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TRANSFORM THE WAY YOU RUN YOUR GAMES

REALM WORKS™ CHANGES EVERYTHING IN 2014

TR

CREATE YOUR WORLD. TELL YOUR STORY. MASTER YOUR GAME.
\ From the Crea‘t rs of Hero Lab®

“l am very excited about everything | saw in Realm Works... | am

e Brainstorm ideas, organize content, and streamline ACILEE o ;
sure that this is going to make my ability to manage a campaign

preparation - your entire world is at your fingertips.

a lot easier.” --Phil Vecchione, Gnome Stew
e Track and visualize the relationships and connections
between people, places, objects, and events. “l was so impressed by the demonstration that | had to go back
the Kickstarter so | could guarantee that | got a copy in my hands
* Fog of World™ lets you incrementally reveal content, R IEEEIEWEEEVE Ele R ~Matt Neagley, Gnome Stew

even maps, to players as it’s uncovered during play.

“I've seen it at Gen Con, and of course worked on a setting used
to show how it works. | am very impressed with the functionality
world, and/or play style. they DO have, and would love to see them add yet more.”
--Owen Stephens, Super Genius Games

e Fully adaptable to suit virtually any game system,

. FIND OUT MORE AT GETREALMWORKS.COM Lonewerr @9
Eia AND CHANGE YOUR GAME FOREVER pEveLorment §,5,

© 2014 Lone Wolf Development, Inc. The Lone Wolf Development logo is a trademark of Lone Wolf Development, Inc. Hero Lab and Realm Works are registered trademarks of LWD Technology, Inc. The LWD Technology logo, Fog of World and the Realm Works
logo are trademarks of LWD Technology, Inc. All rights reserved.
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CHARACTER MANAGEMENT SOFTWARE
FOR PLAYERS AND GMS

Hakkon Truesilver

Male Human Barbarian 4, Cleric 3 - CL7 - CR 6
i 2 5 791G | Chaotic Good; Deity: Bhrian Bhor; Age: 21; Height: 6';
LEYLE Hakkon Truesilver Human Bbn 4, Cir 3 HP: 95/95 AC: 17 Cash: ~791 GP Weiaht. 2201b.: Eyes: Blue: Hair: Dark. Skin: Tan
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¢ Create and manage heroes for the Pathfinder Roleplaying Game, Uswim HMosRm 2
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¢ Intuitive interface walks you through all the stages of character
creation, letting you play instead of worry about the rules. Featuring support for:

¢ Print your hero, save it to PDF, generate a statblock, or use
Hero Lab as an electronic character sheet at the game table.

¢ Extensive in-play support tracks in-game effects and conditions
with just a few clicks of the mouse.

¢ GMs can build NPCs and experienced characters in minutes, or
use the Tactical Console to smoothly manage entire encounters.

¢ Real-time validation alerts you to rules violations, while still
allowing custom rules and content created in Hero Lab's editor.

The only officially licensed character management tool for
Pathfinder. Available supplements include the Pathfinder Bestiary,
Advanced Player's Guide, Player Companion books and more.
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Another month, another pile of wonderful. I know
you've looked at the cover, but, I beg you, go look at it
again. Isn’t it beautiful? At Pathways we do everything
we can to get a new person involved with each new issue,
and the quality just keeps blowing me away. I've enjoyed
a wide variety of settings and cultures as backdrops for
gaming—we’re all used to the dark and gritty medieval
castles and knights. I've a fondness for good oriental
settings, and I've seen a handful of either Middle
Eastern or desert settings. I like the feel of this cover, it
makes me long for some campaigns of my earlier gaming
years. I really like the mixture of stark and exotic in this
piece.

The trident-wielding marid is a timebreaker; I trust
you’ll enjoy her stat block. What’s not to love about a
plane hopping, time shifting genie? I'm overly fond

of genies of all stripes, in part because of the entire
civilization of efreet I developed for a campaign of

mine back in the early 9os. Those were the days! It

can be complicated, having players ask GMs for a little
time-travel in their games. Usually, it’s best left alone.
However, so long as everyone’s willing to operate within
the confines of a system that won’t allow anyone to break
the game, having temporal effects that impact combat
(and perhaps the lives of beings outside of combat as
well) can be a fun way of livening things up without all
the added mess of time loops and running into yourself
and all of that. The timebreaker does a great job at
giving you a way to handle just a wee bit of chronomancy
without all the fuss.

In addition to Endzeitgeist’s normal contributions, we
have a special Top Ten in this issue. It’s not the usual
fare, so, please take a close look. If you're interested in

by Dave Paul, Illustration by Mark Hyzer

branching out a little bit, we’re given some nice reasons
to try a few things we might otherwise have missed.

Creighton Broadhurst give us two powerful NPC options
from opposed ends of the alignment spectrum. On the
one hand we have a champion, on the other, a villain.
Each will make a nice addition to your own repertoire
of characters (unless you're sticking to low-level or
low-magic settings). I've always been a sucker for the
weary, lonely champion of the down-trodden (which
probably reveals more about me than I'd like), so I have
a fondness for his Lilith Girsu. The stats are never the
draw for me, it’s always the backstory, the mannerisms,
the little things. Creighton does this excellently, time
after time.

We've also included a short piece in the Player Advice
series which you can also find online at the Raging
Swan Press site in the Player Advice section. The
advice sections are short and sweet. For many of you,
the material will be old hat, but, even for veterans, it’s
sometimes good to take a look at what others offer as
advice (to players, to GMs, to publishers) in case you’ve
missed or forgotten something. And, it’s nice to be
reminded that there are always new people being added
to the RPG ranks and it’s often refreshing to have a
chance to look at our hobby with fresh eyes again.

And, if you just can’t get enough of grindylows, we’ve
got you covered. I myself have never had occasion to use
them as a GM or encounter them as a player. But, if you
have (or plan to), please take a look and offer us your
feedback.

Happy gaming.



http://www.ragingswan.com/playeradvice.html
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0imebreaker (Creature
By Steven D. Russell, illustrated by Kamil Jadczak

oemplate

Most people dream of traveling through time as a safe, amusing journey where they can change
the course of the future or visit events long past. Chronomancy is not like that; its perilous, trivial
mistakes can kill you, or leave you in some very unsafe place. In some places time flows different-
ly, you could end up aged to within the last moment of your life. Worse yet is what happens when
you cause a temporal paradox, a contradiction of causality within the timeline. Timebreaker crea-
tures are what remain of those that survive this tear in the fabric of reality. Things always appear
disjointed around timebreakers: moving faster, slower, or sometimes seeming to freeze, yet the
timebreakers continue to move with an unnatural grace and speed.

(Creating a g)imebreaker Creature

“Timebreaker” is an acquired template that can be
added to any creature.

A timebreaker creature uses all the base creature’s
statistics and special abilities except as noted here.

