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Environment: Cold freshwater sea

Encounter Level: CR 13 (25,600 XP)

Lands of Porphyra: Sea of Itheria near the Barony of
Tuthon

Area: This encounter is designed to take place in the
Sea of Itheria near the mysterious Whale Island. Whale
Island is the breeding ground for the sky whales that
dot the skies over Porphyra. Not surprisingly, fetchling
and human whalers from the port of Shadowlight also
frequent the area.

Situation: The Twilight Sails, a fleet of sky whale
hunters, has been losing ships near Whale Island. The
admiral of the Twilight Sails suspected the Whaling
Guild from the Jawed City has gone from creating a
nuisance to committing open acts of piracy. Rairzon
(female fetchling corsair 7), needs more evidence before
she can counsel for an open trade war with the Whal-

ing Guild. To that end, she is hiring a group of skilled

individuals to accompanny her in a small craft (see sail-
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ing ship in Ultimate Combat) into the troubled waters
near Whale Island to learn the truth.

Unbeknownst to her, the real cause of his lost ships is
an over-protective abaia that lives near the island. The
abaia, Silanisthan, protects the waters around Whale
Island and has lived in the area since before The Call-
ing, according to local zif historians. Normally, Silanis-
than has no problem with the whalers because the sky
whales are not part of her domain. Two weeks ago,

a ship from the Twilight Sails decided to earn a little
extra money by trawling the ocean floor for additional
catches. Silanisthan sunk that ship and drowned its
crew. She has continued to target any other Twilight
Sails ship that has entered her territory and dispatched
them in a similar manner.

Silanisthan is not unintelligent, nor is she evil. Her
limited contact with humanoids makes it easy for her
to jump to conclusions about surface dwellers. She
knows the humans of Whale Island to be respectful
though and if she sees a crew of a Twilight Sails vessel
composed primarily of humans, she may temporarily
stay her wrath. Silanisthan can be negotiated with if
care is taken and respect is shown.

Complications: (Optional)

* A ship from the whaling guild arrives on the scene
and tries to sink the Twilight Sails vessel in a most
unfortunate accident.

*  Sailors killed by Silanisthan have begun to rise as
brine zombies. The 4d12 brine zombies will scale
the sides of the ship to get to the living crew.

* Silanisthan is currently under the thrall of a venge-
ful human enchanter. As long as she remains ensor-
celled there is no reasoning with her.

Reward: The admiral of the Twilight Sails will pay a
reward of 20,000 gp for evidence of the beast’s inter-
ference and death. Slaying Silanisthan, however, will
earn the players the enmity of the Whale Islanders who
revere Silanisthan as their protector. If the players can
negotiate a truce between Silanisthan and the Twilight
Sails, the players will earn 20,000 gp from the Twilight
Sails and up to 120,000 gp worth of random wondrous
items from Silanisthan’s horde. This treasure could
include items like the mechanism of torl (90,000 gp;
Legendary VII: More Legendary Items), cloak of the bat
(26,000 gp), marble elephant figurine of wondrous power
(17,000 gp), or a golem helm (7,500 gp; Items of Power
and Ambition).

SAMPLE OPPONENTS
AND ALLIES

BRINE ZOMBIE (CR 1; XP 400)
NE Medium undead (aquatic)

Init -1; Senses darkvision 60 ft.; Perception +0
DEFENSE

AC 13, touch 9, flat-footed 13

(-1 Dex, +4 natural)

hp 22 (4d8+4)

Fort +1, Ref +0, Will +4

DR 5/slashing; Immune undead traits; Resist fire 10
OFFENSE

Speed 30 ft., swim 30 ft.

Melee cutlass +5 (1d6+2/19-20) or slam +5 (1d6+3)
STATISTICS

Str 14, Dex 8, Con —, Int —, Wis 10, Cha 10

Base Atk +3; CMB +5; CMD 14

Feats Toughness®

Skills Swim +10

SQ staggered

Gear cutlass
ECOLOGY

Environment any aquatic

Organization gang (2-4) or crew (6-11)

Treasure none

Brine zombies are the remnants of a ship’s crew that has
perished at sea. They are mindless creatures, not very
pleasant to look at, and relentless in their attacks on the
living. The spark of evil that brought them back from
the ocean depths drives them to seek the living so they
may join them in their watery graves. Brine zombies
appear much as they did in life.

