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[here can be 10 denying the power that bood has over us. [irst;, and most obviousty, blood fitle us b
and sustaies us, reaching every corner of our bodies o deliver Ufe-giving vital essence and ensure that we N
contiae U0 deaw breath, We refer to aur family members as o Btood] “or blood relatives, * attributing to *g

blood the connections between as: it is our blood that makes us the same, or at least simitar, Co those aromd
«s, (ff a chitd and fier mother both share a tatert for a particatr il we say that it is i Cheie blood”
Blood is a force of life and binth, which makes us who and what we are, sustuis us, and Keeps us going ever

fo/wa/‘a(s’,

When blood i pitled] (¢ has power, perhaps even more power than when i remains withic ouw bodles.
loe/‘éey@ the «blinate Jy/f(/o/ af faa/‘/f/ae, ouwr blood both carries our essence, and is inbued with our energy
and power, As such, blood hollls a place of great importance ix magic and rituad] for it can serve as both a
foeas for magiea energios, and abeo a catabyst, or even amplifier of their power, By giving just a few drops
of one & own blood b a spell] one can gai great resutls, Fud with the blood of an exemy avaitable, one &
power over that person becomes all but absoblute, orealing a /Ma/a/‘fa/ connection and hotd over the person
whose blood you hold hostage,

fnow, thouph, that there i more to blood than we anderstand, There i a force withi it prinesed]

anciont. (¢ i ruthtess and torribte, withot remorse, but not cold, No, it is a kot /‘add///ea{ witd té/)gz,

/a/‘f//(/g é«/{&‘/)@}, [ have fe/t this té/)y & presence, onoe—this dark and terrible c/e/'f% that hides within the
power of the blood, For one moment, [ sure it turned fts bateful gaze wpon me, as [ worked my btood magie,
ad [ become too amfaﬁlfa//e with these small faa/‘/f/ae@, too ao/f(//aaelrf 7 Did my /a/;(/%éwff arouse the ire
af the spirt i the btod? [ fe/f, fw‘ a moment, my control over the magre /e;//)( w &’/;27 away, It a dark and
lerrible moment af coldl terror [ readized that my ;m// was about to turn back agamst me, Lo consume ne,
That [ was not the master af the blood but /rre/‘e{y a @cﬂaﬁbw{b‘ 0f il ancient and Cerribte power., But the
noment passed, Perhaps my fear was enough? Whatever the case, [ shall never take blood nagic for granted

apain, and ([ wege you not o, elther

The blood demands SACTLfiCE.

The blood demands respect.
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New Occult Rituals

The following occult rituals are intended to be
used with the rules for occult rituals found in Pathfinder
Roleplaying Game: Occult Adventures.

AWAKEN BLOOD

School transmutation; Level 5

Casting Time 5 hours

Components V, S, M (5 oz. of blood of a creature that
matches the desired bloodline, special herbs and oils worth
3,000 gp); F (a stone bowl engraved with runes)

Skill Checks Knowledge (varies; see text) DC 31, 3 successes;
Spellcraft DC 33, 2 successes

Range touch

Target creature touched

Duration 1 day/level

Saving Throw Fortitude negates (harmless); Spell
Resistance yes (harmless)

Backlash The caster is exhausted.

Failure None.

You mix the blood used as a material component with the
herbs and oils, and pour the resulting mixture into the bowl
used as a focus, taking care that it flows over the runes in the
bowl in a certain way. The target must drink the concoction
from the bowl, which then infuses his own blood with some
of the power of the creature whose blood was consumed.

This ritual’s effect depends on whether or not the target has a
sorcerer or bloodrager bloodline (or a similar class feature or
ability). If he does, he treats his class level as 4 higher than it
actually is for the purposes of determining the effects of his
bloodline powers, including which bloodline powers he has
access to, and how many times per day he can use them (if
the number of uses per day is dependent on his class level).
In this case, the blood used as a material component must be
from a creature that matches the target’s bloodline (dragons
for the draconic bloodline, demons for the abyssal bloodline,
and so on).

