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Welcome to Epsilon Company...

EpisodE 01 

     Starjammer: Hailing Frequencies is a weekly publication that brings new ideas, 
equipment, vessels, races, and more to your Starjammer game. Each issue will 
cover a different topic, from gamemastering to gear, which will hopefully enhance 
your Starjammer experience.

Compatibility with the Pathfinder Roleplaying Game requires 

the Pathfinder Roleplaying Game from Paizo Publishing, LLC. 

See http://paizo.com/pathfinderRPG for more information on 

the Pathfinder Roleplaying Game. Paizo Publishing, LLC does not 

guarantee compatibility, and does not endorse this product. 

Product Identity: The following items are hereby identified 

as Product Identity, as defined in the Open Game License 

version 1.0a, Section 1(e), and are not Open Content: All 

trademarks, registered trademarks, dialogue, plots, storylines, 

and artwork. (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 d20pfsrd.com 

Publishing product are Open Game Content, as defined in the 

Open Gaming 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.

Starjammer is published by d20pfsrd.com 
Publishing under the Open Game License version 
1.0a Copyright 2000 Wizards of the Coast, Inc. © 

2016 d20pfsrd.com Publishing.

Get discounts at the Open 
Gaming Store and 100% FREE 
d20pfsrd.com Publishing 

products by backing my 
Patreon campaign! Check it 
out at: 

https://www.patreon.com/
d20pfsrd

Hailing
Frequencies
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HigH TECH sCavEngErs
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 Ù ]introduction

Employ the company of mercenaries known 
for turning salvage into effective gear! The 
Epsilon Company may be criminals wanted by 
their own race, but that doesn’t mean they’re 
the bad guys. Framed for the theft of a device of 
great importance to pasimachi kind, they went 
on the run to prove their innocence. Learning to 
make the best of the gear they possessed, the 
company has not only survived, but thrived on 
the challenge that their new life on the run gives 
them. Epsilon Company has a saying: “Salvage, 
adapt, succeed!”

Epsilon compAny

origin: HigH tEcH 

scAvEngErs

Epsilon Company is a slowly growing band 
of pasimachi military engineers that have a 
reputation for extreme self-sufficiency. Some 
people view them as underdog mercenaries, 
looked down upon for their technological 
tinkering and small numbers. Others view 
them as pests and nuisances for their desire to 
scavenge and re purpose almost anything they 
come across on their missions. Still, those who 
have seen their service record know something 
quite impressive: a 100% mission success rate, 
and several custom-made solutions for problems 
that even a well-funded mercenary group would 
not have.

Epsilon Company is not a popular group, even 
among the pasimachi. Their reliance on salvaging 
everything they can get their hands on (and 
keeping anything they make) seems too close to 
theft for many of their species. They also prefer 
clever solutions to brute force; This avoidance 
of attention-drawing displays of skill and battle 
prowess has served well to reduce the notice 
they draw, but is also viewed negatively by most 
common pasimachi. Unwanted in any system 
for long and constantly on the move, Epsilon 
Company takes jobs where they can. So, if you 

need their help, have no one else to call upon, 
and you can find them… Perhaps you too can 
hire Epsilon Company.

mEmbErsHip

Epsilon Company only numbers around a 
dozen members, a tight-knit group of ex-military 
pasimachi engineers. While not exclusive to 
pasimachi members, they have had very few 
members of other species who had the aptitude, 
or even attitude, to join them, and have no 
current non-pasimachi associates. They recruit 
anyone that has fallen into similar circumstances, 
and take care to scout those with particularly 
strong survival instincts and technical aptitude. 

The leader of Epsilon Company is a skilled 
and charismatic rhino pasimachi named Zereed, 
who goes by the call sign ‘Bullhorn’. His second 
in command, Sa’ak, goes by the call sign ‘Smiley’. 
Acting as the point of contact for most missions, 
Smiley is known for the carving of a simple 
smiling face on her shell. She’s considered the 
most social of Epsilon Company, and can talk her 
way into (and out of ) most situations.

Their two most senior members of the group 
are known only by their call signs. ‘Big Bulk’ is 
the largest, toughest, and meanest fighter in 
the crew. A Pasimachus of few words, he works 
alongside his smaller, neurotic partner ‘Fidget’, 
who is as brilliant an engineer as he is frenetic.