SAILORS (CR 1/2; XP 200)

Human expert 1/warrior 1

N Medium humanoid

Init +1; Senses Perception +4
DEFENSE

AC 15, touch 12, flat-footed 13

(+3 armor, +1 Dex, +1 dodge)

hp 11 (2 HD; 1d8+1d10+2)

Fort +3, Ref +1, Will +2
OFFENSE

Speed 30 ft.

Melee scimitar +2 (1d6+1/18-20) or dagger +2

(1d4+1/19-20)
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Ranged composite longbow +2 (1d8+1/x3)
STATISTICS

Str 13, Dex 13, Con 12, Int 8, Wis 10, Cha 9

Base Atk +1; CMB +2; CMD 14

Feats Dodge, Skill Focus (Profession [sailor])

Skills Acrobatics +5, Climb +5, Craft (ships) +3,

Perception +4, Profession (fisherman) +4, Profession
(sailor) +8, Survival +4, Swim +5

Languages Common

Gear masterwork studded leather, daggers (2), compos-

ite longbow (+1 Str) with 20 arrows, scimitar

These are the rank-and-file deckhands who keep any
vessel, great or small, afloat and moving. They are alert
for danger and quick on their feet, weathered by wind
and wave and sun, but always with an eye for what
waits beyond the horizon.

Purple Duck Note: The statistics provided for the sail-
ors assume a human crew but should feel free to crew
the ships with any races you wish.

RAIRZON (CR 6; 2,400 XP)

Female fetchling corsair 7
N Medium outsider (native)
Init +4 (+7 at sea); Senses darkvision 60 ft.; low-light
vision; Perception +11 (+13 at sea)
DEFENSES
AC 19, touch 14, flat-footed 15
(+2 armor, +4 Dex, +3 shield)
hp 42 (7d8+7)
Fort +6 (+7 at sea), Ref +9, Will +6
Defensive Abilities shadow blending; Resist cold 5,
electricity 5
OFFENSE
Speed 30 ft.
Melee mwk dagger +9 (1d4/19-20)
Ranged pistol +10 (1d8/x4)
Spell-Like Abilities (CL 7th; concentration +7)
1/day - disguise self
Special Attacks deed (deadeye), grit 3, pirate flag (na-
val jack, white flag)
STATISTICS
Str 10, Dex 18, Con 12, Int 13, Wis 12, Cha 10
Base Atk +5; CMB +9; CMD 19
Feats Agile Maneuvers, Amateur Gunsmith, Exotic
Weapon Proficiency (firearms), Extra Grit, Nimble
Moves, Point Blank Shot, Weapon Finesse
Skills Appraise +11, Climb +10, Diplomacy +10,

Knowledge (geography) +10 (+12 at sea), Perception
+11 (+13 at sea), Profession (sailor) +11 (+12 at sea),
Swim +10; Racial Modifiers +2 Knowledge (planes),
+2 Stealth

Languages Common, Old Porphyran

SQ bucanneer, letters of marque (Hinterlands of Kesh),
seadog (favored terrain [water])

Combat Gear 10 black powder (dose), 10 bullets, 2
dry loads, flare cartridge, potion of waterbreathing; Gear
belt pouch (32 gp), marines shield, mwk leather armor,
gunsmith kit, spyglass

Rairzon was born and raised in Newport on the Sea
of Ithreia. Like many, Newportians, Rairzon hunts
Sky-Whales from the sea and not from the sky as the
those of Bugtown do. Her brother and father number
among those that have been lost. Naturally, she is very
motivated to find the real culprits and have them dealt
with harshly.

Purple Duck Note: The corsair class from Sean
O’Connor is currently undergoing revisions. The cor-
sair above is written to conform to our current release.

PORPHYRAN FETCHLING
RACIAL
CHARACTERISTICS

Fetchlings as characters are defined by their class levels-
they do not possess racial Hit Dice. They have the
following racial traits.