If the target does not have a sorcerer or bloodrager bloodline
(or similar), the ritual instead infuses the target with the
power of a bloodline. The GM determines an appropriate
sorcerer bloodline, based on what type of creature’s blood
was used as a focus for the ritual (depending on the creature,
the GM may determine that no bloodline is appropriate, such
as if the blood comes from a human commoner). The target
gains the ability to cast the bonus spell that the bloodline
grants at 3rd level as a spell-like ability 3 times per day. His
caster level for this ability is 3, and the saving throw DC (if
any) is Charisma-based. Additionally, the target gains the
bloodline powers gained at 1st and 3rd level, exactly as though
he were a 3rd-level sorcerer with the chosen bloodline. If the
target would gain a bloodline while under the effects of this
ritual (such as by taking a level in sorcerer), the bloodline
must be the one granted by this ritual.

The Knowledge skill used for the skill checks to perform this
ritual must be the appropriate Knowledge skill to identify the
creature whose blood is used as a material component.

Sidebar: Rituals of Blood in Your Game

While'Pathfinder Roleplaying/Game: Occult
Adventuresiprovides/detailed'information on how/one
can learn:new; rituals, it does/soiwith the.assumption;that
rituals;will'be uncovered individually: This particular,book
contains/several rituals/focused onia'fairly tight theme,
and contains a\flavorful forward at'the beginning:that is
written from a\perspective within the game world. Because
ofithis, it:is:reasonable that/GMs whowant tormake use of.
this/book:may;desire tojallow; their playersito /find a copy:of:
Ritualsiof'Blood'withinithe game, asitreasure or;a similar.
reward. Other/GMs may not be comfortable with granting
access|to soimany,occultrituals soleasily; and'that’s/fine too.

Characters;with access toaicopy; of;Rituals of Blood
can learn aritual'contained within after 2 days/ofistudy,
perlevel ofithe ritual. At the end ofithis period of'study;
and!contemplation, the person attempting;to/learn the
ritual mustsucceed'onian Intelligence check! (D€ 12 + the
ritual|level). This time period'and the DC are somewhere
between that/of'learning the ritual fromiawilling teacher,
and/that/of/learning it frompieced together,clues or;a
coerced teacher. The marketvalue of!a copy;ofiRituals of’
Blood!is/10;230 gp:

BLOODBOND PACT

School enchantment (compulsion) [law, mind-affecting];
Level 6

Casting Time 60 minutes

ComponentsV, S, F (a quill pen made from an erinyes
feather, and parchment made from the skin of a lemure); SC
(at least 1, up to 1 per 3 caster levels)

Skill Checks Knowledge (local) DC 32, 1 success; Knowledge
(planes) DC 32, 1 success; Linguistics or Profession (Scribe)
DC 28, 2 successes; Profession (barrister) or Profession
(clerk) DC 28, 2 successes

Range touch

Targets you and each secondary caster

Duration permanent

Saving Throw none; Spell Resistance no

Backlash Each caster is fatigued.

Failure None.

During the period while the ritual is performed, you must use
the pen and parchment that serve as the spell’s focus to write
out a detailed contract using blood as the ink—specifically,
the blood of both yourself and any secondary casters, mixed
evenly. As the ritual is completed, each caster must sign the
document with his or her own blood.

Once the ritual is complete, the contents of the contract
become magically binding, as the spell geas/quest, but only
affecting the primary caster and any secondary casters (other
creatures, even if they sign the document, are free to break
the contract at any time). This effect lasts for as long as the
contract remains whole, although it may become irrelevant
after a certain amount of time, or once certain actions have
been taken, depending on the nature of the contract. None of
the ritual’s casters can intentionally cause the contract to be
harmed (including, but not limited to, asking someone else
to destroy it, leaving it somewhere that she knows for certain
it will be damaged, etc.), unless all of the ritual’s casters work
together to destroy it.



BLOODLINE PURGE

School necromancy; Level 9

Casting Time g hours

Components V, S, M (a live creature), F (an obsidian dagger
worth at least 1,000 gp), SC (up to 12)

Skill Checks Appraise or Survival DC 33, 1 success; Heal DC
33, 2 successes; Knowledge (arcana) or Knowledge (religion)
DC 37, 2 successes; Knowledge (history) or Knowledge
(nobility) DC 35, 2 successes; Spellcraft DC 37, 1 success;
Stealth DC 37, 1 success

Range unlimited; see text

Target see text

Duration instantaneous

Saving Throw Fortitude partial, see text; Spell Resistance
yes

Backlash The primary caster suffers 1d4 permanent negative
levels.

Failure Each caster suffers 10d6 points of damage. A
successful Fortitude save halves this damage.