Each of these four have their own specialties 
and are combat-capable. Every member of 
Epsilon Company is an expert technician and 
salvager.

AdvAncEd Arctic 

survivAl HArdsuit

There are worlds out in the void that are so 
cold that no form of life could survive. Even a 
standard space suit, adapted for space itself, 
proves to be insufficient. Systems freeze, pipes 
crack, and tubes block up. Fight back against the 
cold with the advanced arctic survival hardsuit! 
Manufactured for use by Epsilon Company 
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mercenaries, humanoid versions of their design 
has recently surfaced in numerous systems and 
the efficiency and durability of their tech has 
made the Advanced Arctic Survival Hardsuit a 
valuable addition to any explorer’s collection.

Epsilon Company’s most recognized 
development, the advanced arctic survival 
hardsuit, has gained wide popularity outside 
the Company. The hardsuit is sold alongside an 
internal layer; no other protective outfits are able 
to be worn underneath. The arctic hardsuit was 
designed to be worn over the sterling suit, but 
it is not technically required to operate it. While 
the original model of the suit was designed for 
pasimachi anatomy, the design was recently 
converted for the common humanoid figure by 
an independent contractor.

intErnAl lAyEr

Price 12,000; Slot armor; Weight 8 lbs; 
Capacity 20; Usage 1/hr.

The inner layer is a bulky bodysuit 
composed entirely of hundreds of 
tightly interlocked half-inch hexagons, 
giving it a puffy, full-body padded armor 
appearance, which includes a coif. This 
coif is ringed with several interlinking 
plates that close over the face of the 
wearer when activated and create an 
airtight environment for the wearer. 
Oxygen scrubbers allow the wearer to 
breathe normally with the suit sealed 
but unpowered for 15 minutes. The 
inner lining is sealed against the vacuum 
of space, but does not have any other 
features desired of a true space suit.

Within each hexagonal ‘pad’ of the inner 
suit is a sturdily constructed Stirling 
Generator. These generators are simple 

mechanical engines that generate energy 
whenever the temperature difference 
between the inside of the suit and the 
outside of the suit are different. All warm-
bodied species can run the suit off of 
their body heat, so long as the external 
temperature is at least 40 degrees below 
their own. 

The inside of the bodysuit is perpetually 
cool to the touch, even after wearing for 
extended periods of time, granting the 
wearer a +2 circumstance bonus to saving 
throws to resist fatigue. Additionally, the 
bodysuit alone provides protection like 
an armored coat (+4 AC, +3 Max Dex, -2 
Armor Check Penalty, 20% Spell Failure 
Chance). While worn, the suit grants the 
user resistance 10 vs. cold, and immunity 
to extremely cold temperatures (up to 
-100° F). When the suit is operational, 
the hexagonal pads pulse as the 
Stirling Generator runs, giving the suit a 
squirming, faintly wheezing appearance 
when visible and in operation, imparting 
a -2 penalty to Stealth checks (on top of 
the armor check penalty). Worn alone, this 
suit is considered medium armor.

When this armor is worn with an external 
hardsuit, use the external layer’s armor 
bonus to determine your AC.

The Stirling suit requires 1 charge per hour 
to operate, no matter the conditions.

CONSTRUCTION REQUIREMENTS

Feats Craft Technological Arms & Armor; 
Equipment military lab; Skill Check Craft 
DC 30; Cost 6,000 gp

Armor Price (GP)
Armor 
Bonus

Maximum 
Dex Bonus

Armor 
Check 

Penalty

Arcane 
Spell 

Failure 
Chance

Weight Capacity
Charge 
Usage

Stirling 
Suit

12,000 +4 +3 -2 20% 8 lbs 20 1/hr.

Hardsuit 80,100 +12 +1 -6 45% 50 lbs — 1/hr.
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ExtErnAl lAyEr

Price 80,100; Slot armor; Weight 50 lbs; 
Capacity –; Usage 1 charge/hour

The hardsuit looks like it is made out of 
black chitin easily an inch thick. It has a 
obviously insect-like appearance, even in 
the humanoid models. The helmet has no 
eyeholes. Instead, six sensory antennae 
extend from the helmet to gather 
information where visibility might be 
obscured by ice or flurries of snow. A single 
camera is built into the center face of the 
helmet, which gathers visual information 
and relays it to the wearer inside. 

