R ¢9EWIG P RN M) RN ¢9ELIG 4 A% G 940 A% <M

BUBPISHING



R R R,
s ek o P

AUTHORS Scott Janke CREATIVE DIRECTOR Robert Gresham
COVER ARTIST Dean Spencer EDITOR Robert Gresham
INTERIOR ARTIST Dean Spencer, Tan Ho Sim WAYWARD ROGUES PUBLISHING LOGO
BY Robert Gresham
PAGE TEMPLATES Rick Hershey
LAYOUTS BY Robert Gresham

CONTENTS

SPECTRUMANGCER CILASS. ..« oo csimsisnsssonssssssnessssmsssiossessssmmsssssssnsmpansmsrssipsasssd
TABLE: SPECTRUMANCER :.ociiisiocsin et bt o ek B
SPECTRUMANCER PRISIM FOCI ............... T e e e ok s N E TN 4

INEW SPELLS ....ccomrmmmminnsnensinmsanssinsissposamsmsmarss Seridaiates
N W R B AT S o e L e e e ENEOEY S r AR Y )

Compatibility with the Starfinder Roleplaying Game requires the Starfinder Roleplaying Game from Paizo Publishing, LLC. See http://paizo.com/starfinder/
for more information on the Pathfinder Roleplaying Game. Paizo Publishing, LLC does not guarantee compatibility, and does not endorse this product.

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

Product Identity: The following items are hereby identified as Product Identity, as defined in the Open Game License 1.0a, Section 1(e), and are not Open
Content: All trademarks, registered trademarks, proper names (characters, deities, etc.), dialogue, plots, storylines, locations, characters, artworks, and
trade dress. (Elements that have previously been designated as Open Game Content are not included in this declaration.)

Open Content: Except for material designated as Product Identity (see above), the game mechanics of this Wayward Rogues Publishing game

product are Open Game Content, as defined in the Open Game License version 1.0a Section 1(d). No portion of this work other than the material
designated as Open Game Content may be reproduced in any form without written permission.

BUBIFISHI

T —




, A
& + TONSTIiTUTION MIODITiIER

The spectrumancer manipulates energy with a’special emphasis
on the electromagnetic spectrum. She starts'with a photon ray and
the ability to focus her concentration in one of three areas of the
EM spectrum: ultraviolet, visible light, and infrared. As she
advances she learns to bend light’s other properties to her will,
make it invisible, poison it through radiation, or turn its energy &
into solid matter. She also manipulates light through spellcastlng
and knows all illusion spells appropriate to her level. Advanced
spectrumancers may learn other spells that mimic light'’s °
properties. ' y
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Your Wisdom lets you focus the light
around you into the energy and matter that |

»you wish. A high Dexterity score aids in
your photon blast and increases your
Armor Classes.
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S + INTELLUIGENCE iMODicicn
Acrobatics (Dex) Mysticism (Wis)
,Bluff (Cha) Physical Science (Int) .

* Diplomacy (Cha) « Profession/(Cha, Intor:Wis)
Disguise (Cha) * Sense Motive (Wis)
Intimidate (Cha) Stealth (Dex)

Perception (Wis)

‘ARMOA
Light
~ . ESAPONS
basic melee weaponsand
* small’arms
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Level Base Attack FortSave RefSave Will Save  w Class Features Spells Per Day (by spell level)
Bonus Bonus ~ Bonus  Bonuse Ist Znd 3rd 4th 5Sth Gth
Photon ray, electromagnetic
attunement, spell light ability
Prism focus, talented
Spell focus, weapon specialization
Prism focus

~Na

Matter is energy. Prism focus
Radiation aura: medium
Prism focus

Greater EM attunement, Prism focus

Prism focus

Prism focus
Radiation aura: high
Prism focus

+3 Prism focus
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+3 Prism focus, radiation aura: severe,
glowing cacoon

PHOTON AAY (W) RO I action). You may increase it up to 3 attunement
You may focus the light around you into a narrow beam  points at which time you are fully attuned.
to target your foes. This is a ranged attack that deals IdB At | point of attunement, your photon ray does
energy damage. At third level and every 2 levels above normal damage. At Z points of attunement you add
third this increases by IdB. This damage also increases /2 your spectrumancer level to damage. When fully
when you are attuned to an area of the light spectrum attuned you also add your Wisdom modifier to
(see below). You can use this ability a number of times damage. Additionally, when you have 2 attunement
equal to your /2 your spectrumancer level plus your points in the ultraviolet area of the spectrum, the
Wisdom modifier. When you spend a resalve paint to first damage dice of your photon ray increases to
regain your stamina, this number also gets replenished.  1d8. When fully ultraviolet-attuned you may blind
your target for two rounds (a successful Fortitude

