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INTRODUCTION

elcome, Game Masters, to a collection of advice and

inspiration, tools and rules, designed for a game like

none other: your own. Within the pages of this book,
the Pathfinder RPG GameMastery Guide, awaits guidance
and mechanics to help you use the Pathfinder Roleplaying
Game to tell the tales you've always imagined. Whether
you're a new player excited to take your first steps into the
limitless world of fantasy roleplaying or a veteran Game
Master with decades of experience, the following pages
offer far more than just advice on using funny voices and
inventing quirky characters—they contain a vast arsenal
of tools and techniques designed to improve the gaming
experience for both you and your players, from the moment
inspiration strikes to the finale of any campaign.

For the novice Game Master, this book provides
suggestions on how to begin a game and make it as
fantastical as you can imagine, recommendations on how
to find players and keep them coming back, tips on dealing
with player- and adventure-related problems, and details

on creating everything your game needs, from characters,
to settings, to entire campaigns.

For adept Game Masters, this guide aims to save you time,
fuel your creativity, and help every game you play run more
smoothly. Within wait not only pages of suggestions and
advice from some of the most talented Game Masters in the
world, but also dozens of random idea generators, treasure
charts, wandering monster tables, new rules subsystems,
and stat blocks for the types of NPCs that appear most often
in Pathfinder Roleplaying Game campaigns. Also expect
aids to help you keep track of your characters, world, and
campaign, tools to help you introduce new players to your
game, and suggestions for books, music, and movies to help
inform and inspire ever greater adventures.

All of this lies within, organized and cross-referenced
with the Pathfinder RPG Core Rulebook and Pathfinder RPG
Bestiary to keep your attention on your stories and players,
not on hunting through books. So turn the page—your
next great story awaits.




Defining the Game Master

You might already know what a Game Master is. The likely
definition, if you're holding this book, is “you.” But if you
don’t know, a Game Master (or GM) is the Pathfinder RPG
player who arbitrates the rules of the game and controls the
actions of every game element that isn’t explicitly controlled
by the other players. But as any experienced Game Master
knows, being a GM is also much, much more.

Host: Game Masters are the unifying force behind
most of the game, not just organizing a social event but
providing excitement and entertainment for those who
participate. Chapter 1: Getting Started focuses on the
GM'’s role as a host, presenting considerations on how to
starta game, how to prepare for a session, and how to select
a tone and rules that players will be eager to explore.

Mastermind: GMs work to keep a game’s momentum
moving in directions that entertain all the players while
exploring the stories and settings they desire. To such
ends, a GM manipulates dozens of elements, from how
narrative components unfold to what rules are used and
how they function in every situation. Chapter 2: Running
a Game addresses a variety of topics that help GMs handle
some of the most complicated aspects of their duties, from
the details of how a GM actually performs in-game and
frames a story to ways to create adventures and juggle the
myriad aspects of a campaign.

Mediator: Just as GMs make sure all of a game’s plots
and rules work together to entertain, they must also
ensure that the players themselves mesh and cooperate.
From tips on handling unusual characters and common
PC problems to the delicate tasks of introducing new
players and addressing the needs of several gamer
archetypes, Chapter 3: Player Characters offers GMs a
host of suggestions to help them avoid, ease, and handle
the wide variety of challenges that arise from both in-
game characters and their real-world players.

Actor: Through the GM, the cast of entire fantasy worlds
takes the stage. In a given session, a Game Master might play
a generous peasant or a conniving king, a rampaging dragon
or an enigmatic deity. Whatever the persona, the GM’s
characters are only as convincing, endearing, despicable,
or memorable as the person who portrays them. Chapter 4:
Nonplayer Characters deals with designing and depicting
nonplayer characters, encouraging players to take a vested
interest in NPCs, creating sinister villains, and many more
suggestions to bring even the smallest role to life.

Patron: While GMs constantly confront their players with
all sorts of dangers, they also serve as the source of every
reward the PCs ever gain, from each experience point to
treasures of legend. Chapter 5: Rewards aids GMs in creating
and managing a wide variety of rewards, and includes ways
to handle common challenges presented by character wealth
and bring new life and adventure to old treasures.

T A

World Builder: Whether running games on Golarion,
home of the official Pathfinder campaign setting, or on
a world of their own creation, GMs control nearly every
aspect of an entire fantasy reality. With not just one world,
but perhaps even multiple planets, planes, or even stranger
settings under the GM’s direction, the more insight
and forethought invested into the ways and workings of
locations, the more believable these become. Details on
these elements, along with considerations on societies, time,
technology, and more fill Chapter 6: Creating a World.

Storyteller: Among a GM’s most important tasks is
imagining and telling engaging stories. To aid in this task,
Chapter 7: Adventures presents expansive discussions on
several of the settings most common in the Pathfinder
RPG, focusing on considerations and helpful rules GMs
can employ wherever their tales might take them. In
addition, numerous idea-generating charts and random
encounter tables assure that GMs never lack for details or
excitement once their stories reach their destinations.

Game Designer: Even with the vast range of options
presented in the Pathfinder RPG Core Rulebook, only GMs
know what threats their players might face or powers they
might come to control. Just as GMs arbitrate the rules
within their games, so can they manipulate, repurpose,
and wholly invent new rules to improve their games.
Chapter 8: Advanced Topics not only offers GMs a variety
of new rule subsystems and considerations for running
challenging types of adventures, but also expands upon
several existing rules elements and demonstrates how GMs
can customize the rules they already know to perfectly fit
the types of adventures they want to run.

Director: Over the course of a campaign, Game
Masters have need of dozens of characters and hundreds
of encounters, choosing and customizing each and
presenting them however best aids the overarching plot.
Yet creating these elements can prove a repetitive and
time-consuming task. To aid in this process, Chapter o:
NPC Gallery unveils a gallery of dozens of stat blocks for
the types of NPCs most commonly encountered in the
Pathfinder RPG. These characters can be used however
the GM wishes, allowing him to focus on other, more
exciting aspects of his campaigns.

Regardless of skill or experience as a Game Master, it’s
likely that every GM can identify one of these roles as an
area in which she lacks experience or confidence. This
GameMastery Guide seeks to address such needs, counseling
on challenging aspects of campaigns, contributing new
options and inspirations, and refreshing the game’s classic
elements. Most importantly, the countless tools herein are
designed not to change games or tell GMs how they should
play, but rather to inspire new stories and save effort, leaving
GMs with more time to run exactly the adventures they and
their groups want to play—or have been playing for years.
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G; old tight, everyone. I
| think they’re coming
through.” Steel rasped on
leather as the big sword came
off Amiri’s back.
“Maybe they’ll be friends!”
SN __ » 58 Lini offered cheerily. Beside
= ; 2 S Ol her, the big cat growled deep in
Cf ) P eSS gl his throat.
SN2 4 oV o 1 “Idon’t think so, little one,”
Ly W P : | Sajan said. Beyond the portal,
glowing eyes were opening.
Too many eyes. {
“Oh. Okay then.” The gnome gk
drew a thumb across her sickle, ¥
blood beading on its edge. |
“The ground looks a little dry
here anyway.”
From the shadows of the
doorway, a taloned arm

stretched forth.




DUTIES OF A GM

While everyone at the table plays the game, the Game

Master creates the world, breathing life into it in front ofa
small audience enraptured by his story. The Game Master
works the hardest of everyone, spending night upon night
before each game session carefully weaving the strands
of fate and plotting the course of the adventurers’ lives,
working in twists, building encounters and monsters,
and pouring blood, sweat, and tears into his creation.
To use a common analogy, roleplaying games are like
movies where the actors get to improvise and alter the
script as they go, working off prompts from the Game
Master. Extending this comparison, if the players are
the actors, then the Game Master is the director—and
often the screenwriter, even when basing the story on a
published adventure. While this is a generic comparison,
it illustrates some of the multiple roles the Game Master
fills. The position can also be broken down into a number
of other duties and responsibilities as follows.
Storyteller: Weaving plots involving the player
characters and any number of nonplayer characters,
leading dialogue, and unfurling a vast tapestry of ideas,
stories, and adventure, the Game Master is a storyteller
first and foremost. While the game is a collaborative
narrative told from all sides of the table, the Game
Master paves and maintains the road along which the
adventurers walk.

Entertainer: Despite the best-laid plans and most
intricate plots, if the game isn’t fun and engaging, it
isn’t worth the effort. It’s the Game Master’s job to do
whatever’s necessary to keep the players’ energy and
interest up, immersing the group in the story through
the use of strange voices, animated gestures, and
generally making a fool of himself in the most classic
sense. In order to fulfill the role of every individual the
player characters encounter, the Game Master needs to be
impressionist, comedian, and thespian all in one. In the
role of the entertainer, the Game Master is the steward of
every player’s experience, keeping everyone at the table
involved and the story moving along at the proper pace.
Moderator: While important in any game, the role of
moderator becomes even more important in games with
new players unfamiliar with the rules, or situations
where the Game Master might be running a game for
strangers, such as “organized play” sessions at gaming
stores and conventions. Many players enjoy the tactical
aspects of the game and make the most of the rules in
and outside of combat. The Game Master should know
what each character is capable of, as well as the abilities
of the nonplayer characters and monsters, and should
be prepared to pass judgment on any contradictory or

disputed interpretations of the rules. And while it’s
important for the Game Master to be fair and hear out
players’ opinions and arguments, a good Game Master
has the confidence and resolve to hold firm once he’s
made a decision.

Creator: Not only does the Game Master bring stories
to the table, but many times he is also the creator of
entire worlds. More often than not, he spends more
time preparing for the session than the session actually
takes to play. When not using a published setting or
adventure, the Game Master must take the time outside
of the game to create the plot, build enemies, construct
encounters, develop magic items and spells, design
monsters, and flesh out the world of adventure the
players will soon inhabit.

Instructor: Not everyone is going to show up to the table
with an equal—or even sufficient—understanding of the
rules. Some ofthese players will be young, the new generation
of gamers eager to enter into the ranks, and others will be
friends you've encouraged to learn the joys of roleplaying
games; some may even be fresh recruits at conventions
or game stores. Everyone has a different aptitude for the
admittedly complex rules of roleplaying games, and many
people are intimidated by them. Part of a Game Master’s
role is to guide players in learning the game—after all,
the majority of Game Masters playing today learned from
another Game Master who was patient with them.

Player: Despite a pervasive myth, roleplaying games are
not about pitting the Game Master against the players.
They are not competitions, and the Game Master does not
lose when the players succeed—rather, if the players leave
the table feeling tested but triumphant, then the Game
Master has achieved the best possible result. Though one
person guides the game, everyone is a player in some sense.
Game Masters must be as convincing with the nonplayer
characters they control as the players are with their own
characters, if not more so.

In addition to these roles, the Game Master might also
fill a handful of others. Many groups maintain a set of
house rules for their games, and the Game Master has the
final say on particular interpretations and arbitrations of
rules (though everyone in the group should be aware of
any house rules beforehand). The Game Master may also
act as host for the game. At the least, the host provides
an ample place to play. While some extraordinary Game
Masters might provide all materials, including books,
character sheets, pencils, dice, miniatures, and a battlemat,
groups should decide upon those details themselves. As the
host for a game, it is important to provide a surface large
enough to play upon, a place for everyone to sit, reasonable
facilities, and the desire to get a good game going. Whether
played at a Victorian dining table lit with candelabras, on
the floor ofa spartan apartment, in thelibrary during recess,



or in the back of a van on the way to a family camping trip,
roleplaying games can be tailored to most any situation, as
long as there’s excitement and a desire to play.

A GAME MASTER'S GLOSSARY

Listed below are a few terms with which all new Game
Masters should be familiar. These terms are mentioned
throughout the Pathfinder RPG Core Rulebook and, beyond
those presented in the Common Terms section (page 11 of
the Core Rulebook), are among the most important in the
Game Master’s lexicon.

Adventure: An adventure is a self-contained storyline
the PCs experience. An adventure is composed of a series
of encounters furthering the storyline.

Campaign: A collection of stories weaving into an
overreaching narrative. It may be a string of published
adventures, a chain of homebrewed material, or an Adventure
Path designed to be played as a series. A campaign may or
may not have a definitive or predefined end point.

Campaign Arc: A sequence of adventures that mesh
well with each other, usually part of a larger campaign.
Game Masters often run these shorter arcs to create a

story that’s more concise than a full campaign but longer
than a single adventure.

Encounter: An encounter is a short scene in which the
PCsareactively doing something. Examples of encounters
include a combat with a monster, a social interaction
significant to the adventure’s plot, an attempt to disarm
a trap, or the discovery of a mystery or clue requiring
further investigation.

Metagaming: Thisis when charactersact oninformation
that they don’t have access to, but which their players know
from the real world. Metagaming comes into play when
players fail to maintain a divide between in-character
knowledge and out-of-character knowledge. That could
include anything from uncannily accurate in-character
predictions from a player who's already read the adventure,
players recognizing monsters when their characters
wouldn’t, low-Intelligence characters accessing well-
educated players’ knowledge and talents, etc.

Session: A session is a single bout of gaming. Not every
session ties up an adventure; many adventures require
multiple sessions to complete. The duration of sessions varies
from group to group, from a few hours to a weekend.




TONE AND MATURITY

Players come to games to feel larger than life, and each

brings a character that has aspirations, desires, abilities,
and unique ways oflooking at the world. The Game Master’s
job is to help guide the story and involve each character in
a way that makes her actions feel meaningful. This means
listening to the players while simultaneously keeping your
own preferences in mind. No two gaming groups are the
same, so groups that discuss their preferences for styles
of play, tone, and group dynamics are more likely to enjoy
long-running, trouble-free games.

STYLE OF PLAY

Finding the right fit with a group depends on a shared
preference of styles of play and the willingness to
compromise. Does your group prefer to focus more on
combat or roleplaying? The former style moves quickly
through the story and centers primarily on fun tactical
situations. If it’s the latter, games should highlight
character development and storyline, and it wouldn't be
unusual to have an entire session pass without combat.
Most groups fit somewhere in the wide middle of this
spectrum, but knowing what your players enjoy most is
crucial to keeping everyone entertained.

TONE AND SETTING

Once your players decide what style of game they're
looking for, it’s time to consider tone and setting. A
group that’s more interested in lighthearted silliness
will disappoint a Game Master wanting to run a creepy
horror campaign. Setting and tone determine whether
you're running a complex, gritty political game in which
the PCs unravel conspiracies or a high-magic and high-
action fantasy epic involving bizarre monsters and divine
mandates. Setting encompasses the central themes and
tropes of your world, and tone is the feel, whether that’s
gritty realism or fairy-tale derring-do. The desired
magic level is also worth discussing early on, as some
players like readily available magic, while others prefer it
to be exclusive and rare, only finding a handful of magic
items throughout their entire career. A short meeting
before launching the campaign allows you to tailor the
experience for your players, and most players appreciate
the effort to satisfy everyone’s tastes.

GROUP STYLES

In addition to focusing on the game-specific themes and
styles, consider the group of players sitting around the
table. Are they looking for a casual “beer and pretzels”
game, or are they committed roleplayers looking for a
deeply immersive campaign? Have you been playing

with the same group for years? Is everyone at the table
a complete stranger in a session youre running at a
convention or a game store? Each of these different group
styles requires a different performance from the Game
Master. Casual groups require less focus and can often
be more forgiving of mistakes, glossing over problematic
situations in favor of hanging out and enjoying a shared
hobby. Committed roleplayers can demand significantly
more focus and attention, as each player brings a complex
and interesting character in need of development within
the game. Some Game Masters find convention play or
hobby store play difficult because they lack a point of
reference for the newly formed group. In these cases, a bit
of small talk before the game begins often offers cues as
to players’ interests. Use time before play begins to ask a
few focused questions about not only the players, but also
their characters.

RETAINING INTEREST

Listening to your players is important not only when
looking to start a new campaign but also during the
course of the story. From your seat at the game table,
you can tell who’s engaged and who’s not. The goal
should always be to figure out what’s going to grab the
bored, distracted, or annoyed players and get them back
in the game (without sacrificing the fun of the others,
of course). If during the last game session a particular
player seemed bored when it wasn’t her turn at combat,
make a point to chat with her about the reasons why.
Maybe she doesn’t feel like her character is performing
well or getting enough of the spotlight outside of combat.
It often only takes a slight tweak or a single encounter
tailored to her skill set to make a disenfranchised player
feel like a valuable part of the group.

Always be open to switching things up. Players
inevitably throw wrenches into the Game Master’s plans,
despite how obvious a lead seems or how convincing a
hook sounds. Don’t be afraid to play off their creativity
the same way they do with yours. If you have a plot the
characters are trying to unravel, and the solutions they
come up with make more sense than your prepared ones,
try ignoring the original resolution from your notebook
or a published adventure and turning the story in a
new direction—the players never need know about the
original version, and you can take full credit for their
enjoyment. Similarly, if the players keep going off track
and getting involved in events outside of your planned
story, that might be a sign that your players are interested
in a different sort of game than you originally crafted.
And even if you have great empathy with your gaming
group and give them everything they want, remember
that tastes can change over time. Remember what your
players enjoyed and try to perform in that way again, but



realize your players likely have varied palates and can
enjoy a wide range of game types.

SENSITIVE TOPICS

Mature themes like cannibalism, drug use, gory violence,
profanity, prostitution, and various forms of sexuality
sometimes come up in the game, and not every group
deals with them in the same way. Knowing the group of
people you're playing with and accurately gauging their
comfort zone is crucial to keeping a session enjoyable. If
you anticipate anyone at your table being uncomfortable
with certain mature themes, talk to your players
beforehand. Determine their preferred treatment of the
issues, and respect their preferences when deciding how
heavily you want to play up those themes. If your group
openly discusses sexuality, fondly recalls the gruesome
scenes from a favorite horror film, or makes frequent
off-color jokes, then it’s probably fine including those
themes in your campaign (though not necessarily—the
player with the filthiest mouth or biggest slasher-movie
collection might still be sensitive to certain issues).
Instead of deciding everything ahead of time, you can
also seed given elements into your adventure bit by bit to
determine players’ comfort level. For example, if you have
a lecherous nonplayer character attempting to seduce

D o

a player character, drop a few

hints, subtle at first, and see
if the character takes the bait.
Watching the player’s reaction

indicates their comfort level with
the topic and lets you know how
close to the boundary you can play. And
of course, there’s a difference
between dropping hints and
innuendos and graphically
describing the dwarven lovers’
sweaty embrace. A little mature content

goes a long way.

Because combat is a core element of the game,
violence happens. But just as children’s TV
shows can provide action without gore,
so too is there a spectrum in
roleplaying. Violence, or rather
how graphically violence is
portrayed, is one element in
determining how appropriate
movies and video games are
for different ages and sensibilities,
and a similar determination can
different

styles of roleplaying.

be made for

Depending on the
context, you can

 GETTINGSTARTEDI

describe the same combat with a simple “you hit him
with your sword,” or create a more visceral description of
the same action: “Your blade slashes across his stomach;
his skin parts like thin lips and vomits his entrails onto
the floor.”
Adult themes can be an excellent way to get the
characters to react to a villain or event. A foul villain
who uses men and women as sexual playthings before
strangling them in the carnal act can produce fear, anger,
and a thirst for vengeance in even the most peaceful of
characters. The level of comfort regarding violence can
also change depending on the victim. While it may be
perfectly acceptable for some groups to murder a bugbear
villain, murdering a child—even for the greater good—
is probably pushing the boundaries too far. In fact,
involving children, animals, or other innocents at all can
be a dangerous game—you might think that a villain who
abuses animals is the ultimate example of depravity (and
hence a great antagonist), but your players might not be
prepared to talk about such things, even in the context
of fighting against them. It’s also important that, if you
enjoy a game involving a lot of questionable morality
and “lesser of two evils” plots, your party has similar
inclinations. Allying with an obvious evil character in
pursuit of mutual goals might feel like gritty realism to
you, but others might see it as in poor taste, or completely
against their characters’ alignments. If you
design an encounter that strains your
paladin’s commitment to
his beliefs, make sure the
player enjoys that sort of’
thing. In all situations, be mindful
of the group’s sensitivity and design
your games accordingly.
If you feel certain styles or topics
might turn off your players but still
want to include them, consider testing
the waters with your group by running that
style of game as a one-shot and not something
destructive to your regular campaign. When
playing with strangers, young people, or with other
potentially sensitive players, or when playing in a
public place, it’s best to keep any adult content out
of your games. While society tolerates violence to
. some extent, other adult topics better suit more
\ ) ', private, mature groups. Remember, some players
might not want to see gritty real-world
topics in their lighthearted weekly
game. Above all, know your players—
the better you know the preferences
of the group you play with, the
more enjoyable the game will be
for everyone involved.



THE GM AS HOST

The GM’s primary job is to run the game, but there’s more

to that task than just rolling dice and orchestrating in-
game challenges. As the group member most responsible
for the game’s success, the GM is also the de facto host
for each session, in charge of handling or delegating the
logistics behind the fun.

The social side of a session is at least as important as
the quality of the game itself. Adult gamers might rarely
get time to socialize, given the pressures of jobs, families,
and homes, so game night becomes a welcome chance to
spend time with friends, no different than a night of board
games, movies, or poker. And like any party, there’s work to
be done both before and after.

Some of the following issues can be delegated to a
willing player, but ultimately, all of them are the GM’s
responsibility.

NUMBER OF PLAYERS

Before a game ever begins it’s up to the GM to decide
how many players to invite to play. While there is no
firm minimum or maximum limit to how many players
a game can accommodate, this choice is largely a matter
of how many players the GM expects he can comfortably
manage and what limitations a game’s expected play
space present. Although most published adventures
present challenges for parties with four characters, any
encounter can easily be customized to suit the needs of
any size group.

Small Groups

Groups of two or three can allow for more intense
roleplaying, but they require you to carefully craft your
challenges to be appropriate for fewer players. You'll also
need to compensate for any major abilities that may be
missing from the party.

A simple way to accomplish the latter is to eliminate
the need for those abilities. For example, if the party lacks
a rogue, you may wish to remove traps and locks from
the party’s path. Another method is to introduce an NPC
who has the needed abilities—just so long as that NPC
doesn’t steal the spotlight. Alternatively, you can give
the characters magic items that perform the necessary
function, such as healing potions and wands for the
party without a healer. Last but not least, if the players are
experienced enough to handle it, you might enjoy letting
each player play two characters to round out the group.

Large Groups
Groups of more than six players offer more character
options, but they also tend to be louder and harder to

manage. The more characters there are, the more complex
combat becomes and the longer each person has to wait
for his turn, making it easier for distractions and side
conversations to get out of hand or for naturally shy players
to be overlooked. It’s generally best not to take on more
than six players at a time unless you're experienced enough
to make combat move along smartly without looking up a
lot of rules. Game aids like the GameMastery Combat Pad
also make it easier to keep track of things like initiative
with a large group.

FINDING PLAYERS

Once you know how many players you'd like to have, it’s
time to organize a group. Start by talking to friends and
family members you'd like to include. Mixing ages is fine
so long as there are enough common interests.

Ifthere’s still room at your game table, you can consider
people you don’t yet know or know only tangentially.
Coworkers and friends of friends are usually the first to
be included in this set, especially if your players have sung
the praises of your game to other people.

Outside of such personal contacts, there are a number
of other ways to find players. Try contacting a local
game store about putting up a flier with your contact
information, or see if there’s a gaming club at your school
or the local college. The Internet offers instant access to
thousands of gamers via free classified ads or message
boards, and there are several websites specifically devoted
to helping local gamers connect, such as the Gamer
Connection forum on paizo.com. (Of course, safety always
comes first—you should meet strangers in public places
with plenty of people around and should never give out
more personal information than an email address until
you trust someone.)

Last but not least, when in doubt, go where the gamers
are. Attend a local game convention, science fiction
movie opening, or other event that might be of interest to
gamers. Talk to people there, and if you find a gamer who
lives nearby, mention that you're looking for players and
provide contact information.

If you don’t want to do the recruiting yourself, you can
allow one or more players to handle it, but it’s a good idea
to ask that they run any potential new players past you—or
even the whole group—for approval before inviting them
to a session.

A word of warning: As with any party, it’s important to
make sure that everyone you invite to your game gets along
with the rest. While you can’t predict every conflict, you
can do your best to avoid obvious problems—this might be
a player whose style doesn’t match the rest of the group (see
Problem Players in Chapter Three), or a player with a more
obvious conflict, such as a current player’s ex-spouse. A
lot of gaming groups fall apart because of interplayer



conflict. As a result, when taking a chance on a new player,
it’s generally best to issue a limited invitation, such as for
a single adventure, and then decide from there. Don't let
a party member who’s friends with a potential player—or
worse, the potential player himself—pressure you into
inviting him back if he isn’t right for your game.

WHERE TO PLAY

The optimum gaming space has the following features.

+ Alow-traffic room, where the game won't be disturbed
by nonplayers or noise from other areas.

« A comfortable place for everyone to sit, with a good
view of the gaming surface, plus space for rolling dice
and writing notes.

« Alarge, flat playing surface with room for a battlemat
and miniatures.

o Extra space for rulebooks, maps, notes, and other
essentials.

« Bookshelves to hold reference materials.

« Easy access to snacks, beverages, and a bathroom.

The Building

It’s often most convenient for you as GM to play in your
own house, since all your gaming stuff'is already there.
Players usually have fewer books and tend to depend
on GM copies for reference during games. If you and
your players use a great many books and supplements,
it’s hard to lug them all to someone else’s house—and
if you take only a few, you'll almost certainly forget one
that someone wants. Yet setting up shop at whichever
member’s house is best suited for it works as well,
especially if there’s room to store gaming materials
between games.

Some groups successfully rotate houses, and there’s a lot
of merit in such an arrangement—no one is always stuck
with cleaning up the inevitable post-game mess, and the
disruption to any single household’s routine is minimal.
Furthermore, you can delegate some of the hosting duties
to the player who lives there—particularly the snacks,
beverages, and physical comforts. The key to making
such an arrangement work is to either ensure that all the
households have ready access to the needed materials, or
else delegate players to bring them each time.

Some groups play in the local game shop, either
out in the open or in a back room. If the shop caters to
roleplayers, the owners might consider it good business
to have a regular campaign running where customers
can see it. This arrangement requires some patience on
the part of everyone at the table, since the party will likely
be expected to greet watchers pleasantly and answer their
questions during the game. It also requires keeping the
game family-friendly, as parents with children may be
watching. If you've been looking for more players, a public
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game can be a great recruiting tool. If your game is closed,
the back room of the game store may be a better bet.

In nice weather, playing outside in a barn or gazebo, or
even at a picnic table or on the grass can be fun too—just
be sure to weight down character sheets and notes so you
don’t have to chase them when the wind picks up.

The Room

The traditional gaming space is a table big enough to seat
all the players and the GM, but that’s not strictly necessary.
The dinner table is often the surface of choice because it
provides enough space for a battlemat and minis, plus
plenty of seating. However, the dining room tends to be a
central, high-traffic space in a house, and it usually isn’t
where a game library is kept. A small room where everyone
can easily see and hear everyone else, with a bit of floor
space for a map and minis, can work just as well. If you
share your abode with other people, make sure that your
presence won't disturb the rest of the household and that
its regular activities won’t disturb you.

WHEN TO PLAY

Sometimes games aren’t hard to schedule. If you and your
players all live near each other in college dorms, you might
have no trouble getting a game together every night. But if
you or your players have other responsibilities, scheduling
can become a major headache.

One of the easiest ways is to have a regular schedule.
Some campaigns are played weekly, others biweekly, and
still others monthly. More frequent games are rare and
usually unsustainable, as are games with more than a
month between them, since players tend to forget what’s
going on after a while. A weekly game is optimal for many
people since it’s easy to remember. Weekends tend to be
better for working people, but constant weekend availability
is probably impossible for any one person. Weekdays after
school may work for parents and students, but choosing
a day can be tricky, since sports and club meetings may
interfere for long periods.

If you do decide to go for biweekly or monthly games,
you may want to make the sessions longer. Try scheduling
an entire day for a monthly game—or even a weekend, if
your household is up to overnight guests. For a game with
low meeting frequency, be sure to remind everyone when
the next session is coming up. You'll also need to prepare
a good recap of what happened in the previous adventure
so the players know where the characters were when you
left off.

If you opt for an irregular schedule, you’ll need to
schedule every session, which can be more difficult, as
players don’t have the option of always leaving certain days
open. Scheduling an irregular game can happen at the end
of each session or via group emails and phone calls.



| RULES OF THE HOUSE

Once you have a place to play and a date for your first session,

it’s time to decide what “house rules” are needed for your
campaign. While the term normally refers to modifications
to the mechanics of the game, house rules can also be the
literal rules of the house, covering the basic courtesies and
dynamics of the game table. Some typical house rules are
discussed below, but this list is by no means exhaustive.
Discuss the issues and the options for handling them with
your players before play begins, and make sure everyone
agrees to abide by the final decision. If you see a need for a
new house rule as play proceeds, talk to your players outside
ofthe game, then implement the new rule at the next session,
reminding the group about it before play begins.

PLAYER ABSENCE

What happens to a character when its player is absent from
a session? Below are some of the most common solutions.

Another player plays the character. This is a simple
solution, but be warned that the other player may be
unskilled with the class or simply unable to think of
appropriate actions. If the character dies, the absent player
is inevitably distressed—and legitimately so. Even if the
character survives, the other player will almost certainly
play it differently, which may result in unfortunate
consequences for the character or the party. This
arrangement has the best chance of working when each
player designates a specific person to play her character,
with no holds barred.

The GM plays the character as an NPC. This solution
presents some of the same problems as giving the character
to another player. As GM, you have enough to handle—you
don’t need the additional hassle of trying to run a PC in
the game. Though you may be more cautious with the
character than another player and are less likely to get the
PC killed (since you know what challenges she will face),
you won't be able to give as much attention as the regular
player would, and any negative consequences are likely to
bring resentment from the player.

The character leaves the group to do something behind
the scenes. This solution is usually workable, though the
party may keenly feel the lack of that character’s skills during
the session. Sometimes you might have to play the character
for a bit to finish a combat, but a short-term withdrawal
usually works. The main problem with this technique is
that you must provide a logical in-game exit and re-entrance
opportunity, and tie those in with the storyline.

The character disappears from the group, reappears
when the player does, and no notice is taken of the event.
This solution is quite simple, but it requires a degree of
maturity to pull off. The character was there, then simply

isnot. Afteratime, she’s there again. The GM does not need
to find something else for her to do or stage an exit and
re-entrance. When she reappears, the character may know
what happened in her absence, or may not, depending on
the group’s preference.

CALLING OFF A SESSION

After how many bail-outs do you call off the game for the
night? The answer to this question may depend on the
size of your group. Obviously, if you have only one or two
players, then a single absence makes play infeasible. With a
larger group, you have more flexibility. Some GMs make it
arule to run for no fewer than two or three players. Others
require a larger percentage of the party.

One way to deal with a session that only half'the players
can attend is to split the party and allow those present to
pursue a side adventure for an evening. In this case, it pays
to keep a small-group adventure available.

If absences become a chronic problem, some GMs may
choose to invite slightly more players into a campaign
than they need, with the assumption that one or two will
always have scheduling conflicts. While it can be fun to
have a rotating cast, this method can also require both the
players and the GM to play fast and loose with continuity
and bookkeeping... and requires the GM to be comfortable
running a big group if everyone shows up.

FOOD AT THE GAME TABLE

While it’s possible to insist that players not eat or drink at
the game table, it’s hard to enforce such a rule. Roleplaying
sessions take a long time, and people get hungry and
thirsty. You can set up snacks on a separate table or in a
different room, but they’re likely to find their way to the
game table anyway.

If you decide to allow food at the table, you'll have to
prepare for the inevitable messes. Keep towels at the table to
quickly clean up spilled beverages, and encourage the use of
plastic page protectors for character sheets. It’s a good idea
to keep reference books off the table for the same reason.

Alsonote that food and beverages aren’t free. If you rotate
locations, you can agree that snacks are the responsibility
of the house where the game occurs, ask that everyone
bring a snack or beverage to share, or simply pass the hat
at each session for contributions to the snack fund.

CHILDREN AND PETS

If the house where you play has very young children, it’s
best to keep them out of the game room altogether. Ifthis
isn’t possible, then everyone must be sure to keep dice
and minis off the floor, as such objects may constitute
choking hazards.

Pets can likewise cause problems at the game table. If
anyone is allergic to animal fur, courtesy demands that



the animals be kept out of the room. This solution also
prevents a random doggy tail swipe from clearing the
battlemat, or a kitty from turning the minis into cat toys.
Still, if everyone enjoys the company of the animals, it may
be fine to allow their presence.

OTHER ACTIVITIES AT THE
GAME TABLE

Despite your best efforts, you won'’t always be able to keep
all your players engaged with the action. Large combats
may drag, and if you have a lot of people at the table, it
may take quite a while for a player’s next turn to come up.
Furthermore, the party may split, requiring you to divide
your attention between groups.

In such situations, players may want to fill the time
between turns with other activities. Someone might
bring a book, a knitting project, or some figures to paint.
Others might spend the time creating new characters.
Finally, some players might sit and chat about out-of-
game topics. As long as the alternate activities aren’t
distracting either the player involved or the other players
from the game, it’s probably fine to allow them. If they
start distracting the player involved to the point where
he can’t follow what’s happening in-game, however, the
group may want to ban those activities, or simply ask him
to find another.

If the alternate activities are disturbing the other
players, you can ask that those involved move to another
area, away from the table. Just moving over to the living
room couch may suffice—those involved can still hear the
action, but the other players won't see what they’re doing.
Alternatively, those not involved with the action could
make the popcorn, refill people’s beverages, and pick
up the snack debris. Doing so can provide them with an
opportunity to chat in another room for a while.

Out-of-Character Talking

Roleplaying requires lots of in-character conversation, but
plenty of out-of-character chatter happens at the game table
as well. It’s not usually difficult to separate them when the
table talk is about the science homework or the plumber’s
impending visit. But when the players are talking about
what to do with the orc prisoner, it can be tough for the
GM to determine whether they’re actually making threats
or just theorizing, which can lead to problems if the NPCs
show their hands by reacting to something a player didn't
intend to say in character.

One option is to simply require a player to stand up or
make aspecifichand gesture when talking out of character.
Alternatively, you could have everyone use an accent when
speakingin character. Aslong as everyone understands the
convention, it should take the group only a few sessions to
become used to it.
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INTERPLAYER CONFLICT

Though the members of adventuring parties usually
have common goals, they don’t always get along. Some
party disputes arise from in-character conflicts, such as
alignment or history. Others happen because the players
behind the characters are angry at one another.

Most party bickering isn’t harmful, and some may even
be entertaining. However, if party members draw steel
against one another, it’s probably time to intervene. A
house rule that mandates an out-of-game discussion when
such a situation occurs is highly recommended, as are rules
discouraging intraparty duels and theft and encouraging
players to work as a team rather than splitting off into
groups, which results in less game time for everyone.



PREPARING TO BUN A GAME

Great Game Masters make running a game look easy,

weaving memorable characters, breathless action, and
vivid descriptions into unforgettable tapestries of fantasy.
Players in a well-run game have a sense of danger (and a
sense of accomplishment in overcoming it), plus a general
feeling of spontaneity as events unfold and the characters
rise to meet new challenges.

Such magical experiences require plenty of preparation,
evenasense of spontaneity—it’s tough to seem spontaneous
when you're shuffling though notes.

THINGS TO HAVE AT THE TABLE

Supplies and materials on the list that follows keep the
game from derailing as you fumble for what you need.
Rulebooks and Other Game Materials: You need copies
of whatever rules are in use, plus a copy of any supplement
or expansion that deals with player character abilities. If
it’s a book that’s referenced frequently by players, it’s often
appropriate to ask players to provide their own copies.
Dice: An inadequate supply of dice can slow a game to a
crawl. At minimum, make sure each player has a full set of
the dice most commonly used in the game: d4, d6, d8, do,
di2, and d2o.