CR: +3

Defensive Abilities: Evasion, Fast Healing (equal
to the timebreaker’s Con modifier), Improved Uncanny
Dodge

Special Abilities: A timebreaker creature retains all
the special abilities of the base creature, plus the special
abilities as described below:

Chronal Acceleration (Sp): Gains the continuous
benefits of a haste spell and, each round, the timebreaker
may automatically dodge the first ranged attack she is
aware of that would otherwise strike her.

Retroactive (Su): Once every 1d4 rounds, a timebreaker
can attempt the same failed d20 roll again.

Temporal Strikes (Su): A timebreaker creature’s melee,
ranged, extraordinary and supernatural attacks cause
creatures to be cursed to rapidly age. Any opponent
successfully dealt damage by one of these attacks must
succeed at a Will save (DC 10 + 1/2 the timebreaker
creature’s HD + its Cha modifier) or the subject ages
one age category per five CR the timebreaker creature
possesses (minimum one category, maximum three
categories) and incur the physical penalties associated
with old age. Middle aged characters suffer a —1 penalty
to Strength, Dexterity and Constitution, old an additional
—2, and venerable an additional —3, these penalties are
cumulative. For each category the subject’s age past
venerable, the subject gains a negative level (same DC).

This curse only affects the physical bodies of the
creatures, not their minds. It does not grant the bonuses
to Int, Wis, or Cha that age normally confers. It also does
not affect creatures that do not age or gain benefits from
aging such as true dragons. An opponent that succeeds
on the saving throw is immune to that same creature’s
timebreaker’s aura for 24 hours.

This curse cannot be dispelled, but it can be removed

with a break enchantment, limited wish, miracle, remove
curse, or wish spell.

Timebreaker’s Aura (Su): Activating this aura is an
immediate action that is usually part of an attack or
charge. Opponents within 30 ft. must make a successful
Will save (DC 10 + 1/2 the timebreaker creature’s HD +
its Cha modifier) or suffer one of the following effects
rolled at random. An opponent that succeeds on the
saving throw is immune to that same creature’s aura for
24 hours.

Di2 Effect
1 Time Skip

Description
Subject disappears for 1d4+1
rounds.

2 Chrono Subject suffers the same amount
Wound of damage as the last time it was
injured.
3 Slow As the spell.
4 Drag Speed is reduced by 30 ft.

(minimum 5ft.).

Subject goes last in the initiative
order.

Subject goes first in the initiative
order.

Spell durations reduced by 50%.
This only affects spells that have
duration longer than
instantaneous, and does not affect
permanent effects.

Speed is increased by 30 ft.

As the spell.

Spell durations increased by 50%.
This only affects spells that have a
duration longer than
instantaneous, and does not affect
permanent effects.

Subject is returned to the hit point
total it had the last time it was
healed.

As the spell.

5 Hesitate
6 Expedite

7 Abridge

8 Slipstream
9 Haste
10  Extend

11 Chrono
Heal

12 Time Stop

Abilities: Increase from the base creature as follows:
Dex +4 (+2 to ranged attack rolls; AC and touch AC,
initiative, and Ref saves. +2 to Acrobatics, Disable Device,
Escape Artist, Fly, Ride, Sleight of Hand, and Stealth
checks, add +2 to any of the base creature’s Dexterity-
based DCs), Con +4 (+2 hp per HD, +2 to Fortitude saves,
and any of the base creature’s Constitution-based DCs),
+8 Cha (+4 to Bluff, diplomacy, Disguise, Handle Animal,
Intimidate, Perform, and Use Magic Device; attempts to
influence others, and Channel Energy DCs, +4 to any of
the base creature’s Charisma-based DCs).
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5amcm ibnat Qamar

XP 19,200

Timebreaker Marid Genie

CN Large outsider (extraplanar, water)
Init +10; Senses darkvision 60 ft.; Perception +17
Aura: timebreaker’s aura (DC 23)

CRuz2

Defense

AC 26, touch 17, flat-footed 18 (+6 Dex, +2 dodge, +9
natural, —1 size)

hp 138 (12d10+72), fast healing 4

Fort +12, Ref +15, Will +10

Defensive Abilities chronal acceleration,
improved uncanny dodge, retroactive

evasion,

Offensive
Speed 4o ft., swim 9o ft.
Melee 2 slams +18 (2d6+6 plus temporal strikes DC 23)
or mwk trident +19/+19/+14/+9 (2d6+9 plus temporal
strikes DC 23)
Space 10 ft.; Reach 10 ft.
Special Attacks vortex (1/10 minutes, 10-50 ft. tall,
1d8+4 damage, DC 24 plus temporal strikes DC 23),
water mastery, water’s fury
Spell-Like Abilities (CL 12th)
Constant — detect evil, detect good, detect magic,
haste, water walk
At will — create water, invisibility, plane shift (willing
targets to elemental planes, Astral Plane, or Material
Plane only), purify food and drink (liquids only),
quench
5/day — control water, gaseous form, obscuring mist,
water breathing
3/day — see invisibility
1/day — persistent image (DC 22)
1/year — grant 1 wish

Dactics

Before Combat: Zaman survived her husband killing
Zaman’s mother when they both traveled back in time,
she now hunts him down seeking to stop him from
causing further damage to the time stream. She tries to
remain undetected using her change shape, invisibility,
gaseous form, and plane shift abilities while she hunts
him. She avoids interaction with time natives as she fears
damaging the timeline and resorts to violence only as a
last resort, preferring to flee.

During Combat: If forced to defend herself, she will
use her vortex power to unleash her temporal strike on
everyone.

Morale: Zaman always attempts to open an escape route
using her timebreaker’s aura so that she can feel any
confrontation with time natives but she will fight to the
death to stop people from damaging the timeline.

Statistics

Str 23, Dex 23, Con 22, Int 14, Wis 15, Cha 24

Base Atk +12; CMB +19; CMD 36

Feats Combat Casting, Combat Reflexes, Dodge, Great
Fortitude, Improved Initiative®, Improved Natural
Attack, Power Attack

SKkills Craft (jewelry) +17, Diplomacy +12, Knowledge
(planes) +17, Perception +17, Sense Motive +17, Spellcraft
+17, Stealth +17, Swim +29

Languages Aquan, Auran, Common, Ignan, Terran;
telepathy 100 ft.

SQ change shape (water elemental, humanoid or giant,
alter self, elemental body I11, or giant form I)

Special Apilities

Water Mastery (EX): Zaman gains a +1 bonus on
attack and damage rolls if both she and her opponent
are touching water. If the opponent or she is touching
the ground, she takes a —4 penalty on attack and damage
rolls.

Water’s Fury (Su): As a standard action, Zaman can
release a jet of water in a 60-foot line that deals 1d6 points
of damage and blinds the target struck for 1d6 rounds
plus temporal strikes DC 19. A DC 22 Reflex save reduces
the damage by half and negates the blinding effect. The
save DC is Constitution-based.

Vortex (Su): Zaman can transform into a vortex of
swirling, churning water once every 10 minutes. This
ability functions identically to the whirlwind ability, save
that it can only be used while she is underwater; Zaman
cannot leave a body of water while in vortex form.
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Realm Works®@ Ayailable Soon!