ELECTAO MASNETIT (ST LEUEL

=peigiloilong b Save negates) in addition to damage. When you

When in battle, you enter a state of pure focus. At the have 7 attunement points in the infrared area of
start of your first turn in combat, if you are conscious, the spectrum, you may shoat two photon rays at
you must choose to focus on one of the three areas of the same target. When fully infrared-attuned you
the light spectrum: visual light, ultra-violet, or infra-red. ~ MaY daze your target for two rounds (a

While ultra-violet and infra-red tend to have mare successful Will Save negates) in addition to

dangerous options, the visual light area of the damage. The DCs for these Saves are o+ your

. spectrum is more versatile. Each subsequent turn of Wisdom modifier. Whether or not the Save is

L combat, you must choose to increase your focus in  Stccessful. one point of attunement fades away.

the current area (a move action), maintain it Additionally, many prism focus options (see

(free action) or to let it fade by | paint (no below) activate only while in attunement.
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SPELLS

You cast spells from the illusion school drawn
from both the mystic and technomancer spell
lists. You know every illusion spell of a level you
are able to cast though you must have a Wisdom
score equal to at least +I0 the spell's level. Some
prism focus options (see below) can expand this
list to other light-related spells, such as dancing
lights, see invisibility or darkness. The Difficulty
Class for a saving throw against your spell is 10 +
the spell's level + your Wisdom modifier.

You can cast only a certain number of spells of
each spell level per day. Your number of spells per
day is given on the Table on page 3. In addition,
you receive bonus spells per day if you have a
Wisdom modifier of +1 or higher. You can also cast
0-level spells, but there is nao limit to how many
0-level spells you can cast each day.

SPELL LiSHT
ABILITY 5P

You can manipulate light and the electromagnetic
spectrum into barriers and energy to create the
effects of the following spells. Your level of
spectrumancer is used as your caster level for all
variable effects. Dancing lights can be used at will,
while the others are limited to a number of times
per day equal to your Wisdom modifier.

At Ist level you can use daze, keen senses,
reflecting armor, and wisp ally. At 3th level you may
use darkvision and fog cloud and at 8th level you
May USE irradiate and synaptic puise. At llth add

remove radioactivity and resistant armor, add greater

L iST LeuEL

synaptic pulse at level 14, and enshrining refuge at
level 17.

TALENTED ErD ENCIDy CSUEL
The spectrumancer adds /2 her class level to

Perception and Stealth checks.

PRISM FOQUS (GW) 20D LEVEL
Starting at second level and every even level

beyond then, the spectrumancer learns an ability

related to her studies in light. Most of these
modify her photon blast, or only work when in a
specific attunement, while others affect her skills
or spells. Any focus requiring a Saving throw has
a DC equal to 13+ your wisdom modifier unless
otherwise noted. Any prism focus marked with an
asterisk affects your photon ray and only one of
these can be applied at a time. Unless the focus
says otherwise, you may choose a prism focus
only once.

*Afterimage glow: Your photon ray burns into
the retinas of those who can see it. The path of the
ray stays visible for one round. Anyone entering
one of these squares must succeed at a Will save
or become blinded for one round. The path lasts
until the start of your next turn.

*Afterimage burn: Your afterimage glow burns
more than retinas. As a full round action you may
fire your photon ray as an area effect line. Anyone
entering these squares must succeed at a Reflex
save or take the damage of your photon ray.

Altered threat: You may bend light to slightly
alter your appearance to be slightly larger, more
feral, smarter, or some other subtle shift. This
altered version of you grants a +2 bonus to Bluff,
Diplomacy, Disguise, or Intimidate checks. This
focus can be used twice a day, but is recovered
when you rest to regain stamina.