*  +2 Dexterity, +2 Charisma, —2 Wisdom: Fetch-
lings are quick and forceful, but often strange and
easily distracted by errant thoughts.

* Native Outsider: Fetchlings are outsiders with the
native subtype.

*  Medium: Fetchlings are Medium creatures and
receive no bonuses or penalties due to their size.

* Normal Speed: Fetchlings have a base speed of 30
feet.

* Darkvision: Fetchlings can see in the dark up to
60 feet.

* Low-Light Vision: Fetchlings can see twice as far
as humans in conditions of dim light.

» Skilled: Fetchlings have a +2 racial bonus on
Knowledge (planes) and Stealth checks.

* Shadow Blending (Su): Attacks against a fetchling
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in dim light have a 50% miss chance instead of
the normal 20% miss chance. This ability does not
grant total concealment; it just increases the miss
chance.

* Shadowy Resistance: Fetchlings have cold resis-
tance 5 and electricity resistance 5.

* Spell-Like Abilities (Sp): A fetchling can use dis-
guise self once per day as a spell-like ability. He can
assume the form of any humanoid creature using
this spell-like ability.

* Languages: Fetchlings begin play speaking Com-
mon. Fetchlings with a high Intelligence scores can
choose from the following: Aklo, Aquan, Auran,
Draconic, D’ziriak (understanding only, cannot
speak), Ignan, Terran, and any regional human
tongue.

OTHER TOYS

MARINES’ SHIELD

Aura faint transmutation; CL 5th

Slot armor; Price 1,357 gp; Weight 8 Ibs
DESCRIPTION

These shields, usually large and decorated with nautical

symbols, have saved the life of many a marine that has

fallen (or been forced) overboard.

The marines’ shield is +1 heavy wooden shield that is
very buoyant, enough to support a lightly armored
man in water. It also does not suffer damage from be-
ing wet or damp over long periods.

CONSTRUCTION
Requirements Craft Magic Arms and Armor, feather
fall, resistance; Cost 757 gp

Purple Duck Note: The marines’ shield originally ap-
peared in ltems of Power and Ambition by Sean Hol-
land.

A huge eel-like creature rises from the water, towering 15
feet above the surface — and half of its body is still under

water.

NG Huge magical beast (aquatic)
Init +2; Senses darkvision 60 ft., detect evil, know direc-
tion, low-light vision; Perception +12

DEFENSE
AC 28; touch 6, flat-footed 28
(-2 Dex, +32 natural, -2 size)
hp 171 (18d10+72); fast healing 5
Fort +15, Ref +9, Will +10; +4 vs. enchantments
Immune cold, fear, sleep; SR 24

OFFENSE
Speed swim 60 ft.
Melee bite +25 (4d6+12 plus grab)
Ranged water blast +15 touch (7d6 plus push)
Space 15 ft.; Reach 10 ft.
Special Attacks push (water blast, 15 ft.), swallow
whole (4d6+12 bludgeoning damage, AC 26, 17 hp),
tidal wave, water wall
Spell-Like Abilities (CL 13th; concentration +22)

Constant — detect evil, know direction, nondetection

At will — calm animals (DC 12), detect magic, releki-

nesis

3/day — summon natures ally V
1/day — commune with nature
STATISTICS
Str 26, Dex 6, Con 18, Int 15, Wis 19, Cha 12
Base Atk +18; CMB +28 (+30 bull rush, +32 grapple);
CMD 36 (can’t be tripped, 38 vs. bull rush)
Feats Awesome Blow, Improved Bull Rush, Improved
Initiative, Power Attack, Weapon Focus (bite, water
blast), Skill Focus (Knowledge [arcana]), Swim-By At-
tack, Vital Strike
Skills Diplomacy +10, Intimidate +18, Knowledge
(arcana) +14, Knowledge (geography) +11, Knowledge
(nature) +11, Perception +16, Spellcraft +11, Stealth
-1, Swim +25
Languages Aquan, Common, Zif
SQ amphibious
ECOLOGY

Environment any freshwater

Organization solitary
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Treasure double