Qransform the Way You (Run Your (same!

By Liz Winters

Let’s face it, building a world and preparing for a game
can be tough, even for the most experienced Game Mas-
ters. World builders run into road blocks from time to
time, despite their awesome creativity. And when a GM
knows his or her players don’t read their recaps, there’s
little motivation to spend hours updating the campaign
webpage or wiki for them.

While some tools exist to assist GMs with building their
world or running their game, few of them meet the needs
of most Game Masters. A long time ago (in a galaxy far,
far away), a young gamer had an idea. What if there was a
tool for all game systems that allowed GMs to spend less
time preparing, more time creating, and focus on sharing
the story with the player?

That gamer is Rob Bowes, the founder and owner of the
company I work with, Lone Wolf Development. Unfor-
tunately, technology needed time to catch up with his
vision. During that time, he created Army Buildere, a ros-
ter construction tool that can be used with some of them
most popular tabletop miniatures games, and oversaw
the release of Hero Labe®, the go-to character creation
software for players and GMs. Eventually, he realized it
was time to build the tool of every GM’s dreams, and he
began work on Realm Works!

For regular Pathways readers, many of you have seen
previous articles I've written about Realm Works. But,
I'm excited to share some great news with you: Realm
Works will soon be available to purchase! In an-
ticipation of its impending release, I'm going to share a
little bit about the benefits of Realm Works. With this
new software, you’ll have all of the tools at your disposal
to engage your players in the game, save time preparing
for game sessions, and build a more detailed and vibrant
world.

TIHMERSE YOUR PIAYERS AN
OHE STORY

Nowadays, GMs have to compete against cell phones and
laptops when trying to keep their players excited and en-
gaged at the table. With Realm Works you can immerse
your players in the story with maps and images, by reveal-
ing what the players discover as they explore the world.

GM Sees Full Map
Players See Highlighted Area Only

Take a look at the first picture, for example. The map on
the left shows you what the GM sees. The map on the
right is what the players see after the GM reveals a part of
the map to them. Realm Works even centers the revealed
image to avoid the all-too-common urge some players
have to meta-game and “explore the big dark area on the
left”, which breaks the moment and jolts the players back
to reality. Realm Works keeps the GM completely in con-
trol so the players can sit back and enjoy being immersed
in the story.

GMs can share this and other information with the play-
ers using Realm Works’ patent-pending Fog of World™
technology, on either your laptop screen or an exter-
nal monitor. Realm Works will only share information
that you’ve specifically selected to reveal to the players.
Avoid revealing the ambush you’ve set for your players,
by keeping the picture of the trolls out of the player view
until they attack!

CREATE A RICHER WORID

Or perhaps you’re a world builder. Realm Works, like
most campaign management tools, allows you to add
details about different people, places, and things within
your world. Unlike many other tools, it also keeps track
of images, stat blocks, PDFs, Hero Lab portfolios, and
even sound and video clips. As you build up more infor-
mation, you can easily move through your content using
web-browser style features like “back” and “forward”
buttons, as well as tabs to keep multiple pieces of infor-

-
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for? Realm Works’ built in full-text search allows you to
locate important information quickly, without having to
leaf through notebooks, PDFs, or webpages.

( mation open at once. Still can’t find what you're looking

But what about the connections between different things
in your world? Keeping track of how everything within
your story is associated can be overwhelming. In the past
GMs have turned to wiki applications, but those tools
require GMs to manually create links between topics —
a time-consuming and error-prone task. To assist GMs
with weaving content together and tracking connections,
Realm Works goes a step beyond any wiki and auto-
matically detects and creates those connections for you.
Realm Works will save you a lot of time and hassle, leav-
ing you more time to play the game!

Now, I'm a visual person, like many players and GMs.
When I create a story, I like to see how it will likely play
out and visualize all the connections to other pieces of my
world. So when I build my world, I use Realm Works’ re-
lationship trees and storyboard to see my story as I create
it. Just like images and pieces of information, you can use
Realm Works to share these with players as they venture
through the story. You can even use the relationship trees
and plot outlines to find information. If your players
come across the Kobold Ruins, all you need to do is click
on the “Kobold Ruins” plot point, and all the associated
information is immediately at your fingertips.

SOTRE AMIINE SESSTON
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For GMs that are looking to cut back on the time it takes
to prepare for a game session, Realm Works can assist
you. Within Realm Works, you can instantly see when
players learned a particular piece of information. Did
your players hear some rumors about the adventure’s
adversary, but can’t remember if they learned his name?
Just click on the adversary, and Realm Works displays
all the information tied to that individual! Quickly scan

through it to see exactly what the players have learned
about the bad guy — and also what still hasn’t been re-
vealed to them...

Are you a note taker? The next game session is often in-
formed by the previous one, and it’s common to find both
GMs and players scribbling away notes to themselves for
later. This frequently leads to the all too common “mys-
tery of the missing game note”. Whether it’s in the middle
of an intense combat or a powerful dialog with another
character, ideas often come up when you don’t have time
to fully write them down. This often leads to a hastily
written note, perhaps on the back of a pizza box or on
the corner of a piece of paper. Then comes the moment
when you realize that the note went out in the trash, or
you can’t remember where you wrote it down.

Like many campaign tools, Realm Works allows you to
keep track of your notes, but it also takes note-taking one
step further, as your notes will be automatically linked to
any content they reference. Remember the Kobold Ru-
ins? If you mention them in your note, Realm Works will
automatically link it to the Kobold Ruins entry in your
realm. This makes it simple to find your notes and in-
stantly review the specific story elements they link to.

MASTER YOUR G ANE

As you can see, we have a lot planned for Realm Works.
When released, Realm Works will be available for a spe-
cial introductory price of $49.99, which includes 6
months of our cloud service (a $24.99 value). Want
to learn more? Check out our website: www.getrealm-
works.com. You'll be able to read more about Realm
Works, check out some videos, and stay up to date on the
latest news about the product.

With Realm Works, you’ll have everything you need to
transform your gaming experience. Check it out today!
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Red (5rindylows

By Elton Robb
Tllustration by Michael Scotta, coloring by Elton Robb

With a large head and numerous teeth, this unsightly
creature resembles a goblin from the waist up and a
greasy octopus below. Unlike the others which look the
nearly same, this beast’s color is red.