Breath of light: Light as a source of healing has
long been known, but you have discovered the
energy of healing. While you are attuned to the EM
spectrum, you gain a breath weapon of pure light.
This affects a 15 ft. line at | point of attunement, a
[ ft. cone at 2 points, and 30 ft. line or 20 ft. cone
(your choice) when fully attuned. The breath of
light restores Hit Points to all those in the area,
including you, equal to ld8+your Wisdom modifier.
At 3rd level this increases to 3d8 and ad8 at ath
level. Using this ability causes all attunement
points to fade.

Burning Bright: You have mastered amp-
lification of light through stimulation




to the degree that it burns. Choose an evocation
or abjuration spell with the fire descriptor of a
level you can cast. You may add this spell to your
list of spells known by removing one of the illusion
spells of the same level from your list. This focus
can be chosen multiple times, each time you do
choose a different spell to add and to remove.

Cosmic improvisation: Your illusions can bolster
your allies or hinder your opponents. You may
gain the use of an improvisation from the envoy
list. This is limited to the sense-dependent
improvisations. If this revelation has any
requirements you must meet them, substituting
envoy levels with your spectrumancer levels when
appropriate. You must be at least ath level to
choose this focus.

Cosmic revelation: You may gain the use of a
stellar revelation from the solarian list. This is
limited to the photon revelations and you must
determine which area of the EM spectrum it
applies to for attunement purposes. If this
revelation has any requirements you must meet
them, substituting solarion levels with your
spectrumancer |evels when appropriate. You must
be at |east |0th level to choose this focus.

*EM pulse: The electromagnetic energy of your
photon ray bursts upon contact overloading
electronic systems. Every critical hit with your
photon ray causes glitches in the target's
electronics. Under one point of attunement this
affects a single system (determined randomly), at
Z attunement points it affects two systems, and
three systems are affected when you are fully
attuned. The glitch lasts for a number of rounds
equal to your Wisdom modifier, though a success-
ful Reflex Save by the target reduces this to one

round. This permanently modifies your photon

rays, and is not an effect you must choose to
USE.
False damage reduction: S0me opponents
can be fooled into thinking you are
immune to their attacks. As a

standard action you cast an illusion around
yourself hiding all damage and causing a sense of
futility. Any individual who successfully attacks
you must make a Will Save. Failure means they
take a -2 penalty to further attacks against you.

Force field: A shimmering field of light can
protect you from harm. As a reaction, you may
use an illusion spell slot to create a force field
around yourself. The number of temp hit points
and fast healing of the shield are equal to the level
of the spell slot used. It lasts for a number of
rounds equal to your caster level or until you cast
a different spell.

Gamma shield: Some of lights tiniest waves, can
protect you from harm. When ultraviolet-attuned,
the spectrumancer creates a bubble of gamma
radiation around her. She gains a bonus to her
KAC equal to her spectrumancer level. In addition
anyone making melee attacks against her must
succeed at a Fortitude Save or gain the sickened
condition. Whether the save is successful or not,
this attacks causes one attunement point to fade.

*Greater photon finish: When you Score a
critical hit with your photon ray, you may apply
one effect from your list of photon finishes
without any attunement points fading away.

lllusion unravel: As a specialist in light
manipulation you gain a sense of when it is being
altered. You gain a +2 enhancement bonus to
saves against illusions. In addition you may
unravel an illusion with your photon ray as if you
had cast dispel magic. Using unravel this way
requires you already be aware of the illusion.

*Improved EM pulse: You send electromagnetic
pulses through your photon ray to disrupt an
electronic system. You gain a +2 bonus to the DC
of your EM pulse and may target a specific
electronic system. Your photon ray deals no
damage, but doesn't require a critical hit to
function.

Layered illusion: You have learned not only to
mask reality with illusions, but also to mask
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illusions with maore illusions. As full round action,
when you cast an illusion spell of second level or
higher to create an image, you may also add a
first level spell to the illusion. This increases the
DC of the Saving Throw by +2 and if successtul the
opponent recognizes the first level illusion, but
must succeed at a second saving throw for the
original spell.

Lilly-pad lights: Focusing the light around you to
provide a hand-hold, stepping area, slide, swinging
rope or the like at the precise place you need it.
You gain a +Z bonus to Acrobatics and Athletics
checks involving movement. In addition you may
attempt an Acrobatics check DC 15 to ignore the
|ast 5 ft. of difficult terrain for purposes of
movement. Lilly-pad lights is used as part of a
movement action.