SPECIAL ABILITIES
Tidal Wave (Ex) As a full-round action, an abaia can
slap its massive tail against the surface of the pond, lake
or river it inhabits and create a massive tidal wave. The
tidal wave washes ashore on the abaia’s turn the round
after it creates the wave, moving inland a total of 65
feet, at a rate of 30 feet per round. The wave is 30 feet
wide and 15 feet high when it initially meets the shore.
Anyone caught in the path of the tidal wave takes 5d10
points of bludgeoning damage and must make a DC
15 Swim check to avoid being swept back into the

water as the wave recedes (the wave recedes at a rate of
20 feet per round). Unconscious creatures caught in
the wave begin drowning and cannot avoid being swept
back into the water. An abaia can muster the strength
to create a tidal wave twice per day.

Water Blast (Ex) The abaia’s attack is a pressurized
blast of water that he regurgitates from drinking lake
water. The attack has a range of 30 feet with no range
increment.

Water Wall (Su) Three times per day an abaia can
create a wall of rapidly moving water, similar to an
ever-cycling waterfall. The water wall will deflect
normal projectiles as a wind wall. Any creature that
attempts to move through the water suffers 3d6 points
of cold damage and must make a Reflex save (DC

20) or be knocked prone within the water wall. A
creature knocked prone will take an additional 3d6
points of cold damage every round they are within the
water. The water wall lasts for 10 rounds, but it can

be destroyed by at least 100 points of fire damage. If
destroyed by fire, the water wall evaporates into a great

cloud of steamy fog that lingers for 5 minutes. The save
DC is Charisma-based.

The abaia is a creature almost more myth than truth,
and yet the creatures do exist. No one knows exactly
how many exist or even if all the tales of them are true.
Those folks who talk most openly of encounters with
abaia are exactly the sort known to embellish a tale or
even to fabricate one entirely. From those whose word
is less subject to skepticism come tales with surpris-
ing uniformity, painting a clear picture of the creature
and its dealings with those who live within the area it
chooses to call home.

Abaia are giant freshwater-dwelling eels with a com-
mand of elemental — especially water - magic. They

inhabit ponds, lakes and rivers and seem to have a
preference for remotely situated, well-hidden bodies of
water. A typical abaia is 30 to 45 feet long, though ru-
mors persist of rare and powerful abaia of nearly twice
that size. No young abaia or abaia smaller than 20 feet
long have ever been encountered.

Despite their preferred habitat, abaia are not antisocial.
Indeed, they regularly deal with those intelligent races
living in the areas they protect, and are fair, accurate
judges of right and wrong. Abaia protect all who live
in the environs of the ponds they call home, including
native flora and fauna. The territory an abaia claims
varies, but is usually at least a 1- to 2-mile radius
around its home. Abaia are very protective of not just
the inhabitants but the very environment of its home.
To an abaia, there is little difference between wanton
waste of resources and murder.

It would appear, based on only this information, that
abaia would prefer no settlements within their do-
mains, but the opposite is true. So long as resources are
not wasted or spoiled, towns and villages are welcome.
This limits the size of the settlement, naturally, and
generally ensures that life is simple, but within the do-
main of an abaia, no one goes hungry except when they
are too lazy to do for themselves. Towns and villages
inside an abaia’s territory often look to the creature to
act as a judge in disputes or as an adviser in matters of
politics and law. More primitive societies sometimes
even worship the abaia as a god (abaias generally do not
encourage such activities, but neither do they discour-
age it).

Despite their welcoming natures where others arecon-
cerned, abaia are somewhat solitary when it comes to
their own kind and nothing is known of their origins,
how they procreate, or how their young develop.
Indeed, although a few have asked, no one has been
able to convince an abaia to reveal how they reproduce
or even how they communicate among themselves,
although they are remarkably well informed regarding
happenings around other abaia inhabited ponds, mak-
ing them, in some of the most remote areas, the only
source of news from outside. All abaia speak Aquan
and Common, and most also speak one or two other
languages spoken by those that inhabit their territory.

Abaia have, as mentioned previously, command of ele-
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mental magic. They have a number of spelllike abilities
which allow them to influence animals, summon allies,
and learn of events within their territory. However,
they are particularly proficient with their water-based
abilities. They use these abilities only rarely and usually
only when threatened, however, and the tales telling of
these powers all revolve around an abaia protecting its
lands through use of elemental force.

