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“In a nondescript dwelling, down a dusty hallway, past rooms of unclear purpose,
there is a door... a door that looks like many others, except for the ancient maroon
tint of the aged wood, and, of course, the glowing runes emblazoned on the stones
that make up the door-frame. Should you know its purpose, should you know

the correct sequence to touch those runes, you might gain entry to a Storeroom of
wonders, shelves and bins and racks beyond counting. Place your torch in the rusty
sconce, and enter...”

The Purple Storeroom is an ongoing series of tightly-focused supplements
that cover topics that do not fit into our larger offerings. They are the pieces
that just don't fit anywhere else or they are the little things we work on to take
a break from bigger projects like Purple Mountain, Legendary Treasures, or
Lands of Porphyra. They have been stored here for safe keeping.

This product is totally the fault of Owen K. C. Stephens who probably throws
away more good ideas in a day than I have in a year. Recently on his facebook
timeline he remarked;

If you are writing magic items for Pathfinder:

There are specific slots. Don’t just make one up. Look to see if items of your type
go into the listed slot.

Best to just avoid magic pants.

One of the greatest things about running your own company and releasing
Pathfinder-compatible material is the freedom you have to break rules and
blaze new ground. Owen provides tons of great advice on his facebook account
about design and although I totally get his point about following the rules
when entering a RPG Superstar 2015 contest or freelancing for Paizo or others
[ am more shocked by the utter lack of magic pants. Let’s fix that.
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MAGIC ITEMS ON THE BODY

Many magic items need to be donned by a character who wants to employ
them or benefit from their abilities. It’s possible for a creature with a human-
oid-shaped body to wear as many as 15 magic items at the same time. Howev-
er, each of those items must be worn on (or over) a particular part of the body,
known as a “slot.”

A humanoid-shaped body can be decked out in magic gear consisting of one
item from each of the following groups, keyed to which slot on the body the
item is worn. Below is a new slot option.

Legs: leggings, kilts, pants, skirts, stockings, undergarments

Clam Diggers of Harvest

Aura moderate abjuration; CL 7th
Slot legs; Price 6,400 gp; Weight 1-1/2 Ibs.
Description
Theses pants grant the wearer the ability to wield any shovel proficiently as if it

were a monk’s spade. They gain a +2 attack and damage bonus against vermin
such as giant clams and shipwrecker crabs. Additionally they treat difficult ter-
rain cause by mud flats or shallow water at normal terrain.

Construction
Requirements Craft Wondrous Item, freedom of movement, magic weapon;
Cost 3,200 gp

Codpiece of the Goblin King

Aura moderate enchantment and illusion; CL 11th
Slot legs; Price 25,000 gp; Weight 1/2 Ib.

Description
Since the defeat of the goblin king by a young maiden the codpiece of the
goblin king has become a true item of legend. When worn it grants a +2 bonus
to DC of any enchantment or illusion spells the wearer casts. Additionally, if

the wearer possesses levels of sorcerer, their level is considered to be five levels
higher for determining what bloodline powers they possess.

Construction
Requirements Craft Wondrous Item, Spell Focus (enchantment, illusion),
creator must be a sorcerer; Cost 12,500 gp

Fabulous Leggings
Aura faint illusion; CL 4th
Slot legs; Price 10,200 gp; Weight 1 Ib.
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Description
These leggings draw the eye of any who spy them. In non-combat situations
they grant the wearer a +4 competence bonus on Bluff, Diplomacy, Handle
Animal, Intimidate, and Perform. The wearer of the fabulous leggings is dif-
ficult to describe as if under the effects of a constant disguise self effect but the
leggings can always be described in immaculate detail.

Construction
Requirements Craft Wondrous Item, disguise self, eagles splendor; Cost 5,100

gp

Aura moderate transmutation; CL 8th
Slot legs; Price 20,800 gp ; Weight 1 Ib.
Description
When worn grown-up pants provide the wearer with a +4 resistance bonus
to save vs. fear effects. Once per day as a swift action, the wearer can grow to

double their size gaining all benefits of the enlarge person spell for 8 continuous
minutes.

Construction
Requirements Craft Wondrous Item, enlarge person, remove fear; Cost 10,400

gp

Aura moderate enchantment; CL 7th
Slot legs; Price 48,000 gp; Weight 1 1b.