Microwave jaunt: You may use this focus to ride
radio, microwaves or other communication
wavelengths. This functions like digital doorway.
You may use it once per day, plus one additional
time at l4th level and another at [9th level. You
must be at |east 3th level to choose the focus.

Particle duality: Your study of light lets you
control some of its properties. Choose three
spells with the force descriptor. You may add
these spells to your spell list and may choose
them as a spell known when next you choose
spells for that level. If you do, you remave an
illusion spell of the same level from your spells
known.

*Photon finish: When you choose visual
light-attunement, your photon blast gets an
additional effect. Choose one of the following
combat maneuvers: bull rush, dirty trick, disarm,
or trip. When you are fully attuned, you may add
this effect is in addition to the damage dealt. You
may only add one photon finish to a given attack,
and if you do so one attunement point fades away.
You may choose photon finish more than once,
each time you do, you must choose another finish.

Photon-gunner: When making a gunnery action in
starship battle, the spectrumancer may use her
EM attunement to add her class level and Wisdom
bonuses to damage as appropriate.

*Photon step: When you fire your photon ray at
a target you may turn yourself into light and follow
it along. You deal damage with your ray as normal,
and then appear next to the target. This is a full
round action that allows you to move a maximum
distance equal to double your movement speed.
This movement does not provoke attacks of
opportunity and may allow you to pass through
barriers that light might pass through (such as a
wrought iron fence, or a window). Force fields and
force effects stop this movement. If you miss your
target with the ray you appear prone in a random
location. Use the splash weapons table to
determine your |ocation relative to your target.

Radio frequency: You can hear things well
beyond the normal range of human hearing. When
you have | point in infrared-attunement you can
hear even in the vacuum of space up to one mile
away. At 7 attunement points you can hear the
radio frequencies used by those around you. At
full attunement you also get blindsense out to 30
feet.

*Reflective blast: As a free action you can
create the illusion of a tiny mirrored device. You
may use this device to shoot you photon ray
around corners, possibly remaoving cover from the
target. In effect you are reflecting the blast at
right angle. If you have a +b Base Attack Bonus
you gain an additional mirror illusion and a third at
.

Revealing light: Choose three Divinations spells.
You may add these spells to your spell list and
may choose them as a spell known when next you
choose spells for that level. If you do, you remove

an illusion spell of the same level from your list of 4

spells known.
Rusting touch: Rusted metal shines less
brightly than well-kept materials. With a




touch you can alter the reflection from a piece of
equipment, causing it to appear rusted, pitted, or
otherwise worn. The user of the affected item
must make a Will save to any checks to operate
the item normally. Failure means they suffer a -2
penalty to any the check. This effect lasts for a
number of rounds equal to your Wisdom madifier.

Spectrum hack: You may gain the use of a magic
hack from the technomancer list. If this hack has
any requirements you must meet them,
substituting technomancer levels with your
spectrumancer level when appropriate. You must
be at |east Sth level to choose this focus.

Speed of light: The spectrumancer adds haste to
her list of spells known. She must be at |east 8th
level to choose this focus. This focus may be taken
a second time adding slow to her list of spells
known instead.

Spell Shield: You create a duplicate skin of
yourself that peels away when you are the target
of a spell. When attuned to the visual light-attuned
you gain spell resistance equal to your
spectrumancer level + your Wisdom modifier. This
ability functions once per day and the illusionary
skin peels away whether or not it successfully
resists the spell. You must be at |east 8th level to
choose this focus. You may choose this focus an
additional time for every 4 spectrumancer levels
you possess above 8th. Each successive choice
adds one to the daily use of spell shield.

X-ray vision: Your eyes can penetrate solid
objects. When you have | ultraviolet-attunement
point you can see through natural matter up to |
foot thick. At Z attunement points you can see
through | foot thick of any matter. At full
attunement you can see through materials 2 feet

thick.

. MATTEA iS
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At sixth level you are able to convert
energy into matter. You may create a

| BTH LEUEL

melee weapon of pure light. It targets either KAC
or EAC as you decide when creating. Its item level
equals your character level +1. The weapon
remains for one minute or until you drop it. You
may use this ability a number of times per day
equal to your spectrumancer level.