Writing Materials: Everyone needs a pencil and some
notepaper. In addition, it’s a good idea to keep a supply of
blank character sheets handy.

Miniatures: Many GMs use miniatures to keep track of the
action. These work best on a scale map of the adventure scene,
typically a gridded battlemat suitable for use with erasable
markers (such as GameMastery Flip-Mats), though the right
computer equipment can project or print maps to scale.
Props and Associated Supplies: Props and player
handouts, such as sketches of important items, maps for
player reference, and written notes, can speed play and
help hold the players’ interest.

SEVEN ESSENTIALS FOR GOOD
PREPARATION

Exactly what kind of preparation is needed varies from
game to game. If you follow this checklist, however, you'll
be ready for just about anything.

Rnow the Characters and Players

Sit down with all the character sheets and look them over
carefully. Consider what each character can do in the
game—major powers, secondary powers, special abilities,
and inherent traits. This helps you anticipate what your
players might do in any given situation.

Pay special attention to powers that work automatically
or passively—for example, an ability to detect impending

danger or notice concealed doors. It falls to you to make
sure such abilities work when and how they should.

Knowing your players can prove as important as
knowing their characters. Many players develop favorite
tricks and stunts with their characters’ powers, or well-
ingrained misconceptions about what their characters can
or cannot do. Knowing these quirks can help you keep the
players engaged and challenged and can deflect problems
before the dice hit the table.

Rnow the Scene

Get familiar with the scene where the action will occur.
If you're running a published adventure, read through it
carefully. Not only should you know the answers to basic
questions (“How high is the ceiling here?”), but you should
also be able to convey sensory details.

Next, take a moment to get familiar with each adventure
site’s layout. Note the major features and where they lie in
relation to each other. Pay special attention to entrances,
exits, stairwells, and other features that the characters will
use to move around.

Rnow the Story

Some games don’t have much story—the characters simply
endure whatever you decide to throw at them. But even
such straightforward adventures will run a little better if
you take time to consider how the adversaries came to be in
the party’s way, what they’re doing when the party appears,
and how they might react to intrusion.

Other games place the characters within an unfolding
story. Before running such a game, stop to consider the
story’s beginning, middle, and end. Note the key events
and turning points in the tale, and pay special attention to
events and developments that turn on character decisions
or actions. Consider how you will present those turning
points so that you can create a seamless narrative that
flows naturally from the party’s actions.

Rnow the Adversaries

Think about the foes your characters must face and any
other obstacles they must overcome. Consider how those
adversaries will act toward the characters.

Creatures and NPCs can often react to characters when
they’re still some distance away, thanks to their hearing,
sight, or other senses. How these foes respond depends
on their nature, temperament, and intelligence, as well as
why they’re on the scene and what they're doing when the
party arrives.

Animalsand creatures withasimilarlevel ofintelligence
are usually present simply because they live in the area or
because someone else has brought them there; they often
don’t pay much heed to the characters unless they perceive
them to be some kind of threat. Many animals would



rather flee than fight, but even a timid animal can become
ferocious when cornered, and some are highly territorial
and aggressive.

Any creature smarter than a common animal generally
tries to assess the situation before acting. Very few simply
sit in rooms or lairs waiting for the party to come and
attack. What they do depends on the weaponry and powers
they have available, and what they have at stake.

Creatures that have something to defend (property,
livelihood, family, reputation, and so on) likely won't
hesitate to confront the party in some fashion. That
doesn’t always mean an immediate attack. Consider how
the creature thinks of intruders or visitors. Is it curious or
prone to negotiation? Does it think of the group as a threat
or an opportunity? Has it made plans for dealing with
intruders? Also think about how well the creature knows
its ground, what risks it’s willing to take, and how quickly
and accurately it can assess its situation.

Not all responses need to be tactical. The creature might
just want to chat with the newcomers or might send someone
else to do so. Alternatively, it might try to scare away intruders
or perhaps misdirect them. A creature with nothing to gain
probably won't fight at all if it can avoid doing so.

You should also think about what might make the
creature surrender or flee. Few creatures fight to the death
if there’s an alternative available.

Rnow the Rules

You don'’t need encyclopedic knowledge of the Pathfinder
RPG rules set to run a quality game. You do, however, need
to be comfortable with those parts of the rules that come up
frequently in play. This means the rules for determining
initiative, how creatures attack and defend, and how to
resolve noncombat challenges like skill checks (such as
picking a lock or noticing bad guys sneaking up on the
party’s camp). It doesn’t hurt to mark your rulebooks to
help you find your way around—a few self-adhesive tabs
can prove indispensable.

Also be on the lookout for any character ability that uses
a complex, difficult, or unfamiliar game mechanic and
take a moment to study it. Do likewise for any creatures,
traps, or hazards the party might encounter.

If you can’t quite figure out some aspect of the rules,
and time permits, consult another Game Master, or the
messageboards at paizo.com, which contain a wealth of
helpful information and rules discussions. If all else fails,
decide how you want the rule in question to work and use it
that way—such decisions have a way of working out if you
think them through ahead of time.

Don'’t Overdo It

Remember that you're preparing so that things proceed
smoothly at the game table. Over-preparation can ruin
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PUBLISHED OR HOMEGROWN?

Published adventures can be a great investment. Reading
through such a scenario can give you an idea of how an
adventure is put together, what challenges are suitable
for your group’s power level, and what sorts of rewards
are appropriate. The Pathfinder RPG Core Rulebook deals
with these subjects, but there’s nothing like seeing all the
elements put together. More importantly, a close look at
adventures someone else has thought through can give
you new ideas for constructing your own. It’s easy to fall
into a rut, especially when you’re running games regularly,
and adventures like Paizo’s Pathfinder Adventure Paths
and Pathfinder Modules can help dig you out.

Similarly, there’s a wealth of prepackaged campaign
settings available, including Paizo’s own Pathfinder
Campaign Setting. Consider mining concepts from them
for your own world, or adopting locations from them that
inspire adventure concepts.

No matter how many published adventures or settings
you own, it’s up to you to decide whether you’ll use
them. If you merely lift an idea from them now and then,
you're still getting your money’s worth, but using them
to a greater extent allows GMs to run sweeping, intricate
campaigns with minimal preparation.
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that. Instead, prepare just enough so that you can quickly
deal with situations that you expect to arise, and so that
you can handle the unexpected. Don’t script your game so
tightly that the players lose their sense of freedom or that
your game’s whole structure falls apart if your players fail
(or refuse) to accomplish what you expect them to.

Likewise, don't create so many notes that you can’t keep
them organized. One page for each major encounter, event,
or personality is generally plenty, and often less will do.

Lay a Few Alternate Plans
There’s an adage in military circles: no plan survives
contact with the enemy. Sometimes players head off in
directions you didn’t anticipate, defeat your primary
villain with a few rolls, miss an obvious clue, or lose a
key battle. You can take such developments in stride by
considering a few contingencies that can set your plot
back on track. Start by thinking about how things might
go astray. Does some key individual drive your plot? Do
the characters need to learn something before they can
succeed? Is there a danger that, if overlooked, can defeat
your party? Once you've identified the key stumbling
blocks, think of plausible ways to repair the damage if’
the worst happens.

Of course, sometimes you still won’t be able to prepare
for player actions. When things go astray, it’s generally



SHARING THE LOAD

Even though you're the GM, you don’t have to do
everything yourself. You can pass along any number of
tasks to your players.

Bookkeeping: This covers all the little tasks necessary
to keep your group organized. You might ask one player
to be the recorder, keeping notes on what the group
accomplishes in each game. The recorder can keep tallies
of party loot and foes defeated, saving you effort when
it’s time to divide the spoils. You can also ask this player
to note key pieces of information the PCs discover, names
of important people they meet, and places they go. These
notes can help your group get back up to speed when they
return after a break.

Rules Knowledge: If you have a fair-minded player with
a talent for explaining the rules, use her as a resource.
When you expect to tackle an unfamiliar rule, discuss how
it works with this player. When disputes about the rules
arise during a game, get her opinion. It’s also frequently
helpful to team her up with rookie players as an advisor,
keeping the game moving.

Round-Robin Campaigns: No one says you have to GM
every session. Sometimes a team of GMs can rotate the
responsibility of running the game, each GM taking up
the game where the previous one left off each week, while
the other GMs play. This requires significant coordination,
and expert roleplaying (as some players already know the
plotlines), but the chance to play in your own campaign
and regularly experience different GM styles can be
extremely entertaining and rewarding.
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the most fun for everyone to play along, exploring the
new story and using it to gently nudge the game back
onto the original track. Sticking without exception to a
prepared plot makes players feel powerless, and part of
the fun of being a GM is being surprised by your players.
Go with it.

ONE-SHOT GAMES

A one-shot game is a scenario intended to last for a single
play session. These scenarios might be “standalone,”
with little or no connection to other campaigns you run,
or merely a diversion for your regular characters to give
you extra time to put together the next major challenge.
Paizo’s Pathfinder Society Scenarios are designed for just
such situations, and can be downloaded from paizo.com.
Keep in mind that the characters in these sessions can be
the usual PCs, affiliates such as hirelings, or totally new
characters intended only for a single game—one-shots are
often perfect for unusual character ideas that might fail or
grow stale in a longer game.

o

Characters

Unless you've got a very short scenario to run or a very
long game session planned, create new characters ahead
of time. In a time crunch, you might create them yourself
and allow your players to pick from the bunch. In this
case, you should make a few more than you’ll need so
that nobody feels stuck with the leftovers. If you decide
to have players create their own characters, be clear about
the power level, gear, and other game details you'll allow
and reserve the right to review and edit characters to
better fit the group. You might even want to meet up with
players one-on-one or have them submit characters early
for review.

Getting Started
Introduce the scenario in a way that engages the players.
Don't give away any secrets, but let the players know why
each of their characters is getting involved—having
several “adventure hooks” allows you to pick which one
would be most compelling for a given character. You
can also always start the action with the party already
committed to the adventure or facing a situation that
leads in to the rest of the scenario, so as not to waste any
playing time.

The concept of the macguffin often proves useful here.
A macguffin is some element that drives your plot forward,
but that you can ignore once it’s served its purpose. Your
macguffin might be a rumor, a mission or request from
a friend, a cryptic message, a treasure map, or anything
else that piques the group’s interest without giving away
too much.

Wrapping Up

Consider how the party’s activities, successful or not,
might end, and be ready to sum up when the last die
stops rolling. Because your players might never play
these characters again, you can plan unusual rewards or
endings that would be awkward in a regular campaign.
Of course, more than one adventure that began as a one-
shot has stretched into a campaign when both players
and GMs found the plots and characters too much fun
to retire...

CAMPAIGNS

A campaign offers something more than a series of
adventures. A campaign gives context and depth to a
group’s activities, making them part of a larger world. A
properly constructed campaign also provides you with story
elements, locations, personalities, and conflicts that serve
as springboards for your creativity as you create adventures.
Campaigns can be completely plotted out ahead of time,
such as the 6-part Pathfinder Adventure Path series, which
give GMs all the adventures and supplemental material they



need to run a complete campaign, or they can be crafted
on the fly, with GMs stringing adventures together just a
session or two in advance. A Campaign Sheet is included in
the back of this book, which you can use to plan and record
all of the relevant details of your campaigns.

ESSENTIALS OF GOOD CAMPAIGNS

Most advice in the section on preparing for a one-shot
game applies to campaigns as well—only the scale is
different. Below are a few elements to consider.

Setting and Scope
Your campaign world provides the backdrop for all
your adventures. Take some time to consider the
lay of the land and what it might be like to visit the
place—Chapter 6 provides some specific ideas on
creating a setting.

The sheer scope of your campaign world can also
affect play. You can confine all your adventures to a
single country or similar geographic area, or
even to a single town or city. The kinds of
adventures you can run in such a confined
setting, however, will be different than
what you can do with a whole continent.
An epic, world-spanning campaign
offers an endless variety of adventure
sites, while a localized campaign offers a
more intimate feel and a strong sense that
the characters are part of the world.

Story

Your campaign need not have an overarching storyline,
but having one (or more) continuing plots can help tie
your adventures together into a continuous narrative,
and inspire new ones.

Don’t overdo this element. Your goal isn’t to script
your campaign, but rather to explain how and why things
happen. Keep the story general, with an eye toward details
your characters can notice and perhaps change through
their actions. Choose something that can unfold slowly
so that the story can move along even when your player
characters aren’t actively involved in it. Consider how the
player characters might shape or redirect the story, but
also establish what happens if they don’t get involved.

Movers and Shakers

Decide who'’s who in your world. This includes not only
the beings that hold the reins of power, but also everyone
who’s involved in driving the campaign forward. If
you've laid out a story for your campaign, identify the
entities behind the major threads. Ask yourself who’s
pulling the strings and who stands to gain and lose with
each twist and turn.
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Not every important character in your world need be
terribly influential. Every locale with people has a few
memorable characters, so sprinkle the neighborhood
where your PCs live with a few of those. Some of these
might become valuable assets to the characters, providing
them with information, introductions to more influential
people, or protection in times of need. Others might
simply offer the occasional bit of comic relief.

Campaign Endings
Many campaigns run on indefinitely until

the group breaks up due to changinglives
and priorities. There’s nothing wrong
with that, so long as running the
campaign—and playing in it—
don’t become chores. Still, it’s
pleasant when a campaign
comes to a natural end that
allows you and your players to
leave with a sense of completion.
You might plan a campaign with an
ending in mind—a fairly easy task if you've
laid out a story. Or you might decide to end
the campaign when player interest (or your
own) starts to flag. In either case, consider
what elements in the campaign have struck
a chord with the group. Perhaps they've
grown fond of a particular town or character.
Perhaps they really despise some villain or have a
burning desire to obtain a certain item. Craft your
ending so things end on a high note, with main conflicts
resolved and the loose ends tied up. It’s often fun to create
an epilogue that lays out each character’s later career and
retirement and looks ahead to the general state of your
game world during the surviving characters’ sunset years.

WINGING IT

Preparation is great, but sometimes you just want to play.
Published adventures are perfect for this, but even those
require a bit of reading ahead of time. If you want to truly
wing it, with nothing more than a few notes and some
dice, try flipping through some completed adventures for
stat blocks you can use—at the very least, you're going to
need to know things like hit points, AC, and saves—or tag
some creatures in a monster book. Sketch out as much of
the plot as you feel you need; it could be a whole adventure,
or just the first scene. Consider throwing in a big decision
requiring party deliberation whenever you need a minute
to figure out the next encounter, and remember that a fun
roleplaying encounter with an oddball NPC can provide
extensive entertainment without any math involved. For
more tips on emergency game prep, see pages 48—49. And
when in doubt—roll initiative!



i'REATIN(i A CAMPAIGN GUIDE

In television series and similar ongoing media, there is

the concept of the “story bible,” a document setting forth
the essential information about the characters, story, and
setting of the series so that later writers can produce scripts
with some amount of consistency. In a similar vein, Game
Masters can create a campaign guide to help keep track of
their creation and to supply players with an overview of an
ongoing campaign. This way, the players have some idea
what to expect and can create and play their characters to
bestfitinto the overall setting. The mostimportant function
of'a campaign guide is to make your players excited to delve
into the setting and play the game! Consider the following
when preparing a campaign guide.

SYSTEM

The default assumption is that your game will use the rules
as presented in the Pathfinder RPG Core Rulebook. Many GMs
customize the Core Rules to fit their preferences, play style,
and players, and the campaign guide is the perfect place to
set out these custom house rules so the players know what
to expect and so customizations or exceptions remain
consistent throughout the campaign. You'll also want to lay
out character creation guidelines for the game and clarify
what is expected or prohibited, so players know their choices
going into the process of designing their characters.

For example, you might ban a particular sorcerer
bloodline or other character option simply because it
doesn't fit into the setting and does not exist there (at
least so far as anybody knows). On the other hand, you
can set up a rule that PCs cannot be assassins or choose
evil as their alignment because you'd rather not deal with
the complications those possibilities entail. That doesn’t
necessarily mean assassins and evil alignments don’t exist
in the setting; they’re just not an option for the players.

SETTING

The meat of a campaign guide is the description of the
setting: where and when the campaign takes place, and in
particular, the “base state” or status quo with which the
characters should be familiar. Doing this effectively can
be more difficult than it sounds, so follow these guidelines
to keep this interesting and on point.

Broad Strokes: You don’t need to hand your players a
200-page document detailing every corner of the campaign
world and every major event in its history. Even if you do
have such a document, it’s probably best to hit new players
with just the highlights. Focus on where the campaign
starts and, if you describe other parts of the world at all, do
so in generalities. You can always fill in more information
as the campaign progresses.

Focus on the Present: Historical context is good,
particularly historical events that have an impact on the
present day, but focus on giving the players the status quo
as it will be when the game starts. Don’t focus too much
on irrelevant historical detail; if an account of a particular
battle hundreds of years ago doesn’t impact the present
day, summarize or cut it altogether.

Enliven with Detail: Try to give the players some essential
details about daily life in the setting. What do people eat?
What kind of clothes do they wear? What do they do for
fun? What is a typical day, week, or year like? What are some
expressions people use? These details form valuable hooks
players can use to get into character during the game.

STORY

You may or may not want to include story content in your
campaign guide, depending on the type of game you want
to run. You may find it helpful to fill the players in on the
type of story you want to tell, so they can assist with their
character concepts. Is this an epic fantasy wherein local
heroes discover a terrible threat to the world at large, or a
focused struggle for domination over the guilds and noble
houses of a single city?

Some GMs prefer a freeform campaign, starting
the players off with just a setting and their characters’
backstories, letting the rest unfold as play progresses. The
story is written as the players choose what their characters
do and the dice determine the outcome of those actions.
Other GMs have a particular kind of story in mind and try
to deftly steer the players, allowing them a wide range of
choice within the bounds of the story, but keeping it focused
on a particular field of play; for example, a player who
wanted his character to go off exploring some lost ruinin a
campaign about warring guilds might discover something
hidden in the ruins that has some bearing on the main
conflict, bringing things back around to that story.

VOICE

Voice is how the guide conveys the content to the reader. It
includes choices like viewpoint, tone, and style, which can
not only affect how the content is conveyed, but can also
provide additional information and insight for players in and
of itself. The two main approaches to voice are an “inside” or
subjective voice, or an “outside” or objective voice.

Subjective Voice: This method presents some or all
of the content of the campaign guide in the form of
fictional documents or dialogues, such as travelogues,
journals, letters, or scholarly works written by people in
the setting. Subjective voice documents are heavy with
setting-specific flavor and present a strong point of view,
a fictional window into the world for the reader. On the
other hand, they can be biased or incomplete, and they
tend to provide less information in the same amount of
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space than documents written in objective voice. These
qualities can be good things, especially if you want
players to initially receive somewhat biased or inaccurate
information about things, but crafting such documents
typically involves more work. Subjective voice presentation
canserve double duty byintroducing players to the fictional
authors of the documents in addition to the subjects they
discuss. For example, if the party is likely to interact with
a certain sage or noble in the setting, perhaps part of the
campaign guide can be written in that character’s voice.
This way, when the game starts, the players already have a
feeling of “knowing” that character.

Objective Voice: This style of guide is written
from the perspective of the Game
Master and exists outside of the
setting. Thisapproachallows
for a broader perspective in
campaign guide materials,
in which you can provide
comparisons to modern
examples and discuss
things a subjective author
might not know. Objective voice tends to
be more concise because you can say exactly what
you mean without having to phrase it in terms an in-
setting character would use. This lets you provide more
information in less space, saving time and effort if they
are at a premium.

Combining Voices: Of course, you can also mix
subjective and objective voice in your guide. You might
use a primarily objective voice to provide the bulk of the
information and then put the information into context
with snippets or examples of subjective voice, such as
quotations from in-setting characters or even more
involved things like sketched-out maps.

PUBLICATION

Once the campaign guide document is prepared, you need
to consider how to get it in front of the players. Modern
media and desktop publishing create a wide range of
options for sharing a campaign guide.

Print

The first and simplest option is to print the campaign
guide and give each player a copy. It could be printed out
at home or produced professionally at a copy shop. Larger
campaign guides might be held in binders or report
covers, and print shops offer a variety of binding options,
from square tape-bound to plastic spiral binding (with or
without cardstock or plastic covers). These options add
durability and quality to your guide, making it easy for
players to use and reference over time, but might make you
less inclined to make changes as you go.

Electronic
You can also publish a campaign guide as an electronic

document, easily shared via e-mail or hosted online. With
laptops or handheld devices, players can still reference these
documents during play.
The other main electronic option is to publish your
campaign guide as a web page or website.

Web page design programs make this a

fairly simple matter even for non-

programmers, and there are
many inexpensive web-hosting
services. Players can access a
web-based guide

from anywhere with an Internet

campaign

connection, can save or print the
pages for their own reference,
and can even actively edit
the guide (if the GM
allows it). Unless
the site is secured,
web publication also
makes your campaign guide
publicly available to anyone who
wants to view it, allowing other Game Masters to

benefit from your ideas.
Even if you publish your campaign guide in print
for your players, you may want to have an electronic
version as well for backup, further additions, and ease
of reference, especially if you want to make the guide
publicly available.

Copyrights
Most published RPG products are copyrighted, so you
should take care not to violate the law by republishing
parts ofthem without permission. Paizo has a Community
Use Policy (paizo.com/communityuse) that explains how
you can safely use some of our copyrighted materials in
your campaign guide.

Other Media

Game Masters have taken advantage of desktop and
online multimedia in recent years to create other ways
of providing information to players. If you have musical
talent, opening each session with custom theme music
can be a powerful way of getting players into the right
mindset. You can also create audio podcasts for your
campaign, or even take things a step further and use
video editing to create a “campaign trailer,” like a trailer
for a film, which you can then distribute among your
players or share online. This doesn’t have to involve a lot
of original video; you can use still images and artwork
and give them motion through effects like pans or zooms,
with different dissolves and transitions between images.



et

'y _:W-‘&ﬁ% Wv -_\



T

Gi aleros reached up to the
ring in the dragon’s nose
and yanked hard to his left.
The beast screamed, and a jet
of hissing flame roared past
him, setting his cloak ablaze.

“That’s right!” he crowed.
“Not so fun now, is it?”

In reply, the dragon simply
swunyg its great neck sideways,
knocking Valeros almost off the
tower’s edge. The swordsman
looked down. Far below, Seoni
was struggling to cast a spell
while floating in midair. The
dragon stretched its pierced and
pinioned wings and roared.

“Fine,” Valeros grunted.
“We'll do it your way.” Then he
leapt up and out, grabbing for
the dragon’s ring as he fell.



~ HOW TO RUN A GAME

A roleplaying game is only as good as its GM. The GM sets

the tone for the game, keeps the action moving, adjudicates
situations, and tailors the storyline to the player’s tastes. In
this chapter, you'll find all the information you need on how
to run the best game you possibly can, from tips and tricks
to the tools of the trade, plus primers on avoiding common
problems, the math behind the game, and how to design
different types of adventures.

GMING STYLE CHOICES

Before you run your first session, there are a number of
decisions you need to make regarding the nature of your
game. Is your table a serious roleplaying experience,
with players staying in character at all times? Is it an
immersive experience with painted miniatures, three-
dimensional terrain, soundtracks, and mood lighting?
Is it a zany get-together with friends, where half the
fun is the in-game banter? Or is it some combination
of those, or perhaps something else altogether? There’s
no best answer, but such decisions have a vast impact on
the experience you and your players have. Noted here
are a few of the more common decisions a GM needs to
make when running a game.

Miniatures vs. Freeform: The Pathfinder Roleplaying
Game presumes you're playing with miniatures and
using a gridded mat to keep track of character locations
during combat. This isn't the only method, though—
you can also try charting things out on graph paper or
drawing it on a white board, or utilize paper minis and
combat tokens that can be printed out and discarded
as needed. Yet you may decide that focusing on where
everybody is and how far they can move in a round ruins
the cinematic drama that you wish to create. In this case,
you might prefer a more freeform style of play, where the
GM keeps track of the action in his head, players describe
the actions they wish to take, and the GM adjudicates the
results. In this type of game, many rules take a backseat
to flavorful flourishes and cinematic descriptions from
both players and GM.

In Character vs. Out of Character: Do your players
need to remain in character during the game, or can
they speak as themselves, strategizing and giving advice
to other players? Some GMs allow the latter only if
there’s a mechanism for determining when someone’s
in character (see page 15), while others allow a casual
blurring of the lines.

GM Tracking vs. Players Tracking: There’s a large
amount of information to keep track of during a game.
The Pathfinder RPG rules imply that this work should be
split, with the players keeping track of their characters, hit

points, abilities, ongoing effects, and so forth, and GMs
tracking the same information for the NPCs. Yet some
GMs prefer to keep everything a secret from their players,
tracking even their experience points, hit points, spell
durations, and other information, only giving the players
vague, lifelike information—such as telling them that
they feel weak from blood loss rather than how many hit
points they have left. While this can help enhance both the
game’s mystery and its sense of danger, the sheer amount
of bookkeeping required on the part of the GM makes it
easy for such games to bog down and overwhelm the GM.
Taking Back Mistakes: Almost every game session, a
player does something they didn't mean to do, whether
it’s stepping on the wrong square or forgetting to add a
bonus that means the difference between success and
failure. Some GMs have a rule that once it’s left your
mouth or you've moved your miniature on the mat, you're
committed, even ifthe end result isn’t what you would have
normally done. Other GMs allow players to retroactively
add bonuses to rolls, or take back poorly planned spells
and other mistakes, letting them make the best moves
possible for their character. This is a difficult balance—
too much leeway and there’s no risk, but being too strict
can ruin the fun for your players. Remember, though, that
the standard used for your players should apply to you as
well, and such “rewind” moments can be anything from
a misplaced miniature to letting a clue slip out too early.

Pregame Preparation
While this topic is covered in depth in Chapter 1, below are
a few key points to remember.

Read the Adventure: If you're playing a published
adventure, read through it at least once. It also helps to
reread the parts of the adventure you expect the players
to tackle in the upcoming session, to keep it fresh in
your mind.

Predict Player Actions: Try to guess what your players
might do in a given situation. If you think they might
go to a tavern to get info, think about what NPCs will be
encountered there, and what information they may have to
impart. Likewise, if you think they might use subterfuge to
get into a fortress, consider how the inhabitants might react
to various plots. A little foresight goes a long way.

Adapt to Players: Consider tailoring your adventure
to take into account the backstories of certain PCs, or
incorporate a subplot that players initiated in a previous
adventure. If one of your players is a paladin who hates
devils, think about changing the generic cleric villain to a
priest of Asmodeus to get your PC more invested. By tying
your characters into the plot, your story naturally has
more impact.

Review Relevant Rules: As youre reading through
the upcoming portion of the adventure, take time to



familiarize yourself with relevant monsters, feats, spells,
magic items, and rules subsets. Part of your job as the GM
is to play NPCs and monsters to the best of their ability,
which means being as familiar with the NPCs’ options as
your players are with their own characters’.

Prepare Stats and Strategies: Make sure the adventure’s
challenges are appropriately balanced for your party’s level
and composition. Think about the locations where the
encounters take place, and how NPCs can turn the location
and their particular abilities to their advantage. It can
also be good to copy the stats for each NPC and monster
for ease of reference, allowing you to make notations on
spells used, hit points lost, and other information without
marking up a book.

Prepare Additional Tools: If you use props in your game,
preparing in advance helps the game flow smoothly. Pick
the miniatures and any three-dimensional terrain you
want to use in a given session and put them in an easily
accessible place. Put any pictures you want to show in a
folder on your computer or print them onto sheets. If
the players have the map to a dungeon level, think about
drawing the level on the battlemat ahead of time.

Running the Game
Even once the adventure is prepped and the players are
gathered, the GM’s work is just beginning. There are a few
things to pay special attention to during a game session.

Initiative: Keeping track of whose turn it is during
combat can be complicated. While a simple written list
helps, such can get cluttered and complicated as characters
hold actions and delay. The GameMastery Combat Pad
allows you to keep track of initiative order by arranging
the characters and their adversaries on erasable magnets
and moving them as needed. You might also manage
initiative by using a stack of index cards with the name
of a characters or opponents written on each one—maybe
even with notes for easy reference.

Dice Rolling: Some dice rolls need to be made in secret,
such as when a rogue looks for a trap or a monster attempts
a Perception check. At other times, you may want to roll
in front of the players, such as when a pivotal save is
being made during combat which could potentially kill a
player character. Making rolls in the open adds a sense of
drama and fairness to the moment, and your players can
see the result as they root for the outcome they desire. Yet




doing so can also tie your hands unnecessarily, interrupt
the flow of the narrative, and generally detract from the
sense of mystery. For this reason, physical barriers like the
Pathfinder RPG GM Screen come in handy.

GM Subterfuge: You don't want your players to know
when something important is happening by watching
for you to roll your dice. As such, many GMs roll dice
unnecessarily every so often, pretending to look something
up in their notes. This makes it harder for players to
guess when something significant has happened, such
as a failed Perception check. It’s equally important for
things like finding secret doors—if you don't call for a
Perception check simply because there’s nothing to see,
the PCs quickly learn that rolling dice means something
is up, whether they made their roll or not.

Tracking Hit Points: During battles, you'll sometimes
have more than one of the same type of monster on the
table, so keeping track of which one has all its hit points
and which one is barely holding on is important. Whether
you track hit points on a sheet of paper, a dry erase board,
or via some other method, make notes about which
creature is which and any damage or conditions it may
have acquired.

Corpses: If you use miniatures in the game, what
do you do with the miniature when the monster dies?
Some GMs immediately remove dead or unconscious
creatures to avoid clutter. Others leave the bodies where
they fall, providing terrain obstacles. With the ability to
use channel energy to heal friends and foes in an area of
effect, leaving monsters on the board could require you to
track hit points of monsters well into the negatives on the
off chance that the PC cleric unintentionally catches them
in a healing wave. This is just one of many situations in
which a GM must choose between the game’s realism and
the ease of actually running the game.

Dead Characters: Sometimes player characters die
in combat. This is often a traumatic event for players,
and how you handle it as GM has enormous bearing
on whether those players continue to have fun or not.
First off, determine whether there’s a chance for those
characters to be revived via raise dead or some similar spell.
If they're likely to be revived at a later date, you can keep
them engaged by having them play the role of NPC allies,
cohorts, or even familiars or animal companions. Then
when the combat is over and the characters get returned
from the dead, they can resume their usual roles. If they’re
not likely to come back, having them start rolling up new
characters is a good way to keep them busy for the rest of
the session. For more information on this issue, see Death
of'a Hero in Chapter 3.

Time Management: Keep an eye on the clock to help you
wind up your game on time. If you know your game needs
to end at midnight, don’t start the triumphant battle with

the main villain at 11:30 .M. Know when to gloss over less-
important encounters in order to reach a good stopping
point, but also don’t be afraid to pad things out and leave
some goodies for next time. Finding a cliffhanger to stop
on—the revelation of a piece of information, or a villain’s
dramatic entrance—makes for both a dramatic conclusion
and a hook to keep the players excited for the next session.

Keeping the Game Moving: One of the biggest dangers
in a game session is the risk of getting bogged down.
Sometimes it’s the result of the GM not being prepared
and needing to read over something during the game.
Other times, it is because of a player not being prepared
or taking too much time to make a decision. These
slowdowns can ruin the mood, tension, and drama of a
game. Preparation as the GM helps minimize these risks
on your end. For players, sometimes a decision merely
takes a moment, a nd having a bit of patience is fine.
Should long turns and side conversations regularly
detract from the action, however, give players a time limit
to declare their actions, after which they’re considered to
be delaying, and you move on to the next character in the
initiative order. Of course, new players naturally require
more time to make decisions than experienced ones,
which is why it can be useful to assign one of your more
adept players as a mentor.

Post Game

Once the game session is done, there are still several tasks
that need to be taken care of. First, award the players any
experience earned during play, and allow them to divide
up any loot earned. Having your players come up with an
equitable wealth distribution system they can all agree on
is vital to the long-term health of the campaign, so help
them come up with a system that works for all involved.
Last but not least, have the players help you clean up the
gaming area.

Once the players have gone home, it may be a good
idea to do some basic record-keeping, such as writing
down what happened that session in case you need to
refresh your memory later, or plot ideas to revisit in
future sessions.

EXAMPLE OF PLAY

Lisa the GM is running her group through “The Hook
Mountain Massacre,” the third installment of the
Rise of the Runelords Adventure Path. Her players are
approaching the homestead of the Grauls, a family of
depraved ogrekin.

Elsid (human ranger): I check to see what kind of
creatures have moved through this area and how recently.

Elsid rolls a Survival check and gets a 22.

GM: There seems to be a decent amount of traffic in
this clearing. Mostly humanoid, with large feet, but a



few canine tracks, too. The path was used as recently as a
couple of hours ago.

Elsid: It looks like that creature we killed back there
wasn'’t the only one of its kind. Be careful.

Karnak (human barbarian): I move out into the clearing
with my ranseur at the ready.

The GM knows that there’s a sneaky ogrekin hiding in the
nearby vegetation, and asks Karnak to make a Perception check.
Karnak’s roll of 14 is worse than the ogrekin’s Hide roll of 16,
meaning he doesn’t notice the lurking monster.

GM: Nothing happens.

Karnak: OK, then I'll head toward the house.

GM: As you move forward, an 8-foot-tall creature
suddenly charges out of the rows of corn to your right, his
head a mass of tumors. He charges at you and swings a
massive metal hook!

Since Karnak is surprised, the GM rolls an attack of 23 versus
Karnak’s flat-footed AC of 16 and scores a hit.

GM: The brute’s hook took a piece out of your side,
Karnak! Take 15 damage. Everyone roll for initiative.

The party rolls initiative. The GM rolls for the ogrekin, who
scores poorly with a 6.

GM: Elena—you're up!

Elena (human rogue): I move to the side of the monster
opposite Karnak so I can flank and get my sneak attack
damage!

Elena rolls an 18 and beats the ogrekin’s AC of 16, rolling her
weapon’s damage dice and dealing 19 points of damage, which
the GM subtracts from the ogrekin’s 61 hp.

GM: That seemed to hurt him. Sevashti—what do you do?

Sevashti (human sorceress): I cast glitterdust on him.

The GM checks glitterdust’s area of effect to make sure it
doesn’t catch any other players—it doesn’t—then makes a Will
save for the ogrekin, who fails.

GM: Your spell catches the deformed thing right in the
face, and he blinks rapidly to try to regain his sight. Your
turn, Elsid!

Elsid: I rain arrows down on him!

Elsid fires three arrows—all hits—and the ogrekin goes down.
Because the party cast a number of spells with short durations
before entering the clearing, and in order to keep the drama up
since she knows there are more ogrekin around, the GM decides
to keep initiative order. She rolls a Perception check to see if the
ogrekin inside the barn hear the sound of combat, but her roll
of 12 minus modifiers for the barn walls and the monsters’
roughhousing means they fail.

GM: The poor guy didn’t know what hit him! Marbury,
it is your turn.

Marbury (human cleric): As usual, it looks like
only Karnak is hurt. You can handle it, big fella. I'm
heading toward the house.

Karnak: Gee, thanks pal!

GM: Alright Jamek, you and Furball are finally up.

Jamek (half-orc druid): I send Furball ahead to scout.
Furball, the druid’s lion animal companion, approaches the house.
GM: Have Furball make a Perception check.

Jamek’s player rolls a 16 for Furball. Instead of calculating the
exact DC, the GM decides to save time and estimates that 16 is
enough to hear ogrekin moving around in the barn.

GM: Furball stiffens suddenly and looks toward the
barn opposite the house.

Jamek: OK, I move up and see if T can make out what he
hears or sees.

Jamek rolls a Perception of 14—not great, but thanks to
Furball’s previous success, the GM deems it enough to pick out
noise coming from the barn.