Red (5rindylow

XP 200

CE Small aberration (aquatic, psionic)
Init +2; Senses darkvision 60 ft.; Perception +4
Racial Buoyancy -30; Depth Tolerance: 300 feet

(Defense

AC 15, touch 13, flat-footed 13 (+2 Dex, +2 natural, +1
size)

hp 5 (1d8+1)

Fort +1, Ref +2, Will +2

Offense

Speed 15 ft., swim 30 ft., jet 200 ft.
Melee spear +2 (1d6+1/x3), bite —2 (1d3)
Ranged spear +3 (1d6+1/x3)
Special Attack tangling tentacles
Psi-like Abilities (ML 1st)
At will—detect psionics, telepathic lash (DC 12)
3/day—thought shield

CR/2

Statistics

Str 12, Dex 14, Con 13, Int 10, Wis 10, Cha 9
Base Atk +0; CMB +0; CMD 12 (18 vs. trip)
Feats Focused Power

Skills Perception +4, Stealth +14, Swim +13; Racial
Modifiers +4 Stealth

Languages Aquan

SQ amphibious

Ecology

Environment any water

Organization solitary, pair, gang (3—9), warband
(10—16 with 1—2 octopus minions), or tribe (17—40 plus 1
ranger sergeant of 1st—3rd level per 20 members, 1 cleric
or barbarian leader of 4th-8th level, 2—8 octopus pets,
and 1—2 grindylow guardians)

Treasure NPC gear (spear, other treasure)

Special Apilities

Tangling Tentacles (Ex) Although a red grindylow
can’t attack to cause damage with its six tentacles, these
wriggling legs constantly writhe and reach out to tug at
and trip adjacent foes. During the red grindylow’s turn,
it can make a single trip attack against any adjacent

foe as a swift action. It gains a +4 racial bonus on trip
attacks made with its tangling tentacles, and if it fails

to trip a foe, that creature can’t attempt to trip the red
grindylow in retaliation.

Red grindylows are a subspecies of grindylow that have
psionic abilities. Like their counterparts, the blues, the
reds stand out with brilliant deep red skin as opposed
to the aquamarine of a regular grindylow. This sets
them apart immediately, making them a target of other
grindylows and their enemies. Reds have it tough in the
world, since they lack changing chromatophores that the
mollusks have.

A red is slightly smaller than the average grindylow,
standing about 3 feet and 9 inches tall. And, like
the aquamarine grindylows, they are not humanoid
creatures. And many enlightened grindylow bands try to
preserve their reds, since those who survive to adulthood
do enhance the band.

Like other grindylows, reds do have a disdain for squid.
Giant or common, a red will assault a squid. Squid are
intelligent predators, and other grindylows view squid as
competitors for much of their food. Reds will telepathically
lash at squid, often attacking the squid first than a pod of
nereids. There are no giant red grindylows sighted, thank
goodness. But as a red improves, he continues to unlock
his psionic potential. Every two levels, a red gains new
powers as a psion half his level (a 6th level red has powers
equivalent to a 3rd level psion).
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el B)oreth

by Creighton Broadhurst, illstrated by Marc Rodskov

Bel Toreth has roamed the world for centuries, seeking
pleasure and violent death in equal measure. A hunter,
he has developed superlative physical abilities enabling
him to run down and kill all but the most resilient (or
lucky) prey.

Background: A wholly self-centred individual, Bel
Toreth is a lone hunter. He has wandered the Prime Ma-
terial Plane for longer than he can remember and count-
less folk have died screaming at his hands.

For a while, he masqueraded as an oracle prophe-
sising to a cult of snake god worshippers. He took great
delight in making increasingly insane prophecies and
watching exactly how far the cultists would go to fulfill
them. Ultimately, he grew bored and all but exterminated
the cult, but a few members survived and now hunt him.
He has not seen a cultist for a decade or so, but still re-
mains vigilant; the last cultist he slew bore a talisman that
seemed to lead him to Bel Toreth. He has since destroyed
the talisman, but its existence troubles him — could the
cult have yet more of such items?

Personality: Bel Toreth has several loves in life:
chief among these are the thrill of the chase; the taste of
fresh, yet screaming flesh; and the decadent luxuries only
found in the largest of cities. Never found in the wilder-
ness — it is too muddy, cold and cheerless for one of his
refined tastes — he lives among this prey, clothed in what-
ever form currently pleases him.

As do many of his kind, Bel Toreth scoffs at religion.
Consequently, he takes particular pleasure in slaying
clerics and priests — their ethos or patron make no dif-
ference to him. Sometimes, once he has slain a priest, he
takes that priest’s form and creates murder and mayhem
before disappearing.

Mannerisms: Bel Toreth has a beguiling, confident
smile. The last thing most of his prey see is his grinning
visage.

Distinguishing Features: In whatever form he
chooses to assume, Bel Toreth’s eyes are often subtly co-
loured with red streaks.

Hooks: Bel Toreth haunts the seedier reaches of a
large city, preying on the weak and the helpless as well
as those do-gooders trying to save them. He enjoys lead-
ing would-be saviours deep into the warren of alleyways
comprising the slums before striking. The PCs could be
his target, or they could hear screams for help abruptly
cut off and rush to help.

BELIORETH CR 14 (XP
38,400)

Thi lar ] id] he head of :

Male advanced rakshasa monk 6

LE medium outsider (native, shapechanger)

Init +13; Senses darkvision; Perception +25, Sense Mo-
tive +19

Speed 60 ft.; ACP 0; Acrobatics +22 (+34 jumping), Fly
+17, Stealth +28

AC 44, touch 27, flat-footed 17; CMD 47; Deflect Arrows,
Mobility

(+4 armour [mage armourl], +7 class, +9 Dex, +1 dodge
[Dodgel, +9 natural, +4 shield [shield])

Immune disease

Fort +19, Ref +22 (evasion), Will +19; +2 vs. enchant-
ments; SR 25

hp 236 (16 HD) DR good and piercing/15

Space 5 ft.; Base Atk +14; CMB +22 (+26 disarm, grap-
ple)

Melee unarmed strike +24 (1d8+6/19-20) or

Melee (flurry of blows) unarmed strike +24/+24/+19
(1d8+6/19-20) or

Melee +1 adamantine kukri +24/+19/+14 (1d4+7/18-
20) or

Atk Options Combat Expertise, Improved Disarm,
Improved Grapple, Stunning Fist (6/day, DC 19, fa-
tigued), ki pool (magic, 9 points)

Special Actions change shape (any humanoid; alter
self), detect thoughts (CL 18)

Detect Thoughts (Su [free]) Bel Toreth can detect
thoughts as detect thoughts (DC 21 Will resist). When
he uses this ability it functions as if he had spent three
rounds concentrating and he thus gains the maxi-
mum amount of information.