RADIATION L ATH LSUEL
AUAR GW)

When attuned to the visual light-attuned the
unseen energies around you become poisonous.
You gain an aura of low radiation of 3 ft. at |
attunement point. At 2 attunement paints it
expands to 10 ft., and to 20 ft. when fully attuned.
Creatures in your aura must succeed at a
Fortitude Save per the radiation rules or become
poisoned. A poisoned creature recavers one state
as soon as it maves out of your aura. You are
immune to your own radiation aura, and may
suppress it at will. At 7th level, the radiation level
is medium, at 14th level the radiation increases to

high and at 20th level radiation levels reach
SEVETE.

ADUANRED Em O A
ATTUNEMENT (W)

Your ability to attune with the EM spectrum
increases. The maximum attunement points
increases to 4 allowing you maintain full
attunement even when a prism focus or other
ability causes an attunement point to fade. In
addition, the first and second damage dice of your
photon ray increases to 1d8 when ultraviolet-
attuned and blinding an opponent when fully
attuned increases to five rounds. When infrared-
attuned, you may shoot the second photon ray at a
different target and dazing your target lasts for
five rounds.
SLOWING
cOoQ00N BW

Your control of illusions and light culminates in
the ability to cover yourself in a sheath of pure
light. The form of this is up to you as it is largely

W29TH LSUEL




illusory. You may create it large enough to carry
your allies, transport treasures, or blister it with
lasers. The cocoon is quasi-real and functions as a
small or tiny starship.

Forming a cocoon is a full round action. This
ability functions for a number of minutes per day
equal to your class level plus your wisdom
modifier. These minutes do not have to be used
consecutively, but they must be used in one
minute increments. The cocoon takes on the form
of a Tier 10 starship with 270 build points. You gain
an additional 3 build points per your Wisdom
modifier. You are the power source for the
cocoon, but you must still spend build points on a
power core for purposes of the Power Budget.
What other systems and modifications added are
up to you, except for interstellar travel. No cocoon
has a drift drive.

Spending 10 minutes, and half your maximum
resolve points creates a longer-lasting version of
the cocoon, upgrading the increments from
minutes to days. This resolve cannot be recovered
until the cocoon is dismissed.

NEW SPELLS '

micARd-LEAP mAnsuveA lechnomancer 2

School illusion

Casting Time | standard action

Range personal

Duration one round

Saving Throw Will negates; Spell Resistance no
This spell causes the caster to remain visible in

her current location even as she moves to a new

location to make an attack. In effect a figment of

her remains still while she invisibly moves. She

may move any distance up to her speed before

making an attack from the new location. If the

target or her attack fails it saving throw it is

flat-footed against this attack. After the attack, or

at the end of her turn if she doesn't attack, the

figment moves just as she did, fading away as she

becomes visible when they rejoin.

seed creates a 5 foot tall, |0-foot long passage

through steel.




RADIANT SAiL
School illusion
Casting Time | standard action
Range creatures touched
Duration see text
Saving Throw Will negates (harmless); Spell

Resistance no

Energy radiates through the vast reaches of
space and this spell allows that energy to be
harnessed. Casting this spell creates an
illusionary sail that catches light and other
electromagnetic energy. Up to one creature per
caster level can be affected by radiant sail. The
creature affected may move through space at a
rate of 50 ft. per round with poor maneuverability.
As the sail is an illusion any interaction it has with
a solid object other than the target will destroy it.

Ist When cast as a first level spell the sail can
only harness a nearby light source, such as planet
in daylight or a ship's beams. The further it travels
from this source the weaker it becomes and the
duration is rounds per caster level.

2nd When cast as a second level spell the sail
harnesses infrared and radio waves as well as
visible light such as might be found within a star's
system. The duration becomes one minute per
caster level.

3rd When cast as a third level spell gamma rays,
X-rays and more can be harnessed. It functions in
deep space and the duration becomes ten minutes
per caster level. Your GM has final say as to which
electromagnetic energies are available in a given
situation.

Spectrumancer |-3

NEW FENTS .

ILLUSIONARY PEATH
Prerequisites: Invisibility as a spell known, one
other illusion spell known.

Benefit: When you are caught off guard by an

. attack that would harm you, you may react

& . and make the harm seem significant. You
may cast an illusion spell you know as

a reaction. The illusion must be of yourself taking
damage as appropriate and dropping. If you have
at least two Znd level spell slots available, you
may cast invisibility on yourself as a part of the
same action. Doing so uses both spell slots and
your next standard action. While invisible in this
way you may only take move actions, any standard
action ends the ability just as if you had attacked.