GM: Jamek, you hear noise coming from the barn, but you
can’'t make out anything distinct. Elena, we're back to you.

Elena: I move up to the house and check for traps on the
main door.

The GM rolls the Perception check for Elena, since she doesn’t
want the player to know if she succeeds or fails. A result of 15
reveals nothing, as there is no trap present.

GM: Nothing.

Elena: It looks like the door is clear!

GM: Sevashti, your turn.

Sevashti: I'm going to delay until we know whether
we're going to the barn or the house. Besides, I don’t want
to get too close to the action.

The GM marks that Sevashti is delaying, and points to Karnak.

Karnak: Don’t worry, little lady, I'll get us some action. I
head over to the barn door and throw it open!

Elsid: No! Karnak—wait!

GM: OK, Karnak, you head over to the barn and burst
through the doors. Inside, you see a two-story barn with
a catwalk around the top and stairways leading up from
either side of the door you just kicked in. Three smaller
versions of the monster you just killed are wrestling each
other here, the smell of stale beer permeating the air. As
the door clatters open, all three freeze, staring at you, then
roar and move to attack...




THE fIRT OF GMING

As a Game Master, you already know what’s expected. You

have some players, you've designed an adventure full of
cunning threats, wild terrain, and a big clever twist, and
you're ready to entertain. That should do it, right? Yet the
best-laid plans of every storyteller sometimes go awry.
There’s a range of reasons, but while the Pathfinder RPG
is a form of group entertainment, it still depends on you
as the GM in order to succeed. You are the scriptwriter
and director for this production, but you're also the chief
performer. How you choose to approach the role makes a
huge difference.

It’s not that players aren’t important; on the contrary,
they're both your audience and your fellow performers,
and in many ways everything you do is for them. But
they also have less control over the world, and play more
limited parts. You lead the band. If you bring gusto to the
adventure, your players will respond in kind. If you show
up unprepared and harried, they may not invest much
effort either. Delivering the best possible performance as
a GM depends on how you see yourself when you game,
how well you prepare, and what tricks and techniques you
use to keep your campaign moving smoothly.

MARING IT HAPPEN

With great power sometimes comes a sense that maybe
your players don’t appreciate your efforts enough.

You spend time drawing world maps, imagining plots
and places, setting up ambushes, and devising schemes
for villains. As GM, you have a certain responsibility for
everyone’s good time. You strive to challenge the party, but
never to break it. You offer a sandbox of a million choices,
but guide the party to the juiciest elements.

And yet things don’t always go smoothly. Sometimes, all
you want is for the players to embark on the quest you've
spent all week on, but instead the party accidentally goes
off'in another direction—or worse, sees the hook for your
quest and deliberately decides not to bite because it doesn’t
interest them enough, or doesn’t offer enough of a reward.
When such things happen, you have several options.

Forcing Things

In many cases, it’s entirely reasonable to say, “Hey folks,
this is the adventure I've prepared—work with me.” Many
groups of players respond positively if asked for help—
after all, they want the game to go smoothly, too. Perhaps
they just need a stronger hook for their characters, the
promise of a bigger reward, or a change of pace from
something too similar to what they did last time.

Canny GMs, though, won't force it more than absolutely
necessary. It’s often worth it to ask your players after the

game (or one-on-one later, if that’s easier) to tell you why
they didn’t buy into your original adventure premise, and
what sort of adventure they'd prefer. If they want more
gold and glory, or to find out what’s beyond the western
mountains, find a way to make that an option. Player
feedback allows you to craft a game that’s more satisfying
for everyone.

Follow the PCs’ Lead

If you enjoy improvisational play, the best move may be
to temporarily drop the planned plotline (or at least the
planned plot hook) and follow your players’ lead. Are
they more interested in the dark, brooding mage with a
zombie-filled bag of holding than the murder the prince of
the city has asked them to investigate? Very well, then: the
necromancer is the new patron of the adventuring party,
and boy does he know about some dark doings—the prince
of'the city has sent his best troops out on a suicide mission,
and the mage would like the PCs to bring back some heads
for a quick speak with dead.

This approach requires you to think on your feet and
make up NPCs and encounters on the spot, but it also
means that the players are fully engaged; they’re guaranteed
to be doing the things they want, rather than following a
plot dictated by you. And you get the additional fun of
improvising and reacting to the players’ ideas, plus the
chance to be pleasantly surprised by yourself as ideas flow
fast and furiously.

If you're especially fortunate, you can probably turn
some of your existing encounters, NPCs, or plot elements
into elements of the adventure that the party wants to
pursue—or use their new direction to steer them subtly
onto the adventure you had planned—but it’s not always
possible. When forced to think on your feet, one helpful
trickis to listen to player speculation and then elaborate on
their fears or suspicions to make the plots feel even more
complex. If the players say “I'll bet the duke’s involved!”, a
simple option is to take the cue and have the duke actually
be behind the nefarious plot they've uncovered, thus
making players feel satisfied for having figured it out. On
the other hand, if it turns out that the duke is actually an
unfortunate innocent, with his daughter held as a pawn of
the true villains—then the players get both the satisfaction
of being partially correct and the thrill of uncovering
something new, and your adventure feels meatier and
more intricate with almost no additional effort.

The lllusion of Free Choice

This is the finest of techniques when it works, though it can
be overplayed. The illusion of free choice is really a matter of’
the GM convincing the PCs to do exactly what he wants while
making them think it’s their idea. The simplest method in
theory is often the hardest in practice: giving the players



several choices, all of which lead to the same adventure. This
might be as easy as simply changing a hook—the PCs didn’t
know that the old man they ignored in the bar was about to
tell them the same thing as the ancient treasure map they
discover in the town graveyard. The ancient dungeon can
be uncovered by order of the king, as the party is marching
offiinto the wilds, or as the only hope for a town surrounded
by enemies—once they go there, the adventure is the same,
regardless of how they got there.

Sometimes, of course, the party has a reasonable idea
what the adventure is and still decides to avoid it. In these
cases, it’s sometimes best to subtly make the adventure
more and more compelling until of course the players
decide to go after the big treasure hoard guarded by their
arch-nemesis—they’ve finally learned his weakness, and
they only have a few days to exploit it!

That’s a bit of a hard sell, but notice three things about
the example. First, it involves a pre-established nemesis;
by tying the adventure into the PCs’ goals as characters,
you've made the same basic adventure seem far more
appealing. Second, it provides a lure in the form of cash—
because in this case, you've watched your players enough
to know that this particular party loves loot more than
glory or doing the right thing. Third, the hook relies on
a change in circumstances that is time-dependent. If the
party doesn’t act now, ready or not, this opportunity will
not come again. Limited-time offers have a way of selling
things, whether it’s adventures or refrigerators.

Above all, put yourself'in the player’s shoes. Don’t think
about how cool the villain is, how clever the traps are, or
how smart the backstory is—think about what’s in it for
your players, and why an adventure would appeal to them
personally, and you'll never go wrong.

GM AS ACTOR

As both performer and director, a good GM needs = b

some of the skills of the stage, from use of accents

Py s B

to scene management.

Volume and Style
Stage presence is as important to GMing as dice. Though
many GMs hide behind their screens and only venture out
to move minis, others are animated, gesturing and using
strange accents to demand attention.

While it’s certainly possible to overdo it, the latter style
is far more exciting and memorable. The GM doing those
things is performing; he’s fully engaged and driving
the game with his desire to entertain. Yet not everyone
is a natural performer, and many of the most bombastic
GMs are shy and quiet in everyday life. Just like the rules
and adventure design, the performance aspect of
GMing is a skill that can be learned. Below are
a few tips.

TR
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Stand up: Standing tends to make you more forceful
and keeps you looking at your players, not fiddling with
your dice. It also has the added benefit of letting you
glance at players’ character sheets or move miniatures
faster and more easily. Try standing up during the most
action-oriented sequences, when you have combat or other
sources of immediate tension in play.

Gesture: Point at a player to get his attention. Put
him on the spot, and make it clear that the NPC you're
roleplaying expects an immediate response. This tends to
push players into responding in character as well.

Make Eye Contact: Look at your players. If you're
roleplaying the major villain, don’t blink—literally stare
them down.




Dialogue: Maybe you prefer to say “He speaks with the
voice of the grave” rather than attempting to do so yourself.
But even if you aren’t comfortable showing off, that doesn’t
mean you can’t put a little spin on things, modulating your
pitch or whispering instead of speaking. Hiss a little. Ham
it up. Push your limits, and see what works.

Even without accents, a character’s word choices say a
lot about his personality. Is he a noble dandy who refers
to himself in the third person and sometimes uses big
words improperly? Or is he an arcane scholar who knows
exactly what those big words mean, and uses them to the
exclusion of all others? Is his language dirty and lowbrow,
much like the character himself, or prissy and precise,
refusing to debase itself with contractions? The words
you choose are every bit as important as the manner in
which you say them.

Of course, if you're interested in working up accents to
make your NPCs more memorable, there are numerous
ways to improve your skills. First and foremost, take
risks—even if your accent falls flat after the first few lines,
it'll still be more interesting to players than if you used
your normal speaking voice. Next, try thinking of familiar
actors, cartoon characters, or (if you're feeling daring)
friends and family with speech patterns different than
your own. Speak your lines as if you were that person—
the odds of you mimicking them perfectly are low, at least
at first, which means what comes out will be attributed
solely to your NPC in the players’ minds, and having a
person whose voice you're already familiar with in mind
allows you to maintain consistency. For further creativity,
try borrowing from real-world regional accents, slang
terms uncommon to your area, or a wide array of speech
impediments like lisps and stutters.

While all of these options can be combined at random, it
can often be easiest and most effective to identify a single
speech trait that characterizes each character. Spend some
time thinking about what most represents each NPC. A
voice that cracks frequently makes people think of someone
young, inexperienced, and comical. Someone who speaks
in a rapid-fire chatter often sounds anxious or like they're
trying to sell something, and characters who speak slower
than normal often sound dull and unintelligent. Everyone
has certain ingrained associations and prejudices tied
to specific patterns of speech—identify yours and your
players’, and use them to your advantage. Not only can you
paint a clearer picture, but you can also create interesting
roleplaying encounters by occasionally playing against type.
If the Party Talks, Sit Down: Last but not least, when the
players talk among themselves, withdraw. Let them plan—
while they do, you can check your notes, update the map,
and think about the next encounter. It’s good to perform,
but not all the time. The players deserve some stage time
as well.

Giving Direction
As GM, you want the most out of your players, and
you know them as well as anyone. Some deal well with
setbacks. Some love to hog attention. Some only shine
when things are clear; others are leaders when things are
thoroughly muddled.

One way to handle these differences is to acknowledge
them. Sometimes simply saying, “Hey, you're hogging the
spotlight” is a better solution than trying to passively-
aggressively give more attention to everyone else. As long
as you confront the behavior rather than the person, it’s
often possible for a given player to learn to play in sync
with the group’s style.

PRESENTATION

Presentation, as they say, is everything, and some GMs go
that extra mile to make their game immersive with a cool
handout, perfect soundtrack, or premade maps of every
dungeon room. Below are a few quick and easy ideas for
adding more goodies to your game.

Handouts and Props

Handouts are extremely valuable for two reasons: they
give players information about the adventure, and they are
tangible, focusing attention on that information in a way
that just saying it doesn’t. Whatever information you put
onthathandoutis information that the partyis more likely
to pay attention to or act on, simply because it’s sitting in
front of them. So write or sketch that diary entry, cargo
manifest, treasure map, ambassador’s report, or shopping
list for the golem artificer. If the players can’t figure out
the story hook hidden in it, give them some Knowledge
rolls to help them along, but know that every handout
you spend time on will almost always pay dividends at the
game table.

Fun, authentic-looking handouts are quite easy to make.
For an old treasure map, for instance, try dipping white,
unruled paper in coffee to make it resemble parchment,
then drawing on it when it dries. You can also crumple it
up a few times, tear and tatter the edges, and even smear a
little dirt or ash on it. Other options include the following:
+ Rolling up paper to make a scroll (and decorating a

cardboard paper towel roll as a scroll case)

+ Writing “TRAPPED WITH GLYPHS” on the scroll
presented above, to punish incautious players

«+ Tearing a handout in half, so the PCs have to find both
pieces

« Writing in a foreign language or unusual font to
represent the need for read magic

» Usinganimage orreplica ofareal medieval manuscript
page (with your text in English on a separate page)

+ Using real parchment or shell gold to make a fancy
proclamation



Props are much the same sort of thing, but taken to
broader ideas. Old pennies or just metal slugs can be put
into a dice bag and thrown on the table for a solid thud
when the party is offered 200 gp for the job. You can show
a wand, crystal ball, staff, or dagger when you play the
part of certain NPCs; likewise with hats. And best of all
are the “real treasure” props. Throw down an old necklace
to represent the Medallion of Rozxanatan the God-Smiter;
if you have some costume jewelry with glass or paste
gemstones, that usually does the trick.

In general, props are worth digging out for artifacts, for
special NPC audiences that you know are coming up, and
for particular impact with players who might be a bit jaded
or easily distracted. One or two props per game sessions is
plenty; you don’t need to turn into an amateur magician
just to make a point.

Music
Watch a movie sometime with subtitles instead of sound,
and you'll quickly realize just how much emotional weight
the music carries. The acting, images, and words are
important, but the music pulls at your heartstrings, and
gives you cues about how the filmmaker wants you to feel
during a certain sequence.

Sometimes you want that extra emotional impact
for a game. And for those special occasions, it’s worth
digging around your music collection to build a
playlist. It may seem a little trite, but most
fantasy movie soundtracks work well as
background music for a fantasy
game, so long as you stay away
from overly recognizable themes
that will jar your players out of the
moment. Most of the time, it’s best
to use fairly subtle soundtracks
(though there’s nothing wrong with
some heavy metal beats to keep the
momentum, if that’s what you group
loves, so long as there aren’t a lot of words
to distract people). But if you really want to
knock a game out of the park (say, when
doing a special “send-off” game for a
player leaving town), then it might be
worth it to ascribe themes to particular
characters or, better yet, choose songs
to go with specific encounters, such as
heavy industrial noises for a fight in
the dwarven smithy, soft mandolins and
violins for the visit to the elven queen,
a dirge for a dead NPC, or a bombastic,
brassy symphonic charge for the final battle
against the villain. The important thing
to remember is that the music should

support the scene subtly, without taking center stage—
for this reason it’s often best to avoid popular music or
things with comprehensible lyrics, and it’s important
to have the songs cued up and ready so you don’t waste
valuable game time and dramatic tension by searching
for the proper track.

Lighting
Lighting is like music; it’s easy to overdo it. But a single
candle or dimmer switch can get people to focus, or at
least get their attention off'their phone or laptop and onto
the gaming table. The main thing lighting can do is help
minimize distractions. A single spotlight on the center of
the GM screen and battlemat usually does very well, if you
can set up a table lamp to do so while still allowing enough
light for people to see their character sheets.

Attention and Distractions
Justas effective (and less dramatic)is removing distractions
directly. You're the GM—it’s okay to tell players at the start
of the game to put away the game system or music, cell
phone or laptop. And it’s also okay to tell them right at
the start of the session that if they're not paying attention
when it’s their character’s turn, you’ll skip them that
round. That usually does the trick, but if the carrot works
better than the stick, you could also give additional XP
to the players who are most engaged and prepared when
it’s their turn. You can also help them out by writing
the initiative order down on the battlemat so the
players know who’s acting next, or
using a GameMastery Combat Pad or
initiative tracker that everyone

can see.

NARRATIVE
TECHNIQUES
As the GM, you are the one and
only conduit for the players to
learn about their situation in the game. If you
forget to describe something, the players
quite rightly feel cheated. If you focus your
description on an object, they sense that
it might be important. As a result, your
choices on how you convey information
are crucial to your game’s success.

Description
The first thing to know is that there
are such things as being too loud and
too quiet as the GM. If you spend

the whole game talking, with

players barely squeezing in
hit and damage information,



you're likely overbearing and boring your players. But just
as dangerous is the GM that’s too quiet; if you're intimidated
or underprepared, you won't have enough description to
really give the players a sense of place, and one room of the
castle or dungeon will feel pretty much like another.

There are ways to get across evocative information
without writing out reams of text ahead of time. For
instance, you might write down three or five words to
describe each room, and then riff on those when the time
comes to describe it. The words “purple tapestry, enormous
fireplace, owlbear pelt on floor” set up a very different room
than “bloodspattered walls, black candles, rusty manacles.”
In each case, you've got enough to fix an image in the
players’ minds, without going overboard on description.
Once you have that, you'll probably also want to add
any pertinent notes on treasure, unusual terrain or
interactive elements (such as a well or a dangerously weak
support stanchion), or hidden terrain elements like traps
or secret doors.

This same approach works well for NPCs, though in most
cases you need more than just physical description. If you boil
it down, most NPCs need a name, a speaking style, a general
appearance, weapons and armor, and a motivation or goal.
If you have all those, it’s often possible to play a roleplaying
scene without generating further stats for the NPC.

Spotlight

There are many in-game tricks that a GM can use to convey
information or rework elements of his game, including
those mentioned above. The most powerful technique,
though, is simply describing a monster, person, or item in
detail. Anything that a GM devotes playtime to rises in the
awareness of the players.

In most cases, that just means mentioning an item more
than once. Players pick up on GM references very quickly. If
you want a particular character to draw the party’s attention,
mention them as someone they see when they return to
a particular location. Anyone they see more than once, or
anyone they “notice” because the GM tells them they notice
them, is bound to get extra scrutiny from experienced players.
Of course, less experienced players might not pick up on it,
and it’s certainly okay to go from mentioning something to
the more direct, “This guard seems to want something from
you,” or even “That painting seems bigger than the others,
and the frame makes it look more important.”

The point of using the GM spotlight is to get the action
moving again. Be brutally obvious only if you must, but
don’t let the adventure derail just because someone failed
a Perception roll.

Backstory

In-world continuity and stories from a setting’s history
are usually a GM’s darling—and sheer boredom for the
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players. No one wants to hear the GM drone on about
events from centuries ago, or the complex relationships
of NPCs, or elements of the setting’s culture that have
nothing to do with the adventure at hand. This historical
material is justified only in two particular cases:
« When the players ask about it or show interest
« When it’s relevant to the adventure

In the second case, relevant doesn’t mean “the GM
thought it was interesting.” The lore actually needs to matter
in the present day, and help a player make a decision at some
point in the adventure. If the backstory never matters to the
adventure outcome, then it’s best ignored.

Cliffhangers

Leaving the outcome of any suspenseful moment in doubt

is a time-honored technique from the early days of movies

and literature, and the same trick works just as well for

RPGs. When time’s running out, and the party is ready to

wrap up for the week’s game, it’s always nice to leave them

wanting more. The idea is to present just enough of a hint

to make the party curious how events turn out, without

requiring them to immediately roll initiative. Some ideas

include:

« Aninjured NPC claws his way out of a nearby passage

« A messenger arrives with bad news just as the party
thinks all is well

« A monster bursts in on the party

« The party is falsely accused

« Avillain arrives to gloat

+ A defeated foe shows up prepared to settle old scores
The point is that a new plot thread starts as soon as the old

ones drop, and if you're still in the middle of a story, freezing

the frame on the cusp of a battle or huge revelation keeps

player excitement high all the way until the next session.

Cut Scenes

When you flash from the main party scene to a secondary
view (a lone PC scouting, or events happening somewhere
else entirely) you can create tension by flipping back and
forth between the two. This works especially well if one
scene is fraught with danger and mayhem, or if there’s a
race against the clock.

While this might seem like an ideal way to handle split
parties and introduce historical events, it doesn’t work for
all groups. Impatient players might want to “get back to
the adventure” rather than learn about events happening
1,000 miles away.

Flashbacks

Like cut scenes, flashbacks pause the action to show the
party pertinent information from another time. The best
use of a flashback is usually one of the exact same location,
but much earlier. The sight of blood on a throne room



floor might trigger a flashback to a murder scene, or a
magical phrase spoken by the vizier might kick off the
memory of a fight to bind a genie.

Better still, the flashback could feature the PCs as
earlier heroes whose failure led to the present calamity:
the tomb raiders who set loose the Lich Lord, or even
guards who failed as the prince was assassinated. Above
all, keep it short—flashbacks have very specific uses, and
a single scene in this style is usually plenty to get the
point across.

Foreshadowing

The best payoffis sometimes the one that takes a long time
to set up. The henchman hired at 4th level who betrays
the party at yth level is a long con, but it can have a huge
impact if you've foreshadowed the betrayal in a way that
seems obvious in hindsight (but which is tough to figure
out ahead of time).

More practically, foreshadowingis often a clue that drops
one or two sessions before the event you're foreshadowing
occurs. Some possible techniques:

+ Meeting a villain before anyone knows he’s a villain

« Fortune-telling with a Harrow Deck

« Telling the paladin that a certain town seems
dangerous, even heretical

» Having a madman complain about a certain locale or
event in an over-the-top way

» Having a sharp-eared PC hear something suspicious

+ Introducing omens and portents, such as dead birds or
fiery comets

The idea is to make the foreshadowing creepy or
unsettling, and vague enough that it doesn’t allow the
party to prevent the foreshadowed event. The sense of
horror when a PC realizes that he could have stopped
something if he’'d only put the pieces together sooner is a
highly effective emotion, and one that roots the PC firmly
in the game world.

When done right, foreshadowing ties in heavily with
the idea of continuity. Instead of inventing a new villain
every game, why not bring back an old one—appropriately
leveled during his time away, of course—who already has
reason to hate the PCs? Or you could throw a twist into
the storyline by making the sweet maiden they saved in
the first adventure turn out to be the major villain of
the campaign. Such recurring figures make it feel like
all the events in your campaign and even your world are
somehow tied together, the story leading to some grand
and inevitable conclusion.

Secrets

Sometimes a player may split off from the group, or you
might want to give information secretly to a certain
player because of a successful Perception check. Perhaps
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an NPC only trusts one character enough to impart her
dangerous secret, or the players suspect a traitor in their
midst. Similarly, sometimes a player may seek to give you
information privately, especially if she’s working on her
own secret agenda or a rogue attempting to steal from her
companions. In instances where you need to box out most
of your party, there are several options.

Simply taking the player aside and leaving the room, or
passing a note, is perfectly adequate, but knowing another
player is getting secret knowledge often eats at other
players and can tempt even the most steadfast gamer into
metagaming. Talking to the player in question between
game sessions is a far safer option, butisn’t always possible.
Though there are any number of sneaky ways to let a player
know something important without alerting the rest
of the party—for instance, covertly sending them a text
message if you allow cell phones at the table—in general
the best way to handle secrets is to either flat-out ask your
players to respect the fact that they don’t know a given
piece of information, or—better still—manipulate the
game to avoid the need for intraparty secrets altogether.
And remember that any time you spend with one player is
time you aren’t spending with the rest.

CHEATING

Though it’s considered more polite to call it “fudging,”
cheating happens—sometimes a GM will be tempted to
alter a die roll to make the story go a certain way, or to
save a player character from a blow that would kill them
and knock a fun personality out of the game. Should the
GM give in to the temptation to cheat? And if the GM is
truly in control of the world, and making his or her rolls
in secret—is it really cheating at all?

There are several schools of thought on the matter.
One side says that the dice are there to assist the story,
not determine it—ifa GM needs to occasionally alter or
totally fabricate some die rolls for the sake of making
an encounter a perfect challenge for the players without
killing them, then he’s just doing his job. Others say
that it’s the randomness which creates the realism
and sense of danger, and that PCs who believe the
GM won't let them die lose half the fun. And a third
notes that GMs who clearly cheat or have too many
coincidences—the party’s powerful new items always
getting stolen by sticky-fingered halflings, or villains
being saved by miracle rolls when a player comes up
with an unexpectedly effective strategy—undermine
the players’ enjoyment, and subtly encourage the players
to cheat as well.

Where you fall on the spectrum is a personal call, but if
you do decide to fudge rolls for the sake of the game, it’s
best done in secret, and as infrequently as possible. And
only—only—if'it results in more fun for everyone.




THE SCIENCE OF GMING

Mastering the arts of narrative and group storytelling

is crucial to running a good game. Yet game mastering
has a practical side as well. The following pages address
certain fundamental mechanics and tools that all GMs
should familiarize themselves with.

BASICS

While the heart of a roleplaying game is the story
cooperatively created by the Game Master and the players,
the physical tools used to play the game have an effect on
the experience.

Dice Mechanics

The Pathfinder Roleplaying Game uses dice to resolve
events during the course of a game, such as whether the
fighter hits the vampire or the vampire makes its save
against the wizard’s spell. However, the type and number
of dice used determines the statistical probability for each
numerical outcome, and fiddling with these probabilities
can introduce interesting effects.

A single die has an equal chance to produce any ofits
results; if you roll a d2o, there is a 1-in-20 chance for a
1, Or a 2, or a 20, and so on. That means those dreaded
fumbles and beloved crits come up just as often as an
unremarkable 7, 11, or 16. This type of roll result is called
a discrete uniform distribution.

Two dice added together do not create an equal
distribution of results; if you roll 3d6, there is only a 1-in-
216 chance for an 18 (by rolling three 6s), but a 27-in-216
chance to get an 11 (from multiple combinations of3 3 4, 2
45,236, and so on). That means the extreme values at the
low and high end are much rarer than the middle values.
This type of roll result is called a normal distribution,
commonly known as a bell curve because graphing the
results gives a line with a hump in the middle that tapers
off toward the ends. The more dice you have in a roll,
the more probable the middle results become (in the bell
curve, the “bell” becomes taller and more narrow, and the
rest of the curve is shorter and flatter).

Note that even though a d% is normally generated by
two dios, the resultis still a discrete uniform distribution
rather than a bell curve because the numbers on the two
dice aren’t added together. It’s also worth noting that,
when estimating average values such as damage, the
average of a d6 is 3.5 rather than 3, as the lowest value
possible on most dice is 1, not o.

Game Accessories
There are many game aids that help make sessions
smoother and more memorable.

Art: In a fantasy world where terrible beasts crush
villages and flying cloud castles eclipse the sun, an
evocative photo or painting can help set the mood or
provide a backdrop for an encounter, or even an entire
campaign. With millions of vacationers posting their
photos to the internet and professional photographers
displaying samples of their work online and in magazines,
it’s possible to find free inspiration for almost any game
scene, whether a castle, desert, island, or volcano. Most
modern fantasy artists have online galleries featuring
beautiful illustrations of fantastic creatures and
locations, and many artists sell “coffee table books” of
their artwork for easy browsing. Art books, history books,
and travel books are rich sources for great photos, as are
web pages of concept art from movies and television.

Combat Grid: Many aspects of combat in the Pathfinder
RPG assume the use of a grid to determine the relative
positions of different creatures. You can simply use graph
paper for battles, erasing and redrawing each creature’s
location as it moves. However, most gamers prefer larger-
scale squares that are big enough to contain a token or
miniature for each creature. Many groups use wet-erase
“battlemats” with 1-inch grids; these durable mats roll up
for easy storage or travel. Office supply stores carry easel
pads with 1-inch grid paper, which are especially handy
when you want to reuse a particular map multiple times
(such as a prominent street or the PCs’ favorite tavern);
laminating the pages or using a Plexiglass overlay (which
is safe for dry-erase and wet-erase markers) extends the
utility of these pages. Paizo’s GameMastery Flip-Mats
are laminated, full-color, eight-panel mats of terrain or
locations (desert, dungeon, forest, jungle, tavern, and so
on), usable with wet-erase and dry-erase markers. Paizo’s
Map Packs are collections of full-color 5" x 8" themed
map cards (including generic structures for things like
caravans, cities, farms, forests, towns) which you can use
singly or to build larger areas or combine them with Flip-
Mats. Many companies sell three-dimensional terrain,
such as high-quality painted resin or fold-up paper
models, and several companies sell inexpensive mapping
software for creating your own gridded fantasy maps.

Critical Hit/Fumble Decks: If you prefer a little more
randomness and excitement in your games, augmenting
critical hits and fumbles is a fun way to introduce chaos
and extra bloodshed into combat. Dozens of tables with
random results for critical hits and fumbles exist, but an
easy, durable, and versatile way of handling this sort of
thing is with Paizo’s Critical Hit Deck and Critical Fumble
Deck. Each card in these decks has a different result
depending on whether the relevant attack is bludgeoning,
piercing, slashing, or magic, and the flavorful results
vary from extra damage to ability score penalties to even
more humiliating consequences.



Face Cards: A picture is worth a thousand words, and
even the most descriptive GM may have to deal with
players who have a hard time remembering a specific
NPC, as it’s a person they’ve never seen. To remedy this
problem, you can use index cards with the name of the
NPC and a photograph or an illustration, and show the
card whenever the PCs encounter that character.
For major or recurring NPCs, you might attach
them to your GM screen so they’re always on
display, or paste them into a player handout
about the campaign setting.

To find good illustrations or
photographs, look at collectible
card  games, magazines,
and roleplaying games for
appropriate  historical and
fantasy characters. Internet
image searches for concept art
generate good results, and
can be further fine-tuned
by adding race names to
the search criteria. Given
a large enough library of character
illustrations, you can create a card for every
significant NPC in your game—and the cards provide handy
places for the players to record notes about that NPC. Of
course, if that sounds like more work than you're interested
in, Paizo’s GameMastery Face Cards are specifically designed
for this purpose: a deck of full-color, illustrated characters
with a large, blank, writable area on the back for recording
the character’s name and salient information.
of the Pathfinder

Roleplaying Game are tactical wargames that used

Miniatures: The ancestors
tokens or miniature figures (once called “figs” by
gamers, though “minis” is the most common term
now). Many players still find miniatures an invaluable
asset for gaming. Miniatures exist for almost every type
of character, from gnome wizards to elven bards or orc
barbarians, in any combination of weapons, armor, and
body types. Monsters are just as prevalent, and come in
all shapes, sizes, and poses. A trip to a craft or toy store
presents dozens of toys, plastic figurines, and action
figures suitable for gaming; even if the scale isn’t quite
right, the visual impact of a PC or monster miniature
on the tabletop can help the players better visualize
their allies and opponents—and placing an 8-inch-tall
monster action figure in the middle of a party of 1-inch-
tall PC minis can set the mood for a dangerous and
exciting encounter. Weird monster action figures from
movies, television, or other games can also spark the
imagination for new creatures in a home campaign.

For decades, most miniatures were sold as unpainted
metal or plastic, and painting and customizing

miniatures required time and effort to create a visually
appealing tabletop setup. While this is still popular,
nowadays there are also companies that produce pre-
painted plastic miniatures or printable paper miniatures
in PDF form. Even if you're not interested in collecting or
painting miniatures, consider rewarding a player

who provides miniatures for the game with
bonus XP (just as you might reward a player
who always hosts the game, or provides food
for everyone). Painting minis is also a way
to get a non-gamer spouse or significant
other peripherally involved in the hobby;
more than one “gamer widow” has
earned kudos for painting miniatures
without ever touching dice.
Initiative Tracker: Combat is the
most complex part of the game, and the
easiest place for a session to bog down.
Anything that helps speed up combat
means everyone gets more done and
has more opportunities for fun. The
simplest way of handling this is to
record each PC and monster name on a card;
when combat starts, write each creature’s initiative
score on its card and sort them into the initiative order.
Thereafter, determining who’s next to act is just a matter
of cycling through the cards. Ambitious GMs can add info
to the monsters’ cards, such as hit points, special attack
DCs, and other information relating to what the monster
can do on its turn. (This can also be a useful place to record
PC Perception checks and saves, so that you can make
secret checks without asking players for their statistics.)
Especially detailed initiative cards that resemble character
sheets, with room for all of a creature’s relevant data, can
remove the need to refer to a book.
Another method is using a larger surface like a cork
board, marker board, or dry-erase board to track PC and
monster initiative and status. If positioned so the players
can see it as well, this also lets them know when their
turns are coming up so they can plan ahead. Paizo’s
GameMastery Combat Pad is a handy page-sized version of
this—a magnetic dry/wet-erase board with dry/wet-erase
magnets to indicate PCs and monsters. While it fulfills
the same function as a pad of paper, the creature magnets
make it easy to adjust initiative order for readied and
delayed actions, and saves the GM the time and effort of’
rewriting all the PC names for every combat.
Item Cards: Kill the monsters, take their treasure,
and sort it all out later—it’s a standard tactic of most
adventuring groups. So what happens when the players
want to identify a stockpile of magic items from their
last adventure? Just as face cards help players remember
NPCs, a physical card describing an item (and perhaps



Defeat the monster!

a note about who it was taken from) helps the players
remember the unusual items their PCs carry—and helps
a busy GM keep track of what that bubbling green potion,
smoking longsword, and bleeding gauntlet actually
do. Paizo’s GameMastery Item Card line covers all the
basics—weapons, armor, magic items, adventuring gear,
and more, each with a full-color illustration and an
erasable blank space on the back for keeping notes.

Gaming without Accessories: Of course, sometimes
you don’t want or need accessories at all—perhaps you're
gaming in a car, at a campsite, or somewhere else with
limited space or materials. Many campaigns don’t use
miniatures or a grid, even for combat. You can describe
items verbally and not refer to cards or pictures. Crits
are just extra damage and fumbles are misses. Character
initiative is clockwise from the GM. Random results are
determined by playing pick-a-number or rock-paper-
scissors. The appeal of roleplaying games is the shared
experience of storytelling (whether the story is an epic
quest or a monster bash), and humans have been telling
stories together for thousands of years just with their
minds and voices. Each gaming group is different; some
like all the bells and whistles, some prefer simplicity and
abstraction, and many fall somewhere in between. Just as
the sort of campaign each group prefers is different, how
they choose to play that campaign can vary from group to
group or game to game.

CREATING ADVENTURES

It’s the GM’s job to plan and predict the course of an
adventure. Depending on you and your players’ play
style, this may be an easy endeavor or require a lot
of work. The basic types of adventures are linear,
unrestricted, and nonlinear.

Linear: A linear adventure scenario is pretty
straightforward; the PCs begin at point A, travel to point
B, then C, and so on until they reach the end of the
adventure. What exactly those points are, and which of
them are combat encounters, roleplaying encounters, or
merely places to rest and buy new equipment varies from
adventure to adventure. For example, a scenario may start
at a village where orcs just attacked, follow a survivor’s
directions toward the orc lair, deal with the orcs in the
lair, and end with the PCs returning triumphantly to
the village; there isn’t much room for deviation from
the expected plot. Most published adventures are linear
adventures simply because a book only holds a limited
amount of information—it’s impossible to account for
every possible character motivation, wild goose chase, or
wrong turn that the PCs may take during the course of
one or more nights of play.

With linear adventures, the GM has to be ready to steer
the PCs back to the task at hand; one of the easiest ways is



to use a timed event to encourage the PCs to stay on track
(such as a prisoner held captive in the next location who
must be rescued before the monsters kill him), but some
GMs fall into the trap of using brute force, such as an army
of lizardfolk that coincidentally appears whenever the
PCs try to go a different direction. Linear adventures are
often called “railroads” because there’s only one place the
PCs are supposed to go—but this isn’t always a bad thing.
If youre just running a one-shot game—say if an old
friend is in town for a long weekend or the gaming group
wants to play a single game with high-level characters—
it’s perfectly acceptable to railroad the characters; the
expectation is that everyone wants to finish the adventure,
and wasting time looking for clues in the wrong place just
makes it more likely the group won't finish in the allotted
time. In these situations, it’s okay for the GM to say, “you
don’t think this has anything to do with the Dungeon
of Bloody Death, and heading to Black Blood Mountain
is clearly the way to deal with this threat.” In the same
way that your group can use their imaginations to see ex-
quarterback Bob as a female gnome rogue, they can accept
a gentle push in the direction of the actual adventure when
things get too far offtrack.