Real World Origins — Abaia

In Melanesian mythology, the abaia was a giant eel-
like creature with magical powers that dwelled at the
bottom of freshwater lakes in Fiji, the Solomon Is-
lands and Vanuatu. Abaia were said to consider all the
creature of their pond or lake to be their children, and
fought fiercely to protect them. Legends of the abaia
may be inspired by an as-of-yet undiscovered species of
giant freshwater eel.

Purple Duck Note: If you are currently using Legend-
ary Classes: Covenant Magic in your game, peaceful
contact with the abaia could have additional benefits.
A quick swipe of the GM edit pen can shift the abaia
from a magical beast to native outsider. As an outsider,
the abaia could act as a patron for a character seeking a
covenant with a fathomless influence.

OGL STATEMENT

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, exten-
sion, 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 enhance-
ment 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 deriva-
tive works under copyright law, but specifically excludes Product
Identity. (e) «Product Identity» means product and product line
names, logos and identifying marks including trade dress; artifacts;
creatures characters; stories, storylines, plots, thematic elements,

dialogue, incidents, language, artwork, symbols, designs, depic-
tions, 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 abili-
ties 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 specifi-
cally excludes the Open Game Content; (f) «ITrademark» 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 Contribu-
tor (g) «Use», «Used» or «Using» means to use, Distribute, copy,
edit, format, modify, translate and otherwise create Derivative
Material of Open Game Content. (h) «You» or «Your» means the
licensee in terms of this agreement.

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

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

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

5. Representation of Authority to Contribute: If You are contrib-
uting 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 COPY-
RIGHT 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 holdens 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 contain-

ing 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 distribut-
ing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may


http://www.d20pfsrd.com/classes/core-classes/wizard
http://www.d20pfsrd.com/classes/core-classes/wizard
http://www.d20pfsrd.com/magic#TOC-Supernatural-Abilities-Su-
http://www.d20pfsrd.com/magic/all-spells/i/identify
http://www.d20pfsrd.com/magic#TOC-Conjuration-Creation
http://www.d20pfsrd.com/classes/core-classes/wizard
http://www.d20pfsrd.com/basics-ability-scores/glossary#TOC-Spell-Like-Abilities-Sp-
http://www.d20pfsrd.com/bestiary/rules-for-monsters/creature-types#TOC-Animal
http://www.d20pfsrd.com/bestiary/rules-for-monsters/universal-monster-rules#TOC-Summon-Sp-
http://www.d20pfsrd.com/gamemastering/combat#TOC-Threatened-Squares
http://www.d20pfsrd.com/bestiary/monster-listings/outsiders/elemental
http://www.d20pfsrd.com/bestiary/monster-listings/humanoids/giants
http://www.d20pfsrd.com/bestiary/monster-listings/humanoids/giants
http://www.d20pfsrd.com/magic/all-spells/s/swipe
http://www.d20pfsrd.com/basics-ability-scores/glossary#TOC-Game-Master-GM-
http://www.d20pfsrd.com/bestiary/rules-for-monsters/creature-types#TOC-Magical-Beast
http://www.d20pfsrd.com/bestiary/rules-for-monsters/creature-types#TOC-Magical-Beast
http://www.d20pfsrd.com/bestiary/rules-for-monsters/creature-types#TOC-Native
http://www.d20pfsrd.com/bestiary/rules-for-monsters/creature-types#TOC-Outsider
http://www.d20pfsrd.com/bestiary/rules-for-monsters/creature-types#TOC-Outsider
http://www.d20pfsrd.com/magic-items/magic-weapons/magic-weapon-special-abilities/seeking" style="font-style:italic;

publish updated versions of this License. You may use any autho-
rized 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 Li-
cense 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 un-
less 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 governmen-
tal 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 v1.0a. 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 RPG Core Rulebook. Copyright 2009, Paizo Publish-
ing, LLC; Author: Jason Bulmahn., based on material by Jonathan
Tweet, Monte Cook, and Skip Williams

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

Tome of Horrors, Revised Edition. Copyright 2005, Necromancer
Games, Inc.; Authors: Scott Greene, Clark Peterson, Erica Balsley,
Kevin Baase, Casey Christofferson, Lance Hawvermale, Travis
Hawvermale, Patrick Lawinger, Bill Webb; Based on original
content from TSR.