SHiP-SELF SPELL
Prerequisites: EM Attunement Class Feature,
Piloting or Engineering & ranks
Benefit: You can cast an illusion spell with a
target of personal on the ship you are attuned to.
You gain a special Starship Crew Action allowing
you to attune with a starship. Each round spent on
this action gives you and the ship | attunement
point to the visible light area of the spectrum.
Once fully attuned you may cast an illusion spell
with a range of personal and it will affect the ship
instead. You must continue to attune with the ship

to maintain the spell and gain the fatigued
condition when it ends. You may only use this
ability once per day.

SPEED OF LiSHT (COm3AT

Prerequisites: photon ray or solar manifestation
(weapon) class features

Benefit: By calling your weapon or photon ray to

hand you may make attacks of opportunity even

while flat-footed.
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terms herein and fail to cure such breach within 30

days of becoming aware of the breach. All sublicenses shall survive the termination of
this License.

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

15. COPYRIGHT NOTICE
Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc.
System Reference Document. Copyright 2000, Wizards of the Coast, Inc.; Authors:
Jonathan Tweet, Monte Cook, Skip Williams, based on material by E. Gary Gygax and
Dave Arneson.
Pathfinder Roleplaying Game Reference Document. © 2011, Paizo Publishing,
LLC; Author: Paizo Publishing, LLC.
Pathfinder Roleplaying Game Core Rulebook. © 2009, Paizo Publishing, LLC;
Author: Jason Bulmahn, based on material by Jonathan Tweet, Monte Cook, and
Skip Williams.
The Book of Experimental Might. © 2008, Monte J. Cook. All rights reserved.
Tome of Horrors. © 2002, Necromancer Games, Inc.; Authors: Scott
Greene, with Clark Peterson, Erica Balsley, Kevin Baase, Casey
Christofferson, Lance Hawvermale, Travis Hawvermale, Patrick
Lawinger, and Bill Webb; based on original content from TSR.

Starfinder is a registered trademark of Paizo Inc., and the Starfinder
Roleplaying Game and the Starfinder Roleplaying Game Compatibility Logo are
trademarks of Paizo Inc., and are used under the Starfinder Roleplaying Game
Compatibility License. See http://paizo.com/starfinder/compatibility for more
information on the compatibility license.

Starfinder and associated marks and logos are trademarks of Paizo Inc., and are
used under license. See paizo.com/starfinder for more information on the
Starfinder Roleplaying Game.

Starfinder Core Rulebook. © 2017, Paizo Inc.; Authors: Logan Bonner, Jason
Bulmahn, Amanda Hamon Kunz, Jason Keeley, Robert G. McCreary, Stephen
Radney-MacFarland, Mark Seifter, Owen K.C. Stephens, and James L. Sutter, with
Alexander Augunas, Judy Bauer, John Compton, Adam Daigle, Crystal Frasier, Lissa
Guillet, Thurston Hillman, Erik Mona, Mark Moreland, Jessica Price, F. Wesley
Schneider, Amber E. Scott, and Josh Vogt.

Pathfinder Player Companion: Goblins of Golarion. © 2011, Paizo Publishing, LLC;
Author: James Jacobs, Hal Maclean, and Richard Pett.

Pathfinder Player Companion: Blood of Fiends © 2012, Paizo Publishing, LLC;
Authors: Hal Maclean and Colin McComb.

Pathfinder Player Companion: Kobolds of Golarion. © 2013 Paizo Publishing, LLC;
Authors: Tork Shaw, Mat Smith, and Jerome Virnich.

Pathfinder Player Companion: People of the Sands © 2013, Paizo Publishing, LLC;
Authors: Shaun Hocking, Rob McCreary, and Jason Nelson.

Pathfinder Player Companion: Bastards of Golarion © 2014, Paizo Publishing,
LLC; Authors: Judy Bauer, Neal Litherland, Ryan Macklin, and David N. Ross.
Pathfinder Player Companion: Humans of Golarion. © 2011, Paizo Publishing,
LLC; Authors: James Jacobs, Colin McComb, Sean K Reynolds, Amber Scott, and Larry
Wilhelm.

Pathfinder Player Companion: Blood of the Moon © 2013, Paizo Publishing, LLC;
Authors: Tim Akers, Neal Litherland, David N. Ross, and Tork Shaw.