In an ongoing campaign, you have to be prepared
for the PCs to go off the rails and stay off the rails for
extended periods of time. Even if your plan is to run
a linear adventure, it’s a good idea to have some mini-
adventures, random encounters, or interesting locations
for the PCs to visit should they detour from the plot of the
adventure. With careful planning, these deviations can
help steer the PCs back toward the main adventure—a
random encounter with an orc raiding party that’s fresh
from cooking and eating some peasants may inspire the
PCs to deal with the lair; an old ranger needing help
fighting a dire wolf may have a few +1 orc bane arrows he
was saving for a special occasion, and so on. Of course, the
best solution is to have several linear adventures planned,
seeding the PCs with information about each, and letting
them pursue whichever one they want—which actually
works much like the next adventure type.

Unrestricted: In an unrestricted adventure, the PCs
can go anywhere and do anything; they may not even be
aware of your initial ideas for the first adventure. This
sort of gaming is often called a “sandbox” because there
are no limits to what the PCs can do, like children on
a playground creating their own imaginative stories
with toys. Running a sandbox game requires a GM
with a lot of prepared game material or the ability to
create multiple story elements on the fly. An easy way
to “cheat” at running a sandbox game is to have several
parallel adventures planned so if the PCs wander away
from one 3rd-level dungeon, you can insert another one
in the path of the PCs. Another trick is to “re-skin” one
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adventure with a different flavor, such as taking a fire-
themed temple and changing all encounters, spells, and
monsters from fire to cold as the players go through it.
If you're running a sandbox campaign and you get stuck,
either because the PCs have lost track of adventure hooks
or they're heading toward something you haven’t thought
much about, use the same tactics you'd use in a linear or
nonlinear adventure (see below)—steer them in a new
direction, tell them where theyre headed isn’t ready yet
or is too powerful for them, or ask them what they expect
to find there and use that to inspire what’s actually there.

The one big potential trap of a sandbox game is that
because there’s so much to do, some players may split off’
from the main group for extended periods, leaving you to
GM one group of players while the rest have to sit and wait
until it’s their turn. If this happens, steer the wandering
PCs back to the main group, as dividing your attention
for too long leads to bored players. Sometimes it’s best
to arrange a short session (or even a series of emails or
messageboard posts) for just those PCs to let them deal
with their plot elements and get back on track with the
main plot. Sometimes the most drastic and mysterious
action is best—if the wandering PCs turn up near the
main group, disoriented and with no memory of the last
few days except a sense of horror, you can move on with
the main plot and plant seeds for what happened to that
“missing time.” For more information on dealing with
split parties, see pages 65—606.

Nonlinear: Ifan unrestricted adventure is a blank page,
a nonlinear adventure is a flow chart, as when the PCs
have multiple options for engaging a storyline, they feel
more in control, and the adventure starts to look more
like a flow chart or series of crossroads than a straight
railroad—this is the core of a nonlinear adventure. In
many cases you're able to bend or add to the developments
of'a linear adventure based on the actions and desires of
the PCs, turning it into a nonlinear adventure.

For example, in the aftermath of an orc raid on a
village, the PCs may decide that tracking the orcs back
to their lair is too difficult without a ranger and decide
their abilities are better suited to building defenses for
the town and waiting until the orcs come back. Instead
of the PCs dealing with the monsters room by room, you
can use those area-based monster encounters to attack
the town in waves, or (if you think the PCs are up for it)
to attack from two different directions. The PCs don’t
need to know that the encounter with the orc monster
tamer and his worg pet was supposed to be area 4 of the
orc lair, and perhaps the increased mobility of an open
area brings an interesting twist to what may have been an
otherwise routine encounter.

Nonlinear adventures require you to plan ahead for what
the PCs may do, and think on your feet in case they come
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up with something you weren't expecting. For example, if
the PCs are intimidated by your description of the damage
from the orc raid and ask about finding better weapons to
help deal with the orcs, you may be momentarily caught off-
guard because this sort of action wasn’t in the original idea
of the lair-based adventure. However, developing a stable
of secondary characters and side treks lets you quickly
insert an appropriate NPC for this purpose, such as the
aforementioned old ranger with the +1 orc bane arrows—who
no longer needs help with a dire wolf, and is now willing
to trade the arrows for a favor to be named later (which you
can use as a plot hook for the next adventure). If you're stuck
for ideas when the PCs make an unexpected shift, don't be
afraid to ask the players what their characters are looking
for; if they ask about orc bane arrows, that may inspire you
about a hermit ranger, but if they ask for potions or scrolls,
it may inspire the idea of'a lonely, half-mad cleric living at a
ruined shrine, and the players don’t need to know that their
suggestion as to what they’re looking for helped define the
course of the adventure.

RUNNING SMOOTH COMBATS

Combat is the slowest and most complex part of the
game, with issues of timing, multiple creatures acting at
once, and many, many dice rolls. Here are some tips for
speeding up combat—things you can do and things your
players can do to help.

Be Prepared: This sounds like a no-brainer, but the
greatest source of combat slowdowns is not knowing what
a creature can do or how its special ability functions. It’s
hard enough for the players to keep track of what their
PCs can do, but as a GM you're usually running multiple
creatures at once and have to keep in mind how the
results of this combat affect other events in the session.
Read over the stat blocks for all creatures you're using
that session; if any of them have special abilities or use
a universal monster rule, be sure you're familiar with
those as well. If a creature has a complex spell or spell-
like ability, note its page number or print out the ability
to save time referencing it.

Display the Combat Order: See page 35 for descriptions
of initiative trackers such as Paizo’s GameMastery
Combat Pad and initiative cards. If a PC knows what the
current tick of the initiative clock is and knows when the
participants get to act, he knows when his turn is coming
up and can plan for what he wants to do. This means
instead of hemming and hawing for a minute at the start
of his turn, he can hem and haw during the previous
player’s turn and be ready when it’s his turn. It also lets
the PCs coordinate their actions together—while stingy
GMs may see this as cheating or metagaming, remember
that the turn-based initiative system is just a tool to
simulate real-time combat in a way that doesn’t take
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forever, and in a real combat, people on the same side
wouldn’t be locked into only acting in a specific order
without awareness of each others’ intent.

Five Second Rule: If the players can see who's up
next in the initiative order, they have no excuse for
not knowing what’s going on or what their characters
want to do. If a PC’s turn comes up and the player takes
more than a few seconds to announce his character’s
action, skip him as if he had chosen to delay his action
(Pathfinder RPG Core Rulebook page 203) and move on
to the next creature’s turn—after all, combat is hectic,
and sometimes in the thick of battle you need a second
or two to focus. This doesn’t cost the PC any actions, so
they’re only penalized their position in the initiative,
and it hopefully encourages them to pay more attention
to what’s happening. Note that speeding up combat in
general means players get to act more often and are less
likely to get distracted between their turns, so the rest of
these tips should make this one less necessary. Note also
that you should let players know in advance that you're
going to do this, as springing it on them unexpectedly
can seem vindictive.

Plan and Combine Dice Rolls: Rolling attacks and
damage separately takes twice as long as rolling them all
together. Save time by coordinating your attack roll dice
with your damage roll dice so you can roll them at the same
time, and encourage players to do the same. For example,
if the PCs are fighting four orcs, each with a falchion, get
four different-colored d2os and a pair of matching d4s for
each orc, then roll all 12 dice at the same time; if the red
d2o and green d2o are hits, you know to look at the red
dgs and the green d4s and ignore the blue d4s and purple
dgs. If the PCs are fighting a dire lion, you can color-
coordinate the bite’s d8 die with one d2o and two claw d6
dice with two other d2os, and roll all the dice at once.

Be aware, however, that while rolling attack and
damage at the same time is always a good idea, rolling
all your attacks at once can be problematic if you (or
your players) want to split the attacks between multiple
opponents—if you don’t carefully assign each attack
before you roll, it’s tempting to say that two of those three
attacks which would have missed the main villain were
actually directed at his weaker henchmen, whether or not
that was your original intention.

Tokens: There are dozens of conditions in the game
that can affect a creature’s behavior, possible actions, or
combat stats, and it’s easy to lose track of them during
gameplay. One way to help with this is using tokens
next to or underneath a creature on the battlefield or
the displayed initiative tracker. The simplest tokens are
torn pieces of paper with the condition written on them.
Alternatively, you can use glass beads, colored plastic
disks (possibly even magnetic ones for easy stacking), flat

wooden squares, or even fancier tools. Several companies
make variants of these, allowing you to customize them
to your needs, such as a yellow marker for panicked, green
for nauseated, red for enraged, and so on. Tokens also let
you single out unusual creatures when unique miniatures
are unavailable (“the orc with the purple marker has
tentacles instead of arms”) and help the players identify
targets in combat without having to ask which opponent
is which (“I attack the panicked orc before he runs away
and alerts anyone to our presence”).

BUILDING ENCOUNTERS

One of the ironies of being a GM is that it’s not your job
to create a fair fight between the PCs and monsters—if
it were a fair fight, the PCs would lose half'the time, and
that makes for a very short adventuring career. Considera
“fair” fight between four 6th-level PCs and four 6th-level
NPCs; the NPCs are a CR 9 encounter, which has a good
chance of killing one of the PCs, but the PCs are likely
to kill all the NPCs. This is how it should be—your job
is to create encounters that are challenging, which means
the PCs are expected to win, but should have to work
for it. The following section gives advice on building
encounters that are challenging, memorable, effective,
and interesting.

Play to the PCs’ Strengths

As a GM, you should know your players and their PCs,
and create encounters that suit their play style and show
off what their characters can do. If the fighter’s player
likes to jump into the middle of groups of monsters and
hack away, be sure to include such encounters every so
often so that player gets to do what he likes best. If he
has the Cleave feat, set up situations where he can cleave
an adjacent foe; if he has Great Cleave, make sure every
now and then he can go cleave-crazy on a horde of weak
opponents. If the sorcerer’s player is a tactician and likes
to use ranged spells and enchantments, put her against
charm-vulnerable opponents using ranged attacks so
she has perfect targets for her style of play. If the monk’s
player is a fan of Wuxia films and likes the extreme-
cinematic style of combat, put opponents on ledges so he
can use high jump, or enemies at the bottoms of cliffs so
he can get there quickly using slow fall, and make sure
some enemies aren’t immune to stunning fist.

This means you should keep an eye on what feats and spells
your players select as their PCs level up, and on what magic
items you award them or they create. If the fighter takes Great
Cleave at level 5 and only gets to use it once by the time he’s
reached level 10, it’s as if he wasted that feat choice, and that’s
not fun. You want the players to use the abilities that make
them excited about the game. Reward them for playing well
by letting their characters flex their muscles.



This is not to say that you shouldn’t challenge the players
to try different tactics. Put the fighter who likes being
surrounded in a situation where he has to guard a narrow
bridge and can’t let anyone get past him, or have him fight
monsters that get flanking bonuses or sneak attacks that
make him rely on terrain or the other PCs to avoid getting
killed. Let the tactician-sorcerer take control of a minion.
The trick is to teach other styles of play (or at least present
them as options) without them feeling forced.

High- and Low-CR Encounters

The game expects that for about halfofthe encounters the
PCs face, the CR of the encounter is equal to the average
party level (APL). Obviously the rest of the encounters are
higher or lower than the average party level, but what is
too low or too high?

Table 12-1: Encounter Design (Pathfinder RPG Core
Rulebook page 397) only covers encounters from APL —1
to APL +3, so that CR range is the usual limit for most
encounters. After all, for a party of four 6th-level PCs, an
“easy” encounter (APL -1) is a “rival” group of four 2nd-
level NPCs (CR 1 each, +4 for 4 creatures = CR 5); if beating
up NPCs one-third your level is easy, beating up even
weaker creatures is more like bullying than adventuring.
The risk of using very easy encounters is that the players
may grow bored—they know their characters can deal
with the monsters, but have to go through the motions of
making attack and damage rolls without the excitement
or risk from a “real” encounter. (Much like a “god mode”
setting in a video game, the novelty of easily destroying all
opponents gets old after a few encounters.) In some cases
it’s acceptable or even a good idea to lead off an adventure
with a very easy encounter—for example, if the players
need a morale boost or have power-boosting abilities that
require some kills to start functioning—but in most cases
you don’t want to create encounters below APL —1.

The value of APL +3 should be a fairly hard limit
for difficult encounters unless you want there to be a
considerable risk of PC death. Once you're beyond APL
+3, the PCs’ ability to pose a threat to a monster dwindles,
especially if the encounter is a single powerful creature
rather than multiple ones on par with the APL. In most
cases, this is because using a higher-CR monster may
cross one of the invisible “break points” in monster design
where the creature’s defenses and abilities assume the PCs
are a certain level and have access to certain spells or gear,
such as magic weapons, spells to remove ability damage,
items neutralizing poisons or disease, or even simple
things like being able to hit the monster’s AC or meet its
saving throw DCs. Ifthe PCs lack a critical spell or piece of
gear, a difficult encounter may be nearly impossible.

For example, a succubus is a CR 7 encounter, and is an
“epic” encounter for a group of four 4th-level PCs. Most

PCs at that level lack cold iron or good weapons, and thus
have to deal with the demon’s DR for every attack. The
PCs may have difficulty overcoming her SR 18, energy
resistances, and immunities, thus spellcasters will be
frustrated. The PCs have even odds at best of resisting
her at-will charm monster and suggestion (usually taking
one PC out of the fight), and have to work very hard to
make up for the temporary hit points from her at-will
6d6 vampiric touch.

It’s entirely possible to have an exciting and
challenging fight (CR equal to APL +1 or +2) without
overwhelming the PCs. An “epic” fight may last two or
three hours of real time—a memorable fight if the PCs
win, but a depressing slog if they can’t. It’s generally
better to keep combat encounters to about an hour—that
way you can get two or three encounters into one night
of gaming, and make more progress in the adventure or
campaign than a single, longer fight. If the fight you've
given the PCs ends up too tough for them, don’t forget to
remind them that they can run away, or you can cheat a
little bit and suddenly treat the monster as if'it had the
young creature template (-2 on all rolls), which might be
enough to turn the tide in the PCs’ favor—after all, you
want the PCs to win, because that means everyone gets to
keep playing. Killing them with an accidentally-too-hard
encounter is no fun for anyone.

Solo Monsters vs. Groups of Monsters
Sometimes there’s the temptation to use one powerful
monster instead of multiple weaker monsters. The main
drawback to this encounter-designing tactic is that the
PCs outnumber the monster; even in the optimal situation
where the monster attacks first, a group of four PCs gets to
attack four times before the monster gets another turn, and
with good planning it’s entirely possible for the PCs to kill
the monster in one round. Using multiple monsters forces
the PCs to either focus their attention on one opponent
(giving the remaining opponents more opportunities
to attack) or engage all of the opponents (preventing an
immediate slaughter). Using multiple monsters also
lets you set up special abilities like sneak attack that are
difficult to implement with a single monster, and means
you can distribute the monsters’ actions throughout the
round (whether by rolling separate initiatives or using the
delay or ready actions) and react more than once per round
to what the PCs do.

Remember that, as a GM, you have tricks up your sleeve,
and ifthe PCs are having an easy time dealing with a solitary
monster, it’s all right to send in reinforcements. An intelligent
NPC may have bodyguards en route. A brutish monster may
have a handler or trainer within earshot of'its cries for help.
Even an unintelligent creature like an ooze or big zombie
may benefit from the arrival of wandering monsters.



Winning Monster Combos

Some monsters are best used in groups or with other
creatures that complement or augment their abilities.
A single derro probably has a hard time using its sneak
attack, but a group of them can easily set up flanking
situations. Tieflings have fire resistance 5, making them
handy allies for a fire priest with burning hands or a fire
mephit; alternatively, a tiefling cleric controlling a gang
of burning skeletons is all but immune to their area
damage. Creatures with spell-like abilities can cast them
on minions or on a leader. For example, a dark naga or
spirit naga can cast cat’s grace, invisibility, or displacement
on its allies; a spirit naga can even turn itself invisible
and cast cure spells on its allies. Given time, a succubus’s
profane gift ability can bolster every single guard, priest,
and lieutenant in an evil fortress.

Monster abilities can also complement hazards or
traps; a flying monster ignores difficult terrain, floor
pits, or patches of green slime. Monsters with damage
reduction are immune to arrow traps and most spear
traps; those immune to poison can ignore the danger
of poisonous traps or even rooms with inherently toxic
air, such as a sulfurous volcanic vent. Using monsters
intelligently like this helps create fun and memorable
encounters, as well as challenges PCs to try new tactics.

Don'’t Stymie the PCs

This is another way of saying “play to the PCs’ strengths,”
but is worth reiterating. Part of the fun of playing is
leveling a character and gaining new abilities. If you create
encounters that circumvent the PCs’ newest abilities, it
takes away some of the fun of the game because it’s like
they didn’t gain all the benefits of their level. For example,
if the PC wizard just reached level 5 and learned the
fireball spell, you may be tempted to throw some
fire-resistant or fire-immune encounters
at the PCs to compensate for this
ability—which makes the

sth-level
like a g4th-level wizard.

wizard feel

However, thousands of

RPG campaigns have survived
PCs who can cast fireball; it’s better
for a GM to embrace the new ability than fear
it. Give the wizard a cluster of minions to blast
so he feels powerful—or set up an encounter
where he has to choose between blasting a bunch
of minions or using the spell on just the boss.
Some monsters are designed to be more challenging
to certain character classes. Golems are immune to
almost all magic, some outsiders have very high damage
reduction, oozes are immune to critical hits and sneak
attacks, and so on. If the PCs end up facing these

kinds of creatures over and over again (especially in a
short amount of time), the stymied players can easily get
frustrated—after the third encounter with stone golems,
the sorcerer and wizard are likely to give up and want to
stop playing. If you're going to use a lot of these creatures
(say, in a themed dungeon), you have two options to prevent
player frustration.

Give the Character a Tool: There are dozens of limited-
use items in the game, plus consumables like potions and
scrolls. If you know one PC is going to have a problem
with an upcoming encounter, drop a helpful item into
an earlier encounter or even an earlier adventure—an
item that lets the character be useful in the battle despite
the monster’s resistances. If a PC druid has no magic
weapons and you're planning an iron golem encounter,
give her a golembane scarab so she can better attack it in
wild shape. If a PC rogue has no bludgeoning weapons to
use against a black pudding, let her find a low-level wand
of magic missile and blast away using Use Magic Device.
Many items and spells in the game are designed to deal
with unusual encounters, but don’t see play very much
because PCs prefer general-utility magic; introducing a
cheap or expendable item like this gives smart players
something to fall back on if their primary strategy isn’t
effective or if they run into an encounter where the
unusual tool is exactly what they need.

Present Other Options: Just because the encounter
involves a monster doesn’t mean that all the PCs have
to focus on defeating that monster. Create another task
that helps overcome the monster, prepares for the next
encounter, or disables a parallel threat during the fight.
For example, in a fight against a bunch of black puddings,
rather than having the rogue frustrated

by not being able to use sneak attack, add

a spiked wall trap that the rogue can disable
while the other characters deal with the oozes.
If the encounter has an iron golem and the
wizard has no electricity attacks to slow it, put
a magical puzzle-crystal in the room that unlocks
a secret room if the wizard makes a
. Knowledge (arcana) check. Ifthe party
Q’\ cleric channels negative energy and
§ the other PCs are fighting undead
(meaning the cleric would heal

enemies if she tried to channel),
include a door made of fused bone
that only opens from a focused
blast of negative energy. If the
opponent is resistant to physical
attacks, put a chained prisoner in
the room that the barbarian, fighter,
or paladin can rescue while the
spellcasters deal with the threat.



UNUSUAL CAMPAIGNS

Most GMs eventually toy with the idea of running
a theme campaign, such as an all-dwarf or all-elf
campaign. While most of these have no game effect,
below are several variant campaigns that require special
consideration when building encounters.

No Healers

Whether you're running a low-magic campaign or just
have a group of players uninterested in playing healers,
a lack of curative magic in the party is a big deviation
from the norm. Without a healer, monsters that deal
high damage have a greater risk of killing a PC—there’s
no healer to step in and compensate for a critical hit—
so you should rely on weaker monsters that don’t deal
damage in large increments. If there is magic in the
campaign, the PCs can at least rely on potions (and
scrolls and wands, given an adequate Use Magic Device
bonus), but this forces them to decide between attacking
and healing each round. Without reliable access to any
healing magic (such as in a historical campaign), the
PCs must resort to nonmagical methods like the Heal
skill, or perhaps limited-use legendary items or quasi-
magical items derived from unusual monster parts.
They should also consider using more defensive tactics,
such as taking the Dodge and Combat Expertise feats,
in order to raise their Armor Classes and reduce the
number of successful attacks against them. Keep in
mind that without healing, PCs generally have no way to
deal with curses, diseases, poisons, and other afflictions,
so use creatures with those abilities sparingly or make
mundane methods of overcoming such dangers a more
significant and readily available part of your campaign.

No Spellcasters

Though technically a broader example of the “no healers”
variant, a campaign with no spellcasters at all has an
entirely different set of problems. Most adventures assume
that a typical party has one arcane caster and one divine
caster; without any magic at their disposal, the PCs may
have ahard time dealing with monsters thatare resistant to
physical damage but vulnerable to magic. Even something
as simple as a swarm (immune to weapons but vulnerable
to area attacks) becomes a significant challenge when the
PCs don’t have magic. Conversely, an otherwise challenge-
appropriate monster that has a high spell resistance may
actually end up weaker than a “normal” creature because
its CR assumes the PC spellcasters are going to have
trouble—a hindrance a no-spellcaster party completely
ignores. Keep an eye out for monsters with high DR, high
SR, or vulnerabilities to magical attacks (including cold
and fire vulnerability); these are likely to be more or less
difficult than expected.

All Spellcasters
This section is more about a party with no melee classes,
rather than a party where every PC is a spellcaster—a
group of four clerics or paladins is technically an all-
spellcaster party, but they don’t have the sort of problems
that four sorcerers, wizards, or even bards face. Such a
party is the opposite of the no-spellcasters group; DR is
less important, SR and resistances are more important,
and creatures with nearly universal magic immunity
are a serious problem. Golems, for example, can’t be
damaged by most direct-attack spells, and even though
a stone golem is CR 11, it may be able to eliminate an
entire party of 12th-level wizards, especially given a
wizard’s low AC and hit points compared to a melee
class. The golem is an “easy” challenge on paper, but
more dangerous in execution. Of course, smart players
will use summoned monsters and charmed enemies to
take the brunt of physical attacks, and a smart GM can
stave off a lot of player frustration by providing such
things to the PCs (even in the form of scrolls or wands)
if the players don’t think of it themselves; even a few
summoned orcs at the start of an adventure can help an
all-caster party survive.

Small Party
Sometimes you have a player who can’t make it to this
week’s session; sometimes you only know two other
gamers in your area. Either way, having a small party
presents you with some unique challenges. With fewer
characters, a battle can shift against them very quickly—
one unconscious, charmed, or held PCin a group of three
is a loss 0f 33% of the party’s resources compared to 25%
in a standard party. Often, one or more PCs may have to
take on multiple roles (melee character, skill character,
arcane damage-dealer, or divine healer), and as the
game rewards specialization, this means these hybrid
characters are slightly less effective at either task than
two focused characters would be. Fewer characters means
it’s more likely they’re clustered together, and thus are
more vulnerable to area attacks. When dealing with a
small party, temperance is the key—start with smaller,
weaker encounters, and give the players time to get the
feel of their group’s vulnerabilities. Once the players
have an idea about their party dynamics, test them
with encounters closer to their average party level, and
eventually you'll find a good CR range that suits their
abilities and is still challenging.

Large Party
Apartyofeight PCsisamuch different “problem” fora GM:
they’re able to handle more difficult encounters and more
of them per day, often by expending disproportionately
fewer resources than a four-person party. It would be



easy to make the assumption that because doubling the
number of monsters in an encounter adds +2 to the CR, a
party of double the normal number of PCs can routinely
handle encounters where the CR is equal to the APL +2.
This isn’t always true, however, mainly because higher-
CR monsters tend to have built-in assumptions about
party gear (see High- and Low-CR Encounters on page
41). These differences are especially evident with a large
number of weaker PCs.

A good low-level example of this is the barghest; it’s
only CR 4, and in theory, if four 2nd-level PCs can handle
a CR 2 encounter, eight 2nd-level PCs should be able to
kill a CR 4 monster. However, most 2nd-level characters
aren’t going to have a magic weapon, and therefore the
barghest’s DR 5/magic absorbs a lot of incoming damage.
Also, a barghest’s average damage per round is 20.5,
assuming it hits with all three attacks (and with a +10
attack bonus for all three, that’s a safe bet against 2nd-
level PCs); while that’s dangerous for 4th-level PCs (where
a typical fighter has about 40 hit points), it's murder for
and-level PCs (where a typical fighter has about 22 hit
points). In this case, the battle becomes a race to wear
down the monster as soon as possible because it’s killing
a PC almost every round.

It’s perfectly fine for a large group of PCs to have an
easier time dealing with challenges where the CRis equal
to the APL. In general, it’s better to use multiple weak
monsters than one powerful monster. This gives each
PC multiple opponents to choose from, gives you more
creatures to play with, and keeps PC mortality low.

VARIANT PLAY EXPERIENCES

Not every game session involves halfa dozen people sitting
around a table, with dice and character sheets in hand.
Other popular play experiences include solo campaigns,
convention play, and online games.

Solo Campaigns

A solo campaign—sometimes called a duet campaign—
consists of one GM and one player. Such an arrangement
is often perfect for spouses, roommates, siblings, and any
other situation where players are scarce. In addition, a
solo campaign is ideal for pursuing the kind of plotline
that excludes other players—for example, an in-character
romance, or a character who wants to build a business or
carry out nefarious activities.

For better or worse, a solo campaign centers on
the player’s character. Thus, it’s best to start with the
character concept and build a storyline around that.
For example, if your player wants a seafaring character,
your campaign should focus on the ocean. You and the
player should agree on the basics, then you can design
adventures accordingly.

While this kind of campaign obligates you to cater to
the tastes of your player, it also frees you from worrying
about whether the other players are having fun—ifyour
player’s enjoying it, you're 100% successful. Still, this
doesn’t mean you need to focus exclusively on things
you know your player likes, as that can rob you of the
chance to find new things he or she might enjoy. Lay
your campaign’s foundation on known tastes, but feel
free to explore.

Having only one PC poses some difficulties with
standard adventures. A solo PC is incredibly vulnerable,
not just to combat encounters, but to simple problems
like falling into a pit—if the PC can’t make the required
Climb check or get out of the pit with magic, he’s basically
stuck. Likewise, a party of four PCs can deal with a
monster that casts charm person on one party member,
but a solo PC who fails that save is done for (unless you
have a plan for dealing with the charmed PC shaking off
the effect later and escaping). A good example to follow
is a movie where there’s just one protagonist; combat
encounters are usually either multiple weak opponents
that are only a threat to the hero in numbers (and the
hero often controls the battlefield so he can deal with
them one or two at a time) or a single, more difficult
opponent such as a lieutenant or the main villain.

One way to compensate for the lack of other party
members is to expand the character’s range of abilities
beyond what the game normally allows. As long as the
character won'’t ever be played in a “normal” campaign,
there’s really nothing wrong with this tactic. Another
option is to introduce one or more NPCs with the
appropriate abilities, friends or sidekicks of the hero
which can be played by either you or the player. You could
also use magic items to help fill the gap. At some point,
however, you may still need to adjust your adventure to
eliminate challenges that the player simply cannot meet.

Stealth, skill, and roleplaying encounters are much
more common in solo play. Just remember to have a
backup plan should the PC fail to accomplish a goal,
such as an alternate route around a trap, a quick combat
resolution to a failed stealth situation, or a temporary way
to neutralize or contain a dangerous opponent.

Convention Play

Conventions are hotbeds of gaming opportunity. While
many RPG events available at game conventions are single-
session adventures, timed dungeon runs, or tournaments,
others are run through organized play groups like the
Pathfinder Society which allow players to keep the same
character over the course of several games (or conventions!),
accumulating experience, gear, and notoriety. Campaigns
that operate via game conventions and other public events
lose a great deal of the camaraderie of a standard campaign



due to the infrequency of sessions and the variable player
mix, but such events can be perfect for players without
a lot of free time or other players nearby. For more
information on Pathfinder Society, the official organized
play group for the Pathfinder Roleplaying Game, visit
paizo.com/pathfindersociety.

Online Games

Since the birth of the Internet, GMs have been successfully
taking their campaigns online. With an online campaign,
you can play with people from anywhere in the world
without leaving your own home. You can once again game
with friends who have moved away, or make new friends
from faraway places.

The two most common formats for online campaigns
are messageboard games (which can also be conducted
over email, if less conveniently) and live chat. In a
messageboard game, the GM posts a description of
events and asks for actions, and players post their replies.
Though this method is slower, it carries no scheduling
problems—players simply log on when they can and add
their responses.

Live chat brings the play experience closer to that of a
tabletop game. Everyone logs into the same chat channel
at the same time. A live chat game moves slower than a
tabletop one, but much faster than a messageboard game.
Chat-based games require scheduling, however, and can
be a significant headache when you have players from
different time zones. Furthermore, absences may be more
frequent until you get a solid group, as players are often
less committed to an Internet game than an in-person
engagement, but logs of missed game sessions allow
absentees to quickly catch up on the action.

FIXING A “BROKEN” GAME

Roleplaying games require flexibility and must be open
to interpretation. Sometimes this means one element
of a campaign can overshadow the rest of it, or a simple
mistake can grow over time until it’s too big to ignore.
Fortunately, there are ways to fix these problems and
get your game back on track. Remember that while this
section is about things you can to do fix a broken game,
you and the players are partners in the storytelling, and
talking to the players about the problem can give you
solutions you may not have thought of yourself.

Too Much Treasure: This trap is the easiest for a GM to
fall into, but fortunately is also the easiest to correct. A few
too many encounters with treasure-rich opponents such
as NPCs with classes can mean that the PCs end up with
significantly more wealth than the suggested value for
their level. Too much wealth means they can afford to buy
or craft multiple magic items to enhance their characters
beyond the expected power level, allowing them to more
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easily defeat other opponents and collect even more
treasure. See Chapter 5: Rewards for more information on
how to solve this problem.

Gamebreaker Element: Maybe the druid’s spell-
enhanced animal companion is more deadly than the
party fighter, or the wizard’s new staff allows the PCs to
easily bypass or decimate encounters. Maybe the bard’s
new feat is letting him use his astronomical Diplomacy
score to talk NPCs and enemies into almost anything.
This sort of thing can either make the game boring
because there’s no challenge, or else make it too risky for
other PCs because you have to make encounters engaging
for the most powerful character. For tips on how to
handle this, see Overpowered PCs on pages 50-51.

No Motivation to Adventure: If the PCs all have
good alignments, it’s easy to motivate them to go on an
adventure; just dangle an evil overlord, undead army, or
threatened village in front of them and let nature take
its course. However, without altruistic motivations,
sometimes PCs have to be prodded into action. Greed is
always a powerful motivator; the lure of incredible wealth
is a draw for many PCs, and throwing out a few plot hooks
relating to a fabulous treasure should get them started.
Other PCs want power; a frontier castle that’s been taken
over by monsters, a strange cult, or an enemy nation is a
nice prize, especially if the local ruler is willing to grant
land and title to those who reclaim it. Other PCs want
fame; give them the opportunity to slay a fell beast that has
been murdering folk for generations, or break the back of
the thieves’ guild. Look to history, fiction, television, and
movies for other motivations—love, jealousy, vengeance,
and fear are all common story elements that drive
characters to their destinies. If you're not sure what would
motivate the PCs, ask the players what their characters
want and find a way to incorporate that into the campaign.

When PCs Miss a Clue: Any time you leave the course
of an adventure to a die roll, you risk PCs—and thus
players—missing something important, whether it’s
a secret door, a hidden panel in a treasure chest, or a
failed Knowledge roll. Fortunately, you control the entire
game world, and it’s easy to point the PCs at the clue
again. If the PCs missed a secret door, let them find a
rough treasure map of the dungeon with the door clearly
marked (on the back of a scroll they found earlier is a nice
trick), or they can hear about it from another group of
adventurers. Cohorts are good for spotting overlooked
secret compartments in treasure chests, as is a sharp-
eyed town merchant. A forgotten reference to an ancient
king, priest, or wizard can turn up in an old prayer book
or during spell research. While the PCs may be the focus
of the campaign world, there are countless secondary
characters and events that can put them back on the right
track if they get lost.
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GM CONSIDERATIONS

One of the game’s delights—and frustrations—is that it

changes over time. Every session runs alittle bit differently,
and whether it’s new abilities, new characters, or changes
to the gaming group itself, a good GM needs to know how
to roll with the punches.

GAME CHANGERS

When you play a campaign long enough, the rules change.
The characters that once limped into the village to beg for
healing now use magic to cross continents, consult with
extradimensional powers, and rescue their allies from
death itself.

Alertness is your best tool as a Game Master. Keep one
eye on what’s ahead—what abilities you'll need to account
for as you plan your future machinations. Whenever you're
dealing with new mechanical elements, you should have
three goals:

« Don't get surprised

« Don't let the new ability run amok

- Don't render the new ability useless

Players are inherent “surprise generators,” and being
surprised by their ingenuity is one of the joys of being a
Game Master. You don’t need to consider every possible
power combination. But when you see a game-changing
power coming down the road, take a moment to think
like a player. What will Bob want to do once he can turn
invisible? Once you answer that, you won't be surprised
(or at least as surprised) and can move on to the other
two goals.

“Don’t let the new ability run amok” and “don’t render
the new ability useless” are two sides of the same coin.
Your fundamental job as Game Master is to provide
entertainment, challenge, and above all, balance. Players
have a natural desire to play with their new toys—you
helped instill that desire in them when you put all those
interesting challenges in their way in the first place. Now
you have a responsibility to make sure that one player
doesn't trivialize the game’s challenges, for himself or for
the whole table.

Below are some potentially difficult game elements, and
some thoughts on how to manage them.

Invisibility: There’s an inherent mischief to invisibility.
Consider The Invisible Man, or the iconic example of Bilbo in
The Hobbit. Let the players have their mischief—it frequently
costs you nothing, and they’re having a good time—and
deploy the traditional countermeasures (divination magic,
traps, creatures that don't use sight) only at points where
you want to preserve the challenge. If invisibility isn't
available to everyone in the party, that helps puts a brake on
their invisible ambitions in two ways. First, invisible means

invisible—the other party members can’t find the invisible
PC for healing, communicate silently, or know where she
actually went when she said she’d scout ahead. Second, for
every sneaky gal in the party, there’s usually a guy buried
under layers of clanking plate armor as well. That guy is the
Game Master’s best friend, providing warning to enemies.
The invisible player can probably choose her position and
get a surprise attack in, but the presence of loud, visible
companions ensures that the advantage of invisibility will
be fleeting unless the group splits.

When the whole party can turn invisible, brace yourself
for the entire table choosing to sneak past encounters you
spent hours preparing. As long as they’re truly quiet and
don’t run into monsters who can counter their invisibility,
let them do so. You can recycle those encounters later, and
it’s probably better for everyone’s fun to respect the party’s
choice to bypass. It’s possible they’re using invisibility to
tell you they'd rather be doing something else. So move
along, but save those encounters for later use.

Flying: Your immediate concerns are more tactical when
flying shows up at your table—do melee-only monsters get
slaughtered like bison on the Great Plains? You'll need to
consider the monster mix in your encounters more carefully
so that the players don't just fly above the dire wolves and
drop rocks on them. But there’s nothing wrong with letting
the aerial advantage be an advantage every once in a while.
Let the flying PC trivialize an encounter or a trap—there
are always more of both coming down the line.

Unlike most other game-changing powers, flying
comes with a hidden danger to players: altitude. When
a ground-bound player gets stunned, knocked out, or
dropped to negative hit points, he slumps to the ground.
Depending on the exact nature of the flight power, the
consequences for a flying character might be far more
severe. If a character runs out of hit points and can’t fly
anymore, impact with the ground will almost certainly
finish him off.