Sorcerer Spells Known (CL 7th; concentration +13)

3rd (6/day)—fly, haste




( and (8/day)—false life, invisibility, see invisibility

1st (8/day)—mage armour, magic missile, shield, silent
image, true strike

o—dancing lights, detect magic, ghost sound (DC 16),
mage hand, mending, message, prestidigitation

Combat Gear elixir of hiding, elixir of tumbling, potion
of cat’s grace, potion of owl’s wisdom

Abilities Str 22, Dex 28, Con 28, Int 15, Wis 22, Cha 22

SQ fast movement, manoeuvre training, slow fall (30 ft.)
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Feats Combat Expertise, Deflect Arrows®, Dodge, Im-
proved Critical (unarmed strike), Improved Disarm?,
Improved Grapple®, Improved Initiative, Improved
Unarmed Strike®, Mobility, Stunning Fist®, Weapon
Finesse, Weapon Focus (unarmed strike)

SKkills as above plus Bluff +23, Diplomacy +19, Disguise
+27, Perform (sing) +19

Languages Abyssal, Common, Infernal, Undercommon

Gear as above plus cloak of resistance +1

Lo
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Player Advice:
WhY. Do, Jou

dventure?Q

y Creighton Broadhurst (Raging Swan) ¢
Art by William McAusland (Outland Arts)

KNOWING WHY YOUR PC ADVENTURES IS A
CRACKING WAY OF UNDERSTANDING HOW HE
MIGHT ACT WHILE DELVING DUNGEONS. IT IS A
DANGEROUS PROFESSION AFTER ALL AND FEW -
IF ANY — INDIVIDUALS TAKE IT UP FOR NO GOOD
REASON.

Sometimes writing a lengthy background for your PC is
too much hassle. You might not be able to find the time or
the inclination to be creative. Alternatively, it may be you
suspect the PC may not survive the rigours of his chosen
profession for very long and the effort of a long, involved
background seems a waste. Deciding why he adventures,
though, is a great way of getting quick insight into his
character.

PCs can decide to adventure for any number of reasons.
A few of the most common include:

+ Accused of a Crime: The PC has been accused of
a serious crime (perhaps justly, perhaps unjustly). To
escape their punishment (or to pay off a hefty fine) he
now adventures. If the PC was wrongly accused, he
may also be looking for revenge or the means to prove
his innocence.
« Bloodthirsty: The PC loves violence and meting
out death to his enemies. The only way to do so legally
is to adventure.
« Fame & Glory: The PC has a burning desire to be
famous; slaying monsters, exploring renowned death
traps and protecting the innocents is an excellent
way of achieving fame. He may alternatively seek to
prove his worth to a specific organisation — perhaps
an order of knighthood or a wizards’ guild — so that he
might be welcomed into its august ranks.
« Love: To prove his worth to his beloved, the PC
is adventuring. He may be seeking unending wealth,
renown or a certain object stipulated by his love.
« Power: The PC desires to be powerful. PCs that
adventure to accumulate power normally do so for
some other (hopefully benign) reason.
« Protect: Many PCs take up the adventuring life
to keep the realm, faith or something else safe from
monstrous incursions or other threat.
+ Rescue: The PC may be searching for a missing
loved one. They may have simply disappeared one day
or could have been taken during a raid by slavers, orcs
or some other group.
« Revenge: The PC has been wronged by someone
and they adventure to gain the means or power to
have their revenge.
« Seeking A Legendary Object: Obsessed with
a particular item — perhaps an artifact or holy relic
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— the PC quests to gain it for himself. Alternatively,
the PC could be seeking forbidden knowledge, a lost,
legendary locale and so on.
« Thrill Seeker: The PC was bored in his former
life; adventuring provides the thrills he seeks.
» Told To Go: The PC has been told to adventure by
someone else — perhaps a local noble, religious leader
or family member. He could even have been kicked
out of home. Interestingly, this kind of adventurer
might not actually want to be an adventurer and could
dream of settling down some day.
« Wanderlust: The PC wants to travel the wide
world and see all there is to see. These PCs are
wanderers and rarely stay in the same place for long.
If you enjoyed this article, check out ragingswan.
com/articles. There, I post advice articles on a wide
range of subjects including Player Advice, GM Advice
and Freelancer & Publisher Advice. You can read and
comment online or grab any article as a free PDF
download. I hope you enjoy them and that they improve
your game!

About Creighton

Creighton lives in Torquay, England where, apparently,
the palm trees are plastic and the weather is warm. He
shares a ramshackle old mansion with his two children
(“Genghis” and “Khan”) and his patient wife. Famed for
his unending love affair with booze and pizza he is an
enduring GREYHAWK fan.

An ENnie Award winning designer (Madness at
Gardmore Abbey) Creighton has worked with Expeditious
Retreat Press, Kobold Design, Rite Publishing, Paizo and
Wizards of the Coast. He believes in the Open Gaming
License and is dedicated to making his games as fun and
easy to enjoy as possible for all participants. Reducing
or removing entry barriers, simplifying pre-game prep
and easing the GM’s workload are the key principles of
Raging Swan Press’s products. You can read his thoughts
on game design at raging-swan.livejournal.com.

About OWAll
William McAusland is a freelance illustrator and
designer who has produced role playing game imagery
for a wide assortment of publishers. Among his clients
are Wizards of the Coast, Scholastic Books, Goodman
Games, Kenzer & Company, Fantasy Flight Games and
many more. You can check out his portfolio at http://
www.mcauslandstudios.com.
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Owenty (Questions with “Jeremy Smith

by Steven D. Russell

1. Could you tell us a little about yourself?

By day I'm a software developer, originally from New
York, who moved to Texas to be with my wife. By night,
I'm an avid gamer and game designer. My wife and I
have two young children (2 Y2 years and 3 months) and
we're starting to teach the oldest about gaming.

2. What is your home game like?

For a very long time, all we played was 3.5 and then
Pathfinder. Our current gaming group is a pretty stable
group of five. We've started trying out other games, but
Pathfinder is where we go when we want an immersive
story that spans multiple game sessions. Games range
from serious to silly, with the crazy moments the

most memorable, but we all get really invested in our
characters and it seems like we spend more time on
character development and backstory than on actual
gaming.

3. What is your favorite Paizo product?
Although I'm currently spending a lot of time reading
Mythic Adventures, I'd say the Advanced Player’s
Guide is my favorite. Archetypes altered our game
play immensely, and how I designed new products for
Dreamscarred.

4. You are currently Founder for Dreamscarred
Press, how did that start and how would you
characterize the company today?

I started Dreamscarred Press because I was
disappointed with the lack of psionic support. This was
back before Pathfinder came out, but when there were
a lot of third-party publishers for 3.5 D&D. When we
first started, we were making very niche products and
were relatively unknown. Now, thanks to the success

of two Kickstarters and other publishers adopting our
psionic rules for Pathfinder, we’ve become a pretty well-
recognized publisher.

5. What is your favorite Pathfinder Roleplaying
Game compatible product you worked on and
could you tell us a little about it?

Right now, that’s Ultimate Psionics, our psionic mega-
tome that combines Psionics Unleashed, Psionics
Expanded, and Psionics Augmented into a single hard-
cover book. Although we left the monsters out to go into
the Bestiary, the book is massive and has everything you
need to use psionics in your game. Lots of races, lots of
classes, tons of archetypes, feats, and powers.
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6. What was your best
moment working on
that product?

Honestly, getting it
released and sent to the
printer. From the inception
of working on the base
material for the book,

it was over three years
before it was completed.
Getting it out the door was
an amazing moment. But
while working on it? The
reception to the graphic of
the aegis, with a little blue
goblin in this giant suit of
armor. He’s become our unofficial company mascot.