Description
These brightly colored pants are so pleasing both to wear and look upon that
they lift the wearer’s spirits to great heights. Whenever the wearer benefits
from a morale bonus, the bonus is increased by 1. In addition, he is immune to

any negative effects from spells with the emotion and mind-affecting descrip-
tors.

Construction
Requirements Craft Wondrous Item, good hope; Cost 24,000 gp

Healer’s Cargo Shorts

Aura faint transmutation; CL 5th
Slot legs; Price 5,800 gp; Weight 1 1b.
Description
Used extensively in times of war, healers cargo shorts allow the wearer to
perform any Heal skill task with a +4 competence bonus without the need of
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a healer’s kit. Additionally the wearer can use message three times per day to
communicate with others on the battlefield.

Construction
Requirements Craft Wondrous Item, cure light wounds, message; Cost 2,900

gp

Humanoid Pants (Specific)

Aura faint transmutation; CL 5th
Slot legs; Price 4,000 gp; Weight 1-1/2 Ibs.
Description
These leather pants always contain some of the skin of a specific humanoid

type in their design. Once per day as a standard action, the wearer can com-

mand the pants to transform them into that humanoid type as per the alter

self spell for 5 minutes. Wearing humanoid pants is seen as a taboo in many

cultures and wearers often try to disguise the fact they are wearing them.
Construction

Requirements Craft Wondrous Item, alter self; Cost 2,000 gp

odhpurs of the Mounted Guard

Aura moderate divination and transmutation; CL 7th
Slot legs; Price 7,500 gp; Weight 1-1/2 Ibs.

Description
Often made of white or black fabric the wearer of these jodhpurs gains a +5
competence bonus to all Ride checks. Additionally, they gain the benefits of
the Mounted Combat and Spirited Charge feats while mounted. Any mount
they ride is considered to be combat-trained.

Construction
Requirements Craft Wondrous Item, Mounted Combat, mount; Cost 3,750

gp

Kilt of the Tyrant

Aura faint conjuration and transmutation; CL 5th
Slot legs; Price 59,000 gp; Weight 2 lbs.
Description
A magnificent red tartan kilt with black squares and white pinstripes, this man-

ly combat skirt imbues the wearer with the power of a king, legendary for his
intimidation, charm, insanity, and storing emergency livestock in pits. While
worn, the bearer gains a +4 enhancemnet bonus to Charisma. In addition, once
per day, they can summon an aurochs, as per natures ally I11. However, the kilt
ceases to function entirely if the wearer is a gnome for some unknown reason.
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Construction
Requirements Craft Wondrous Items, eagle’s splendor, natures ally 111, creator
cannot be a gnome; Cost 29,400 gp

Aura strong transmutation; CL 12th
Slot legs; Price 130,000 gp; Weight 1/2 1b.
Description
This festooned miniskirt sparkles with bright colours and magical power. As

a full-round action, the wearer can call upon the magical miniskirt to grant a
number of powers for 12 minutes per day (minimum of 1 minute intervals).
When calling upon the power of the magical miniskirt, the caster’s entire
wardrobe is transformed to matching festooned garments. While transformed,
anyone wearing the magical miniskirt treats their arcane caster level as if it were
three levels higher. Additionally, the wearer can use wand or staff charges to
fuel their own spellcasting, or use their own spell slots to fuel wand or staff uses
on a level by level basis.

Construction
Requirements Craft Wondrous Item, Heighten Spell, disguise self; creator
must possess two arcane discoveries; Cost 65,000 gp

Northland Shorts

Aura faint abjuration; CL 1st
Slot legs; Price 1,300 gp; Weight 1 1b.
Description
Designed for the coldest of winters and hottest of summers, these simple tan

shorts provide the wearer with a constant endure elements effects to resist the

effects of environmental heat and cold. Additionally, when worn with sandals

(mundane or magical) these shorts prevent the wearer from slipping and falling

on icy surfaces nor do they treat sandy surfaces as difficult terrain.
Construction

Requirements Craft Wondrous Item, endure elements; Cost 650 gp

Parachute Pants

Aura faint transmutation; CL 3rd
Slot legs; Price 7,200 gp; Weight 4 lbs.
Description
Vividly colored trousers with immense folds of excess fabric billowing around
the legs, while snugly fit at the ankles and waist, these pants are popular with

the energetic dancing styles one can find among the youth of the less reputable
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parts of urban areas. They grant the wearer a constant effect as the spell feather
fall. Additionally, the wearer also gains a +5 competence bonus to Perform
(Dance) checks while the pants are worn.