When a player learns to fly, it’s worth a brief conversation
with that player. Show him the math: “If you reach o hit
points when you're x feet in the air, you'll take y damage on
average, which leaves you at negative zhit points—dead, in
other words.” Once he’s got a grasp on the inherent danger,
the player can take calculated risks, and it adds even more
drama to a desperate battle in the sky.

Teleportation: Teleportation raises an issue similar to
invisibility: once the whole group can do it, they can bypass
content. And as with invisibility, if the players have done a
proper job of playing by the rules, let them have their way.
It’s likely not that the players want to skip the encounters
you've made, but rather that they’re abundantly eager to
get to the other encounters you've made. Tap into that
eagerness! (And don'’t forget to recycle the work on those
skipped encounters later.)



Teleportation can also challenge your preparation and
ability to improvise. If your players can open a portal to the
throne rooms in any of the Hundred Sacred Kingdoms,
how do you cope with the mountains of preparation that
come with unfettered, instant travel?

You improvise and cheat, of course. You don’t have
a hundred throne rooms (with a hundred high-level
monarchs, royal guard complements, and sets of court
intrigues) prepared. You have one prepared, notes for
a second, and a good idea for a third. You rename your
prepared stuff on the fly—the Peaceable Kingdom of
Jarrach becomes the Shadow Duchy of Sindrauta. Prince
Karelius becomes Countess Kar'than'draya. The royal
guards become elves—and you just describe them as
having pointy ears, because nobody really cares that their
Perception scores are +2 higher. You've got better ways to
spend your precious time, and your players will never
know the difference.

For that second kingdom the
PCsteleportto onalark, gowith
your notes. Steal stat blocks as
needed, from any source. A
devil’s stat block works just
fine for the sinister seneschal
who’s rumored to consort with
dark powers. Likewise for the third
kingdom. And ifyou feel like the PCs
are teleporting around too rapidly for
you to keep up—well, you have a whole
book full of monsters right in front of’
you, don’t you?

Lie/Evil Detection: This magic can
be exceedingly troublesome, especially in
mystery adventures, yet instead of banning it
outright, your best alternative is to stick with
the three goals. First, don’t be surprised. When
your NPC schemers start scheming, consider
how the players will put divination magic to
use. Second, make sure that discern lies and
detect evil don’t run amok. You have magical
countermeasures, of course, but save those
for “this guy absolutely must be able to fool
the PCs” moments. When you can, use low-
key solutions such as:

» The NPC can use nonmagical but expert
means (high Bluffscore, natural defenses
against divination) to thwart the PCs.

« The NPC can tell half-truths and leave the
really incendiary stuff unsaid.

« The NPC gets caught lying, but that
doesn’t help the PCs uncover the truth.

« The NPCis serving evil under duress
or is otherwise sympathetic.

e
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« ThePCsspotthelie, butjump to the wrong conclusion—

they know that “troops are marching to Declanburg” is

a lie, but it’s a lie because the troops are already there,
not because they’re marching elsewhere.
NPCs—at least some of them, anyway—know how the
world works. It’s reasonable to assume that just as you
thought about what your players would do with divination
magic, so too will an NPC consider what meddling PCs
might do and prepare accordingly.
Third, let the magic work—as a clue delivery system
for you. PCs sometimes make astounding deductive leaps,
but sometimes they ignore the blindingly obvious. Use
discern lies and detect evil to get important information in
the players’ hands fast. Players might find a traditional
interrogation of an NPC riveting, but they’re unlikely to
find the fifth such interrogation as interesting. Put a little
divination magic to work, and watch your table
quickly get the information it needs to get on
with the fun.
More information on the use of spells
in mystery adventures can be found in
Mysteries and Investigations in Chapter
8, pages 246—247.
Remote Viewing: Clairvoyance/
clairaudience and other scrying
magic poses many of the same
issues as teleportation. On the
one hand, remote viewing is less
work for you because the PCs aren’t
interacting with the NPCs and places
they're observing. But on the other
hand, remote viewingis generally easier
and less risky than teleportation, so
PCs are more likely to employ it.
youre  likely
accustomed to the familiar
“think like the
players,” and are largely

By now,
refrain of

concerned about remote
viewing in two ways:
Reconnaissance: PCs use

clairvoyance and similar spells
to get a look at adventure sites
beforehand. On balance, this
usually works in your favor,
because players will then plan
a route (often when you're
within earshot) that tells
you exactly what they
want to experience. That
makes your job easier—now you just
provide encounters that either support or
confound their expectations. That’s the

18 -



beauty of remote viewing—it’s more of an information
trade than the players realize.

Espionage: Players love to scry on the Big Bad Evil
Guy when he’s going about his sinister business in his
chambers. This is a test of your ability to improvise—
you've got to describe an interesting scene on the spot.
Espionage-style spying can also be a clue delivery system
for you. Decide what information you want to impart,
surround it with enough dialogue and detail to make it
believable, then get on with the fun.

But what if you don’t have specific information to
deliver, and in fact you're trying to keep the PCs and the
antagonist separated for a while? If you don’t want PCs
tuning in at the dramatic moment, then you have two
choices: describe a realistic but utterly mundane scene in
the villain’s life, or come up with a scene that refers at least
obliquely to the ongoing narrative.

When the PCs are scrying, the players are pure
spectators—a recipe for boredom for everyone but you.
It might be realistic for most espionage-style scrying to
reveal the mundane, day-to-day life of the villain (and
a nice reminder if the players seem to be overusing it),
but that doesn’t do anyone any good. So accept the blow
to realism and give the PCs tangible—if sometimes
obscure—information with each scrying attempt. Even
a mundane conversation about troop movements can
have a little hook (it takes 2 hours to reach the northern
watchtower) that makes the players say “Aha!” They might
never go to the northern watchtower, but in that moment,
they get a little “I know something I'm not supposed to
know” feeling—and that can propel them into action.
Portents and Omens: Few things are as difficult as
predicting the campaign’s future. How can you tell a
player her future when the campaign’s conclusion might
make her a demigod—or a string of bad rolls might make
her a halfling-kebab on an ogre’s spear?

First, do what real-life oracles and fortune-tellers do all the
time: couch your predictions in symbolism and metaphor.
Don't say “Your father won't give up the throne for you.” Say
“Winter refuses to acknowledge spring.” It sounds more
ominous—in the literal sense of the word—and gives the
campaign’s plot some much-needed elbow room.

Next, be specific, not general. At first, this advice seems
counterintuitive. Isn't a general prophecy easier to keep than
a specific one? That's true, but specific details are easier to
insert into the narrative. Don’t say “You shall become the
king of the elves.” Say “When winter’s moon is nigh, the fey
will dance to the tune you call.” You have a likely fulfillment
of that prophecy in mind (a formal dance at the coronation
ceremony), but if the campaign goes off the rails, there are
other ways to make that prediction come true. Specific
details have another benefit: they make the players feel like
they're getting their money’s worth out of the prophecy. If

you try too hard to leave yourself room with a prophecy, you
risk a prophecy so vague that the players find it useless or
feel deliberately cheated. You're smart enough to engineer
something interesting involving the fey near a full moon in
winter—even if you aren’t sure what it is yet. But based on
that detail, the players will think that the oracle—and by
extension you—has it all figured out.

If you have to hit the reset button, make it obvious that
you're doing so. The campaign may have gone in a bold,
player-driven direction that you weren't anticipating. And
when it did, all that talk of destiny from the crazy lady back
in the starting village was invalidated or became completely
irrelevant. If you feel like you'd have to stretch the narrative
too far to cover an out-of-date portent, then make it clear in
the story of the world that the old destiny no longer applies.
Perhaps the stars rearrange themselves in the sky (due to the
PCs’ actions, ideally), and now everyone’s fate is uncertain,
or can be perceived anew. Maybe the goddess of destiny
appears and says that the trickster god has stolen threads
from her loom of fate—including the threads that represent
the PCs. You're operating in a realm where anything is
possible, so avail yourself of that power.

EMERGENCY GAME PREP

Sometimes day-to-day life conquers even the most
committed Game Master. You meant to get that dungeon
ready, but then the boss/spouse/kids/friends/lottery office
called, and now everyone’s gathering at the table. It’s time
for emergency game preparation.

Sometimes you’ll need emergency game prep in the
middle of a session, too. The party may get an urge to visit
the Astral Plane. They may give the all-powerful scroll to
the obviously disguised villain, just because he asked to
look at it.

When this happens, don’t try to find the right section
of the book to reread. Every minute counts! In these
situations, it’s good to have an emergency game kit
containing raw adventure fuel. That’s stuff like:

Stat Blocks: Any opposition appropriate for the PCs works,
even ifit doesn’t “belong” in that part of the campaign world.
Coming up with reasons for monsters to hang out together
and fight the PCs takes less time than flipping through the
books to find the perfect monsters. That’s particularly true
in an emergency situation where you're likely going to “re-
skin” the monsters anyway. That armored knight? You can
just describe him as a hill giant and your players will never
know. Then you can make him into a dire wolf, or a swarm
of killer bees, and still your players may never know. Sure,
you'll know that the damage dice should have been different,
the skills were completely irrelevant, the Armor Class was
wrong, and the special abilities were made up on the spot,
but you're the only one who sees the stat block. Everyone else
is just rolling dice and having fun.



Ten Proper Names: Write down 10 names out of thin
air—names that have a “mouth feel” appropriate to the
setting. You've now got your answer when the PCs ask
what the name of the bartender is, or the name of the river
they just crossed, or the magic words that open the portal.
Nothing makes you look like you've prepared more than a
confident answer to the “What’s his name?” question.

A Basic Flow Chart: Take a blank piece of paper and
draw roughly 10 bubbles on it, scattered around the paper.
Then draw some lines between them, trying to make
interesting clusters but not connecting everything to
everything else. Now you've got a rudimentary dungeon
map and a basic event flowchart—whatever you need in
the next few hours. If you use the flow chart as a map, of
course it won't have proper dimensions and everything
laid out in proper architectural fashion. But your
concerns are more basic. You want to keep track of the
rooms so that when the PCs retreat from the map room,
they come back to the observatory, not the barracks they
visited two encounters ago.

Remember, thrust matters more than direction. As you
improvise your way through a session, it’s tempting to worry
about whether you're making decisions—especially plot and
setting decisions—that will come back to haunt you later.
Ignore those concerns; you'll have plenty of time to tie up
loose ends, patch over plot holes, and bring the players back
to the main plotline later. You care that the PCs are doing
something interesting. The pause while you figure out the
perfect encounter diminishes everyone’s fun more than the
out-of-place detail or the tangential plotline ever could.

TPRS

It’s a constant threat, but every so often it happens for
real: every single PC is dead, petrified, or possessed by
demon lords.

That’s a TPK—a total party kill.

The good news is that, as a Game Master, you'll probably
see the TPK coming before the players will, simply because
you've got more information. You're seeing all the dice and
stat blocks. But the bad news is that the players will be
demoralized, and possibly angry with you or each other—
and they’ll be looking to you, the guy at the head of the
table, for guidance. You have the power to “fix” the broken
table while making sure that the TPK stings a little so that
the PCs might be more cautious next time.

For starters, give everyone a break once the last PC falls.
Either end the session or at least send everyone to the
kitchen for snacks. Some “Monday morning quarterback”
analysis is inevitable and probably cathartic, but the
players don’t need to do that in front of you.

Besides, you've got work to do. You want consequences to
matter at your table—that’s one of the great things about
RPGs. But you also want your friends to have fun, and you
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don’t want them to stop playing. So you're looking for a
way forward that makes the TPK matter, but keeps the
momentum and desire to keep playing alive.

Send in the Next Party: The stereotypical solution to
a TPK is to have everyone make up new characters on a
mission to find out what happened to the original group.
That gives the new group direction and a basic reason for
cohesion. The players might be eager for a rematch—and
it’s probably a good idea to soften the table’s stance on
player knowledge/character knowledge in this instance so
they don’t just repeat the fate of the first group.

When the second group succeeds and finds out what
happened to the first group, the players can pick up the
ongoing narrative where they left off. If resurrection is
possible in your world, you can have the second group
bring the first group back to life. It’s possible that some
players at the table will like their new characters better
than the old. Mix it up—Ilet a composite group tackle the
challenges of your campaign together.

Meet Your New Boss: If new characters don’t work with
your story (or players balk at creating new PCs), it’s time to
call in the cavalry. Have a powerful patron or mysterious
presence somehow resurrect the PCs (or restore them
from petrification, etc.) for some greater purpose. The
resurrecting agent might be on the up and up, wanting the
PCs to continue their campaign efforts (though you should
make sure the players know they won't always be bailed
out). But the mysterious power might also have a divergent
or sinister agenda, or demand tremendous compensation.

I Want Them Alive: Perhaps your villains were actually
swinging for non-lethal damage on their last rolls, and
instead of being dead the players wake up hours later
in cells, stripped of their gear and forced to engineer a
daring escape.

Let Failure Be Failure: If the PCs failed at a climactic
moment, consider letting evil seize the day—Ilet the
players see the consequences of failure when they make



up their new characters. If mid-level characters suffer a
TPK when investigating the actions of a demon cult, tell
the players to show up at the next session with high-level
characters. Then reveal that those characters have recently
been taken out of suspended animation by a ragtag band
of humans—scattered remnants in a world utterly ruled
by demons and their army of tortured slaves. The demons
conquered and enslaved the world due to the actions of the
cult the PCs couldn’t stop. Now your players get to see the
consequences of their previous failure, and the new PCs
have their work cut out for them.

Rewind: Sometimes accidents happen. Someone reads a
rule wrong, you design an encounter that’s unfairly lethal,
or the game otherwise goes off the rails. If a fundamental
misunderstanding or error led to the TPK, don't feel like
you have to let it stand. Just hit the rewind button and play
the encounter over again. You want decisions at your table
to have consequences, but simple errors shouldn’t steal
everyone’s fun.

OVERPOWERED PCS

Characters naturally accumulate power over time. And
in a game that relies on random resolutions of complex
interactions, that power accumulation isn't always
smooth. If one PC—or all the PCs—at your table makes
a quantum leap in power, it’s worth taking a good, hard
look at whether that power is disruptive to the ongoing
narrative and sense of fun.

Consider the Cooperative Dynamic: The Pathfinder
RPG differs from most games in that it’s fundamentally
cooperative. Because you aren’t playing “against” anyone
in a meaningful sense, it might not matter that the PCs
suddenly became much more powerful. You aren'’t likely
to run out of powerful monsters. You might have to alter
encounters to compensate, but once you've done so, your
game continues unimpeded.

When You Need to Rein It In: By the same token, the
cooperative nature of the game is why you sometimes need
to “nerf” a character’s power. Do so when one PC is too
powerful relative to everyone else at the table. Before you
take action, though, consider the following steps:

Provide early warning. Say a player comes up with a
devastating combo—something that takes a monster out of a
fight with a high success rate and no countermeasure. Let it
happen the first few times, but tell the player, “I'll let you know
when that combo gets tired.” The player can still feel clever,
but you've delivered notice and the whole table knows you
take the balance of power seriously. Sometimes the problem
power doesn’t emerge at the table anymore—and you've got
time to plan further. And the player might volunteer to be
part of the solution, a “negotiated settlement” you
can work out at the end of the session.

Know what you're nerfing, and why. After the
session where something overpowered emerges,
it’s time to hit the books. Read everything

relevant, even if you think you know the
rules backward and forward. Think like a
player and explore the problematic power,
then put your Game Master hat back

on and search for countermeasures. A

complex game system has lots of moving
"~ pieces, and it takes effort to isolate which
components and combinations are
actually overpowered.

Nerf it to the ground, but make it a
surgical strike. Once you've isolated the
problematic element, bring it back into line with similar
powers available at that level. Do your homework in terms
of rules study and arithmetic; you want to make sure that
the overall technique is no longer overpowered, not just
the specific application you saw at the table. But make sure
the PC still has viable options—and that the player still
has interesting choices to make during an encounter.



Explain it outside the game. It’s tempting to solve a balance
issue on the spot, but consider the other players at the
table. They might be bored by a rules discussion about
somebody else’s character. They might leap to the player’s
defense, or recommend a harsher nerf because they’re
tired of being second banana. Talk to that player away from
the table before the next session begins, so that everyone’s
got time to pore over rulebooks and consider alternatives.
It’s also a good time to tell the player that you're acting
for the good of the table, not to save your monsters. Most
players respond better to a nerf when they realize they're
diminishing others’ fun and the change isn’t driven by
Game Master competitiveness.

What you break, rebuild. Overpowered situations rarely
emerge overnight. They’re often an intentional or
serendipitous collection of smaller elements acquired
over time. Spell x, magic item y, and feat z are fine by
themselves, but you've got a problem once a player has all
three. When you change the rules to make something less
powerful, it’s only fair—and certainly doesn’t hurt anyone
at the table—to let the player retroactively make different
character advancement choices to compensate, so they
haven’t wasted half the game achieving a build that’s no
longer viable.

Overpowered Monsters: Sometimes the proverbial
shoe will be on the other foot, and a monster will be
unexpectedly powerful. At first, let it play out a bit. Once
the power disparity is clear to everyone at the table, take
action—either nerf the monster on the spot and tell the
players (in general terms) what you've done and why, or
forego use of that monster, telling the players that “the
dragon turtle has some problems, which I'm going to fix
before our next session.”

PERSONALIZING PUBLISHED
ADVENTURES

It’s not easy to be a Game Master; of all the roles in the
game, the GM has to put in the most work, and sometimes
you'll want to relax and use a published adventure instead
of creating your own. While many such adventures are
ready to go straight out of the box, so to speak, the key to
integrating one seamlessly into an existing campaign or
setting is adapting the adventure to suit your campaign
and your PCs, and this means you have to recognize
whether or not the adventure is a good fit for you and
your party.

Presuming the theme or feel is suitable for your
campaign, you need to look at the game mechanics in
the adventure, particularly the monsters and how they
compare to your PCs’ abilities. It’s possible that the party
composition may make an adventure too easy—a party
with a paladin, good cleric, and good necromancer is
going to blow through an undead-heavy adventure with
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little trouble (though that isn't a bad thing, as letting
the PCs feel powerful is nice now and then). You should
always feel free to adjust the power level of an adventure’s
monsters (using the simple templates in the back of the
Pathfinder RPG Bestiary is the easiest way) or swap them
out for other monsters with similar CRs.

What it comes down to is that you have to make the
adventure your own—whether a Pathfinder Module, a
one-session Pathfinder Society Scenario, or a third-party
adventure. If you're lucky and choose well, you can save
yourself a lot of work. Make changes to the story if you
have to, embrace tangents the PCs introduce, and always
feel free to point the story in the general direction of your
campaign’s primary plot if the PCs decide to abandon the
story in the published adventure.

CONVERTING CONTENT FROM 3.5
OR OTHER SYSTEMS

Roleplaying games have been around for over 30 years, and
there’s ahuge library of materials out there for other games
which you can use in your campaign. One particularly
easy conversion is from the 3.0 or 3.5 edition of the world’s
oldest roleplaying game to the Pathfinder RPG.

The Pathfinder RPG was designed to be backward-
compatible with the 3.5 rules set. It’s possible to integrate
the two seamlessly with almost no work; the only big
difference in most games is that Pathfinder PCs are a
little stronger overall than 3.5 PCs, so your PCs may have
an easier time battling things from the old rules. You can
run with that, or apply one of three simple fixes below to
balance things out:

Reduce the CR by 1: Treat anything from 3.0 or 3.5 as 1
CR value lower.

Add the Advanced Creature Simple Template: Use the
easy “+2 to everything” version rather than rebuilding all
the old stat blocks.

Add Improved Initiative and Toughness: Pathfinder
creatures get more feats than 3.0/3.5 creatures (every odd
level rather than ever 3 levels). Adding these two feats for
mid-to-high-level creatures helps make up the slight
power difference between the two systems.

Of course, you can also look to other game systems for
ideas and adventure materials, it just requires more work
on your part. In most cases, searching the internet for fan-
made conversion suggestions is a timesaver; most of these
suggest skill DCs, replacement spells and magic items,
and rough stat blocks or simple replacements (such as
swapping the tcho-tcho people of the Lovecraftian mythos
for goblins). Use the Pathfinder RPG rules as a resource—
the Bestiary includes a wide variety of monsters so you can
create the sort of fantasy that you want, and by trading a
few proper nouns, you can convert even a superhero, space
opera, or hard SF scenario into a fantasy plot.
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TOOLS FOR GAME MASTERS

The following pages supply a host of inspirational charts,
suggestions, and other quick references to help inspire
GMs both before and during a game session.

TABLE 2-1: PLOTS

Plot

5-6
7-8

9-10
11-12
13-14
15-16
1718
19—20

RS2

2324
25-26

2728

29-30

31=32

33-34

35-36

3738

39—40

4142

43-44

45—46
47-48

Greed or Glory: PCs hear about a dungeon nearby
and how no one dares enter it.

Raiding Monsters: Monsters or evil humanoids attack
farmsteads and must be stopped.

Treasure Hunt: An NPC has a treasure map.

Guards: PCs hired to protect merchant caravan
through dangerous terrain.

Seek: Locate missing important NPC.

Destroy: Purge a dungeon of monsters.

Underwater Exploration: Map area of sea and explore
inland for suitable settling areas.

Mine: Search underground for rich vein of ore or
a legendary cache of gems.

Protect: Enhance village defenses and train locals
to defend themselves from an impending threat.
Ruins Stir: Secret but good NPCs are searching for
holy relic and accidentally stir up undead.

Spies: The PCs are hired to collect information on a
nearby group or kingdom.

Investigate: PCs brought in to solve a crime.

Bait and Switch: Monster far beyond the PCs is
allegedly behind the plot—can it be true?

Sacrilege: Confront zealots allegedly carrying out
human sacrifices.

Salvage: The crew of a listing merchant ship

row ashore claiming that somehow their cargo
scuttled the vessel, and that they want nothing
more to do with it.

Steal: Work for good-fronted merchant group to steal
an object they stole in the first place.

Capture: A rival merchant or guild wishes monster
intact to serve as guard.

Escape: During routine adventure PCs are trapped by
a rockfall which unleashes horror.

Roundup: A rancher needs extra hands to protect his
herd from rustlers as he heads to market.

Execution: The PCs or an ally face a harsh punishment
for breaking an unjust or arbitrary law.

Exploration: The PCs quest to explore a new realm,
whether it be a continent, underground expanse,
plane, or other locale.

Kinslayer: A relative of the ruler plans to claim the
throne for his or her own.

Watch: PCs hired by town watch to uncover spies.

On the Run: The PCs must help a goodly creature
escape those who hunt it.

49-50

51752

53—54

55—56

57-58

59—60

61—62

63—64

65—66

6768

69—70

71-72

7374

75-76

77-78

79—80

81-82
83-84

85-86

87-88

89—90

91592

93-94

95-96

97-98

99—-100

Monstrous: The locals decide the newly arrived PCs
are behind the deaths.

Alliance: Prevent a marriage intended to unite two
monster clans without them realizing the sabotage.
Precious Cargo: Someone must keep a monster’s egg
safe until it hatches.

Dead Man Walking: A long-dead ally or personality
reappears, seemingly alive and unharmed.
Chainbreaker: Find the slaver’s base by getting
captured and then escape to get reinforcements.

A Little Knowledge: Someone keeps trying to kill the
hapless storyteller; which of his tall tales is actually true?
Unexpected Event: Earthquake or volcano unleashes
horrors onto countryside or settlement.

Reagent: A powerful magic user needs the PCs’ help in
tracking down a rare component or ingredient.
Menagerie: Creatures have escaped from a private
collection and the PCs are hired to return them.
Courteous Killer: An assassin sends a letter suggesting
that the target put his affairs in order.

Plague Run: Find the ingredients that cure the disease
and get them back before too many more people die.
Deadly Waters: The river has turned black and toxic—
what’s going on upstream?

Feathered Apocalypse: All the birds are dying and the
druids are looking for someone to blame.

Prophecy: A prophecy is due for fulfillment. The PCs
must work to fulfill or prevent it.

Animal Enemies: All the usually peaceful animals
become killers.

Political: PCs assist local leaders in rooting out evil in
their own halls.

Festival: PCs infiltrate performers to uncover a killer.
From Beyond: PCs must prevent plot to summon a
powerful outsider.

Incursion: Creatures from another plane infest town
and take hostages to experiment upon.

Revenant: Do the PCs stand in the way of an evil
avenging spirit intent on wiping out an entire family?
The Strange Child: Is the changeling really behind the
nightmares like the locals say?

Doppelganger: The PCs or others are seen murdering
and stealing and the locals want revenge.

Righteous Indignation: A local tribe of non-evil
monsters threatens a community that has trespassed
upon their land or otherwise offended them.
Surrounded: PCs find themselves hunted in
wilderness. Can they escape and survive?

Hunted: For some reason everyone thinks the PCs are
someone they aren’t. As the city mobilizes to capture and
execute them can the PCs get to the bottom of the plot?
Dragon: A dragon appears in a city and demands
tribute. Can the PCs defeat it? Is it real?




TABLE 2-2: PLOT TWISTS
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TABLE 2-3: MACGUEFINS AND QUEST ITEMS

d2o Plot Twists d% Macguffin or Quest Item
1 Altered: PCs undergo some sort of magical 1-2 Kidnapped royalty
transformation during the course of the adventure, 3—4 Religious idol
and must seek to return to normal (or defend 5-6 Lost spellbook
themselves from newly jealous rivals). 7-8 Fountain of youth
2 Burden: Something fragile (whether an NPC or 9-10 City of gold
object) is vital to the completion of the adventure, 11-12 Pirate treasure
such as a delicate crystal or a prophesied child. 13-14 Lost culture
3 Controlled: Someone is secretly under the influence 15-16 Weapon of the gods
of another, either as an agent of the enemy or 1718 Dangerous technology
keeping an eye on the group for their patron. 19—20 Claimant to the throne
4 Deception: A critical piece of information about the 21-22 Ancient tomb
adventure is deliberately false. Old friends become 2324 Dragon hoard
enemies, and enemies become friends. Or is it all 2526 Imprisoned loved one
just an elaborate act? 2728 Legendary warrior (possibly deceased)
5 Doubles: One or more of those characters appearing 29-30 Placation for angry spirits
in the adventure (including possibly the PCs) has an 31-32 Signet proving noble birth
imposter or duplicate. 33-34 Rare spell component
6 Dual Nature: Someone in the adventure has a 35—36 Forbidden magic
second nature or form unknown at the start. 3738 Resurrection for a slain innocent
7 Extraordinary Arena: Some or all of the adventure 39—40 Godhood
takes place in an unusual environment. 41-42 Cure for a plague or curse
8 Impairment: The PCs suffer some sort of 43—44 Land grab
disadvantage relative to their foes. 45—46 Enlightenment
9 Love Interest: An NPC encountered in the adventure 47-48 Stolen property
forms a romantic attachment to one of the PCs, not 49—-50 State secrets
necessarily reciprocated. 51-52 Mythical beast
10 Mistaken Identity: One or more of the PCs 53—54 Unlimited power source
resembles, or gets treated as, another person. 55—56 Embezzled funds
11 Natural Obstacle: A formidable barrier stands 57—58 Designs for a new weapon
between the PCs and completing the adventure. 59—60 Ghost ship
12 Negotiation: The PCs must make a deal with 61-62 Lich’s phylactery
someone in order to complete the adventure. 63—64 Jade statue of a bird
13 Peaceful: Some portion of the adventure requires 65—66 Long-lost twin
that the PCs find a non-violent way to solve their 67-68 Lost soul
problems. 69—70 Flying machine
14 Rivals: A group with similar abilities sets out to 71-72 Treasure map
oppose the PCs. 73-74 Sunken island
15 Role Reversal: Some portion of the adventure turns 75—76 Shipwreck
out the exact opposite of the PCs’ expectations. 77-78 Lost culture
16 Secret Ally: Someone in the adventure offers aid to 79-80 Relic from religious figure
the PCs. 81-82 Death (for self or others)
17 Time Limit: The PCs must complete the adventure 83-84 Hidden master
within a specified duration in order to succeed. 85-86 New home for displaced people
18 Transported: The PCs are taken somewhere against 87-88 Sleeping prince or princess
their will and must return on their own. 89—90 Unexplored territory
19 Undercover: The PCs must assume new identities 91-92 Destruction of evil item
and remain “in character” in order to gather 93-94 Prophecy and revelation
information or complete their objective. 95-96 Dangerous fugitive
20 Watched: Someone observes the PCs during the 97-98 Portal to another world
course of the adventure, and may interfere with their 99 True love
progress, or attempt to guide them. 100 Answers




TABLE 2-4: CULTURAL TITLES

Byzantine Chinese Dutch English

Basileus, Porphyrogennétos Huangdi Keizer, Keizerin King, Queen

Kaisar Gong Koning, Koningin Prince, Princess
Kouropalatés Hou Groothertog, Groothertogin Duke, Duchess
Proedros Bo Hertog Earl/Count, Countess
Magistros Zi Prins Viscount, Viscountess
Vestarches Nan Markies, Markgraaf Baron, Baroness
Anthypatos Qing Graaf Baronet

Exarchos Daifu Burggraaf Knight

Ethiopian Finnish French German

Negus
Leul

Ras
Dejazmach

Fitawrari
Enderase

Kuningas, Kuningatar
Suuriruhtinas, Suuriruhtinatar
Herttua, Herttuatar

Ruhtinas, Ruhtinatar

Markiisi

Kreivi, Kreivitar

Empreur, Imperatrice
Duc, Duchesse
Marquis, Marquise
Comte, Comtesse
Vicomte, Vicomtesse
Baron, Baronne

Kaiser, Kaiserin
Koénig, Kénigin
Grof3herzog

Herzog, Herzogin
Fiirst, Fiirstin
Markgraf, Markgrifin

Reise Mekwanint Vapaaherra, Vapaaherratar Baronnet Graf, Grifin
Basha Ritari Chevalier Freiherr, Freifrau
Indian Italian Middle Eastern Ottoman/Turkish
Maharaja Re, Regina Caliph Khalifa

Raja Principe, Principessa Sultan Sultan, Padishah
Thakur Duca, Duchessa Khedive Kaymakam
Nawab Marchese, Marchesa Pasha Khedive

Janab Conte, Contessa Emir Wali

Sardar Visconte, Viscontessa Mirza Pasha

Jagir Barone, Baronessa Bey Bey

Zamindar Baronetto Sheik Effendi

Persian Polish Roman Russian

Shah

Argbadh

Artabid
Khshathrapava, Satrap

Cesarz, Cesarzowa

Krdl, Krélowa

Wielki Ksiaze, Wielka Ksiezna
Ksiaze, Ksiezna

Caesar, Imperator
Rex

Magnus

Princeps Elector

Tsar, Tsaritsa
Korol, Koroleva
Velikiy Knyaz
Ertsgertsog

Istandar Markiz, Markiza Dux Kurfyurst, Kurfyurstina
Databara Hrabia, Hrabina Marchio Boyar, Borarina
Vuzurgar Wicehrabia, Wicehrabina Vicecomes Graf, Grafinya

Aztan Baron, Baronowa Liber Baro Rytsar

Scandinavian Spanish Spartan Thai

Keiser, Keiserinne Emperador, Emperatriz Polemarch Chao Fa

Kong, Drottning Rey, Reina Lochagos Mom Rajawongse
Storhertug, Storhertuginne Principe, Princesa Pentekoster Mom Luang
Hertug, Hertig Duque, Duquesa Enomotarch Na Ayudhya

Fyrst, Furste Marqués, Marquesa Phylearch Somdej Chao Phraya
Marki, Markis Conde, Condesa Perioikoi Phraya

Jarl, Greve Vizconde, Vizcondesa Hypomeiones Muen

Friherre Barén, Baronesa Helots Pan




WORDS £VERY GAME MASTER SHOULD KNOW

Abase, abash, abattoir, abhorrent, ablution, abscess, abstemious, abstersion, abstruse, accoutre, acephalous, acrid, aesculapian,
affusion, ague, alembic, alluvium, amanuensis, ambergris, ambrosia, ambry, amorphous, amphora, anchorite, anfractuous,
anodyne, anserine, antechamber, antediluvian, anthelmintic, antic, aquiline, ardent, argot, ascians, asperity, astomatous, atavistic,
ataxia, augean, autarch, avuncular, bacchanal, badinage, bagatelle, baksheesh, balderdash, baleful, baleen, ballyhoo, banal, bannock,
banns, bantam, barque, barmy, baroque, bashi-bazouk, bas-relief, bathos, bawdy, bayard, beadle, beatitude, bede, begum, beldame,
beleaguer, belfry, beltane, belvedere, benefice, benison, benjamin, beshrew, besot, bete noire, bewray, bibliolatry, bibulous, bier,
bijou, bilbo, billingsgate, biltong, biretta, bivouac, blague, blain, blandish, blarney, blaspheme, blowzy, bodkin, boeotian, bombast,
boreal, bouffant, bourse, bower, braggadocio, bravo, bretwalda, brine, bruin, bucolic, bursar, cache, cachinnate, cad, cadaverous,
cadge, cadre, caitiff, calumny, camarilla, canard, canny, canticle, caparison, caper, carillon, castigate, casuistry, cataphracts, cateran,
caudle, caustic, cavil, celerity, cenobite, chancellery, chary, churl, chyme, cinerary, circumvallate, cistern, clamber, clamor, cockade,
cognate, cognomen, coif, collet, colporteur, comely, commodious, compurgation, concatenate, condign, condottiere, connubial,
conterminous, contretemps, conundrum, convalesce, convivial, coomb, coppice, coquette, corban, cornucopia, coronach, coruscate,
cosset, coterie, coven, covenant, coxcomb, coxswain, cozen, crannog, crenellated, crepuscular, croft, crone, crony, crotchet, cruciform,
cubit, cuckold, cuirass, cur, cuspidor, cyclopean, cynosure, dacoit, damask, dastard, dauphin, debauch, decuman, defenestrate,
deglutition, demesne, desiccate, diadem, diarchy, dictum, dirge, distaff, dobbin, dodder, dolmen, dolor, dotterel, doughty, dowager,
doyen, dragoman, dross, dudgeon, duffer, durbar, ebullient, eclat, eidolon, efface, effigy, elan, eldritch, eleemosynary, elegy, empyreal,
ensanguined, epicure, epigraph, equerry, escutcheon, eviscerate, excoriate, factotum, falderal, fallal, fardel, farrago, fasces, fester,
filament, firmament, fitz, flagellate, flagitious, foozle, fop, formic, fracas, fresco, friable, frippery, frolic, fulgent, fulgurate, fuliginous,
fulminate, fumarole, fustigate, gaffer, galleass, gallipot, gallowglass, gammer, gardyloo, gentry, genuflect, geophagy, gewgaw, gibbet,
gimcrack, glaucous, gloaming, glower, gossamer, gralloch, grippe, hagiography, halcyon, halidom, harangue, harbinger, harlequin,
harridan, hauteur, hebdomadal, hecatomb, helot, heriot, hermetic, hircine, hirsute, hoary, hoyden, humbug, hussar, hydrargyrum,
ichor, idolater, ilk, imbroglio, indurate, ineffable, inexorable, infrangible, iniquity, inosculate, insouciant, intaglio, inveigle, invidious,
irascible, irk, itinerant, jabber, jackanapes, janissary, jaundice, jeer, jejune, jeremiad, jingo, jocund, jongleur, jorum, joss, jougs, jowl,
jubilee, juggernaut, ken, kern, khamsin, kine, kirk, kirtle, kittle, knacker, knell, knout, kowtow, kulak, laager, lachrymal, lackadaisical,
lacuna, lade, laggard, laird, lambent, lampoon, lanceolate, lancet, languor, lank, lanyard, lapidary, lares, lariat, larrikin, lascivious,
lassitude, laud, laureate, lazar, lazaretto, leal, leaven, lector, lees, legate, legerdemain, leman, lesion, liege, liniment, lissome, lithe,
littoral, liturgy, loam, logogram, loll, lour, lucre, lupine, macerate, machinate, madrigal, maelstrom, mafficking, malediction,
mammon, mandarin, mange, martinet, mawkish, medicament, mendacious, mendicant, métier, miasma, missive, monomachy,
mordant, mulct, nadir, naphtha, narcissism, narcosis, nascent, naught, navicular, neap, nebulous, necromancy, necrophagous,
necropolis, necropsy, necrosis, nectar, ne’er, neuter, nexus, nightshade, nihilism, nirvana, nitrate, noctule, node, nostrum, noxious,
noyade, nubile, nucleus, nugatory, nullify, obeisance, obese, oblate, oblique, oblivion, obloquy, obsequious, obstinate, obstreperous,
obtrude, obdurate, obtuse, obverse, occult, ocular, offal, officiate, offspring, ogle, olfaction, omen, ominous, onerous, onslaught,
opaline, opiate, ordinal, ordure, orgy, orpine, oscular, ossify, ostracize, ovoid, ozone, pact, palpable, palpitate, palsy, panacea,
pandemonium, pang, pannage, parabolic, paradox, paragon, parallax, paranoia, paraphernalia, parasite, pare, pariah, particularism,
partisan, pathetic, paunch, pawky, pediment, penchant, pendant, pendulum, penitent, penology, pensile, pentacle, pentagram,
penumbra, penury, peptic, perdition, perfidy, perpendicular, perpetual, persecute, pervert, pestilence, petty, phalanx, phallus, phlegm,
phosphorus, pillage, pinion, piteous, plague, placid, plead, plenitude, plight, pock, polemic, pollard, polyglot, pompous, pontiff,
porcine, potash, potent, primal, profane, prolate, propagate, prostrate, pulverize, pumice, purgatory, purulent, pustule, pygmy,
quagmire, quarantine, quarrel, quasi, quench, quoin, quotient, rabid, rake, rampage, rampant, ramshackle, rapacious, ravage, reap,
reave, reckoning, recluse, redolent, refute, regicide, regorge, regret, relapse, relic, relish, remorse, resinous, resurgent, retribution,
revenant, reverie, revive, rhapsody, rhetoric, rictus, rigmarole, rime, rind, riparian, rookery, ruinous, runt, sable, sabotage, sacrilege,
salve, samite, sanctify, sargasso, scabious, scallywag, scalpel, scandalize, scapegoat, scathe, scion, sclerosis, scour, scrag, scrimshank,
sebaceous, secession, secretion, secular, semblance, seminal, seminary, senile, sepulture, serpentine, serrate, servile, shade, sham,
shamefaced, shanty, shoddy, shorn, shrill, shun, silage, silvanus, simulacrum, sinuous, sitar, skewbald, slander, sluice, smattering,
smock, sneer, snide, sordid, spawn, speculum, splay, spume, stagnant, stagnate, stake, strangulate, strigil, stub, subjugate, suction,
sulphur, supernaturalness, supremacy, surge, suture, swagger, swamp, swank, sweat, swill, syringe, taboo, taint, tallow, tangible,
tardy, tariff, tatty, temerity, temperance, tenuity, terret, terrify, tether, thane, theurgy, thews, thorn, thou, threshold, throb, throng,
thuggery, thy, titillate, topsy-turvy, torpid, tortuous, totem, toxin, tractable, transform, trauma, tremulous, trigon, trotter, truncate,
truss, tumulus, turgid, tyrant, ugly, ulcer, ululate, umbral, undulate, unhallowed, unman, unravel, unspeakable, uproar, usury, utter,
vainglory, valgus, vapid, vault, vegetal, venerable, vengeance, verdigris, vigilance, violate, viridescent, virus, viviparous, voiceless,
volition, voluble, vulgar, vulnerable, waif, wan, wangle, warn, watchfulness, waxen, wean, wheedle, whorl, widow, widower, wince,
wreath, writhe, xanthous, xenophobia, xiphoid, xylograph, xylophagous, yearn, yule, zeal, zealot, zenith, ziggurat, zounds.
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he creature burst
| through the wall teeth-
| first, sending the monk flying
| backward almost to the stairs.
Beady eyes fixed on the dwarf.
“Iry to get behind it,” Harsk
said calmly. “Aim for the soft
spot under the fin.”
“How?” Amiri called back.
“Tust wait for the charge,”
the dwarf replied. Not shifting
position, he began passing
his axe from hand to hand.
The monster pawed the floor,
leaving furrows in the stone.
“This is not the shark I was
led to expect,” Sajan observed.
“How so?” Harsk asked. He
sounded genuinely puzzled.
“What did you think I meant?”
The monster charged.