In order to complete this ritual, you must use the obsidian
knife that serves as the ritual’s focus to sacrifice a living
creature (which must be either willing or helpless for the
entire time the ritual is being cast). The spell then affects
each creature that is a direct blood relative of the sacrificed
creature (the sacrificed creature’s parents, siblings, and
children). Each of these creatures must succeed on a
Fortitude save or suffer 10 points of damage per caster level
(to a maximum of 200 points of damage for a 20th-level
caster). Even with a successful Fortitude save, the creature
still suffers an amount of damage equal to twice your caster
level. If any of these creatures dies as a result of this damage
(regardless of whether they succeeded on their Fortitude save
or not), the spell continues to travel on the bloodline through
that target, moving on to affect each direct blood relative

of the slain creature (the slain creature’s parents, siblings,
and children). Any creature that has already been affected
by this casting of the ritual is immune to this effect (so if
the sacrificed creature had two siblings, and one survived
the initial damage while the other did not, the death of one
sibling would not cause the other sibling to take even more
damage).

Each time the ritual passes on through a creature’s death in
this way, its saving throw DC is reduced by 1, and its caster
level is reduced by 2. Once the ritual fails to kill any of a
creature’s immediate relatives, it ends. The ritual can affect
creatures regardless of distance, and can even cross planar
boundaries, although when affecting a target that is on a
different plane of existence than the creature whose death
caused this ritual to affect that target, the ritual’s saving
throw DC is reduced by 2, and its caster level is reduced by 4.

BLOODSCENT

School transmutation; Level 4

Casting Time 40 minutes

Components V, S, M (a single tooth from a hound or shark),
F (a clay bowl), SC (up to 5)

Skill Checks Knowledge (geography) or Knowledge (nature)
DC 28, 1 success; Perception DC 32, 1 success; Spellcraft DC
32, 1 success; Survival DC 30, 1 success

Range close (25 ft. + 5 ft./2 levels)

Target you, and each secondary caster

Duration 8 hours

Saving Throw none; Spell Resistance no

Backlash Each caster suffers 1d3 points of slashing damage.
Failure Each caster suffers 1d4 points of bleed damage as
they begin bleeding from their eyes, ears, and mouth. A
successful Heal check (DC 20) ends the bleeding, as does any
amount of magical healing.

In the final stages of this ritual, each caster slashes his

own tongue with the tooth used as the ritual’s material
component, and allows the blood from the wound to flow
into the bowl, before grinding the tooth into powder and
mixing it with the blood. Each caster then smears the mixture
across his upper lip, just below his nose.

Each target’s sense of smell is heightened intensely, allowing
them to sniff out even trace amounts of blood at very long
distances. Each target gains the scent universal monster
ability, except that it functions at twice the normal range (60
feet, or 120 feet if the opponent is upwind, or 30 feet if the
opponent is downwind). Additionally, any volume of blood
equal to or greater than three drops is considered to be an
overpowering scent, allowing it to be detected at three times
this range. Further, each caster gains a +20 racial bonus

on Survival checks made to track by scent, but only if the
creature they are tracking was bleeding or otherwise bloody
when the tracks were made.

BLOODSCRY

School divination (scrying); Level 4

Casting Time 40 minutes

Components V, S, M (1 pint of fresh blood; see text), F (a
shallow pool or basin), SC (up to the Wisdom modifier of the
primary caster)

Skill Checks Knowledge (local) or Knowledge (nobility) DC
28, 2 successes; Perception DC 32, 1 success; Sense Motive DC
32, 1success

Range see text

Effect magical sensor

Duration 1 min./level

Saving Throw Will negates; Spell Resistance yes

Backlash The primary caster suffers 1 temporary negative
level.

Failure The primary caster is blinded for 24 hours.

The blood used as a material component for this ritual must
have been drained from a living creature no more than 1 week
prior to the time that you begin casting the ritual, and must
all come from the same creature. The ritual functions as the
spell scrying, except that you can only scry on a creature that
is a direct blood relative of the creature whose blood was used
as the material component for the ritual. This can include

the same creature that provided the blood, if desired, or any
descendants or ancestors of the creature that provided the




blood, up to seven steps removed (for example, a grandparent
or grandchild would each be 2 steps removed, as would an
aunt or nephew).