Construction
Requirments Craft Wondrous Items, feather fall, creator must have at least 5
ranks in Perform (Dance); Cost: 3,600 gp

Sanguine Strips

Aura moderate transmutation; CL 8th
Slot legs; Price 64,000 gp; Weight 1 1b.

Description
Worn by many high-ranking military soldiers or veteran mercenaries, these
black pants are emblazoned with a blood red stripe down the legs. The wearer
gains a +4 circumstance bonus on attack rolls to confirm critical hits with

any weapon they possess Weapon Focus for. If the wearer does not possesses
Weapon Focus, they gain access to that feat instead for any weapon they are
wielding.

Construction
Requirements Craft Wondrous Item, Weapon Focus, unerring weapon; Cost
32,000 gp

Skald’s Kilt

Aura moderate transformation; CL 10th
Slot legs; Price 13,000 gp; Weight 1-1/2 Ibs.
Description
This kil is always decorated with the skald’s clan tartan that when worn,

confers great power in the skald to inspire others to combat greatness. If the

wearer has levels in skald, their raging song, spell kenning, and damage reduc-

tion is treated as a skald of five levels higher. If the character is not a skald,

he gains the raging song of a 5th level skald. The kilt grants no benefit if the

wearer is also wearing any undergarments (magical or mundane).
Construction

Requirements Craft Wondrous Item, eagle’s splendor, rage; Cost 6,500 gp

Aura faint enchantment; CL 1st
Slot legs; Price 2,400 gp; Weight 1 Ib.
Description
Several humanoid figures have been embroidered into these multicolored
pants. When the pants are worn, the figures animate and perform various
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hilarious acts of physical comedy. The wearer receives a +2 competence bonus

to Perform (Comedy). Once per day, on command, the wearer can target a

creature within 30 feet with hideous laughter (DC 11 Will save).
Construction

Requirements Craft Wondrous Item, hideous laughter; Cost 1,200 gp

Slap Leathers

Aura faint divination; CL 3rd
Slot legs; Price 8,000 gp; Weight 10 lbs.

Description
These leather chaps grant the wearer the ability to quick draw any firearm as if
they had possessed the feat of the same name. Additionally, if the wearer is tied
for initiative count with another opponent or character they always act first or

“shoot first” when using firearms.

Construction
Requirements Craft Wondrous Item, Quick Draw, anticipate peril; Cost
4,000 gp

Aura faint necromancy; CL st
Slot legs; Price 2,000 gp; Weight 1 Ib.
Description
These comfortable blue flannel pants are decorated with white moons and

stars. If worn through a full night’s sleep, the wearer is affected as if subject to a
restful sleep spell. The pants do not function if any armor, even light armor or
armor with the comfort special ability, is worn during the rest.

Construction
Requirements Craft Wondrous Item, restfiul sleep; Cost 1,000 gp

Swashbuckler’s Knickers

Aura moderate transformation; CL 10th
Slot legs; Price 13,000 gp; Weight 1-1/2 Ibs.
Description
These simple black fencing knickers, when worn, confer great ability in sword-

play. If the wearer has levels in swashbuckler, his swashbuckler weapon train-

ing, nimble, charmed life, and deeds abilities are treated as a swashbuckler of

five levels higher. If the character is not a swashbuckler, he gains the swash-

buckler weapon training and charmed life of a 5th-level swashbuckler.
Construction

Requirements Craft Wondrous Item, transformation; Cost 6,500 gp
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Tailored Trousers

Aura faint divination; CL 1st
Slot legs; Price 2,000 gp; Weight 1 Ib.
Description
These richly decorated trousers subtly shift their appearance so they always ap-
pear to be the height of fashion, regardless of where the wearer finds himself.

The trousers grant the wearer a +2 on Diplomacy checks and increases the DCs
of any enchantment (charm) spells he casts against civilized targets by +1. The
wearer also gain a +2 circumstance bonus on Disguise checks made to pass
himself off as a member of a specific cultural group.