~ STARTING (HARACTERS

While the Game Master takes on numerous responsibilities

vital to the smooth running and group enjoyment of a
roleplaying game, his efforts focus on only half of'a game’s
aspects. The other half—the creation of characters, the
narrative drive of the campaign, and a thousand other
major decisions—rest to a large extent on the shoulders
of the players.

If the game were a movie and the GM its director, then
the players would be both starring actors and audience.
All the fearsome monsters, nasty traps, elaborate
dungeons, and sinister plots in the world are wasted
without a dynamic band of players to confront them and
aid in developing an exciting story. By sharing a measure
of responsibility with the GM for a game’s story and the
group’s greater enjoyment, players go beyond the role of
mere bystanders, and become both the stars and the co-
authors of their heroic epic.

This chapter details the part of a
Pathfinder game the Game Master does not
directly control, discussing the elements
of an adventuring party, players’ rights
and responsibilities, ways to involve
newcomers and reengage veterans,
and suggestions for how to work
with gamers of all types toward the
creation of more exciting stories
and more enjoyable games.

THE FACE OF THE
ENEMY

The Pathfinder Roleplaying
Game, at its simplest level, begins
with an easy animosity: one
player controls the “bad guys”
while the others control the “good
guys.” Add to this the fact that GMs
control behind-the-scenes elements,
actively concoct schemes to challenge
the players, and hold the final say
on rules arbitration, and there’s
ample opportunity for competition,
frustration, and hurt feelings. In
the best roleplaying groups, both the
GM and players figure out ways to
avoid these problems.

All  participants—especially
new players—should be made
aware that the GM-player relationship
is not a competitive one, and that
the players have roles just E

as important as the GM. While the GM serves in part as
judge, his or her rulings should strive toward fairness,
the continued flow of the game, and group enjoyment.
At the same time, players share the responsibility for the
group’s entertainment—including the GM’s—and should
remain aware that time disproportionately spent on their
characters, rules concerns, or out-of-game digressions
potentially detracts from other players’ opportunities to
participate.

Should a player have a concern about the game, a GM’s
rules arbitration, or any other game-related quandary, he
should be encouraged to bring such matters up at a time
when it doesn’t detract from the group’s fun, perhaps
immediately following the current game session. In
the best campaigns, players should feel like they have
a stake in the ongoing story, and a good Game Master
keeps in touch with what game elements the players
enjoy most, tailoring the campaign to take advantage
of their preferences. In the end, though the GM always
has the final say, it’s important for everyone involved to
remember that it’s only a game, and a bit of flexibility
here and there results in a more enjoyable
experience for everyone in the end.

BEFORE THE GAME

Prior to sitting down to create characters, the
players and GM should have a discussion
about what sort of game they want to play.
Although most campaigns using the
Pathfinder Roleplaying Game fall
within the sword and sorcery genre,
other options abound, and the
GM should make sure the players
are aware of what sort of game
they're headed into. If that means a
world where wizardry is outlawed,
or all druids have been driven
underground by the depredations
of an industrial revolution, they
should know this before the
game begins. Getting a sense
of the types of characters each
| player would enjoy running helps the
GM tailor the game from its outset—
" for more information on this aspect,
see Chapter 6.

Group Composition

The traditional fantasy adventuring party

includes four characters:

a fighter, a cleric, a
rogue, and a wizard.
Such a party allows for
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a balance of abilities, complimentary class features, and
distinct roles wherein each character shines. Though
the Pathfinder Roleplaying Game offers a much wider
selection of classes, the respective roles these archetypal
classes represent—combat, healing and divine casting,
stealth and skill mastery, and arcane casting—are still
a good checklist for making sure the party can handle a
wide range of challenges.

This group structure is not the only possibility,
however, and player preference often leaves one or more
of these roles unfilled. With a little foresight from the
GM, a nontraditional group can flourish. While it might
take some effort to adjust to the group’s strengths and
account for any weaknesses, unusual parties can result in
unique and memorable campaigns. How much strategy
players put into rounding out party composition is often
best left to them, so long as no one is pressured into
playing a character he isn’t interested in solely for “the
good of the party.”

Occasionally, a GM might restrict available character
types.Inthese campaigns, such as the example mentioned
above where wizardry is outlawed, it’s important to decide
whether or not you're interested in allowing exceptions. A
sorcerer on the run from government officials who think
he’s a wizard makes for a great PC, but ultimately players
must abide by the tropes of your world.

Character Creation

When it finally comes time to create characters, players
face several big decisions, and it’s the GM’s job to help
guide them. When designing their characters, players
and GMs should consider not just what characters people
want to play, but also how those characters might mesh
with a larger adventure group in a thematic rather than
mechanical sense. Some of the most common inter-party
conflicts, both in character and out, stem from issues of
disparate alignments, inflexible viewpoints or goals, class
prejudices, or racial enmities. While no player can be
expected to create a character that meshes perfectly with
all the others in his party—and indeed, a bit of tension
between characters makes roleplaying more interesting—
every player should seek out ways and reasons for a group
to work together, rather than focus on bickering that
detracts from the adventure.

Duringthe pre-campaign discussion, the GM should make
sure that all players are on the same page regarding character
creation basics such as how to generate statistics and what,
if any, special character options might be used. This is the
time for GMs to discuss what material beyond the Pathfinder
RPG Core Rulebook new characters might employ. Unless an
option clearly conflicts with the tone of the game, or the GM
feels the power level is unbalanced, it’s often a good idea to
honor player requests, but ultimately the GM makes the call
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CHARACTER BACKGROUNDS

Every player is different when it comes to creating
character backgrounds. Some like to write whole novels,
while others just want a name and a weapon. Both
approaches are completely valid, but come with their own
particular pitfalls. The player who writes out an overly
complex history might be possessive and irritated when
the GM tries to work that twists and revelations that
manipulate that history. At the same time, the character
with no background runs the risk of being bored or feeling
disconnected from the campaign.

In general, a good character background serves two
functions: getting the player excited about roleplaying,
and giving you as the GM something to latch onto at
the beginning of the story. As a result, regardless of how
much extra work they want to do, encourage each of your
players to give you a physical description (to inform NPC
reactions), a basic reason for adventuring, and at least one
hook involving an old vendetta, personal ethos, relative,
or other core detail you can weave into the campaign.
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as to what rules can be used, and this information needs to
be available to all players up front to avoid disappointment.
When in doubt, you can always allow a power on a provisional
basis, with the understanding that you’ll help the player
rebuild his character if you later reject the rule.

DURING THE GAME

It’s been stated before, but it bears repeating: as long as
everyone’s enjoying themselves, the game is working. Some
groups want nothing but combat after combat, while others
crave in-depth roleplaying or elaborate plots. Each player
around the game table brings his own unique skills and
preferences, and it is the job of the Game Master to play
to each player’s interests while balancing the needs of the
whole group—including himselfas world-builder and chief
storyteller—to make sure everyone is having fun.

Fair Gameplay
In a game featuring as many rules and options as the
Pathfinder Roleplaying Game, the concept of “fairness”
has a number of different interpretations. For players,
though, fairness largely relates to their interaction with
the Pathfinder rules and the group at large.

In terms of the rules of the game, the same aphorisms
that held true in grade school remain true during gameplay:
No one likes a cheater. In most games with experienced
players, the GM doesn’t need to check over every player’s
character sheet or double-check the math on every bonus. A
game operating on dozens of different subsystems requires
honesty and goodwill, as the fun of the game lies in the



simulation, not the calculations behind it. Misreporting
dice rolls, ignoring a vulnerability, or bending the rules in
any of a thousand other ways puts the game’s integrity in
jeopardy, and is ultimately pointless— a character’s story is
made interesting by the failures as much as by the successes.
The danger lies in losing the other players’ trust, forcing
the game to slow down when the GM inevitably does note
discrepancies, and even potentially being asked to leave a
game. Yet even though players may give lip service to these
ideas, or the fact that there’s no such thing as “winning”
a roleplaying game, sometimes players succumb to
temptation, and it’s the GM’s duty to deal with such players
quietly, gracefully—and firmly.

Beyond simply obeying the rules, however, fairness can
also mean sharing the spotlight equally, and ensuring
that all players are getting the chance to perform. While
not every player is going to be on the edge of his seat
every minute, it’s a GM’s job to watch and see if anyone is
hogging the spotlight or being left out. Compromise and
sacrifice are needed to keep the game going smoothly, and
you should avoid letting players monopolize your attention

with their characters’ individual needs or interests.
Similarly, sometimes characters are knocked out of combat
or killed. Although it’s no fun to sit out for a portion of a
session, players should remain positive and understand
that sometimes the dice roll against them—and that you as
GM will get them back into the action as soon as possible.

Player Knowledge
Separating the information a player knows from the
facts a character possesses regularly proves one of the
most difficult challenges players face. “Metagaming,” or
making decisions based on player knowledge as opposed to
character knowledge, quickly erodes the group’s belief'in
the world the GM creates. It often frustrates both the GM
and other players when an interesting adventure cracks
because a given PC acts on information the character has
no way of possessing, and such issues should be dealt with
quickly and calmly when they come up.

To determine ifa character’s action is appropriate, have
the player justify his decision using only information
the character knows. For example, if no one in-game



has mentioned anything about vampires, but the player
knows the GM loves vampires or was looking at vampire
miniatures earlier, it’s metagaming to have his character
stock up on wooden stakes and holy water. If, however,
the character remembers the strange marks on the
victims’ necks and the fact that all the attacks occurred
at night (and perhaps makes a skill check to recall any
information he has about monsters fitting those criteria),
buying wooden stakes is a perfectly justifiable action.

Metagaming isn’t always intentional. If a player isn’t
certain where the line between player knowledge and
character knowledge falls, have him explain in-character
why he’s making a decision. If he resorts to using game
terms or vague statements (or sophisticated concepts that
clash with the voice of his Intelligence 7 barbarian), the
information likely comes from player knowledge.

This certainly doesn’t mean that characters have to be
as dumb as posts, never making decisions unless they are
blatantly obvious, but rather that players should strive
to process information in the same way their characters
would. This is the essence of roleplaying. For example,
suppose a wizard character says, “The orc used sneak
attack on us—therefore, he’s got to be a rogue, so I won’t
cast fireball. I'll cast charm person instead; he probably has
a weak Will save.” This is clearly player knowledge: the
player described his reasoning using game terms and
rules knowledge. Contrast this with the player instead
saying: “The orc is wearing light armor and doing an
awful lot of damage with just a short sword. This reminds
me of the wererat murderer we fought in Korvosa. That
wererat avoided my fireballs like they weren't even there,
so I'm going to try charm person.” Here the player performs
exactly the same action, using the same information, but
justifies it with character knowledge instead of directly
metagaming. Of course, this isn’t an excuse for players
to fast-talk their way into metagaming, and if a character
has too many justified epiphanies, you may still want to
have a talk with the player.

Omne particularly sticky area of metagaming has
nothing to do with game mechanics, but rather real-
world knowledge and intelligence. Sometimes the player
who'’s a genius at solving puzzles and riddles wants to
play a dumb brute of a swordsman. This is great—so long
as his character isn’t still solving all the puzzles. In this
situation (or the reverse, where the player who's terrible at
puzzles has an Intelligence score of 22), let all the players
work together to solve the puzzle, but use skill checks
and Intelligence checks to offer hints or determine who
actually comes up with the solution. Similarly, don’t fall
into the trap of letting a player’s knowledge base inform
the character’s beyond what’s reasonable. Just because
your player knows how to make gunpowder out of bat
guano doesn’t mean his uneducated halfling cleric does.

PUAVER CHARACEESS
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Plot Development
In real life, players might be justifiably suspicious if a
stranger approached them at a bar and offered them money
to perform a dangerous task. In a game, however, players
who scrutinize plot hooks too closely can cause a GM a
lot of stress. These players sometimes make the case that
blindly accepting a plot hook (or rushing into battle, or
delving into the dungeon) when their character wouldn'’t
likely do so goes against the whole idea of roleplaying. If
the player knows the GM wants him to follow the hook and
the player accepts, isn't that metagaming?

In a way, yes. While a good GM is often capable of
presenting incentives and circumstances that allow PCs
to float seamlessly and justifiably from encounter to
encounter, sometimes the GM needs a little help. In these
situations, it’s important for the players to remember
that the rule against metagaming is subordinate to the
rule about having fun, and if you as the GM need them to
work with you, it’s their responsibility to do so.

Thankfully, no matter what the situation, there’s never
a time when a creative GM can't help his players find a
believable way to undertake a given action. Though it can be
frustrating to deal with a player who stubbornly proclaims,
“My character would never do that!”, take a moment to look
at the character’s backstory and see if there’s a potential
rationalization, or a previously “unrevealed” aspect of the
situation that can get the character invested once more. A
paladin might normally reject a sinister dark elf’s offer, but
perhaps in this case she pretends to accept in order to find
out what the dark elf'is up to. Conversely, maybe the drow
forgot to mention that there’s several innocent lives at stake,
making accepting her offer the only righteous option.

This doesn’t mean that players should always bend over
backward to accommodate the GM—ifmnone of the players
take to the adventure hook for some unforeseen reason,
you've failed to adequately read your party, and it’s up to
you to repackage the adventure in a more appealing way.
Alternatively, if a player genuinely can’t think of a good
reason for a character to work toward an adventure’s ends,
saying so might spark a lively in-character discussion
and lead other characters to convince him.

Obstinacy, however, is one of the quickest ways for a player
to kill a campaign. A player who refuses to play his character
any way but his own, fails to accommodate other players’
wishes and interests, or insists on heading off on his own is
forgetting the cooperative nature of the game. In this case,
it’s the GM’s responsibility to intervene and speak privately
to the player. If working together to add additional plot
elements, or coaching the player in more team-based play,
doesn’t succeed in bringing him back in line with the rest
of the group, then it might be best for him to create a new
character or resign from the gaming group altogether—
perhaps taking his headstrong character on a solo adventure.



AFTER THE GAME

Between sessions, players still have plenty of opportunities
to contribute to a game’s success. Engaging in good record
keeping, maintaining up-to-date characters, participating
in game-related projects, and giving feedback all help
games run smoothly, take work off your shoulders, and
keep a campaign fun even between sessions.

Keeping Current

As soon as a session ends, all players should consult their
notes to ensure that all experience points, treasure, and
importantinformation hasbeenaccuratelyrecorded. Some
groups appoint one player to track treasure, another to list
NPC names and descriptions, and yet another to note plot
and adventure hooks. These duties might rotate, but every
player should understand her responsibilities to the group,
lest valuable details or resources be lost. Often players
keep their own notes, sometimes in character, and these
narratives form contrasting viewpoints that can make for
fun campaign journals. Additional documentation, such
as map sketches, tallies of slain enemies, folders of item
cards, and lists of shared adventuring gear, helps keep the
players focused and adds to the fun.

Players should also ensure that their character sheets
stay up to date, adding and removing equipment,
accounting for long-term effects, and updating character
level adjustments as soon as possible. Decide ahead of time
if you have any specific preferences regarding leveling,
such as not allowing the players to level in the middle of
the session, or insisting that they roll their hit points in
front ofa witness. Players should always arrive for a session
with an up-to-date character sheet so valuable game time
isn’t consumed by last-minute preparation.

Feedback

Gaming groups thrive on feedback. Enthusiastic players
spur the GM to continue creating exciting adventures and
make the daunting task of running a game worthwhile,

while the GM complimenting a player on his roleplaying,
strategy, or teamwork can help educate and make the party
more cohesive. A GM or player who compliments others
also inspires others to share positive feedback and are
most likely to be taken seriously when offering criticism.

Constructive criticism is just as important as positive
reinforcement, but it should be handled more carefully.
When possible, raise any individual issues with players in
private. Phrasing such criticism as a request for assistance
often makes the process easier. For example, if a player is
getting caustic toward a teammate over the latter’s limited
rules knowledge, you might ask that he help educate the
neophyte player. Similarly, if one player’s character is
constantly disrupting the game by heading off'in different
directions, you could ask that player to help you keep the
group on track—many players understand the difficulties
of GMing, and may play differently if they see themselves
as sharing that responsibility.

Creativity Between Sessions

Just because the session ends, that doesn’t mean the game
can’t follow a player home. Many players make their most
meaningful contributions to a game between sessions.
Literary-minded or artistic players often keep some
manner of in-character campaign journal or sketchbook,
depicting the party’s exploits from their characters’ point
of view. This might take the form of notes, an actual pen-
and-ink diary, or posts to an online journal or forum, and
can be anything from letters to another character, reports
to arelated organization, a scholarly work, or a bardic epic.
Making such records accessible to the other players (or
even the wider gaming community) allows others to share
in the group’s adventures.

Although campaign journals serve as the most
common creative activity between sessions, no GM should
underestimate the imagination of her players. Artistic
players might create sketches of their characters, portraits
of their enemies, or illustrations of their exploits, while
more craft-focused players might help the GM make maps
or props of important items, or might fashion costumes or
adornments based on their characters. If you have a player
looking for such a project, consider bringing them in on
one of the creative aspects you don’t have time for, whether
it’s painting miniatures, making maps, or creating a
playlist for the game’s soundtrack.

It’s not just artists and writers who can help the GM
between sessions, either. If you have a trusted player
who's particularly adept with the rules (or maybe even
GMs himself), feel free to use him as a resource,

perhaps vetting rules supplements proposed by
other players and advising you on tricky balance
issues, or educating other players in particularly
confusing aspects of the game.



NEW PLAYERS

Even a group that’s been playing together for years

occasionally finds itselfin need of new players. Teaching
newcomers, rather than finding established players,
brings several challenges but also has the potential for
great rewards. This can be particularly challenging when
an individual has never played a tabletop roleplaying
game before and therefore has no point of reference
for such an experience. Whether you find yourself
looking for new members, trying to introduce a friend
to roleplaying games, or teaching someone who has just
become interested, consider the following topics.

Meeting New Players: New players come most readily
from your group’s extended circle of friends, where
potential newcomers’ interest and compatibility with the
rest of the group is already known or can be reasonably
estimated. Beyond existing circles of friends, game stores,
gaming conventions, and organized play programs (like
Paizo’s Pathfinder Society) make great places to meet
new players. Many gaming related websites, college
campuses, libraries, and coffee houses also host forums
where local gamers might network. While all of these
options can help bring together fantastic groups, you
should always remain aware of the potential dangers of
meeting strangers. Always arrange to meet in a public
space (such as a local game store, mall, or coffee shop), let
loved ones know where you are going, share your contact’s
information, and never go alone.

Introducing Players: If your group is interested in
introducing someone to roleplaying for the first time, the
best way to start is by inviting that person to a session. What
the new player does at this first session is up to her. If she’s
most comfortable watching and asking questions, she should
do so. If she prefers to learn by doing, playing existing side-
characters like allied NPCs, familiars, or animal companions
allows her to jump in on the side of the PCs; alternatively, the
GM might hand over control of a monster to teach her the
basics. And of course, there’s no better way for her to start
than jumping in with a new character, created with the GM’s
help. If this first session goes well and the new player seems
interested in learning more, perhaps it’s time to formally
invite her to join the group.

Teaching New Players: Learning a roleplaying game’s
rules is the greatest challenge facing any new gamer,
especially when contending with an entire group spouting
lingo like a second language. Experienced gamers cando a
lot to make the learning process easier. First and foremost,
make the new player feel welcome. As GM, you already have
a lot on your plate in a given session, and it’s often helpful
to ask a willing, experienced player to act as a “buddy” for
the new player, explaining game terms and suggesting
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actions. Encouragement is especially important during
this learning period, and it’s crucial that you ask the
new player for input in party decisions, as it’s easy for
newcomers to be overwhelmed by a party already used to
working together. Keep in mind that it’s not important for
the new player to know every rule or option from the start.
New players should be made aware of the basics, which
can later be added to once they’re more comfortable with
the game. Other players should also avoid jumping in, as
having suggestions offered from multiple directions can
prove confusing and frustrating. Providing the player
with a cheat sheet of common terms and rules also helps
her learn the game. And as helpful as it is for a new player
to receive advice and support, it’s important to step back
periodically and give her a chance to demonstrate what
she’s learned. With each passing session, she’ll need less
help, and in time she’ll be playing like a veteran.

A Basic Rules Cheat Sheet is included in the back of
this book. Feel free to photocopy it and give it to your
new players to assist them in learning the rules and
terminology of the game.

Beginner’s Game: If you're trying to find a number of
new players, or if you know multiple people interested in
roleplaying but don’t want to interrupt the momentum of
an ongoing campaign by bringing inexperienced players
up to speed, you might consider running a game just for
beginners. Such a game allows all the new players to start at
the same point and with about the same base of knowledge.
New players don’t have to worry about learning both the
Pathfinder RPG rules and the details of a long-running
campaign at once, as optimally the game starts a new story.
They also don’t have to feel inexperienced or like a drag on
the more adept members of the group—with a beginner’s
game, new players can take their time with the rules, ask
questions, and learn from questions asked by others.

GMs who choose to run a game for beginners should
decide whether they want to make it open to the public
or restricted to a select group of friends. While inviting
a few interested potential players is usually the easiest
course, many game stores and conventions welcome
GMs willing to teach new roleplayers. As with any new
game or topic, the GM should be patient with beginners,
receptive to their questions, and interested in making
sure everyone understands what’s going on. Not every
rule and option needs to be presented from the start;
ensuring that everyone is comfortable with the basics
before gradually introducing new elements helps to
avoid overwhelming anyone. Remember that, first and
foremost, the Pathfinder RPG is a game and is most fun
when played, so demonstrations, simple combats, and
keeping an open forum for questions can not only make
for a fun adventure, but can also quickly expand a GM’s
pool of potential players.
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THE LIFE OF A PARTY

Once a group has its players, the elements of the game

are decided upon, and characters are made, it’s time for
adventure! The importance of the players doesn’t end
when the GM’s story begins. The ways players cooperate,
characters play off of each other, and an adventuring party
functions together can determine not just the success or
failure of an adventure, but also the fortune of a gaming
group as a whole. This section focuses on elements of
the game GMs—and their players—should consider
to improve the quality of their parties, make running
the game easier, and generally spend more game time
roleplaying and less time squabbling. Keeping in mind
some of the issues and sticking points most commonly
faced during roleplaying games can help you steer your
party away from problems, frustrations, and wasted time.

GATHERING A GROUP

There’s an important step between creating characters
and having that first adventure: forming an adventuring
party. Unless your players have discussed connections
between their characters in advance, you might find
yourself with a disparate group of individuals seemingly
unlikely to work toward the same goal. This can prove
an extremely daunting task, and may require some quick
and clever improvisation, though experienced players are
likely to try and make the job easier for you by responding
receptively to potential common interests. The less hand-
waving a GM has to do, however, the stronger a story
feels. To help a group deal with the often-awkward first
encounter, the following options aid in transforming a
group of strangers into a cohesive adventuring party.

Shared Past

One of'the easiest ways to deal with the first time characters
meet is to make it their hundredth time. Working with
players to create characters who know each other from the
start alleviates much of the hassle of trying to entwine them
with one another. Characters may be childhood friends,
students of the same master, or relatives who have shared
countless experiences before the adventure even begins.
Working with the group to create a uniting factor makes
explaining why the characters are in the same place at
the same time straightforward. Knowing one another
doesn’t have to mean the characters are friends. Passing
acquaintances, respectful peers, or even longstanding rivals
might be shoved together by circumstance.

If it seems too implausible for every character in a group
to know every other member, or a shared background
element seems illogical or can’t be decided upon, having
even two or three related characters goes a long way toward

bringing the entire group together. Two or more groups of
PCs coming together, or a larger group meeting an outsider,
decreases the number of factors the GM needs to wrangle to
bring the party together.

The shared past method can also work well beyond
first level—just because a PC never mentioned an old
acquaintance, for example, doesn’t mean she doesn’t
exist, and more than one replacement character has
come searching for her recently deceased sibling, only
to pick up her sister’s quest where the late adventurer
left off. Shared pasts also provide an excellent means
of introducing villains with a connection to the PCs,
making the adventure a personal vendetta from the very
first encounter.

Shared Goal

Perhaps one character shows up at the entrance to a recently
uncovered dungeon looking for her missing niece, and
soon after a robed figure also approaches the entrance
tracking down a kobold who stole his master’s book of
arcane research. Both need to clear out the same dungeon,
so they might as well work together. It’s the PCs’ objective,
not their history, that brings them together in this case.
While such happenstance can easily stretch credulity if
numerous adventurers show up at a site all at the same time,
chancing upon a character or another group with a similar
destination or goal can be made to feel natural ifit’s done
thoughtfully. Unlike the shared past method, the characters
must learn to trust one another over time, providing ample
opportunities for roleplaying as characters feel each other
out and create friendships and rivalries.

In Media Res

Few things energize a new gaming group more than
sitting down for their first adventure and immediately
being told, “Roll initiative!” Novels rarely begin at
the most boring part of the story, and neither should
adventures. Starting the party in the midst of an ambush
on their caravan, fighting a fire at their inn, imprisoned
in a dungeon, or hearing screams from down the hall
begins the adventure immediately. The characters might
already be aware of each other, but it’s their reactions to
the event facing them that initially draws them together,
giving the GM a starting point from which to weave a
lasting connection.

As stirring as this method can be, it risks taking a
measure of character control out of the players’ hands, as it
assumes prior actions, and can be especially frustrating if
a player doesn’t believe her character would be involved in
the situation presented. Thus, it’s often helpful for the GM
to include the players in a measure of the setup, perhaps
asking each member to come up with a reason for why his
character might be in a specific place or be interested in



some event. They don’t need to know how the GM plans
to start things off, but they’ll already know why they’re
around when the excitement begins.

Flash Forward

By far the easiest way to get characters togetheris to skip past
the introductions and straight to the adventure. Having the
players decide upon how the characters met, develop a few
connections or rivalries, and determining what shared goals
they already have allows a group to forgo the introductory
period. While this glosses over many nuances of character
motivation and potentially memorable first meetings, it
also means that the GM can start an adventure at the first
encounter of the adventure and start the story moving
forward from there. This method tends to work best for
one-night adventures, where specifics of characterization
and motivation prove secondary to the excitement of the
game, but can also be useful for groups where players are
keen on weaving an elaborate group backstory.

PARTY COMPOSITION

As long as every player is participating and having fun,
there’s no right or wrong number of players in a gaming
group. Yet times arise when the number of characters
and the choices they make have a significant effect on
an adventure, and can potentially compromise the
enjoyment of all involved.

Splitting the Party

“Don’t split the party” is practically an RPG mantra. But
sometimes players do it anyway, or a split is forced upon
them by a sudden avalanche, a teleport spell gone awry, or
the chance to sneak into the palace in a halfling-sized crate.

When you find yourself running multiple groups,
it’s worth remembering why you're at the front of the
table: to give your friends a challenging, fun time, not
to relentlessly enforce realism. You don’t want to utterly
break everyone’s suspension of disbelief, but it’s not the
end of the world if you engineer events for the party to be
reunited sooner rather than later. Is it really so bad if the
avalanche gets dug away quickly or the palace loading dock
has a bunch of different-sized crates?

In these situations, the GM often needs to adjust the
flow of the session to compensate and keep things both
logical and fun. When faced with such a situation, you
have several different tactics at your disposal.

Split Screen: Some GMs have little problem keeping
track of the events of two small groups at once. If you're
comfortable with it, you can try to continue to run events
as normal, dealing with each group while the other one
is considering its next move so that neither side feels
neglected. For instance, this might work well in a combat
that spans two different rooms (or two simultaneous

combats), and keeping both groups operating as part of
the same initiative order during these periods can help
ensure that no one is left out for an unfair period of time.
In general, though, this is by far the most difficult way to
handle a split party.

Jump Cuts: It’s natural to go back and forth between two
groups, and that back-and-forth provides its own dramatic
momentum, like a movie that cuts back and forth between
two different scenes.

Decide in the moment when you want those “cuts” to
occur, choosing them based on your sense of pacing. Don’t
feel like you need to switch between team A and team B
every round; that will leave everyone disjointed and bring
play to a crawl. Nor should you fully resolve an encounter
with team A, because then team B might as well go to the
kitchen and have a pizza. Time those “cuts” between the
groups for the big moments—the scouts see something
fascinating, the rear guard brings down the ogre, and
other natural turning points.

Deputize Your Players: If one group is doing a lot while
the other group is waiting around, put the players in
the less-active group to work for you. They can control a
monster or an NPC guard. It’s not the end of the world
if a player sees a stat block, and many players relish the
vicarious thrill of attacking their friends.

Extra Scene: If the separation is sure to go on for an
extended period, the group might arrange an extra session
focusing on only the relevant characters. While a session
that includes only some of the characters can sometimes
help a campaign (for example, when multiple players know
they’re going to be absent, or a subgroup wants to go off on
a side quest), it can also leave certain players feeling left out
of the action. In such cases, a more creative solution might
be required. You might have the players whose characters
are not being focused on create temporary characters, newly
introduced to their companions, or else take control of
important NPCs; this approach allows them to accompany
their companions for the duration of their side adventure
while still maintaining continuity with their existing
characters. This method means no players get left out of an
adventure, and the entire group remains in tune with all of’
the story’s events.

One Man Show: In cases where a lone character decides
to run off on his own, the GM should do what she can to
keep the game fun for the player, but by the same token
shouldn’t feel that she needs to split game time evenly
between the majority of the group and the party of one. If
a player chooses to take his character away from the central
narrative, receiving less of the GM’s attention might just be
part of the price. Alternatively, a separate solo session or
email narrative might be exactly what the player needs to
satisfy his character goals without sacrificing any fun for
the rest of the group.



Go With the Flow: When the two parties reunite, let it
happen. Don’t worry that 10 minutes passed for one group
and only 5 minutes passed for the other. It’s probably
not worth it to award experience points differently—few
people really care that they get 150 more XP than someone
else, and making such distinctions is more likely to foment
discord than prevent it.

Adjusting for Limitations

Before a game even begins, players have the opportunity to
work with the GM to create the characters that they want
to play and that best serve the game. Occasionally, though,
a group’s particular mix of character classes leaves it with
limiting weaknesses in need of reconciliation. Below are
several options to help you address such issues.

Character Adjustment: Sometimes the players can
handle the potential problem for you by cannily readjusting
magical items, rethinking the group’s tactics, or taking
levels in specific classes that help address the party’s needs.
While such options have the benefit of allowing the party
itself to control every aspect of how its weaknesses are
accounted for, buying new equipment is expensive and the
leveling process takes time, meaning numerous sessions
might pass before a player’s newly adopted techniques or
character options actually begin to help.

Cohorts: The Leadership feat gives a character the
option to attract subordinates drawn to his personality
and legend. Just because that character might be a wizard
doesn’t mean he has to attract spellcasting associates;
attracting other cohorts gives him a perfect opportunity
to balance his own limitations with a whole other set of
abilities. In this situation, work with your players to create
NPCs that are both valuable to the group and interesting
and plausible within the ongoing story.