7. What do you feel was the most ingenious part
of that product?

We have a section in there that explains how to change
the theme of psionics without actually changing any

of the mechanics. One thing we hear pretty frequently
is that psionics doesn’t “fit” a particular group’s game.
So we gave instructions on how to change psionics into
“rune magic.” All it takes is changing the names, the
mechanics of the system stay the same.

8. What was the most challenging aspect of
working on it?

The sheer size of it. It’s over 400 pages and that’s with
us actively working to shrink the page count for print
cost reasons. Maintaining consistent style of graphics,
writing tone, and just organizing all of the content was a
full-time job.

9. Did you learn anything while working on it?
Ilearned a lot of things about layout that I didn’t know
before. Considering I do a lot of the layout work for
Dreamscarred Press, that was a tremendous boon. I also
learned that however much time you think it’s going

to take to develop something, unless you do this for a
day job, triple it, because playtesting always finds little
things that can be really tough to fix.

10. Other than your own work and
Dreamscarred Press’s products, what is the
best Pathfinder Roleplaying Game compatible
product out there?

That’s actually a really hard question, because there are
some great Pathfinder RPG products for very different
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reasons. Rappan Athuk from Frog God Games is a
phenomenal mega-dungeon. But overall, I have to go
with Jon Brazer Enterprises’ Book of the River Nations:
Complete Player’s Reference for Kingdom Building.
While the rest of my group isn’t so inclined, I absolutely
love kingdom-building campaigns and had to go and
get this book after reading buzz about it. I was not
disappointed, it is a great book if you enjoy kingdom-
building in your games.

11. What in your opinion makes a good
Pathfinder Roleplaying Game compatible
product?

To be a good product, it has to have something new
that is mechanically balanced and that is fun to play.
You really need all three. If you make something that

is mechanically balanced and fun, but with nothing
really new, there’s not much of a draw to pick that over
something else. And fun and new is great, until it breaks
your game.

12. Who is your favorite designer of Pathfinder
Roleplaying Game compatible products? (Not a
company but the name of a designer)

It’s a toss-up between Owen Stephens and Steve Russell.
Both come up with lots of cool ideas that I actively look
for ways to use in our books and both like psionics and
support it in their own projects.

13. What advice would you give to would-be-
freelancers?

Keep the lines of communication open. I don’t mind
project delays as long as progress is being made, but I
need to know what’s going on and the project needs to
eventually be completed. Also, be ready for constructive
criticism. You might absolutely love an idea, but that
unfortunately doesn’t mean it’s good. There is a long list
of projects we’ve had internally that have simply been
scrapped because they ended up being bad ideas.

14. Who is your favorite tabletop RPG
illustrator?

Right now, Joe Shawcross. While I've worked with and
still work with many fantastic artists and have seen some
amazing art from other publishers, Joe has become our
go-to illustrator for a lot of projects. He’s now done the
cover for Path of War, the cover for the Seventh Path,
and tons of interior artwork.

15. What has been your most memorable fan
response to your work?

Our Ultimate Psionics Kickstarter has taken far, far
longer to complete than we expected, and I've had more
than one of our backers respond to our updates and
apologies of the delays with thanks for keeping them
updated and that they’d rather it be done right than
rushed. When you’re so used to people pushing to get
things done, it’s really nice to have fans who recognize
and appreciate that taking the time to make sure things
are ready to go is the right way to do it.

16. Could you give us an
exclusive hint or teaser about
an upcoming product you are
working on?

It’s hard to give teasers since we
tend to be pretty transparent about
our projects. There’s also lots of
products that we have planned
that may never see the light of day.
But we do have our Third Dawn
Campaign Setting that’s going to
have a Kickstarter soon. And an exclusive teaser that
we’ve not shared with anyone is that there’s not just
going to be the Campaign Setting, but we are going to
be offering optional rewards geared toward gamers — a
bag to hold your gaming books, a Third Dawn writing
journal and pencil, and things like that.

ULTIMATE
PSIONICS
oy \*

17. Do you have any goals for Dreamscarred
Press that you have yet to obtain or overcome?
I'd like to get it to where I can work on Dreamscarred
Press full-time. It’s hard to do as a single-income family
of four, but that’s still the goal. That means making
high-quality products that people want and expanding
into different markets, like we’ve done with our new line
of miniatures.

18. Can you tell us a little about Path of War?
One of the big projects we have going that generated

a lot of buzz is Path of War, a redesign of the Tome of
Battle from 3.5. We've released three parts of it and it’s
currently undergoing revisions based upon fan feedback
before we prepare for the fourth part and then the
compilation. It keeps getting asked, and yes, it will be
available in print!

19. You mentioned having a line of miniatures?
Yes, our second Kickstarter was to fund four psionic
miniatures for the psion, psychic warrior, soulknife,
and wilder. The response was amazing and we're now
up to eighteen miniatures. Thirteen of them are now in
production, and the other five should start production
later this month! We’ll be making these miniatures
available for sale through our own store, through the
Paizo store, and hopefully through retail stores soon.

20. Is there anything else that folks should know
about you and/or your work?

While we like to push the limits, our commitment is

to releasing products that are balanced against the
Pathfinder RPG. If you've not given our psionics or Path
of War books a look out of fear that they’re overpowered,
I'd suggest checking them out on d2opfsrd and give
them an honest chance. These rules have come a long
way from the 2nd edition psionics rules and we’ve had
the input from years of playtesting with gamers around
the world to try to get them right.
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What 0 insane yearthis was ™1 wrote more reviews
than ever before, to the point where it was sometimes
almost a chore. Then again, the 3pps of PFRPG
have created MASSIVE loads of content: Ambitious
Kickstarters finally saw the light of day, some new 3pps
(like Amora Game and Rocks Fall Games) stepped
up their game immensely and a plethora of complex
classes (especially by Interjection Games) have been
released for advanced players. An exciting year full of
awesomeness, but before I get into the Top Ten list let
me mention a couple of products: In order to get this
done SOMETIME (and not delay it more), I had to cut
off some end-year books - those will instead get a chance
to be in 2014’s list. Very hot contenders for this honor
would be “Journey to Cathreay” by 4 Dollar Dungeons
and “Obsidian Apocalypse” by LPJr Design - both WILL
see reviews soonish.

On the non—@@@(—}
horizon;
% Ll Best Non-PFRP(5-

setting / system:

Rite Publishing: Tords of

B (Gossamer and Shadows
(Piceless)

Superb production values, sky’s the
limit regarding imagination, easy to grasp rules - what’s
not to like! I LOVE this game and it makes a superb
complimentary system for those times you get frustrated
by rules not working properly or dice getting in the way
of storytelling.

PBest Non-PFRPG
Adventure:
@e[grane Press - Eternal

ies (Qrail of Cthulhu)

You might not know this, but I'm a
huge CoC/ToC-fanboy and have a
rather neat collection of RPG-books
for the systems. Eternal Lies ranks as one of the best
campaigns I've seen for any Cthulhu-system - it’s
glorious and I'm not going to SPOIL the awesome
premise here. Every Keeper should check this out - it’s

Endzeitgeist’s

Dop Den of 2013

% By Thilo Graf

one magnificent beast.