Construction
Requirements Craft Wondrous Item, cultural adaptation; Cost 1,000 gp

Trailblazers

Aura moderate evocation; CL 7th
Slot legs; Price 28,000 gp; Weight 2 Ibs.
Description
These green cotton pants have flames embroidered on the legs. When the

wearer runs the pants envelop them in a wreath of protective fire as the warm
shield of the fire shield spell. While running and surrounded by flames, adja-
cent combustibles such as old wooden building or dry grass field have a 10%
chance of catching fire from the trailblazing.

Construction
Requirements Craft Wondrous Item, fire shield; Cost 14,000 gp

Traveling Pants of the Sacred Sisterhood

Aura faint enchantment; CL 4th
Slot legs; Price 30,000 gp; Weight 3 Ibs.
Description
These blue dungarees created by a tight-knit group of female monks are faded

but sturdy. They will only fit female humanoids. The wearer of the rraveling

pants gains a +1 luck bonus to AC, saves, skill checks, attacks and damage for a

single week. Then the pants must be transferred to another to wear for a week.

Failure to pass on the traveling pants within two weeks renders them perma-

nently non-magical. Former wearers of the pants will always know where the

present wearer of the pants are located as per the locate object spell.
Construction

Requirements Craft Wondrous Item, Craft Magic Arms and Armor,

divine favor, locate creature; Cost 15,000 gp
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Aura strong universal; CL 13th
Slot none; Price 74,300 gp; Weight 1 b.
Description
This single red felt stocking is trimmed with white fur. Once per year, on a date
determined when the stocking is created (traditionally a date around winter

solstice), a wishing stocking can grant a single wish as per limited wish to a
good creature, provided that creature has not purposefully acted against its
alignment throughout the last year. The wish must be written on a piece of pa-
per and placed within the stocking, which must then hang unobserved for an
entire night. If all these conditions are fulfilled, the wish is granted at daybreak
the following morning.

Construction
Requirements Craft Wondrous Item, limited wish; Cost 37,150 gp

Aura moderate illusion; CL 6th
Slot legs; Price 11,800 gp; Weight 1 Ib.
Description
These black stretchy leggings grant the wearer a +4 competence bonus on
Acrobatics checks and a +2 resistance bonus on Reflex saves. Additionally, once

per day these sheer leggings grant the ability to use displacment as a spell-like
ability.

Construction
Requirements Craft Wondrous Item, cats grace, displacement; Cost 5,900 gp

CURSED PANTS

Unfortunately, even magic pant creation is not without peril and sometimes
intentionally or unintentionally cursed magical pants are created instead. Here
are some common cursed pants.

Aura moderate transmutation; CL 8th
Slot legs; Weight 1 1b.
Description
When worn these pants inflict a -4 resistance bonus to saves vs. fear effects. In
addtion, any attempts to demoralize the character with Intimidate are auto-

matically successful.
Creation

Magic Items grown-up pants
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Dropping Trousers

Aura moderate transmutation; CL 11th
Slot legs; Weight 3 Ibs.
Description
These trousers function as per their appearance until the user is either in a
life-or-death situation, or a social occasion with a person of high social status

(at least 1 level of aristocrat or 3 levels of expert). At these times, the curse is
activated. Each round, the character must make a Will save (DC 21). If they
fail the save, they drop an object in either the right hand or their left and in
addition find themselves with their trousers around their ankles. The character
is considered entangled until they spend 1 round pulling their trousers up and
securing them.

Creation
Magic Items any magical pants

Aura faint illusion; CL 4th
Slot legs; Weight 1-1/2 Ibs.
Description

When worn these fancy pants compel the wearer to tell everyone he meets for

the first time how awesome the wearer’s fancy pants are. If anyone remarks

that they have seen fancier pants or that the fancy pants are not that special the

wearer must make a Will save (DC 15) or immediately attack the speaker.
Creation

Magic Items fabulous leggings

Aura faint conjuration; CL 5th
Slot legs; Weight 3 Ibs.
Description
These pants function as per their appearance until the user is in a situation
where they must remain still, quiet, and or focused. Whenever the character

must make a Diplomacy, Stealth, concentration check, or attempts to rest, the

curse activates. The pants become inundated with a swarm of ants, as per the

spell summon swarm. The character cannot escape the swarm until the spell

ends or they successfully make a DC 16 Reflex save to remove the cursed pants.
Creation

Magic Items any magic pants
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Fumble-Leg Trousers

Aura faint necromancy; CL Ist
Slot legs; Weight 1 1b.