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-MacFar-
land, Owen K.C. Stephens, Todd Stewart, and Russ Taylor.
Pathfinder RPG Bestiary. Copyright 2009, Paizo Publishing, LLC;
Author: Jason Bulmahn, based on material by Jonathan Tweet,
Monte Cook, and Skip Williams.

Pathfinder Roleplaying Game Bestiary 2. Copyright 2010, Paizo
Publishing, LLC; Authors Wolfgang Baur, Jason Bulmahn, Adam
Daigle, Graeme Davis, Crystal Frasier, Joshua J. Frost, Tim Hitch-
cock, Brandon Hodge, James Jacobs, Steve Kenson, Hal MacLean,
Martin Mason, Rob McCreary, Erik Mona, Jason Nelson, Patrick
Renie, Sean K Reynolds, E Wesley Schneider, Owen K.C. Ste-
phens, 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 Publish-
ing, 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 RPG GameMastery Guide. Copyright 2010, Paizo
Publishing, LLC; Author: Cam Banks, Wolfgang Baur, 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 Mc-
Comb, Jason Nelson, David Noonan, Richard Pett, Rich Redman,
Sean K Reynolds, E Wesley Schneider, Amber Scott, 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-Mac-
Farland, Sean K Reynolds, Owen K.C. Stephens, and Russ Taylor.
Brine Zombie from the Tome of Horrors Complete, Copyright
2011, Necromancer Games, Inc., published and distributed by
Frog God Games; Author Scott Greene.

Fehr’s Ethnology © 2013, Purple Duck Games; Author: Perry
Fehr.

Remarkable Races. Copyright 2009, Alluria Publishing; Author: J.
Matthew Kubisz

The Gods of Porphyra © 2012, Purple Duck Games; Authors:
Christopher Kaiser, Perry Fehr, Mark Gedak, August Hahn, John
Hazen, Sean Holland, Sam Hing, James H. Lewis, Chris Long-
hurst, Scott Messer, Sean O’Connor, David Nicholas Ross, and
Jeremy Whalen

Tome of Monsters. Copyright 2011, 4 Winds Fantasy Gaming;
Authors Sean O’Connor, and Katheryn Bauer, with Connie J.
Thomson and Robert W. Thomson.

Tome of Monsters Encounters. Copyright 2013, Purple Duck
Games; Authors Perry Fehr and Mark Gedak.

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 Com-
patibility License. See http://paizo.com/pathfinderRPG/ compat-
ibility for more information on the compatibility license.


http://paizo.com/store/byCompany/f/frogGodGames/pathfinderRPG/other/v5748btpy8mqb
http://www.d20pfsrd.com/gamemastering/combat#TOC-Will
http://www.d20pfsrd.com/classes/core-classes/wizard
http://www.d20pfsrd.com/classes/core-classes/wizard
http://www.d20pfsrd.com/equipment---final/weapons/weapon-descriptions/lance
http://www.d20pfsrd.com/bestiary/monster-listings/templates/advanced-creature-cr-1
http://www.d20pfsrd.com/magic-items/magic-weapons/magic-weapon-special-abilities/frost" style="font-style:italic;
http://www.d20pfsrd.com/magic-items/magic-weapons/magic-weapon-special-abilities/frost" style="font-style:italic;
http://www.d20pfsrd.com/bestiary/monster-listings/templates/zombie
http://www.d20pfsrd.com/bestiary/monster-listings/constructs/tome-of-horrors
http://www.d20pfsrd.com/bestiary/monster-listings/constructs/tome-of-horrors
http://www.d20pfsrd.com/bestiary/monster-listings/constructs/tome-of-horrors
http://www.d20pfsrd.com/bestiary/monster-listings/animals/frog

	A Whale of A Problem
	Sample Opponents  and Allies
	Porphyra Fetchling  Racial  Characteristics 
	Other Toys
	ABAIA - Updated
	OGL Statement