One final disclaimer - this list, more so than my reviews,
reflects my very personal tastes - it’s not based on any
neutrality and just is about what *I* consider excessively
awesome. That is not to say I don’t see potential
problems here and there or that I don’t consider my
opinion superior. If you feel that something ought to be
here (or doesn’t belong!), drop me a line on endzeitgeist.
com. If a book here has not yet a review, rest assured it
will see the light of day VERY soon. All right, here are
the 10!

gzress

other one with a review still in the
wings - this collection of adventures
goes all into the realm of legends -go awesome or go
home is the maxim and it works - for the most part. A
glorious anthology full of imaginative designs, this drips
with iconic set-ups, legendary characters and the very
yarn from which legends are woven.

(Enemies of (NeoExodus:
; Cyrix b Jr Pesi

# This superbly crafted NPC with his

) TWO background stories, various,

f ingenious builds and stellar artwork

is the standard by which all NPC-

! supplements from here on out will be
measured. In any other year so far, this

would have been on the list.

- Razor Coast by Frog (50d

(ames
I can hear the collective gasps - Yes,
I'm a fanboy of Nick and yes, there
would be no Endzeitgeist sans Razor
Coast. Heck, I probably would have
never found Open Design on dived into
' Pathfinder. So yes, I love this tome -
but it also has some components that
rub me the wrong way and slightly mar what would
otherwise be a no-brainer #1 for me. There’s a reason
my review of this colossus is still in the wings...Still, for
naval adventures with a colonial flair, there’s no way
past this twisted gem.
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® Necropunk Campaign
Setting by ittle (Red (50blin

| (ames
| Unique. That describes this setting
best. No magic, transhumanism,
humanocentric - addressing
¥ philosophical questions - Necropunk
came completely out of left field for me
and makes for one thoroughly compelling, weird sci-fi
vision that, while not always hitting the perfect notes in
all the classes, supplements its ridiculously cool setting
with unique rules for social combat, phase combat etc.
Necropunk is ambitious, beyond what I thought LRGG
capable of and it proved me triumphantly wrong. If
you're fed up with fantasy or look for some thoroughly
DIFFERENT rules, check this out!

#10: So What's G)he Exotic
Mount Uike, Anyway? by
e Exorc Q{?ging Swan Press

BN Fxploding horses. Scaled mounts - this
collection of tables provides various
glorious means to modify all kinds

of mounts and add various strains to
strange critters with what amounts to
nano-templates and superb reskins in
the respective entries, helping you to add more sense

of diversity and the sense of the magical to your game’s
mounts. For the low price utterly non-optional.

SUPER
LT 9 Ohe Qyinker: (Master
e M of Modular Mechanical

DS Mayhem + Super Mega
(Ultra Mecha Frighting for
Me, You and A[l of our

Oriends by CInterjection (zames

So yeah, I'm cheating - The Tinker-class per se is
unwieldy, clunky at times...but oh boy is it glorious!
Commanding small armies of automata and potentially,
with the PrC, getting your own FRIGGIN’ MECHA. As a
child of the 8os who considers Saber Rider to be one of
the most badass shows of his childhood, this tugs at my
heart’s strings and is just awesome. Not for the faint of
heart, but glorious and well-deserving of this spot.

LEGENDARY CLASSES.
MORE COVENANT MAGIC

*8 Jegendary (lasses:
Covenant Magic by Purple

Puck (sames

Don’t be fooled by the exceedingly lame
cover. The artwork herein is awesome!

%

Plus: Not only is the Medium an extremely fun, unique
and complex base-class, this supplement also provides a
great way to combat the Christmas-Tree-Syndrome with
covenants as a means to reward players - and, as every
reader of the Dresden Files knows, having a covenant
with Mab can be very useful, but also comes with a host
of roleplaying possibilities. Plus: Purple Duck Games has
released an expansion! Yeah!

*7 Snow QWhite Part ¢ +

B CI°1 by Adventureaweek.com
| 1like dark, somewhat gritty, very
% medieval feeling fantasy - and this
delivers in spades, taking on the
Snow White myth in a thoroughly
original take based on the ORIGINAL
versions of the tale, not the disneyfied
one. Chases. Intelligent sinkholes.
Seven Dwarves as essentially terrorists. Magical herbs.
Minotaurs, Diplomacy - these modules offer A LOT and
for me, were simply GLORIOUS.

101ia(5iua[ilics #6 10] NStiC Site Qua[ities
& a2 W 0y Rite Publishin

This is perhaps a surprising choice for
some of you, but I LOVE THIS BOOK.
Magic ought to be more than spell-
slinging, it should infuse the world

and this toolkit offers a HUGE array of
awesome rules that not only make your
world feel more special, it also makes fights much more
exciting/versatile. This should be in every GM’s toolbox
and is an overlooked gem that deserves MUCH more
attention - so check it out!

#5 It Came from the Stars
Campaign (suide by Jombie

Sky ?vess

I love the weird, more so when I get

it in a beautiful full-color hardcover
that brims with imagination and cool
options: Symbiotes, weird classes,

the option to play swarms or sentient
amoeba, strange worlds, cool critters and 3 stellar
adventures make this an all-around awesome package
for all fans of the unconventional - highly recommended!

#4 ((ltimate Pattle by

egendary (sames
I love Ultimate Campaign - it changed
how I run my campaigns and from
downtime to settlement-improvement
and war, it covers all the cool stuff my

Path M i
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players love to do. But the mass combat fell a bit flat of
what we were looking for - enter this superb example

of tightly-written awesomeness: Ultimate Battle finally
made mass combat WORK with all the options it should

have. Vastly improving an already neat system, this book

belongs in the library of every GM who even remotely

harbors the idea of introducing mass combat. Even more

so than its companion Ultimate Rulership, this should
be considered a required addition to Paizo’s Ultimate
Campaign.

#3 Courts of the Shadow
Courts gey BY obold g)l‘ess

854 1 love the fey, I Tove what Kobold
Press has done with them and I
cursed missing out on this due to

its original system - then along

came Ben McFarland, who took the
material of Kobold-in-chief/design-
legend Wolfgang Baur and gloriously
converted it to PFRPG - the result is a module that had
me slack-jawed for about 99% of the reading - courtly
intrigue, imagination galore, the best banquet scene
I've seen in any module and oh so much to do: An epic,
lethal social sandbox full of iconic imagery, this one is
simply glorious in all the right ways.

Ac o 2 (Companions of the
& Oirmament by (Geek

“Industrial Complex
- This book makes flying and aerial
campaigns work and takes the
disjointed rules and not only collates them in an
awesome way, it also provides rules for falling, missile
mooks by the dozens and rules upon rules, from
simulationalist to cinematic for just about everything
you could desire - the quality of this book hit me
completely out of left field and stunned me. This belongs
into the library of any GM who wants to add anything
flight-related really to his/her campaign. A non-optional
purchase if there ever was one.