Description
If the wearer is awoken from sleep to find himself in combat or similar physi-
cal danger, the trousers slide down and jumble themselves around his legs as
he attempts to stand up, causing him to become entangled. Only a remove
curse spell enables the wearer to remove the trousers once their true nature is
revealed.

Creation

Magic items sleepy pants

Aura moderate divination and transmutation or evocation; CL 7th
Slot legs; Weight 2 Ibs.

Description
This appears like a standard pair of magical pants except that when the wearer
tells a lie they immediately burst into flames dealing 1d6 points of fire damage
to the wearer. Additionally, the pants prevent the wearer from eating peas with
a knife.

Creation
Magic Items jodhpurs of the mounted guard or trailblazers

Winterland Pants

Aura faint abjuration; CL 1st
Slot legs; Weight 1 Ib.
Description
These padded pants provide the wearer with with a constant endure elements
effects to resist environmental cold. However, they difficult to move in and

provide a -4 penalty to Reflex saves and a -8 competence penalty to all Stealth
checks when moving as the winterland pants produce an audible “whish,
whish, whish” sound as the wearer moves.

Creation
Magic Items northland shorts

“..and so the torch is taken from the sconce, shadows swallow items on shelves not
yet explored, and the rune-bordered door is closed; for who knows when an item,
a curiosity, an unnamed oddity might be needed, for purposes wholesome or despi-
cable- from the Storeroom...”
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OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc
(“Wizards”). All Rights Reserved.

1. Definitions: (a) “Contributors” means the copyright and/or trademark owners who have contributed Open
Game Content; (b) “Derivative Material” means copyrighted material including derivative works and translations
(including into other computer languages), potation, modification, correction, addition, extension, upgrade,
improvement, compilation, abridgment or other form in which an existing work may be recast, transformed or
adapted; (c) “Distribute” means to reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or oth-
erwise 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. () “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 per-
petual, 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 dis-
tributing, 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 compat-
ibility, 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.
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12. Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to
some or all of the Open Game Content due to statute, judicial order, or governmental regulation then You may
not Use any Open Game Material so affected.

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

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

15. COPYRIGHT NOTICE

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

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

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

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

Advanced Player’s Guide. Copyright 2010, Paizo Publishing, LLC; Author: Jason Bulmahn.

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, E Wesley Schneider, Amber Scorr,
Doug Seacat, Mike Selinker, Lisa Stevens, James L. Sutter, Russ Taylor, Penny Williams, Skip Williams, Teeuwynn
Woodruff.

Pathfinder Roleplaying Game Ultimate Combat. © 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 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 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.

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

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 Reyn-
olds, Tork Shaw, Owen K.C. Stephens, and Russ Taylor.

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 Player Companion: Humans of Golarion. © 2011, Paizo Publishing, LLC; Authors: James Jacobs,
Colin McComb, Sean K Reynolds, Amber Scott, and Larry Wilhelm.

Anger of Angels. © 2003, Sean K Reynolds.

Book of Fiends. © 2003, Green Ronin Publishing; Authors: Aaron Loeb, Erik Mona, Chris Pramas, Robert J.
Schwalb.

The Book of Hallowed Might. © 2002, Monte J. Cook.

Monte Cook’s Arcana Unearthed. © 2003, Monte J. Cook.

Path of the Magi. © 2002 Citizen Games/Troll Lord Games; Authors: Mike McArtor, W. Jason Peck, Jeff Quick,
and Sean K Reynolds.

Skreyn’s Register: The Bonds of Magic. © 2002, Sean K Reynolds.

Purple Duck Storeroom: Magic Pants! © 2014, Purple Duck Games; Author Perry Fehr, Mark Gedak, Sean
O’Connor, Jacob Trier

Pathfinder is a registered trademark of Paizo Publishing, LLC, and the Pathfinder Roleplaying Game and the
Pathfinder Roleplaying Game Compatibility Logo are trademarks of Paizo Publishing, LLC, and are used under
the Pathfinder Roleplaying Game Compatibility License. See http://paizo.com/pathfinderRPG/compatibility for

more information on the compatibility license.

Open Game Content: All text.
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