The suit is designed with plates that can slide 
up and over each other, allowing a wearer 
to don or exit the shell as a full-round 
action instead of the normal 5 minutes 
it takes to put on. While active, the suit 
grants the wearer a movement speed of 
30 ft. However, it cannot be made to move 
faster, and creatures with a speed greater 
than 30 ft. will find themselves reduced to 
this limit.

The hardsuit grants several essential benefits 
for surviving in extreme cold conditions. 
It increases the stirling suit’s protection 
from cold environments to withstand any 
cold temperature. It also increases their 
resistance vs. cold to 30. The suit can move 
at full speed through any difficult terrain 
caused by ice or snow without penalty, 
including magically created difficult 
terrain. As long as the suit has power, 
the suit refreshes the wearer’s air supply. 
While worn and active, the suit negates all 
sight-based penalties from snow, heavy 
snow, or blizzards (visibility reduction and 
penalties to Perception checks). The wearer 
also gains a +4 enhancement bonus to 
Strength, and a +4 circumstance bonus 
on saving throws vs. spells with the cold 
descriptor.

CONSTRUCTION REQUIREMENTS

Feats Craft Technological Arms & Armor; 
Equipment military lab; Skill Check Craft 
DC 30; Cost 40,050 gp

lAsEr muskEt

Price 12,000 gp; Type two-handed ranged; 
Proficiency exotic (firearms); Dmg (M) 2d8 
fire; Dmg (S) 2d6 fire; Critical ×2; Range 
100 ft.; Capacity 10; Usage 1 charge; 
Special slow-firing, touch; Weight 6 lbs.

Epsilon Company discovered quickly 
that keeping their tech repaired and in 
working order was their greatest priority. 
The decision was to ‘roll back’ their tech 
to rely on tried and true methods of 
operation, things with rugged, simple 
parts that could be easily tooled and 
assembled took priority over delicate 
designs. One of the first things that they 
looked at when they decided to go with 
this approach was their ranged weapons 
and how they could be modified or 
designed to suit their needs.

A laser weapon is extremely effective and 
even preferred for standard combat these 
days, but as with many technological 
devices, the weapon has a reliance on 
power sources that could be scarce when 
resources are low. By installing a dynamo 
crank and a rugged frame, and easily 
replaced parts, Epsilon Company made a 
weapon that is useful in many situations.

Cranking the mechanisms into place and 
firing the weapon is a full-round action. 
The user can also crank the mechanisms 
as a standard action to generate 
additional charges, up to the weapon’s 
maximum capacity of 10 charges. A laser 
musket can hold its charges for up to 10 
minutes before the dynamo crank relaxes 
and the mechanisms need to be reset.

The Craft DC to repair this item is reduced 
by 4 due to the ease at which parts for it 
may be scrounged.

CONSTRUCTION REQUIREMENTS

Feats Craft Technological Arms and Armor, 
Equipment military lab; Skill Check 
Craft DC 24; Cost 6,000 gp
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sAlvAgE JAck

Price 6,000 gp; Slot shoulders; Weight 10 
lbs; Capacity –; Usage 1 charge/hour

Though they are already ingenious 
technicians and salvagers, Epsilon 
Company agrees that there can never be 
enough help when it comes to a contract. 
The salvage jack was designed specifically 
to give them an edge during extended 
campaigns. A salvage jack operates off of 
a battery.

This strange metal casing straps to the back 
like a backpack. It can be attached to the 
exterior of a Hardsuit, if the back of the 
suit is clear of obstructions. The salvage 
jack is built with small attitude-control 
jets that allow for maneuverability in 
Zero-G environments (movement speed 
20). Zero-G maneuvering costs 1 charge 
per hour of use. A simple mechanical 
interface operates the system, though it 
takes some practice to get used to the 
controls.

The hard metallic shell opens up into four 
robotic armatures with a number of 
articulated tools and manipulators. This 
device is a boon to any salvagers trying to 
get a lot of work done in a short amount 
of time, as this array gives them four extra 
limbs that work alongside them. The 
Salvage Jack can be activated to grant 
a +10 competence bonus to a single 
Craft, Knowledge, or Survival skill check 
to salvage materials from technological 
devices or starcraft. Activating the salvage 
jack for this bonus draws 1 charge from 
the battery.