Dollar Pungeons

I can see you all go “wtf” right now and
bet that a lot of you probably won’t
even know about these two. Written
by Richard Develyn, these two humble
modules blew me away and try as I
might, I couldn’t decide which one
Iloved more (Plus, making this list bee —
already took MUCH longer than any

year before that...) - both provide a level of detail almost
unprecedented in commercial modules sans bogging

it down. Both have subtle, unobtrusive humor. both
manage to convey a holistic sense of a concise world, a
fantasy that makes sense even in the face of skeptical
scientist-players without losing the feeling of the
magical.

Horn of Geryon is one of the best 1st level modules
EVER - breathing the spirit of old-school gaming, it
features superb terrains, iconic locales,
smart tactics, cool NPCs and lethal
confrontations. Have I mentioned that
the TIDES actually influence many
locales and feature in the organic,
logical puzzles? The tidal tracking
charts? Survival, wilderness - pure
awesomeness for 4 bucks. Mind
boggling.

Panataxia then would be the best
planar module (with perhaps the exception of Coliseum
Morpheuon, but that one is high level, whereas
Panataxia is for level 2...) I've seen since Planescape’s
cancelation - in a thoroughly iconic and unique setting,
one encounter in this module can contain more ideas
than some whole modules I've read. It’s very hard to
pin down why these modules are so great: Apart from
superb writing, being extremely comfortable to use for
the GM, look-see-art for players and their awesome,
sandboxy set-ups, these modules are also rather long for
their extremely fair price-point.

Their crowning achievement, at least in my opinion,
would be that they manage to transport the sense of
wonder associated with old-school gaming, this notion
of a very concise, wondrous, alien world and transport
it into Pathfinder. These modules encapsulate and
showecase all that is great about old-school gaming
without falling prey to simple nostalgia or rehashing
tried and true tropes or bad design decisions, instead
creating something thoroughly unique, smart and
radiant. Do yourself a favor and check them out - their
price is a complete and utter steal (both clock in at over
60 pages!) and if you're like me, you'll be salivating for
more after reading them - which btw, in and of itself

is a rather pleasant experience: The writing is not only
concise, it is a joy to read - I for one, hope that Richard
Develyn will never, ever stop writing modules like this
and I know that the sentiment is shared unanimously by
my jaded hard to impress group of players.

Thilo "Endzeitgeist” Graf
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Open Game License 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 otherwise
distribute; (d) “Open Game Content” means

the game mechanic and includes the methods,
procedures, processes and routines to the extent
such content does not embody the Product Identity
and is an enhancement over the prior art and any
additional content clearly 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. (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, 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 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.

All proper names, Logos, Company Names,
Images, Graphics,editorials, interviews, fiction,
and reviews are product identity all other content
including translated common names are open
gaming content.

8. Identification: If you distribute Open Game
Content You must clearly indicate which portions
of the work that you are distributing are Open
Game Content.

9. Updating the License: Wizards or its designated
Agents may publish updated versions of

this License. You may use any authorized version

of this License to copy, modify and distribute any

Open Game Content originally distributed under
any version of this License.

10. Copy of this License: You MUST include a
copy of this License with every copy of the Open
Game Content You distribute.

11. Use of Contributor Credits: You may not
market or advertise the Open Game Content using
the name of any Contributor unless You have
written permission from the Contributor to do so.

12. Inability to Comply: If it is impossible for You
to comply with any of the terms of this License with
respect to some or all of the Open Game Content
due to statute, judicial order, or governmental
regulation then You may not Use any Open Game
Material so affected.

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

14. Reformation: If any provision of this License

is held to be unenforceable, such provision shall be
reformed only to the extent necessary to make it
enforceable.

15. COPYRIGHT NOTICE

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

System Reference Document. Copyright

2000, Wizards of the Coast, Inc.; Authors Jonathan
Tweet, Monte Cook, Skip Williams, based on
material by E. Gary Gygax and Dave Arneson.
Pathfinder RPG Core Rulebook. Copyright

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

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.

Advanced Player’s Guide. Copyright 2010,

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

Pathfinder Roleplaying Game Bestiary

2, © 2010, Paizo Publishing, LLC; Authors
Wolfgang Baur, Jason Bulmahn, Adam Daigle,
Graeme Davis, Crystal Frasier, Joshua J. Frost,
Tim Hitchcock, Brandon Hodge, James Jacobs,
Steve Kenson, Hal MacLean, Martin Mason, Rob
McCreary, Erik Mona, Jason Nelson, Patrick Renie,
Sean K Reynolds, E. Wesley Schneider, Owen K.C.
Stephens, James L. Sutter, Russ Taylor, and Greg
A. Vaughan, based on material by Jonathan Tweet,
Monte Cook, and Skip Williams.

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

Pathfinder Roleplaying Game Bestiary

3, © 2011, Paizo Publishing, LLC; Authors Jesse
Benner, Jason Bulmahn, Adam Daigle, James
Jacobs, Michael Kenway, Rob McCreary, Patrick
Renie, Chris Sims, F. Wesley Schneider, James

L. Sutter, and Russ Taylor, based on material by
Jonathan Tweet, Monte Cook, and Skip Williams.
Book of Templates: Deluxe Edition, ©

2003, Silverthorne Games; Authors: Ian Johnston
and Chris S. Sims.

Red Jester from the Tome of Horrors Complete,
Copyright 2011, Necromancer Games, Inc., pub-
lished and distributed by Frog God Games; Author
Scott Greene
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PATH LESS TRAVELED by Jacob E. Blackmon

I don't get it,
Corby...

*sigh*
What don't you
get, Ballista?

You're a gifted bard,
rich patrons shower
you with gifts,
and women swoon!

So why, by all
the gods, are you
so damn...
MOODY?!
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Wre you regady for (ddventure?

After four popular issues and a successful Kickstarter, Adventure Quarterly is embarking
on an exciting second year. Called the spiritual successor to Dungeon magazine,
Adventure Quarterly offers GMs and players adventure variety and plenty of tools to
take their games to the next level. Adventure Quarterly is upping the ante with award-
winning writers, hand-drawn maps, and custom art.

“Ruins Perilous” and the “Miscellaneous” series are staples of low level adventure and
fine details only a player would think to ask, respectively. We’ve been into a dreamscape
the PCs must escape before their bodies die or their spirits would wander for eternity.
Players and GMs alike were introduced to an organization bent on bringing its demon
lord into the PCs’ world from all those willing to sign the dotted line. A diabolical cook
cornered the market on exotic gastric delights that left his customers unable to appreciate
another’s cooking.

Those are the places we've been. See where we’re going next.

Adventure Quarterly is sold as single issues and a year’s subscription in print and pdf
formats. Find it now at RitePublishing.com.
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Mike Welham, Michael Allen, and Bret Boyd
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