BLOODY REVIVAL

School necromancy; Level 5

Casting Time 5 hours

Components V, S, M (1 liter of blood, special oils and
incense worth at least 250 gp; see text), SC (up to 6)

Skill Checks Heal DC 31, 2 successes; Knowledge (arcana),
Knowledge (nature), or Knowledge (religion) DC 35, 2
successes; Spellcraft DC 33, 1 success

Range touch

Target willing or helpless living creature touched

Duration see text

Saving Throw Will negates, Fortitude partial, see text; Spell
Resistance yes

Backlash Each caster suffers 1d6 points of Constitution
damage.

Failure Each caster suffers an additional 1d6 points of
Constitution damage, and the target absorbs the spirit of

the creatures whose blood was used in the ritual, preventing
that creature from being resurrected, granting the target a +8
enhancement bonus to Strength, Dexterity, and Constitution
for 1 minute, and automatically destroying any bonds
currently holding the target.

You force the target to consume one liter of blood from a slain
creature, after magically infusing the blood with the slain
creature’s spirit, in order to allow the spirit to take over the
target’s body. The target must be either willing or helpless,
and his Hit Dice must be equal to or greater than the Hit
Dice of the slain creature whose blood is used as a material
component. The cost of the special oils and incense used as a
material component for this ritual is equal to 250 gp per Hit
Dice of the creature whose blood is used.

The slain creature is returned to life within the target’s body.
This functions as the spell greater possession®?, except that
the possessing creature does not have a body, and if the effect
would end for any reason, instead of ejecting his body in the
closest empty square, the possessing creature simply dies.
Additionally, while the slain creature continues to possess the
target, neither the possessing creature nor the target can be
healed by any means (including magical healing, such as cure
light wounds).

Each day, the target is entitled to a new Will save. If the

save is successful, the target regains control of its body for

24 hours, but the possessing creature is not ejected from

the body and the effect does not end, unless this was the
third consecutive successful Will save made in this way. If
the target fails three of these Will saves in a row, he must
succeed on a Fortitude save, or his body transforms itself into
a perfect copy of the possessing creature’s body, prior to his
death. If this occurs, the target effectively dies and is replaced
by the slain creature, who is no longer considered to be
possessing the target, and who can now be healed normally.
If the target succeeds on the Fortitude save, nothing happens
(he must continue making Will saves each day, and may have
to make subsequent Fortitude saves to avoid losing his body
permanently).

CREATE BLOOD IDOL

School necromancy; Level 6

Casting Time 6 hours

Components V, S, M (1 oz. of blood from a living creature,
and either 5 or more Ibs. of clay or enough straw and sack
cloth to create a doll at least 6 inches tall, special oils and
incense worth at least 5,000 gp)

Skill Checks Craft (cloth), Craft (pottery), or Craft
(sculptures) DC 28, 2 successes; Knowledge (arcana)

or Knowledge (religion) DC 34, 2 successes; Knowledge
(history) or Knowledge (nobility) DC 32, 1 success; Spellcraft
DC 34, 1 success

Range see text

Effect one blood idol

Duration instantaneous

Saving Throw none; Spell Resistance see text

Backlash You suffer 1d3 points of Intelligence, Wisdom, and
Charisma damage.

Failure You suffer 1d3 temporary negative levels.

You fashion an idol that serves as a link between yourself and
the creature whose blood is used as a material component.
The idol takes the form of either a clay statuette (or a larger
statue, if desired), or a straw doll, but in either case, the
creature’s blood is mixed into the clay or sprinkled on the
straw.

Once created, any spell that you cast on the blood idol is
transferred to the creature whose blood was used to make

it. The blood idol must be within the spell’s range, but the
distance between the idol and the actual target is irrelevant,
provided that they are on the same plane (for example, if
you are touching the idol, you can cast a spell with a range of
touch upon it, and it will affect the associated creature, even
if that creature is miles away).

The saving throw DC of any spell cast in this way is reduced
by 2, and the target is entitled to spell resistance, even if
the spell would not normally allow it. Each time that a spell
is cast through the blood idol in this way, there is a 5%
chance per spell level of the spell used that it shatters into
a thousand pieces, inflicting 1d6 points of slashing damage
to each creature within 10 feet, permanently destroying the
blood idol.

MURDEROUS MINION

School transmutation; Level 4

Casting Time 4 hours

Components V, S, M (a mixture of clay, ash, mandrake root,
spring water, and 1 oz. of blood)

Skill Checks Craft (leather) or Craft (sculptures) DC 26,

2 successes; Spellcraft DC 32, 1 success; Survival DC 28, 1
success

Range o ft.