How cohorts and followers are run in a game warrants
discussion before a character simply takes this feat,
however. Are cohorts independent entities—meaning
NPCs controlled by you as the GM—or simply appendages
of the character who hires them? Most GMs prefer to let
the player control the tactical and mechanical aspects
of the cohort, while maintaining control of the NPC’s
personality, loyalties, and mannerisms. This can make
for fun and rewarding interplay between the player and
the GM, but it’s important to remember that one player
running an entire mini-party of his own risks detracting
from other players’ chances for participation, and the
more cohorts and hirelings a GM must control, the more
likely their presence will slow down and complicate the
campaign. Before allowing a player to take the Leadership
feat you should discuss such concerns with the player and
make sure you're both on the same page regarding how
the feat functions, and how to keep a bevy of followers
from becoming a burden.

Hirelings: In many fantasy settings, it’s wholly plausible
that a group of adventurers might hire porters, guides,
mercenaries, or even other adventurers to fulfill any
number of needs. Page 159 of the Core Rulebook presents
costs for a number of typical services, and you can use
these prices to suggest salaries for other professionals,
whether they be sages or swordsmen.

Secondary Characters

While most gaming groups adhere to the basic
convention of one player per character, there’s no rule
to prevent players from running multiple characters
if you're comfortable with it. As mentioned earlier, the
Leadership feat offers perhaps the most obvious option
for this, potentially drawing a small army into a single
character’s employ. Yet there’s nothing to say that a player
can’t play two totally independent PCs at once. This
option is particularly useful for small groups that would
otherwise have significant holes in their abilities and
skill sets. In extreme cases, a game with only one player
might see the player running an entire party.

HANDLING TREASURE

Over the course of any adventure, there are treasures to
find and rewards to win. While the shape of these rewards
can vary wildly (see Chapter s5), the way PCs handle such
rewards can create a host of issues, the most common
being how to divide treasure fairly. Groups should work
out how their party divides treasure early on to avoid
tensions mid-adventure, and GMs should watch for
signs of growing resentment and offer advice as needed,
keeping in mind the following factors.

By Need: While it’s easy enough to give every PC
an equal share of the coins found or gained by selling
art, jewelry, and easily liquidated items, desirable
magic items and other unique treasures pose their
own problems. If the group finds an item that would
be beneficial to a certain character, most groups will
allow that character to use it, for the good of all. If two
characters want the same item, they can resolve who
gets it by determining who would receive the greater
benefit. Should this prove unclear or even, the players
can determine who gets it by whatever method pleases
them—high die roll, sharing the item, or even paying
the other person for the privilege of using it—as long as
the game keeps moving along. This is a simple system
for the players, but relies on you providing equally
useful items for every member of the party, which may
stretch credulity.

By Value: In a more complex method of handling
treasure, the characters collect their loot and wait to
divide it until they’re safely out of harm’s way. Then the
gp value of all the items is totaled, and every character



takes a turn choosing an item. The value of that item is
then subtracted from the character’s share of the overall
treasure. This system ensures that characters who don’t
find items they want among the treasure have money to
buy other items, while characters who do want treasure
items have proportionately less money.

NPC Shares: Seldom discussed, NPCs have their own
motives. Does a cohort get a share of the treasure? A
hireling or follower? An NPC who’s tagging along? An
animal companion? Before splitting up treasure, the
entire group—and any avaricious NPCs—should be on
the same page about where the loot goes in the end (and
such issues can conveniently resolve the problem of the
character with too many hirelings or cohorts).

DEATH OF A HERO

Inevitably, whether in a dramatic sacrifice or merely
through bad luck with the dice, player characters die.
How the group reacts to the death—and what the now-
characterless player does about the situation—can say a
lot about your game. In most cases, the focus of all parties
involved changes to making sure the recently deceased
character can get back into the action as soon as possible.
But should the circumstances of the character’s death
render him beyond the party’s reach, it might be time to
create a new character.

When to Resurrect
Just because a companion has fallen and the party can
afford to restore him doesn’t mean the player necessarily
wants his character to come back. Death gives many players
the perfect opportunity to abandon an old character
for something new, or remedy a weakness in the party.
The player of the deceased should always have a voice in
determining whether or not his character is brought back
to life, as no one benefits from bringing back a character
who doesn’t want it.

By the same token, players with dead characters should
understand that their companions are not obligated to
restore them, especially if doing so would require hocking
every item and using every gold piece the party possesses.
The game should not be made less enjoyable—
and the party crippled—just to reverse the
unfortunate fate of a single character.
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Back from the Grave

Sometimes a group’s favorite character dies and for one
reason or another can’t be resurrected. While there’s
nothing preventing a player from tacking a “II” to the end
of his character’s name and recreating him stat for stat,
encourage your players to exercise a bit more creativity in
making replacement characters.

A player looking for ways to get reinvolved in a game
after his character’s death might look to individuals
in his deceased character’s backstory, NPCs traveling
with the group, or other story-based opportunities to
add a new PC to the game. Ideally the player creates a
new character distinctive from his last, but even if not,
most character backstories provide reasons for such
similarities. At the same time, a new character with his
own unique reasons to pursue the party’s goals can mesh
easily with an existing party and might have reason to
know much of the plot of an ongoing campaign.

Forcing characters to cope with the loss of a party
member, however, isn’t the only option to dealing with
in-game deaths. If a character proves absolutely vital to a
game, isthe hinge thatkeeps a playerinvested, or was slain
through an unfair technicality, the GM might consider
finding a way to return the character to life. While openly
ignoring the rules can feel weak and arbitrary, the GM
might concoct a special deific favor or even an adventure-
worthy plot to restore the deceased character. Doing so
can strengthen a party, rewarding members for their
reliance on and willingness to sacrifice for one another,
and even give the group new reasons to adventure, but
this tactic should be used sparingly lest a group lose its
fear of death altogether.

PURYER CHARACTERSS
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ALIGNMENT

Alignment is easily one of the most debated topics in
roleplaying, and straddles the line between descriptive
element and rules element. How it is treated varies wildly;
for some GMs it’s merely a two-letter description, while for
others it’s a web of permissions and restrictions. Sorting
out how this system works is important; it determines
how players portray their characters, and how you as GM
adjudicate certain aspects of the game.

Alignment exists primarily to define and summarize the
moral and ethical tendencies of characters in a game, for both
PCs and NPCs, and finds its roots in the fantasy literature
that inspires most roleplaying games. Many characters in
such stories easily fall into the camps of good or evil, but
others straddle the line and seem good in one instance and
evil in the next. Additionally, the relationship and outlook of
these characters toward matters of law, justice, freedom, and
anarchy further divides them. Just as one character might
ignore society’s rules in order to do what he knows is right,
another might work great evil by manipulating laws to his
own ends. Alignment is summarized on page 166 of the Core
Rulebook, but the interpretations are endless, and ultimately
lie with you as the GM at a mechanical standpoint, and with
your players in how they define their characters’ morality.
Some gamers favor strict alignments and black-and-white
judgments, while others prefer a gritty, “realistic” game
in which morality is relative, and well-intentioned “good”
characters are capable of terrible atrocities.

Many of the debates spawned by alignment arise as the
system moves beyond mere description to taking on a role
that affects the game’s rules. While no real-world humans
can say theyre entirely good or law-abiding, there exist
creatures in the Pathfinder Roleplaying Game that are
fundamentally good, evil, lawful, or chaotic, and some magic
depends on judging a character by its alignment. Because
game effects are associated with an ultimately subjective
system, you should make sure your players understand your
interpretation of alignment ahead of time. The following
are a few ways you might handle alignment in your game or
use it to help players develop their characters.

Predestination

The simplest way to view alignment is as nine literal
personalities. If a character is lawful good, he always obeys
the law and always does the “right” thing, while a chaotic evil
character always shirks the law and acts maliciously. This
is a system of absolutes, where free will and context mean
little, everything is pre-ordained, and every creature has a
path. Players who view alignment as predestination might
wear alignments like straitjackets, but at the same time, they
always know how to roleplay their character’s reaction to
situations. This proves both helpful and comforting to many
players new to or ill at ease with roleplaying. This approach

also renders alignment-based rules easy to arbitrate, turning
every matter of determining alignment into a simple yes-no
question. Problems with this method tend to arise when a
game ventures into sketchier moral and ethical situations. A
player might become uncomfortable when his lawful good
character feels forced to obey the laws of an evil society, or
might have trouble in a campaign that requires him to work
with those whose alignments differ from his own.

Free Will

Many players tend to focus more on creating characters with
consistent, specific personalities rather than alignments.
These players envision theirheroes’backgrounds, personality
traits, attitudes, and goals, and only then choose an alignment
that best reflects these facets. A character’s alignment then
becomes a way of categorizing his personality, rather than
defining him and channeling his actions. As long as the
player understands the impact of his choice on gameplay,
this approach works smoothly. For example, a player who
chooses the chaotic neutral alignment needs to understand
that certain elements within the game world will judge him
based on this decision (as with any other alignment). Some
temples might deny him healing because the biggest threat
in the region is chaotic monsters, viewing her alignment
as grounds for suspicion. This method is also problematic
when it becomes too general. Accepting alignment as a
broad category can render it almost meaningless and make
it difficult for you as the GM to judge whether a character
is acting outside of her alignment and arbitrate any game
effects associated with doing so.

Defining Deeds

Another way to see alignment is as a series of concentric rings.
In the center ring are all the behaviors that are obviously
acceptable according to a character’s alignment. Around that
is a middle circle that covers the gray areas—actions that
might be allowed under certain circumstances or are unclear.
On the outside is the forbidden area of extreme actions that
obviously violate the alignment. Taking prisoners offers
examples of all three circles. Accepting an opponent’s
honorable surrender is clearly good. Torturing that prisoner
for information might be in the forbidden area for a given
good character. But what about threatening torture, if the
PC doesn't intend to carry out the threat? That falls into
the middle circle. Taking this route means players must
remember their characters’ alignment and act accordingly.
At the same time, while this route goes far toward suggesting
how characters might act in specific situations, debates might
arise when group members don't see eye-to-eye about which
acts are permissible. Additionally, some characters might
have varying access to the gray areas of their alignment, and
GMs should discuss where this line exists for characters who
face repercussions for deviating from their moral code.



Changing Alignment

While alignment is often a static trait, options and effects
exist that might cause it to change, and players might seek
to change their PCs’ alignments for a variety of reasons.

Voluntarily: Aside from merely having misunderstood
what a specific alignment means, PCs might seek to change
their alignment in light of game events or to qualify for
some alignment-related goal. How this change takes shape
should be determined by the player and GM. Often, some
quest, trauma, rehabilitation, or other life-changing event
triggers the alignment change. Players should be sure of
their decision, as changing alignment should be the result of
an extraordinary effort, not a whim, and a PC with a shifting
personality risks losing definition as a character and might
begin to seem like he’s trying to exploit the rules.

Involuntarily: All manner of events might lead a
character to have an involuntary alignment shift. Some are
truly involuntary, as some force overrides or corrupts the
PC’s personality. The GM should work with the player in
such cases, perhaps making an unnaturally compromised
PC a confederate in an ongoing story. Stepping out of the
norm and playing her own character in a contradictory
fashion can be fun for a player and delightfully unnerving
for the rest of a group.

Characters also risk having their alignment changed
if they continually act in accordance with an alignment
other than the one they chose. For many characters,
this matters little, but in the case of characters bound
to a specific alignment for rules-related purposes, an
alignment change might mean having to reimagine
their entire character. Instead of springing this on a
player, make it clear when an action risks violating an
alignment-related requirement. Sometimes this will be
seen as the voice of the character’s conscience, and allow
the player to refrain from the action or suitably justify it
to themselves (and you) to bring it into accordance with
their values.

EVIL CHARACTERS

Many GMs refuse to allow players to create characters with
evil alignments, as is their prerogative if they feel such
a character might disrupt the game or hinder the story.
Occasionally, though, your players might have intriguing
ideas for antiheroic characters, or you might have a great
idea that requires evil characters to play out.

Evil characters present more than just an excuse to
engage in offensive behavior or play homicidal maniacs;
rather, they allow players to mimic some of the classic
cads and antiheroes of legends and fantasy literature.
Just like good characters, evil characters have goals
and desires and understand the consequences of
their actions. Those who do whatever they want
without consideration for the rest of the party
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risk undesirable repercussions. Adventurers who routinely
steal from their companions or betray their compatriots
are likely to find themselves abandoned or slain. But evil
characters who are more than just psychopaths can prove to
be valuable members of a group should their goals parallel
those of a party. Talk with your players and discuss what
makes their characters evil, their goals, and how allying
with other adventurers might aid those goals. At the same =
time, players of good characters should think about why ‘
they might travel with such ne’er-do-wells (perhaps out of
desperation, responsibility, or the hope of rehabilitation).



PLAYER INTERACTIONS

One of the great things about roleplaying games is that

they tend to bring together a wide variety of players, each
with his or her own unique passions, play style, and traits.
This witch’s brew of personalities can create some truly
memorable game experiences, with each player adding her
own flavor to the game. Like a world-class chef; it’s the GM’s
job to manage these game elements—stirring one pot while
another simmers—to create a game experience that leaves
all players breathless in anticipation of the next session.
It’s important for GMs to accept that all of these different
personalities make a campaign better. While some types of
players are more difficult to handle than others, each has
his own role to play on the grand stage that is the campaign,
and working with each can help you improve as a GM.

This section details 14 different and archetypal player
personalities, along with the challenges and preferences
they might exhibit. While this list does not cover every
type of player, it gives enough of an overview for GMs to
recognize these stereotypes as they manifest during the
game and have a good idea how to interact with them.
Don’t be surprised if the same player exhibits multiple
traits; gamer psychology is just as complex as any other,
and people are frequently a dash of this and a pinch
of that. Though it’s important not to pigeonhole your
players, many people will tend to have certain specific
habits that cast them more into a particular category than
another. This section is intended to help you interact with
potentially frustrating player types in a manner that is fun
and productive for you and them.

Recognize that labels can be a negative, and that you
shouldn't casually assign one of these personality types
to a player, nor even mention your mental designations
unless you're sure the player will take it with grace and
not see it as dismissal or name-calling. You may find that
some players freely embrace their type (“I strictly adhere
to the rules; I guess that makes me a rules lawyer”), while
others have a different conception of their behavior, or
believe they are much too psychologically complex to ever
fall into a particular category (“I am not a diva! I'm just
keeping the game interesting!”). Use your best judgment
when discussing these archetypes with your group.

The GM’s role is to ensure fun for all, not to force
everyone to march in lockstep toward the next page of the
adventure. The quote by the Greek playwright Aristophanes
that begins this section alludes to the challenges that await
you as you lead your group toward its next great adventure.
Just as the crab eventually finds its way back to sea, so too
will players embark on fun-filled evenings of epic quests
and daring-do. The GM should allow them to zigzag their
way from one encounter to the next by playing the way

The wisest of the wise will never

make a crab walk straight.
—Aristophanes

they like to play, even if their course seems surprising or
inefficient compared to the one you expected.

Player motivations can be a tricky thing to manage. In
order to keep things running smoothly, you may need to
embrace some of your “problem player’s” desires, which
can mean extra work coming up with new rules systems
for economics or extra sessions to make the needy player
feel like he has a chance to shine. Whenever possible, work
with your players and embrace their quirks as what they
likely are—enthusiasm for the game you both enjoy. Your
experience will be the better for it.

Dangerous Combos: As you assess the composition
of your gaming group, take special note of potentially
explosive combinations. The GM serves as referee between
players, especially when their motivations place them in
diametrically opposed roles, so if you see trouble brewing,
try discussing with your players how they would like to
handle the situation ahead of time, before people have
gotten heated. (Some of these potentially problematic
combinations are mentioned on the following pages.) Also,
ifyou have particular pet peeves or anticipate issues before
a game begins, you may want to talk with your group ahead
of time, so they can be mindful of their own tendencies
and take care to sidestep potential issues.

Know Your Group: There’s a difference between being
a Game Master and mastering the role of the GM. The
more experienced you are and the better you know your
players, the less apt you are to need the advice on the
following pages. Remember that this advice doesn’t take
the individual quirks and preferences of actual players or
groups into account, so you should always feel free to make
any adjustments and changes that are best for the game.
It’s your campaign and world, and you're the one to judge
what works and what doesn’'t. And of course it’s possible
that you might even fall into one of these categories
yourself, in which case dealing with a particular archetype
might not seem like a problem.

Respect: Although the GM controls many aspects of the
game, one thing she can’t control—and shouldn’t attempt
to—is the players. Tailoring the game to better suit the
players shouldn't feel subversive or manipulative. Ideally,
everyone at the game table is there to have a good time and
a GM should make clear her attempts to minimize conflicts
and improve the game for everyone. Players should also take
responsibility—the more they respect and understand each
other, the less the GM needs these suggestions.
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ANTAGONIST

No prudent antagonist thinks light of his
adversaries.
—TJohn Wolfgang von Goethe

CONTINUITY EXPERT

Things alter for the worse spontaneously, if
they not be altered for the better designedly.

—Francis Bacon

Inter-party strife presents one of the most dangerous
kinds of tension, and the antagonist is often at the heart
of it. This player has elected to create a character at odds
with one or more members of the party. It might be that the
antagonist has decided he’s an atheist in conflict with the
party cleric. Perhaps he’s the lone evil character in a group
of good-aligned characters. He might be the dwarf who is
untrusting of the party’s elf members, or a rogue who enjoys
stealing from teammates. Whatever the reason, he’s setting
himself up as the lightning rod. While rivalry and good-
natured butting of heads can bring an entertaining element
to a campaign, outright animosity should be addressed.
Three steps can often help diffuse such situations:

1. Determine the Source: Most inter-character conflicts
are intentional and have been specifically defined by the
players. Such clashes aren’t always negative elements,
especially when they don’t interfere with the game and
keep a measure oflevity. A source of antagonism can add to
acampaign; the challenge lies in managing the intensity of’
the conflictand thelikely outcome. Some potential sources
of antagonistic conflict include alignment (good and evil;
law and chaos), prejudice (against magic or certain races),
moral values (caste system, role of women), political beliefs
(national or guild-level strife), religion (opposing religion
or non-believer), inter-party lies or theft, and xenophobia.

2. Determine the Level of Antagonism: What does
the antagonist do when confronted by the source of
the conflict? Can the players (both the antagonist and
the other group members) still work together when the
source of tension arises? If the answer is no, then the
player should reduce the level of antagonism, even if it
means modifying his character concept. A group whose
members can’t trust each other or are unwilling to come
to one another’s aid is an adventuring company that’s
headed toward early retirement.

3. Identify Possible Resolutions: One player should
never be allowed to create a situation that’s only fun for
him. One of the most dangerous sources of antagonism
is a character of an opposing alignment or organization
whose primary goal is the destruction of another party
member. No one really wins in that situation, and it’s
likely that the distrust carries over to the next time
everyone rolls up characters. In this situation, lay out
the problem clearly for the antagonist, and be polite but
firm in offering to help the player modify his character
or create a new one capable of working within the group.

The continuity expert keeps up-to-date with the latest
published novels and game supplements. She can cite
historical facts buried in small type hundreds of pages into
a supplement, and note each diversion from established
canon. The moment the new supplement hits the shelves
at the local hobby shop, she has devoured its contents and
wants to use it in the upcoming game session.

Unless you are yourself a continuity expert, this can be
frustrating. You may want to head off any problems at the
pass and simply announce that your version of the setting
is your own, and not beholden to any other continuity. If
you're trying to play closer to canon, however, it’simportant
that your group know what liberties, if any, your campaign
plans to take with the source material. Perhaps your game
makes significant changes to a setting or moves forward
from a snapshotinasetting’s history, meaning that certain
existing or future supplements might not seamlessly apply
to the campaign’s version of a world. That doesn’t mean you
need to ignore all supplements you aren’t already familiar
with, merely that players should understand that you’ll
need time to review such information—and that whether
or not you incorporate it is solely your decision.

During the course of the game, the continuity expert
might note deviations from canon or even continuity
established during the course of a campaign. Whether
this proves helpful, distracting, or completely irrelevant
hinges largely on when such comments are presented.
Few things can derail a GM’s narrative faster than being
constantly contradicted about matters of story. In these
cases, it often helps to table the discussion and let the
expert know that you'll discuss it after the game, or over
e-mail. Above all, never forget that you control your game
world, not the continuity expert or a game publisher, and
what you say goes.

Like a rules lawyer, a continuity expert can be a great
help to a GM. Most prove eager to research elements of a
campaign setting and enthusiastically help prepare for
upcoming sessions. Canny GMs might find ways to have
such a player research multiple useful topics without
giving away the intended course of upcoming adventures.
During a session, a continuity expert’s knowledge can
prove exceedingly useful if it has an in-character outlet—
encouraging such a player to adopt a knowledgeable class,
purchase tomes of relevant lore, or be the group researcher
gives her opportunities to exploit and display her knowledge
in character and without interrupting the game.



DIVA

My life is a lovely story, happy and full of incident.

—Hans Christian Andersen

ENTREPRENEUR

A person is born with a liking for profit.
—Xun Zi

The diva is the center of attention, the focus of all
roleplaying interactions that occur in the campaign world.
Every conversation, introduction, and event is another
opportunity for her to shine, while the rest of the group
struggles to get a word in edgewise. No matter is too small
or insignificant for her; she’s ready for the spotlight!
Unfortunately, the rest of the players are bored to tears.
While having a player totally immersed in and excited
about the game is every GM’s goal, it should never happen
at the cost of other players’ enjoyment. The diva can truly
shine during her turn and those encounters specifically
aimed at engaging her character—but when it’s someone
else’s turn, she needs to learn to hang back and give other
players chances to take the stage as well.

In combat, initiative does a good job of keeping the focus
moving, butifa character monopolizes NPCinteractions, a
good counter during heavy roleplaying sessions is to break
each conversation up into minute-long spots. You as the
GM can then move around the table much like you would
during a combat encounter to allow everyone a chance to
interact. If the diva interrupts, remind her that this is all
occurring at the same time, and that she’s busy talking to
that other NPC right now. If there’s a single NPC and the
diva is doing all the talking for the group, have him fixate
on someone else or ask for an introduction to her friends.
In the end, if subtlety doesn’t work, you might need to
be blunt with the diva in order to get the message across
that everyone needs a chance to play. A diva can be a strong
party leader, but shouldn’t be allowed to dominate group
decisions. If the other players seem to be merely following
along, ask them directly for their characters’ thoughts.
The Diva-Loner: This is a particularly dangerous
combination, as the diva wants to take the spotlight while
doing something on her own. She might charm a young
prince into a moonlit walk along the canals, or decide that
she wants to go fight crime after the rest of the party goes
to sleep. Whatever the rationale, the solution is the same
as for the loner player type: it splits the party and creates a
new story that needs to take place off-scene.

Off-scene encounters can be discussed before or after a
gaming session, over email during the week, or whenever
other players aren’t waiting. As long as the diva isn’t doing
something crazy or suicidal, there’s no reason to punish
her, but neither should you have these solo escapades reveal
key plot points or allow yourself to be distracted from the
rest of the party.

The economic heart of most pseudo-medieval campaigns
is their businesses, each creating revenue for the local lord
and providing specialty shops, guilds, taverns, and other
structures needed by adventurers and the common folk.
Players generally fall into one of two molds as entrepreneurs,
each of which has an impact on local businesses. The first
is the player who seeks to sell everything acquired from the
bodies of fallen enemies. The second is the businessman
who sees an opportunity and wants to stake his claim.

For both types of entrepreneurs, the GM should follow
simple rules to ensure that everyone at the gaming table
is having fun. Don't let yourself get locked into rolling on
charts for long periods while other players wait, or let the
minutiae of the items collected slow down the game. Instead,
presume the characters choose the most valuable items—
and only the most valuable items—and quickly move the
adventure along. While your players might be eager to loot
all of the soldiers’ short swords, collecting their old boots
for sale later is a waste of adventuring time. If a character
is big on appraising things, have him roll at the end of each
session to ensure that he takes the most valuable possessions
with him. Don’t slow down the game determining the value
of the gilt on a doorframe or the darts in a disabled trap.

Next, determine how much the player can reasonably
recover from the dungeon. Calculating the weight and
mass of items can be tedious, but saying that everything in
a dungeon is bolted down is unrealistic. The game already
has rules for encumbrance, but an easier house rule might
be that the character can carry one vaguely defined item (the
pieces of a disabled trap, the limbs of a destroyed golem, the
brasswork off'a vampire’s coffin) per point of Strength, with
accommodations for any magic items like bags of holding.
This speeds the game along and helps prevent stopping
every time the GM describes a shiny bit of room dressing.
And don’t forget that the character’s weapons and armor
count toward the total—ifthe entrepreneur wants that third
tapestry, he’s going to have to leave his sword behind.

The value of mundane loot is closely tied to the magic
level of your campaign, the size of the city the players deliver
the goods to, the need for those goods, and the quality and
quantity of the goods. Delivering 20 suits of chainmail to a
sleepy village likely floods the market and earns a pittance,
while that same armor in a town scrambling to arm itself
would earn significantly more. As a general rule, try
assuming a 10-20% payout where there is a moderate need
for the items and then adjust from there.
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FLAKE

They whose guilt within their bosom lies,
imagine every eye beholds their blame.
—Shakespeare

GLASS JAW

The weakness of the enemy makes our strength.
— Cherokee Proverb

The flake player is one that proves his type over a period
of time. He might initially show up on time, fired up and
ready to take on the world, but by the fourth game session
he’s apologizing for not showing up the week before.
Suddenly he’s showing up every third session, probably
late, and looking to pick up where he left off.

Now the GM has a potential conflict. While the flake
has been gone, the other players have advanced their
characters a few levels and he’s behind them with an
unresolved subplot. What should you do?

First off, talk privately to the player to determine the
reasons he hasn’t been showing up. Sometimes life
demands that we shift our attention elsewhere, and other
players are generally understanding of those situations.
Maybe there are interparty conflicts or a particular
storyline that’s been making the game less appealing. It’s
all about communication; no player should make other
players wait 30 minutes to see if he’s going to show up
this week. Respecting other people’s time goes a long way
toward cultivating goodwill.

Since any player can potentially turn into a flake, it’s
useful to avoid creating adventures that revolve around
every player being present. It’s fine to assume that a
particular character participates in the adventure (run
by you, if need be), but hinging everyone’s fun on any one
character makes it easy to be disappointed.

It’s good to have explicit rules for how you want to handle
missing players. You might assign a penalty on earned
experience if'a player misses a game session, while letting
him stay fairly close to the rest of the group in terms of
advancement even when circumstances conspire to keep
him away. This generally balances itself out over time,
and everyone ends up fairly close in experience (making it
much easier for you to plan encounters).

To be respectful of others, try using e-mail or other
electronic means to have players RSVP to the gaming
session. This lets everyone know who is showing up. And if
something happens at the last minute, players can contact
everyone to let the group know.

If a player missing out on sessions truly cripples a
group, consider using NPCs to fill the same role. The rest
of the party can temporarily adopt or hire these NPCs to
make up for missing skills, and the NPC’s wages are a
small price to pay for a well-timed fireball or backstab—
especially if they come out of the missing character’s
share of treasure.

Some characters have a weakness that constantly reveals
itself or is easily exploited in virtually every encounter.
Examples include characters with ultra-low ability scores,
those unable to defend themselves in combat, characters
cursed with the lowest possible number of hit points, and
the like.

Many sorts of glass jaws appear during character
creation, giving the GM the opportunity to drill down into
the player’s real motivations before play begins. While it
can be fun to occasionally include glass jaw characters as
an opportunity to add additional roleplaying elements to
the campaign, serious design flaws can handicap the rest
of the party’s enjoyment, and are best caught early. This
is not to say that every character must be optimized to the
fullest extent of the rules, but characters with crippling
deficiencies—like a wizard unable to cast 2nd-level spells,
or a bard with no Perform skill—should be addressed. Find
out why that particular player has created the character with
such a glaring weakness. For example, if the wizard player
wants to play a sickly character for added drama, you could
always adjust his Constitution score back into the normal
range and instead let him roleplay through a less crippling
affliction like a disease or curse.

It’s possible that the player isn’t looking for a roleplaying
opportunity. Depending on the creation method and the
player’s level of experience, he might just have rolled poorly
or not know the rules well enough to make his character
viable. If that’s the case, working with the player to build
the character and re-rolling or using a point-buy system for
ability score generation is likely to resolve the situation.

If none of the above suggestions fix the problem, it’s best
to talk to the player privately and determine what he intends
to do with this character. Explain your concerns about what
you perceive as the character’s glass jaw and the impact it
might have on the rest of the group. Together, you and the
player should explore creative solutions to help improve
everyone’s time around the gaming table, modifying the
character concept as necessary.

Power Gamers and Glass Jaws: As players finish character
generation, level up, or make other choices related to their
character’s statistics, encourage your players who are skilled
at using the rules to offer suggestions to those less adept.
While the final choices in such collaborations lie with the
player running the character, having someone else point
out potential problems or advantages can make the game’s
sometimes daunting rules and options more manageable.



LONER

He who would do great things should not attempt
them all alone.

—Native American Proverb

LUMP

As long as you're enthralled by a lifeless form,
you're not free.
—Bodhidharma

The loner can be one of the most disruptive forces around
the gaming table. She has little regard for group cohesion,
and seizes every opportunity to go off alone, heedless of
the effect on other players. This might be when the rest
of the characters are expecting to rest and recover their
spells, during combat in order to explore some dark side
tunnel, or any time her interests diverge from the party’s.

There are really two issues here. First, what goals does
the player have for her character that she doesn’t feel can
be met as part of the group experience? It may be that
she feels bound by the character concept she’s created,
and needs help figuring out how to make it work within
the party structure. Second, is the character’s role in the
group dynamic essential for the heroes to overcome their
obstacles? If she’s leaving when other players need her, this
presents a serious problem that needs to be addressed.

As the GM, you may want to work with the loner between
sessions to help achieve her character’s goals. Avoid the
temptation to split your attention during the game—giving
one player fully half of your game time simply because she
wandered off is no fair to the rest of the players. Handle
any side adventures that happen away from the group off
camera, not when it wastes the whole group’s time. And
if the loner gets tired of sitting out simply because her
character wandered away from the group, perhaps she won't
be as likely to wander off'again.

You might also use the loner’s meanderings to introduce
new plot elements. In taking herleave, does the loner stumble
into a group of wandering monsters that attack the party? Set
off'a trap? These effects don't have to be immediate—if your
player wants to sneak out of the tavern in the middle of the
night, you might quickly gloss over her escapade, but use the
opportunity to explain how the orcs were able to locate the
group’s campsite. The idea isn’t to punish a player for her
loner tendencies, but rather to create the greatest amount of
fun for the greatest number of players.

Of course, you're not the only one likely to be irritated by a
loner’s gallivanting, and regular abandonment of the group
eventually causes intra-party strife. Other characters—and
players—might become upset and seek to confront the loner’s
character. This can be a great opportunity for roleplaying,
but it risks alienating the loner. Make sure that the loner
knows that while running her character in such a manner
isn’t “wrong,” going off alone can have a negative impact of
the other players’ enjoyment, and that you want to make sure
everyone—including her—is getting their needs met.

The lump just takes up space at the gaming table, rolling
dice when instructed or performing actions when other
players ask him to do something. There’s no passion here;
the lump is more of an automaton awaiting its next orders.
Many times, the lump is a player new to the game or an
experienced player outside of his comfort zone.

One ofthe GM’s primary goals is to ensure that everyone
is having fun during the game. For most people, lumpish
behavior is the definition of boredom, and it’s your job to
reach out and bring the lump into the campaign for real.

For new players, lack of familiarity with the rules is a
frequent source of confusion. Not knowing exactly what to
do, they shut down and wait for more experienced players
to instruct them. They might be confused about their
class role or the ebb and flow of the encounters, worried
about wasting their abilities at the wrong time, or simply
intimidated by louder and more experienced players.
Aside from considering the advice found on page 65 and
reminding new players that they can do anything, let your
experienced players know that they need to encourage
the new player to spread his wings. If he doesn’t know the
rules or the campaign setting, let him borrow a book to
read up between sessions. Remember that people tend to
best learn the rules by playing, though—focus on letting
neophytes do things on their own, and at their own speed.

In-Game Advice: If you want to take a more direct
approach, the easiest way to get a lump roleplaying is to
engage him directly via NPCs or situations that don’t allow
him to defer to other players. Mouthy NPC assistants and
sentient items (especially those that can speak) can also work
wonders at getting a lump out of his shell, as giving a PC
an in-game source of advice (even faulty advice) can prompt
roleplaying opportunities and manipulate the player into
thinking about his acts and making his own decisions.
Humor also helps many awkward players feel more at
ease. Setting a lump up with an even less experienced NPC
sidekick can help him feel more confident and capable.

Lump vs. Diva: In many ways, the diva loves the lump
player—he allows the diva to take all the limelight for
herself while the lump does what he always does. But as
the lump slowly emerges from his shell, suddenly there’s
less time in the sun for the diva. Jumping back and forth
between these two player types can be a challenge; focus
on fanning the flames of the lump until he becomes
comfortable enough with the game that the diva won't be
able to shove him back into his shell.
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ONE-TRICK PONY

We are what we repeatedly do. Excellence, then, is
not an act, but a habit.
—Aristotle

MULTITASK MASTER

The true art of memory is the art of attention.

—Samuel Johnson

A player who falls into the one-trick pony type has a
preference for playing a particular character or filling a
specific role. She might always be the paladin, standing on
the front lines and charging evil every time she sees it. Or
maybe she’s the wizard specialized in evocation who blasts
enemies to bits. She has a play style she likes, and she tends
to stick with it.

The one-trick pony tends to keep a certain role locked
down, preventing other players from experiencing the
game from that perspective. Her insistence also has the
effect of forcing other players to approach the campaign
in a certain way. For example, players can never sneak
in to attack the boss by surprise if the paladin always
charges forward into every combat.

Of course, there’s nothing inherently wrong with
indulging a one-trick pony as long as everyone is having
fun and you’re able to take your campaign to its final
destination. But at the same time, you aren’t required to
maintain the status quo just because that’s the way it’s
always been. When the time comes to shake things up,
embrace the change and communicate it to everyone.

One way to address this situation is by announcing the
main campaign story before players roll up characters,
and requiring everyone to come up with characters that
fit into it. If you're running a thieves’ guild campaign that
requires stealth and trickery, it’s fine to disallow certain
classes or require select skills.

A second type of one-trick pony is the player who uses
a specific tactic against enemies again and again during
the campaign. This player has found an effective combo
or strategy and uses it whenever possible, to the exclusion
of all others. Again, while not technically wrong, this play
style can quickly get old, and there are a few ways to address
it. Before you do so, however, stop and make sure there’s
actually a problem. Is the player’s strategy boring the
other party members? Or are you merely frustrated by its
effectiveness? Don't punish players for being good at what
they do—instead, try exploring counter strategies, and
enlist other players and GMs outside of the game if you
need tactical help. If you have recurring villains, it only
makes sense that they'd quickly learn to defend against
their enemies’ greatest weapons, or turn the party’s pet
tactic around and begin using it against them. There’s no
strategy for which a defense cannot be devised, and if the
one-trick pony complains that the enemy seems unduly
prepared, let him know that’s the danger of predictability.

Distractions come into the game room from a variety of

sources: phone calls, family, the pizza guy—you name it.
Once they start being generated by the gamers themselves,
however, you may need to act quickly to keep your game
under control and focused. The multitask master is the
source of many such distractions around the table, as he
e-mails friends from his laptop, sends text messages on
his cell phones, and tells this week’s joke to those next to
him between initiative rounds.

Thefirstthingto dowhen confronted with multitaskers
is to ask yourself why they’re doing it. Are your players
falling asleep because you're plotting out every possible
location that a caltrop could land? Speed things up. Are
you spending all your time on a diva’s personal subplot,
or waiting for a slow player to find the correct damage
dice? Move on to the next player. Evenly distributing your
attention and keeping the game moving is crucial.

