict maximum carnage.

Mongolian Combat Spatula
Crafted by the Mongolian battle chef’s of old who use to 
have to defend themselves while cooking on the battle-
field for the front line troops. This cast iron spatula is as 
big as your hand with a handle crafted from the finest 
oak. The edges of the flat spatula are designed for versa-
tility, one side has a serrated knife edge for killing while 
the other as a flat edge for flipping a steak. A Mongolian 
combat spatula (or “MCS”) counts as both a weapon and 
a cooking implement. How do you think they conquered 
so much of the known world? A balanced diet of carnage 
and yak steaks- that’s how.

Emperor’s Chopsticks

Aura weak divination; CL 10th
Slot -; Price 1,500 gp; Weight - lbs
Description A pair of sharp iron chopsticks a foot long 
coated with silver. It is said that the silver tips turn a rusty 
brown if they come into contact with poison. Any food 
these unique chopsticks come in contact with is subject to a 
detect poison  spell (Caster Level 10th).
Construction

Requirements Craft Wondrous Item, detect poison; 
Cost 750 gp

Meat Cleaver of the Cannibal
Aura moderate necromancy; CL 13th
Slot -; Price 12,302 gp; Weight 2 lbs
Description

This +2 horse butcher Cleaver deals +1d6 bonus damage 
when attacking creatures of the same race as its wielder. If 
you reduce a creature of your race to 0 HP or lower us-
ing this weapon you become full as though you had eaten 
enough food for 1 day, provided you were hungry.
Construction

Requirements Craft Magic Arms and Armor, death knell 
or goodberry; Cost 6,151 gp
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Extra Recipe
Requirement:  Recipe
Benefit: +1 recipe. In addition you get another +1 for every 
5 levels of battle chef.

Al Dente (“To the tooth”)
Requirement: Bite attack
Benefit: Improve the damage of your bite attack by one die 
size. This stacks with improved natural weapon.

Favorite Dish
Requirement: Cuisine specialty, INT 15, 12 recipes per day
Benefit: Select one additional recipe that is not your spe-
cialty cuisine or a prohibited recipe. You may treat this 
recipe as if it were part of your cuisine specialty. A battle 
chef with this feat also gains 3 more bonus recipes they can 
use on their specialty cuisine.

Bottom of the Bottle
Requirement: Recipe, CON 13
Benefit: If you take a standard action to consume a drink 
worth at least 1 gp you can immediately make another 
save against a mind affecting effect. You may do this once 
per day and one additional time per day for each point of 
Constitution you have.

Home Cooked Meals
Requirements: Gourmet Cooking, CHA 13
Benefit: The meal produced by your gourmet cooking 
provides those who partake in your meal with the benefits 
of a heroes’ feast spell using your battle chef level as your 
caster level.

Feats for Foodies
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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	indica-
tion	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	con-
taining	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	por-
tions	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	subli-
censes	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	Core	Rulebook.	©	2009,	Paizo	Publishing,	LLC;	Author:	Jason	
Bulmahn,	based	on	material	by	Jonathan	Tweet,	Monte	Cook,	and	Skip	Williams.

Battle	Chef.	©	2010,	Little	Red	Goblin	Games		LLC;	Author:	Scott	Gladstein,	Jeremiah	Zerby

The Open Gaming License

Product Identity: Little Red Goblin Games LLC company names and logo; the
“Battle Chef” name and logo; all artwork, backgrounds, and logos; all trade
dress, and graphic design elements. Open Content: All content not reserved above
as product identity (including mechanics and proper names) book are Open Game
Content as described in Section 1(d) of the Pathfinder Compatibility License.


	The Battle Chef
	Table 1-1: The Battle Chef
	Table 1-2: battle chef recipes per day

	Culinary Combat Cutlery Collection
	Feats for Foodies
	The Open Gaming License