Pathfinder Player Companion: People of the Stars © 2014, Paizo Inc.; Authors:
Ethan Day-Jones, Jim Groves, Jonathan H. Keith, Andrew Romine, David N. Ross, and
James L. Sutter.

Pathfinder Player Companion: Blood of the Elements © 2014, Paizo Inc.; Authors:
Tim Akers, Judy Bauer, Jim Groves, Chris Lites, Dale C. McCoy, Jr., and Cassidy Werner.
Pathfinder Companion: Orcs of Golarion. Copyright 2010, Paizo Publishing, LLC;
Authors: Steve Kenson, Rob McCreary, Richard Pett, Sean K Reynolds, and ]D Wiker.
Pathfinder Player Companion: People of the River © 2014, Paizo Inc.; Authors:
Tim Akers, Jason Brick, Ethan Day-Jones, James Jacobs, Nick Salestrom, David
Schwartz, and William Thrasher.

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

Pathfinder Player Companion: Champions of Corruption © 2014, Paizo Inc.;
Authors: Paris Crenshaw, Jim Groves, Sean McGowen, and Philip Minchin.

Dwellers in Dream: The Briarborn. Copyright, January 27, 2013, Total Party Kill
Games. Author(s): Brian “Necroblivion” Berg, Richard “AWizardInDallas" Hunt
Pathfinder Player C: Quests & C; © 2013, Paizo Publishing,
LLC; Authors: Amanda Hamon and David N. Ross.

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

Pathfinder Roleplaying Game Advanced Race Guide © 2012, Paizo Publishing,
LLC; Authors: Dennis Baker, Jesse Benner, B Bruck, Jason Bulmahn, Adam
Daigle, Jim Groves, Tim Hitchcock, Hal MacLean, Jason Nelson, Stephen
Radney-MacFarland, Owen K.C. Stephens, Todd Stewart, and Russ Taylor.
Pathfinder Roleplaying Game Horror Adventures © 2016, Paizo Inc.; Authors:
John Bennett, Clinton ]. Boomer, Logan Bonner, Robert Brookes, Jason Bulmahn, Ross
Byers, Jim Groves, Steven Helt, Thurston Hillman, Eric Hindley, Brandon Hodge, Mikko
Kallio, Jason Nelson, Tom Phillips, Stephen Radney-MacFarland, Alistair Rigg, Alex
Riggs, David N. Ross, F. Wesley Schneider, David Schwartz, Mark Seifter, and Linda
Zayas-Palmer.

Pathfinder Roleplaying Game Occult Adventures © 2015, Paizo Inc.; Authors: John
Bennett, Logan Bonner, Robert Brookes, Jason Bulmahn, Ross Byers, John Compton,
Adam Daigle, Jim Groves, Thurston Hillman, Eric Hindley, Brandon Hodge, Ben
McFarland, Erik Mona, Jason Nelson, Tom Phillips, Stephen Radney-MacFarland,
Thomas M. Reid, Alex Riggs, Robert Schwalb, Mark Seifter, Russ Taylor, and Steve
Townshend.

Pathfinder Player Compani ged Tactics Toolbox © 2014, Paizo Inc.;
Authors: David N. Ross, David Schwartz, and Kaitlyn Sprague.

Starjammer Core Rulebook. © 2017 d20pfsrd.com Publishing; Authors: Peter K.
Ullmann, Kirby Flake, John Reyst, Troy Daniels, Michael McNeill, Manuel A. Oaxaca,
Allen Snyder, Michael Ritter

Book of Heroic Races: Advanced Favored Class Options. © 2014, Jon Brazer
Enterprises

Future Races: Unmen © 2017, Wayward Rogues Publishing; Author: Ewan Cummins
Future Races: Ezzana ©2017 Wayward Rogues Publishing; Author: Ewan Cummins
Future Races: Ethernauts © 2017 Wayward Rogues Publishing; Author Ewan
Cummins

Future Races: Ripper Dogs ©2017 Wayward Rogues Publishing; Author Ewan
Cummins

Future Races: Qlaarpians©2017 Wayward Rogues Publishing; Author

Ewan Cummins

Future Races SF ©2017 Wayward Rogues Publishing; Authors Ewan Cummins,
Michael Whitney, Robert Gresham

Spectrumancer©2019 Wayward Rogues Publishing. Author: Scott Janke.