Effect one murderous homunculus

Duration instantaneous

Saving Throw none; Spell Resistance no

Backlash The caster suffers 1d4 points of Constitution
damage.

Failure The murderous homunculus determines that the
caster is its victim, rather than the intended creature. It
immediately sets off, as though to slay the intended victim,
but doubles back and begins waiting for an appropriate
chance to attack its creator.



You create a homunculus, not to serve as an assistant or

pet, as most do, but to serve as an assassin. Unlike most
homunculi, this homunculus is not created with the creator’s
blood, but rather with the blood of another creature,

which the ritual’s caster wishes to see killed. The resulting
homunculus is murderously bound to that creature, and
lives to see her slain. The homunculus’s features are a warped
and twisted reflection of the target’s, rendered hideous and
unnatural.

For each successful skill check beyond the minimum
required to successfully cast the ritual, the homunculus
gains 2 additional Hit Dice. The homunculus does not obey
your commands, but devotes its every moment to slaying
the creature whose blood was used to give it life. It can
supernaturally sense the direction and relative distance of
this creature, as long as the two are on the same plane, and
its telepathic link applies to its target, rather than its creator
(while it can still convey everything it sees and hears to the
target, it rarely chooses to do so, although some particularly
cruel homunculi enjoy showing its target flashes of what it
sees as it closes in on him).

Once the homunculus’s target is slain, the homunculus is
free to act as it pleases. Most such homunculi never see their
creator again, and set off to pursue their own lives, but some
may choose to return to their creator, either to aid them in
the normal fashion, or to brutally murder them.

RAIN OF GORE

School conjuration (creation); Level 5

Casting Time 50 minutes

Components V, S, M (a severed fish head), F (a small silver
bell), SC (up to 12)

Skill Checks Profession (butcher), Profession (fisherman),
or Profession (trapper) DC 28, 2 successes; Knowledge
(nature) or Survival DC 31, 2 successes; Spellcraft DC 33, 1
success

Range touch

Area 120-ft.-radius emanation centered on touched point
Duration 2d4 hours

Saving Throw none; Spell Resistance no

Backlash The primary caster becomes fatigued unless he
succeeds on a DC 18 Fortitude save.

Failure Each caster attracts the ire of a hunting spirit. For

24 hours, all animals, vermin, and magical beasts with
Intelligence scores of 4 or less have their attitude towards the
casters reduced by two steps (indifferent becomes hostile),
and gain a +2 bonus on attack and damage rolls made against
the casters.

You conjure great black clouds that appear over the course
of 2d10 minutes over the ritual’s area, and begin to rain
down a grisly downpour of blood and viscera over the entire
area. This has two effects. First, the rain of blood attracts
all predatory animals, vermin, and magical beasts with
Intelligence scores of 4 or less. Such creatures can detect
the effect from up to 5 miles away, and while they are not
magically compelled to come to the area, and there is no
guarantee that a particular nearby predator will do so,

the majority of such creatures in the surrounding region
flock to the affected area and remain there for the ritual’s
duration. Additionally, the supernatural gore soaks into
the earth throughout the ritual’s area, poisoning plant-life:

three-fourths of normal plants in the ritual’s area wither
and die within 1 week of the ritual being performed, and the
remaining plants have their growth and productivity over
the course of the following year reduced to 1/4 the normal
amount. This has no effect on plant creatures, but, at the
GM'’s discretion, may or may not affect certain magical non-
creature plants.

RIVERS OF BLOOD

School transmutation; Level 6

Casting Time 6 hours

Components V, S, M (a crocodile’s eye), F (an iron dagger)
Skill Checks Intimidate or Perform (any) DC 34, 2 successes;
Knowledge (arcana) or Spellcraft DC 34, 2 successes;
Knowledge (nature) or Knowledge (religion) DC 30, 2
successes

Range touch

Target body of water touched, up to 7,500 gallons per caster
level

Duration instantaneous

Saving Throw none; Spell Resistance no

Backlash The caster suffers 1d4 points of Charisma damage.
This damage cannot be healed magically, but heals naturally
at the normal rate.

Failure The caster is nauseated for one minute as the
contents of his stomach are transformed to blood. After this,
he is sickened for 24 hours.