The Craft DC to repair this item is reduced 
by 4 due to the ease at which parts for it 
may be scrounged.

CONSTRUCTION REQUIREMENTS

Feats Craft Technological Item, Equipment 
production lab; Skill Check Craft DC 23; 
Cost 3,000 gp

in closing…
The Epsilon Company’s developments might 

seem low quality, but don’t let appearances 
deceive you. Their designs were focused on self-
reliability and survival in the harsh chill of the 
void. Who released their designs to the public 
is unknown, but it’s rumored that Commander 
Zereed ‘Bullhorn’ himself gave them to the 
public as a sign of good faith. No one’s been 
able to find him to get his answer, however. Even 
with its public availability, the best way to get 
ahold of any of this tech is simply to join Epsilon 
Company. All races would be accepted, and some 
members joke about needing a few members of 
other species who could work as their ‘faces’ in 
non-pasimachi worlds.

They can always use a few good sentients in 
their ranks. Do you have what it takes? Do you 
have the desire and skill to turn a handful of 
pocket lint, a stick of gum, and some scrap into 
a solution for your problems? If you do, then 
you likely have already been noticed by Epsilon 
Company. You may find them where you least 
expect it, but if you do, then you will find yourself 
the opportunity to fly with the infamous Epsilon 
Company.

AutHor bio

Coming out of central Arizona, Kristopher 
Cruz started writing game materials in 2016 
to create quality Pathfinder Roleplaying Game 
compatible products. He desired to fill niches 
with creative, easily grasped content that excites 
the imagination. As an author, Kristopher Cruz 
has experience in detailed, immersive world 
building and creative fantasy designs.

Kristopher is the owner and lead designer for 
Golden Glyph Publishing, and the creator of The 
Crystal Planet, a Starjammer-compatible game 
setting. He is also an author of fantasy, having 
written several novels including his popular 
Spellscribed series, available on Amazon.

https://www.opengamingstore.com/products/the-crystal-planet-players-guide
https://www.amazon.com/Kristopher-Cruz/e/B00C0LOW56/ref=dp_byline_cont_ebooks_1
https://www.amazon.com/Kristopher-Cruz/e/B00C0LOW56/ref=dp_byline_cont_ebooks_1
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stArJAmmEr: HAiling frEquEnciEs 
Editors notEs

Hail True Believers!

The venerable and always awesome Stan Lee would start his letters to the editors comments with 
“True Believers “and for some reason that always rang so very true to me. I remember pouring over my 
comics as a kid and realizing that, Yes! I was a true believer. I wanted to see Spidey swinging through my 
hometown and Thor knocking Abomination through the wall of my favorite pizza place. I could visualize 
these things in my mind… and I believed.

Hailing Frequencies is a lot like that. Taking talented writers and letting them have at it in the 
Starjammer Universe is what this particular publication is all about. Letting them stretch their wings, find 
something cool to write about, and making us BELIEVE in it. We hope you enjoy our freshman offering by 
Kristopher Cruz, Epsilon Company. 

You know… there is a reason why I chose Epsilon Company as the very first Hailing Frequency. This 
article is about a bunch of ragtag aliens getting together and doing things that no other group could 
do. Not only was it a huge hurrah to the always amazing A-Team of my youth it showed me that, like the 
A-Team if I could assemble a rag tag team of authors, I could do some pretty cool stuff.

So here’s the rub, bub. Do you want to be on our Epsilon Company? Hailing Frequencies is a weekly 
pub so we need submissions. Do you have what it takes to be a part of our group of writers? This is your 
chance to break into the biz. If we like what we see with your Hailing Frequencies we have literally dozens 
of projects that are just waiting for that talented author to show up.

So pitch it. Tell me what you want to write about as long as it is in the Starjammer Universe. Grab your 
solar sails and set them to whatever direction you want. 
Throw 250 or so words my way and say, “This is my 
Hailing Frequencies!”. Each submission that is approved 
and published will receive $25.00 via Paypal and most 
HF’s are between 2,000 to 3,000 words. If we like it, we 
publish it, and perhaps there will be more glory waiting 
for you after that!

Join d20pfsrd.com Publishing’s Epsilon Company! 
Hmm. I think I need to make a recruitment poster with a 
pasimachi in a star spangled top hat…

Take care, and good gaming!