As you complete the ritual, you submerge the crocodile eye
that serves as a material component in the water, puncture it
with the iron dagger that serves as the focus, and blood seems
to pour forth from the eye, transforming the water around

it. The ritual transforms the entire body of water touched,

if possible, up to the maximum amount (each 7,500 gallons
is about a 10-foot-cube of water, by volume). If the body of
water is larger than the ritual is capable of transmuting, the
blood immediately begins to mix with the water, potentially
ruining water sources many times larger than the area the
spell can directly affect. This blood has the expected effect on
aquatic creatures and plants in the body of water. The blood
created by this ritual is mundane in nature, and not suitable
for consumption by vampires and other creatures that
consume blood. It is treated as blood from the same race as
you, but not necegsarily your blood (and cannot, for example,
be used as a connéction to you for a scrying spell).
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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.

3.0ffer 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 2000-2003, Wizards of the Coast, Inc.; Authors Jonathan
Tweet, Monte Cook, Skip Williams, Rich Baker, Andy Collins, David Noonan, Rich Redman, Bruce R.
Cordell, John D. Rateliff, Thomas Reid, James Wyatt, based on original 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 Bestiary. © 2009, Paizo Publishing, LLC; Author: Jason Bulmahn,
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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
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Monte Cook, and Skip Williams.

Pathfinder Roleplaying Game Bestiary 4. © 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 Radney- MacFarland, Sean K
Reynolds, F. Wesley Schneider, Tork Shaw, and Russ Taylor.

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

Pathfinder Roleplaying Game Advanced Class Guide © 2014, Paizo Inc.; Authors: Dennis Baker,
Ross Byers, Jesse Benner, Savannah Broadway, Jason Bulmahn, Jim Groves, Tim Hitchcock, Tracy
Hurley, Jonathan H. Keith, Will McCardell, Dale C. McCoy;, Jr., Tom Phillips, Stephen Radney-
MacFarland, Thomas M. Reid, Sean K Reynolds, Tork Shaw, Owen K.C. Stephens, and Russ Taylor.
Pathfinder Roleplaying Game Advanced Player’s Guide. © 2010, Paizo Publishing, LLC; Author:
Jason Bulmahn

Pathfinder Roleplaying Game Advanced Race Guide. © 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 Monster Codex. © 2014, Paizo Inc.; Authors: Dennis Baker, Jesse
Benner, Logan Bonner, Jason Bulmahn, Ross Byers, John Compton, Robert N. Emerson, Jonathan
H. Keith, Dale C. McCoy, Jr., Mark Moreland, Tom Phillips, Stephen Radney-MacFarland, Sean K
Reynolds, Thomas M. Reid, Patrick Renie, Mark Seifter, Tork Shaw, Neil Spicer, Owen K.C. Stephens,
and Russ Taylor.

Pathfinder Roleplaying Game NPC Codex. © 2012, Paizo Publishing, LLC; Authors: Jesse Benner,
Jason Bulmahn, Adam Daigle, Alex Greenshields, Rob McCreary, Mark Moreland, Jason Nelson,
Stephen Radney-MacFarland, Patrick Renie, Sean K Reynolds, and Russ Taylor.

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

Pathfinder Roleplaying Game Ultimate Campaign. © 2013, Paizo Publishing, LLC; Authors: Jesse
Benner, Benjamin Bruck, Jason Bulmahn, Ryan Costello, Adam Daigle, Matt Goetz, Tim Hitchcock,
James Jacobs, Ryan Macklin, Colin McComb, Jason Nelson, Richard Pett, Stephen Radney-
MacFarland, Patrick Renie, Sean K Reynolds, F. Wesley Schneider, James L. Sutter, Russ Taylor, and
Stephen Townshend.

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

Pathfinder Roleplaying Game Ultimate Equipment. © 2012 Paizo Publishing, LLC; Authors: Dennis
Baker, Jesse Benner, Benjamin Bruck, Ross Byers, Brian J. Cortijo, Ryan Costello, Mike Ferguson, Matt
Goetz, Jim Groves, Tracy Hurley, Matt James, Jonathan H. Keith, Michael Kenway, Hal MacLean,
Jason Nelson, Tork Shaw, Owen KC Stephens, and Russ Taylor.

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

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

Pathfinder Player Companion: Knights of the Inner Sea © 2012, Paizo Publishing, LLC; Authors:
Gareth Hanrahan, Steve Kenson, Patrick Renie, Tork Shaw, and Jerome Virnich.
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