Troy Daniels

Project Manager

d20pfsrd.com Publishing

d20troy@gmail.com



7

Welcome to Epsilon Company...

WElComE To THE 
sTarjammEr UnivErsE

Where it all started! Starjammer: Core rules 
brings you four new races for your Pathfinder 
Roleplaying Game, as well as all of the rules 
you need in order to take your characters to 
the stars! New archetypes for existing classes, 
equipment to aid you as you challenge the 
aliens in your path, spells to take care of 
the harshness of space and more!  All right 
here in the Starjammer: Core Rules book!

Take your Starjammer or science fiction game 
to the next level with Starjammer: Medical 
Marvels! Explore strange new technology, 
learn about how cybertech interacts with 
your characters and much more. Looking for  
interesting rules regarding pharmacology? 
Check out how drugs, potions, and other 
chemicals interact with your characters! Check 
out Starjammer: Medical Marvels today!

https://www.opengamingstore.com/collections/premier-partners/products/starjammer-core-rulebook
https://www.opengamingstore.com/products/starjammer-medical-marvels
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crEdits
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lEgAl 
informAtion

OPEN GAME LICENSE Version 1.0a

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

1. Definitions: (a)”Contributors” means the copyright and/or 
trademark owners who have contributed Open Game Content; 
(b)”Derivative Material” means copyrighted material including 
derivative works and translations (including into other computer 
languages), potation, modification, correction, addition, extension, 
upgrade, improvement, compilation, abridgment or other form in 
which an existing work may be recast, transformed or adapted; (c) 
“Distribute” means to reproduce, license, rent, lease, sell, broadcast, 
publicly display, transmit or 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.

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 1.0 © 2000, Wizards of the Coast, Inc.

d20 System rules and Content © 2000, Wizards of the Coast, Inc.; 
authors Jonathan Tweet, Monte Cook, and Skip Williams, based on 
original material by E. Gary Gygax and Dave Arneson.

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

Modern System Reference Document. © 2002-2004, Wizards of the 
Coast, Inc.; Authors Bill Slavicsek, Jeff Grubb, Rich Redman, Charles 
Ryan, Eric Cagle, David Noonan, Stan!, Christopher Perkins, Rodney 
Thompson, and JD Wiker, based on material by Jonathan Tweet, 
Monte Cook, Skip Williams, Richard Baker, Peter Adkison, Bruce R. 
Cordell, John Tynes, Andy Collins, and JD Wiker.

Unearthed Arcana © 2004, Wizards of the Coast, Inc.; Authors Andy 
Collins, Jesse Decker, David Noonan, Rich Redman

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.

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

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

Pathfinder Roleplaying Game Advanced Player’s Guide . © 2010, Paizo 
Publishing, LLC; Author: Jason Bulmahn, James Jacobs, Steve Kenson, 
Hal Maclean, Rob McCreary, Erik Mona, Jason Nelson,Stephen Radney-
MacFarland, Sean K Reynolds, F. Wesley Schneider, James L. Sutter, 
Owen Stephens, and Russ Taylor.

Pathfinder Roleplaying Game Advanced Race Guide © 2012, Paizo 
Publishing, LLC; Authors: Dennis Baker, Jesse Benner, Benjamin Bruck, 
Jason Bulmahn, Adam Daigle, Jim Groves, Tim Hitchcock, Hal MacLean, 
Jason Nelson, Stephen Radney- MacFarland, Owen K.C. Stephens, 
Todd Stewart, and Russ Taylor.

Pathfinder Roleplaying Game Mythic Adventures © 2013, Paizo 
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Publishing, LLC; Authors: Jason Bulmahn, Stephen Radney-
MacFarland, Sean K Reynolds, Dennis Baker, Jesse Benner, Ben Bruck, 
Jim Groves, Tim Hitchcock, Tracy Hurley, Jonathan Keith, Jason Nelson, 
Tom Phillips, Ryan Macklin, F. Wesley Schneider, Amber Scott, Tork 
Shaw, Russ Taylor, and Ray Vallese.

Pathfinder Campaign Setting: Technology Guide © 2014, Paizo Inc.; 
Authors: James Jacobs and Russ Taylor.

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

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

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

Pathfinder Roleplaying Game: Ultimate Campaign. © 2013, Paizo 
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