If you don’t think you're fostering the distractions,
then it’s time to talk to the player (or the group at large)
and explain your concerns. If you're having to reread
encounters or explain to each player what the guy before
him did, there’s clearly a problem. Part of the problem
might stem from unavoidable slowdowns, such as in a
group where several players don’t know the rules well
yet, but there may be something else you can do to keep
players’ attention during the game. Ask them for ideas.

Unless players are using laptops or cell phones to keep
track of their characters, it’s fine to ban them from the
gaming table. If a player gets a call he must respond to,
he should leave the table and take care of it. If he wants to
text friends, he should do it away from the table during
breaks. Such rules shouldn’t feel draconian, but rather
emphasize organization and respect for everyone around
the table. Some groups even go so far as to specify what is
allowed on the table (dice, character sheets, and pencils)
instead of targeting what they don't like.

Like most situations, this one is best handled in private
at first. If you need to discuss the issue with the group,
make sure not to single out a particular player. Instead,
focus on the distractions that prevent the game from being
fun and come up with a solution the entire group can
accept. When possible, it’s generally best to start a gaming
group with such rules in place than to try and add them
later after a problem arises. But distraction is contagious,
and the slower the game gets, the more temptation there is
for players to multitask.



POWER GAMER

Nearly all men can stand adversity, but if you
want to test a man’s character, give him power.
—Abraham Lincoln

RULES LAWYER

The strictest law often causes the most
serious harm.

—Cicero

The power gamer focuses on maximizing her character’s
strengths while minimizing her weaknesses. She focuses
all her character choices to enable her to be highly effective
in certain areas, without being correspondingly weak in
others. She knows exactly which combinations work best for
her character type, thrives under home rules that haven't
been thoroughly balanced, and can easily wreak havoc on a
GM who is less experienced with rules, seeks to appease all
players, or emphasizes roleplaying over statistics.

The power gamer tends to focus on combat, expertly
manipulating the rules to create engines of destruction that
few ofher companions (or enemies) can match. The standard
monsters from various rules supplements stand no chance
against her unless they’re many levels higher than the rest
of the group. While the power gamer likely sees her actions
as merely playing the game to the best of her ability, her
proficiency makes creating challenging encounters for the
entire party very difficult; monsters introduced to challenge
the power gamer might well kill the other characters.

In such situations, the first thing to do is to take a look at
the rules in question. As a GM, you should reserve the right
to vet new rules content from any source before it’s allowed
into your game, and if some of the power gamer’s abilities
are based on rules you don'’t approve of or house rules you
hadn’t thought through entirely, you can change them at
the end of an adventure—provided players impacted by the
change are allowed to go back and rebuild their characters.
The most important thing when dealing with a power
gamer is avoiding an adversarial relationship. Instead,
try to learn from her, filing away her tactics for use by
future villains. If a player is so effective in combat that it’s
ruining your game, take her aside and ask for her assistance.
Congratulate her honestly on her prowess—she spent a
lot of time devising those strategies—then explain the
situation. Maybe she can help your other players maximize
their characters—a group of all power gamers is easier to
deal with than a mixed batch. If that doesn’t work, perhaps
she or another player can help you devise effective counter
strategies, or maybe she’'d enjoy the challenge of playing a
character a few levels lower than everyone else. In the end,
it’s possible she may need to retire or redesign the character,
but the more transparency you can have about this process,
and the less it feels like punishment, the better. And if the
character is only slightly too powerful, or the other players
prefer to focus on roleplaying, there are always noncombat
encounters to help give other players the chance to shine.

All players like to know that there are universal rules to
level the playing field, but the rules lawyer takes it a step
farther. He knows every obscure rule, and insists that each
one work exactly as written—especially ifit’s in his favor.

While of course the rules should work the same for
villains as they do the heroes, the GM’s challenge is
ensuring that the game runs smoothly and everyone has
fun. Sometimes it’s acceptable for the letter of the law to
fade a bit, especially if such sacrifices keep an adventure
moving smoothly or to make the game more enjoyable.
The following techniques can keep the game on track when
confronted with a rules lawyer. If you're constantly being
contradicted about rules, consider the following steps.

Establish House Rules: If your house rules differ
from the main rules, make sure everyone knows about
it. Also, be sure to let your players know that this isn’t a
sport, and that you reserve the right to bend or break the
rules for the sake of the game from time to time, with the
understanding that your intention isn’t to be unfair, but
rather to make things more fun for the group as a whole.

When to Question: As in the case of the continuity
expert, let the rules lawyer know when and how it’s
appropriate to cite the rules. Openly contradicting is
counterproductive unless it’s a matter of life and death
for a character, in which case you should spend a moment
to quickly verify key points, but that’s it. After the game
or between sessions, you can discuss the rules in depth.
Alternatively, if you're shaky on a particular rule and it’s
important to get it right, don’t be afraid to ask the rules
lawyer for help to keep the game moving. Making an ally
of the rules lawyer validates him and likely makes it easier
for him to accept when you're forced to overrule him.

Use Maps and Minis: Groups that generalize the locations
of their individual characters tend to have more problems
with rules lawyers. It’s difficult for players to understand
the tactical layout of an area without actually seeing the
area, and can lead to comments like, “I didn’t walk up to
that chest; I skirted the edge of the wall.” An established
grid and physical markers prevent a lot of arguments.

Even if you follow these rules, you may still have trouble
with rules lawyers. Not everyone views rules the same way.
The important thing is to stand behind your rulings, and
when certain things break the rules—for good reason—
don't feel like you have to reveal world secrets just because
the rules lawyer demands answers. GMs work in mysterious
ways, and with any luck history will vindicate your choice.
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TAGALONG

You wish to multiply yourself tenfold, a
hundredfold? You seek followers? Seek zeros!
—Friedrich Nietzsche

THESPIAN

I love acting. It is so much more real than life.
— Oscar Wilde

The tagalong isn’t so much a player type as he is a
distraction. He might be the significant other of one
of the players that shows up each week to spend quality
time with his gaming better half. Perhaps he’s a player’s
best friend from high school who is stopping over. Maybe
he’s even one of the players’ children. No matter the
relationship, the tagalong is by definition bored by the
game and serves as a distraction to the rest of the players.
Here’s how to prepare for that eventuality.

If the tagalong proves interested in gaming but has
never played before, have him observe a game session
or take on a minor role, such as the squire, familiar, or
assistant of another player, or one of your minor NPCs. If
gradually teaching him the game and encouraging this
interest works, he may eventually want to create his own
character and join the campaign, and chances are good
that at least the player who brought him is excited to have
him at the table.

If the tagalong has no interest in gaming, even after
watching the proceedings for a bit, it’s probably best to
find some other activity to keep him entertained over
the course of the game. If there is a separate room where
he can watch TV or read a book, the chances of keeping
everyone’s attention on the game are much higher. Find
out what the tagalong likes to do, and if possible provide
him with the resources and equipment he needs to stay
entertained. Ultimately, the responsibility for keeping the
tagalong happy and distractions to a minimum lies with
the player who brought him. Don’t be afraid to privately
enforce this responsibility.

Children too young to join the game are the most
challenging form of tagalongs, as they require both
supervision and attention, not to mention a good degree
of childproofing for the gaming area. Polite parents
should ask the group whether their children are too
distracting for gaming, and if it’s clear that young
children aren’t welcome, quietly excuse themselves
during the weeks when they can’t find a babysitter. But
if a group is willing to try—particularly if multiple
players have tagalong children—you may be able to
play through the distraction caused by children. The
important thing is to make sure everyone’s on board,
as the presence of children can drive some gamers
away from the game permanently. Approach this topic
respectfully, but be sure to hear from all players before
determining the best course of action.

It’s hardly surprising that actors would be drawn to
roleplaying games. After all, while some roleplayers are
interested solely in leveling up and getting cool new
abilities, many take it to the next level, establishing
dialects, mannerisms, catch phrases, and so on to bring
their characters to life. They speak in character all the
time, and relish the opportunity to add their drama
skills to a social setting.

Make no mistake about it—this is a good thing. As a
GM, you're probably already doing many of these things
to help set the stage, and having a few thespian player
types to play off of can help you make the world that
much more vivid.

Yetlike the diva, the thespiancaneasily cometodominate
your sessions, especially if your other players are quieter or
less interested in the roleplaying side of things. In such
cases, the same techniques used to combat the diva apply
here, namely switching back and forth between different
NPCs and players to ensure that everyone gets equal time.
Keep in mind that members of your gaming group likely
embrace different depths of roleplaying, and even if they’re
not hamming it up themselves, some players might take
great enjoyment out of watching the thespian roleplay her
heart out. As long as everyone’s having fun, go with it. (For
advice on acting tricks to up your own performance as a
GM, see pages 28-33.)

If tangentially related roleplaying encounters begin to
dominate a game, however, or certain players seem bored
by the clever dialogue, it might be time to rein back on the
roleplaying and throw in a few more combat encounters
to accommodate everyone’s play styles. Because they tend
to involve less dice rolling than other types of encounters,
social interactions between characters and NPCs can easily
happen between games (though it should be noted that
email tends to lose a lot of the flair and fun for thespians).
Conversely, if some of your players are bored whenever
they’re not rolling dice, try incorporating more dice rolls
into your social interactions. After all, your players put
ranks into Bluff, Diplomacy, Sense Motive, and other
social skills for a reason, and you shouldn’t give away your
biggest secrets to the thespian instead of the Diplomacy-
heavy bard just because the thespian player likes to do all
the talking. As with other metagame questions of personal
knowledge versus character knowledge, it’s important to
remember that a great performance by a player doesn’t
necessarily indicate the same from his character.
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Cx kA erisiel glided up silently
T behind the dark elf. She

[dn’t recognize the priestess’s
bone regalia, but she didn't
need to. They were all the
same, down here.

“Do you really believe that?”
The voice in Merisiel’s head
was low, throaty.

Suddenly the bone midden
at Merisiel’s feet erupted in
writhing green tentacles.
Merisiel slashed wildly, but
even as she swung she could

| feel stinging barbs piercing her

leather armor. Across the pit,
the priestess laughed, her right
hand twisted into a glowing
copy of the tentacular horror.

“Stupid surface dwellers.
You're all the same...”



(ST OF CHARACTERS

While player characters provide the focus and driving

force of a game’s plot, over the course of even a single
adventure dozens or even hundreds of other characters take
their entrances and exits, sometimes aiding, sometimes
threatening, yet always contributing something to the tale.
These are nonplayer characters, the populations of entire
campaign worlds, the monsters and villains of plots crude
and nefarious, allies and agents, royals and shopkeeps, and
the limitless arsenal of a storyteller’s imagination. For
every player character with complete statistics and volumes
of background there exist countless NPCs, some just as
nuanced and well developed as veteran heroes, others two-
dimensional and stereotyped, destined to speak but once
before fading back into anonymity. Regardless of their role
or impact on a campaign, a GM’s legion of NPCs enables
him to weave the tale he has to tell. Some swiftly become
favorites, either of the players or GM, and take on roles
bordering on the PCs’ significance. Others are challenges to
be avoided or overcome, whether reoccurring opponents or
ravenous things straight from a bestiary’s pages. Still others
exist merely to give color and life to a world, commoners
and passersby who merely brush against the PCs in their
adventures, aiding, hindering, or simply living their lives as
natives of a shared fantasy. Whether recurring or transitory,
helpful or menacing, NPCs serve as the living descriptions
of a campaign world, each eliciting a reaction from the
collected players, and each helping to take the tale beyond
the realm of one-sided narrative and into the experience of
avibrant, living adventure.

This chapter delves into the world of nonplayer
characters: from designing the types of characters a GM
might want to include in his story to making even the most
peripheral personalities memorable. Beyond such advice
and toolboxes of character creation also comes advice on
detailing those most important of NPCs: villains. As with
many sections in this book, this chapter can serve as a
reference and toolbox for GMs during the course of their
games, making use of the tables at the end of the chapter
either as aids to give unanticipated characters a little extra
flair or resources to provide your favorite NPCs the details
they need to be truly memorable. In addition, an NPC
Sheet is included in the back of this book for you to record
the details of the NPCs you create.

DESIGNING NPCS

NPCs are a pivotal element in many Pathfinder adventures,
especially those in which the PCs must deal with crucial
non-combat situations or act in a civilized area. Like the
supporting cast in a movie, NPCs cover a variety of roles
with different degrees of importance, from second leads to

extras, and the way the GM designs them is open to a wide
range of possibilities. Besides being potential opponents,
NPCs can be an exciting source of support, information,
and intrigue during an adventure. As dramatis personae in
their own rights, important NPCs become the mouth and
hands of the GM in the game world, allowing him to break
from descriptive and rules-based talk in order to speak
and act in first person. When acting out NPCs, the GM can
roleplay fantasy characters as players do, sometimes putting
on dozens of different personas in a single game session.
Designing NPCs outside of gaming sessions is a task the
GM should dedicate some time to as he creates his stories,
although improvisation can be the source of unexpected
and excellent ideas. In addition to time and imagination,
the creation of NPCs requires good judgment, accuracy, and
economy in generating a balanced set of abilities, writing
a correct stat block, and giving the right amount of detail.
Designing NPCs thus becomes an exercise of creativity,
which the GM can cultivate by reading fantasy literature or
watching fantasy on the screen.

While there is no right or wrong process for designing
NPCs, creating interesting, useful, and memorable
characters can be a daunting task. Chapter 14 of the
Pathfinder Roleplaying Game Core Rulebook addresses the
creation of NPCs from a rules standpoint—what one
might consider the “science” of NPC creation. As this
chapter delves into the “art” of creating NPCs, it’s up to
the GM to decide for himself—often on a case-by-case
basis—the best methods for designing new characters.
For villains and other major characters, this often means
coming up with a concept and then devising unique
statistics to support it. When building more mundane
characters, utility and ease of use often take priority,
with the GM adding personality to preexisting stats. In
either case, the path to creating a valuable NPC begins
with determining the character’s role in a game.

NPC Roles

The functions performed by a character in a story are a
way to define her role, as linear or complex as it may be.
A character might constantly perform a single function,
which makes for a linear role (like the cruel and unforgiving
tyrant who does nothing but harass the heroes), or multiple
functions, which makes for a complex role (the official that
initially helps the heroes, but at some point turns against
them after being bribed). These functions easily apply to
prominent NPCs in Pathfinder adventures, and translate
into the game as follows.

The Villain: Almost on a par with the hero, the villain
is a necessary figure in a story-oriented Pathfinder
adventure. More than any other NPC, the villain gives
the GM the opportunity to exercise his creativity,
thespianism, and deviousness.



In most campaigns, villains are predominantly
characters with evil alignments. Since alignment is a
required element in the game profile of an NPC, it can
be a focus in the creation of the villain herself. Choosing
one of the three tones of evil (chaotic, lawful, or neutral)
and making a villain distinctive by adhering to that
tone instead of just assigning her a generic “bad person”
label can be a challenge for the GMs. For a storyteller
who values the interpretative and narrative elements
of the game, maintaining this ethical aspect can be as
important and tricky as consistently keeping up an NPC’s
accent or mimicking one’s low intelligence in strategic
situations. Villains need not be merely characters with
evil alignments, though. Modern fantasy literature, while
deeply influenced by ancient myth, tends to characterize
evil in subtler ways. Often bad guys are not ultimately
corrupt, destructive, and terrifying evil beings. Eschewing
the traditional concept of “pure evil,” modern villains
often find themselves toned in different shades of gray
rather than being a solid black in their nefariousness.
A wizard who resorts to forbidden magic to restore a
lost loved one, a leader who warmongers in the hopes of
reclaiming his people’s ancient empire, or a cleric who
hunts down non-believers in the name of righteousness—
all of these offer basic examples of good ideals turned to
evil ends. Of course, the nuances of a villain’s character
and goals might ultimately prove as varied and rich as
those of any PC, giving the GM limitless opportunities to
exercise his imagination and deviousness in the crafting
of all manner of exciting schemes.

In folktales, the villain is the source of woe in all its forms,
and the Old English substantive for “evil” (yfel) was used by
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the Anglo-Saxons to mean “harm,” “crime,” “misfortune,”
or “disease.” In keeping with these definitions, a villain’s
possible functions might vary widely, her modus operandi
defining her as much as her personality or goals. In
crafting a villainous NPC, the GM might consider what
type of game he wants to run and what abilities he needs
his villain to possess, considering these variables to shape
the antagonist’s aspect and attributes. If a villain needs
to spy upon the heroes, she probably needs scrying magic,
stealth, or a scouting minion; if she needs to impersonate
a PC or NPC ally, she probably needs to be a transmuter,
a shapeshifter, or the employer of a doppelganger; if she
needs to provoke an accident, she must be able to curse
the PCs, poison their food, bribe their associates, or the
like. Behind the entire sequence can lurk a powerful,
masterminding villain (often a devil, dragon, or magic-
user in folktales), while different functions are assigned
to different minions (the sneaky one who spies, the strong
one who charges, the cunning one who deceives, and so
on). Such elements need not be set in stone at a villain’s
creation, and might be altered during the course of a

NONPLAYER CHA
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G00D TO READ, GOOD TO PLAY

A good RPG session plays like a piece of good fiction
reads. Although it may sound a little philosophical, this
adage is reasonably accurate. The similitude between
gaming and reading is subtle and hints at the importance
of a story within the game. While the act of roleplaying
might be compared to impromptu theater (in at least the
time actively spent playing at the table), the reference
to reading recalls the preparation work that precedes it.
More than actual play itself, it is the backstage of the
game that benefits from the GM being well read and
imaginative, since knowing or researching a wide range
means being able to summon additional details at the
gaming table. Among the things found in books, of
course, are interesting models for NPCs. In fantasy,
these models come in literally thousands of shapes and
sizes, but this variety proves much less substantial than
it might look on the surface as most fantasy characters
fall within the range of a relatively small number of
archetypes. Yet for all the basic similarities of such
characters, be they PCs or NPCs, it’s the nuances that
set them apart. While King Conan and King Arthur
occupy much the same role in their respective story
cycles, their specifics distinguish them, creating distinct
and memorable heroes despite any similarities. GMs
become better storytellers by exposing themselves to
such characters, whether in fiction, film, history, or any
number of other pastimes. Taking inspiration from the
works of other storytellers thus proves one of the surest
ways a GM might add depth to his own characters and
ultimately improve his game.
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campaign, but should help frame a GM’s thoughts when
deciding what villains he needs for his game.

The Donor: A typical character in folktales, often
appearing as a wise and subtly powerful figure, the
donor is usually limited in her actions, either because
she is old or because she is a mystical or pacifist creature
detached from mundane conflicts. Sometimes the
heroes encounter the donor by chance, and sometimes
the search for a donor is an intentional step in their
quest. The donor is called such because she provides
the heroes with something of value: special training (a
fighting technique, a magic song), information (a hint
to a riddle, a secret about a PC’s ancestry), or a talisman
(a magic item, a helpful creature). The donor is usually
good and benevolent, but might exact a high price for
her help or put the heroes through a trial to test their
mettle. In any case, donors usually keep their distance
from the PCs, and the players seldom, if ever, get to
know everything about them. A donor is the kind of ally



that helps with information, shelter, and equipment,
not one that accompanies the PCs on their adventures.
Used with moderation and cleverness, the donor is the
most likely figure to appear when the heroes need to be
rescued. In this case, the intervention of the well-known
but unpredictable donor (especially if the heroes have
some way to summon her help) works much better than
an awkward deus ex machina. Powerful, good, and wise
monsters—such as gold dragons, angels, or lammasu—
are ideal donors, as well as any high-level NPC of'a magic-
using or knowledgeable class.

The Helper: Helpful and supportive, as the name
implies, the helper tags along with the PCs on an adventure,
or frequently encounters them during it. Once met, the
helper remains a constant presence in the story (as opposed
to the donor who is met only rarely or once). The helper can
be a magical creature or expert companion that allows the
heroes to face a particularly difficult situation or an “NPC
object,” like a sentient weapon or a genie-summoning
device. The helper is usually good, although mercenary
helpers or intelligent magic items with annoying twists
are common in fantasy stories. A compelled helper is
entirely possible (such as the tenant of an efreeti bottle),
with no limit to alignment whatsoever. Due to her constant
presence at a PC’s side, the helper probably needs a more
detailed development by the GM than any other allied
NPC, especially when she does not belong to the category
of “bound creatures,” like familiars, animal companions,
and special mounts. When the GM introduces a helper,
especially one with a rich background and a detailed
personality, she is likely to give lots of information about
herself to the players, perhaps even her stat block for use
in a battle. Whereas the donor remains mostly a mystery,
the helper is much like a fellow PC in terms of amount of
knowledge gained about her. Helpful, skilled, or magical
monsters—usually less powerful than donor-like ones—
can be excellent helpers, fey creatures, fragile outsiders,
and magical beasts being the some of the more suitable
types. Even a weak NPC-class character who possesses a key
ability or magic item might be an excellent helper.

The Patron: This NPC directly sends the heroes on
their quest or sponsors them somehow. Above all, the
patron is interested in his goal and wants to achieve it via
the PCs. The patron is usually a notable exponent of some
established rule (the archetypical patron in folktales
being the king of the land), and an important element
of his function is maintaining an honorable deal with
the PCs. Patrons usually have goals aimed at improving
their own or their community’s fortunes and are often
generous in their deals with the PCs. When the patron is
good, his role can merge with the donor, as he provides
something useful for the heroes and supports them with
his resources. The patron can also be evil, though, and his

role can merge with that of the villain, as he deceives the
PCs about his purpose, sends them on a suicide mission,
or uses them as scapegoats or agents provocateur against
their will. A patron does not need particular skills or
magic powers, as his power and potential to reward are
what really matter. For this reason, the patron function
can easily be performed by non-spellcasters and NPC-
class types, the aristocrat being the most iconic.

The Victim: This NPC is the direct target of the villain’s
woe. His role can merge with the helper ifhe lends a hand to
the heroes during the adventure, or with the patron should
he possess the ends but not the means to aid himself. Most
probably, the victim is good and evokes sympathy from the
PCs. Without the need ofa donor’s wisdom, a helper’s skill, or
a patron’s wealth, the victim can simply be an embodiment
of weakness and vulnerability, but he can also share the
characteristics of one or more of the aforementioned roles.
It is also possible to conceive of a victim as an evil being. For
example, an evil witch might be exposed to the threats of a
dragon neighbor (a thing that makes her a genuine victim),
and put on the traditional disguise of the good old woman
to coax the heroes into helping her. In some situations, the
NPCs can become victims of the PCs, the most classic case
being the prisoner dilemma, where the heroes must decide
what to do with captured foes.

NPC Basics

Once a GM knows what role his NPC needs to fulfill, the
character’s details can begin taking shape. While not every
NPCneeds to be a unique masterpiece of imagination, every
character the PCs interact with—those important enough
to have a speaking role—should have at least three core
elements: appearance, motivation, and personality. These
aspects answer three questions fundamental to every NPC,
from shopkeeps to kings: how do they look, what do they
do, and how do they do it? How much effort the GM puts
into detailing and refining the answers to these questions
relates proportionately to the NPC’s importance to a story
and his time spent interacting with the PCs. As such, an
NPC who appears but once probably only deserves a few
notes or a moment’s improvisation to convey the most basic
traits, while a major character benefits from greater details,
which might be revealed or evolve as the PCs interact with
him. Thus, GM should consider the following character
aspects as they design their NPCs.

Appearance: Every NPC worth describing has an
appearance, something that sets the character apart and
distinguishes her from the faceless masses as a unique
individual. This might be nothing more than reference
to the color of an NPC'’s hair and noting her age, or it
might be a detailed account of her beauty or ugliness. A
detailed description can do much to determine whether
an NPC is memorable but might also suggest deeper



elements. Some of an NPC’s physical traits dictate rules
aspects (race, blindness, a limp, and so on), others can be
merely cosmetic, and still others might reveal clues in a
well-planned plot. For GMs wishing to delve past the
superficial, some traits might even prove portentous. In
folktales and myths, a typical example is the “mark of
the hero,” which allows others to know her true identity.
Such traits can lead to identification (like Odysseus’s leg
scar) or provoke some kind of reaction in a monster. In
the past, it was a common beliefin some cultures that evil
people are somehow marked, but also that a hero is born
with a distinctive sign on the body or receives it during
her initiation or adventures. Fantasy literature features
innumerable examples of such traits used as plot devices,
and whether meaningful or random, a unique description
of an NPC is among the primary elements that help a
character standout in the players’ minds.

Motivation: With any character, regardless of the
storytelling medium, it’s vital to know what is at stake for
that individual. Knowing an NPC’s motivation is the best
way to have her behave in a logical and coherent manner in
the game. An NPC who is out to avenge her murdered family
members will be more motivated—and therefore braver—
in situations where that goal is at stake. A normally timid
scholar might take greater risks to recover a rare tome than
to rescue a princess. Motivations need not be elaborately
detailed for most characters; one line such as “family
murdered by orcs” or “obsessed with gaining knowledge”
is often sufficient. By the same note, not every motivation
needs to be dramatic either. The vast majority of NPCs
met in a campaign likely have quite mundane goals, such
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as “move to a new town,” “romance the local starlet,” or
“work for weekly pay.” While many such goals frequently
prove beneath a party’s notice, the more interesting and
unusual objectives typically come to light along with the
extraordinary character who possesses them.

Personality: This element describes an NPC’s basic
outlook on life, and typically one or two descriptive
notes to this purpose are all that are needed. Is the
NPC friendly and helpful? Or is he gullible, cynical,
pessimistic, sarcastic, lazy, or hot-tempered? Such
personality traits govern how the NPC reacts to most
situations, commands, or requests. Giving an NPC an
interesting and dynamic personality means making the
interaction with him more enjoyable, both for the GM,
who must impersonate the NPC, and for the players, who
are in for a pleasant chat, compelling argument, or good
listening experience. An aspect of an NPC’s personality
that deeply affects his behavior and decisions, if known
by the PCs, can be exploited to win his confidence or
outmaneuver her, depending on the situation.

In recurring NPCs, the GM might create
more elaborate and nuanced personalities,

or even change a character’s attitude slowly over time—
novelists and screenwriters call this character development,
and the history of literature and film is filled with works
themed solely around events leading to a single change in
a character’s outlook. Thus, a character who might begin
with no more than the note “conniving and ill-tempered” =~
can evolve dramatically with details like “distrustful of
elves” and “sympathetic toward youths who remind her of’
her lost son.” How much work a GM puts into detailing an
NPC’s personality should relate directly to the character’s
importance to a campaign. Few PCs will care if the local
smith aspires to move to the big city if he never has a
speaking role, while a major villain with no greater
personality than “heartless and hateful” will likely feel two-
dimensional after the third or fourth meeting.
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MAKING NPCS (NIQUE

Assuming that the GM decides to give an NPC some

depth, he will likely want to make her as memorable and
entertaining as possible, and might consider the following
points to help raise an NPC above a two-dimensional
stereotype.

Alignment: Is the NPC’s alignment coherent with her
actions? Does her alignment give her any advantages
or disadvantages? Alignment should be an effective
guideline in defining the behavior and choices of an NPC.
Most often, a rigid adherence to a good and evil alignment
makes for more memorable characters, but characters
whose goals and deeds vary through shades of gray help
lend an air of realism to the game world.

Ally: Who is the NPC’s best friend? What is her
relationship with the NPC and the PCs? Like the PCs,
NPCs often have someone at their side to help them.
Designing an NPC’s cohort, hireling, or bound creature as
a special ally with a unique personality and cool abilities
can be a way to make her master more interesting.
Background: Whathappened tothe NPCinthe past? Does
that affect the PCs in the present somehow? Designing a
background foran NPC, the GM can give an explanation for
her appearance, behavior, and characteristics, and perhaps
for class abilities, special powers, or unique features. An
NPC’s background can merge with that of the adventure
itself (especially if the NPC belongs to a long-lived race),
making her an interesting source of information or even a
living witness to some key event in the past.

Object: Does the NPC possess an object that sets her apart
somehow? What is this object like and how does it affect the
game? An object such as a magic item can work much like an
ally in giving an NPC more flair and weight, and can do it
with more subtlety and effectiveness than a living creature.
In fantasy, a totally unassuming character can become the
protagonist of a story only because she possesses an artifact.
Borrowing or acquiring the object from its owner can
be a goal of the PCs, of course, and can be done through
persuasion, bribery, or combat.

Quirks: A quirk can be anything that sets a particular
NPC apart: a fondness for garlic, a distrust of elves, the
habit of telling the same story over and over, or even a
catchphrase such as “my old gran always used to say...”
One or two quirks do a lot to convey personality, but
beware, too many and the character becomes cartoon-
like and ridiculous.

Secret: Does the NPC have a secret? How can it be
revealed and what might be the effects of the revelation?
The secret can be knowingly kept by the NPC or
something unknown to her. In any case, a twist in a
major NPC’s background usually entails a twist in the

story, and the GM can reveal the NPC’s secret not only to
add excitement, but actually to change the course of an
adventure. A secret can also be seen as a focal point in an
NPC’s background that might shape the character into
more than she initially seemed to be.

Voice: An NPC’s voice—accent, tone, and choice of
words—is an invaluable tool in conveying personality.
Not every GM has the acting talent to present pitch-
perfect NPCs by voice alone, but most GMs can surprise
themselves—and their players—with a little effort.

NAMING NPCS

Creating interesting and authentic-sounding fantasy
names is a constant challenge for GMs. Even if monsters
and NPC extras can remain anonymous, the slightest
amount of non-combat interaction immediately triggers
the need for a name. With the flourishing of the fantasy
genre, almost all fictional names have been repeated,
twisted, and anagrammed ad infinitum, and like NPCs
themselves, names constantly run the risk of making a
lame impression on the players. The GM should not be
excessively afraid to make such mistakes, as lousy names
are often an aspect of real life, but he should nonetheless
ponder the following possibilities.

Real Names: Sounding familiar and open to variations,
real names are often a good place to start. Fantasy
literature provides many examples of characters with real-
life, common names, although such real-world names
are rarely used alone, and are more often coupled with a
fictional family name or a title that hints at a character’s
occupation, aspirations, or qualities.

Cultural Names: If the GM’s world, or a region of it,
reproduces a historical culture, using names from that
culture’s language is an obvious choice for local NPCs.
If the fantasy culture is analogous to a historical culture
from Earth, like ancient Egypt, the GM can research basic
information about that culture’s language, find out its
most common component syllables, and combine them
to create new names that sound and feel like the real
thing. Countless books and online resources offer lists of
names by country or culture, and often include various
inspirational meanings. Such names at best feel authentic
and at worse fantastical, yet should work either way.

Kennings: Kennings, poetic words that express a
metaphor, are a great choice for fantasy names. The
GM can combine telling words about a character in a
single word and use it alone (such as “Knife-eater”) or in
connection with a distinctive first name (such as “Nuada
Silverhand”). Archaic forms of common words might also
be used to create kennings to great effect. GMs should be
thoughtful when granting an NPC a name that obviously
doesn't suit the character (like a seamstress with the name
“Redblade”), as the name might prove comedic or, in some



cases, prophetic. Regardless, such names tend to be all the
more memorable for the incongruity.

Invented Names: The GM is, of course, free to throw
vowels and consonants in the lottery wheel and see what
happens. In this case, the sequence of certain letters and
the length of the name can be used to convey a suitable
verbal image. Savage creatures might have guttural
names, full of hard and grunting sounds, while more
elegant beings might use soft, lilting vowel sounds.
GMs might go so far as to try to invent names tied to an
NPC'’s race or culture, like the sounds in a mermaid’s
name being reminiscent of the rush of the surf, or a
stone giant’s name sounding as though it were full of
breaking rocks. In any case, the GM should make sure to
say his newly invented name out loud several times with
several variations to avoid any laughable mistakes—or
obvious thymes—mid-game.

STEREOTYPES

One danger a GM might encounter when designing
NPCs is to rely too heavily on the stereotypes drawn
from well-known characters in fantasy stories. Myths
and folktales prove rife with repetition and overly
familiar characters, leaving GMs with quite a challenge
in coming up with original NPCs. The key is to take the
old building blocks and arrange them as differently,
imaginatively, and yet as reasonably as possible. If groan-
worthy and tired NPC tropes cannot be avoided, they
should be worked into something fresh and palatable, or
traditionally pleasant. Is it bad for the innkeeper to be
an ex-adventurer? Not that bad if we have an innkeeper
with an interesting personality or secret. Is it bad for
the good king’s advisor to be sly and scheming? Not that
bad if she turns out to be the clever, if shady, opponent
of a greater villain manipulating the throne. As long as
his creation is balanced, functional, and believable, the
GM should think of originality as a welcome addition
rather than a necessity.

MONSTROUS NPCS

The concept of NPC includes any and all creatures not
controlled by a player, although NPCs are commonly
associated with a measure of deliberateness and design
work, while monsters are more likely drawn whole cloth
from the pages of the Pathfinder RPG Bestiary or similar
ready-made resource. Any creature has the potential to
be an NPC, though. Anything the PCs decide to talk with
instead of slay might have a reaction: something to say,
views shaped by its culture, and an attitude toward the
PCs dependant on its alignment and the PCs’ actions.
Many monsters are simply NPCs whose purpose is to be
an opponent for the PCs, but spells like charm monster can
change all that very quickly, and so can other actions on
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AVOIDING NPC OVERWORK

A lovingly crafted, fully realized NPC can take almost as
long to create as a player character. While the players only
need to create one character each at any time, the GM
might need to create several NPCs for each adventure.
Here are a few tips for GMs to help avoid NPC burnout.

Efficiency: Ifan NPC only needs generic “townsperson”
stats, there is no need to calculate every skill point for a
given NPC or to roll stats for every soul in a village. Some
NPCs—such as the anonymous voice at the back of the
crowd shouting, “Burn the witch!”—do not need stats at
all. Although the rules exist to create every commoner in
complete detail, creating full statblocks should be saved
for NPCs who really need a significant level of detail.

Go Generic: A selection of generic NPC stats might
require work at the start of a campaign, but they will be used
again and again. Adjusting a point here and a point there is
enough to fit most NPCs for their purpose in a particular
adventure. Chapter 9 provides complete statistics for many.
regularly occurring fantasy NPCs, though highly specialized
games might be well served by filling in any expected gaps.

Repurpose: Game stats never go bad. If an adventure
calls for specific stats and the GM has access to them from
another source—past campaigns, published adventures, this
guidebook—repurposing those statistics can save a great
deal of effort, and with a few changes, the players will never
know they weren’t custom-built for the current adventure.

A Word Is Enough: There is no need to create a
detailed life story, even for a major recurring NPC. Where
backstory is important, a few short notes usually provide
everything the GM needs.
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the part of the PCs, such as not simply killing everything
they encounter. Turning monsters into NPCs creates
some great roleplaying opportunities. For example,
all orcs and kobolds are not alike—at least in their
own opinion—and they have goals of their own beside
standing in a dungeon location waiting for PCs to come
and kill them.

GMs should remain aware of a creature’s setting
and believability when considering monstrous NPCs.
Although a conversation with a hobgoblin might prove
novel in the right circumstance, the surest way to make
the local green grocer interesting is not to make him a
bugbear, while having the true villain of a campaign be
an awakened pigeon can shatter the believably of even
the most outlandish fantasy campaign. An unusual race
should never be considered a replacement for the work
of creating an interesting personality and motivation
for a character, and monstrous NPCs should be thought
through just as thoroughly as normal NPCs.




LIFE OF AN NPC

Oncea GM knows what roles he needs NPCs to fillina game

and has a few notes about their specifics, its time to let the
NPCs loose in the venue of an actual game. Transforming
an NPC from an idea into an actual personality interacting
with or facing off against the PCs proves one of the most
challenging and rewarding aspects of any roleplaying
game, often being one of the surest differences between
a mediocre game and an extraordinary one. However, it
requires not just a measure of acting talent but also fine
judgment on the part of the GM to make an NPC feel like
an active individual while avoiding common traps that
such characters can present.

BUILDING CONNECTIONS

In order to help the players see NPCs as actual characters
and not just conveniences or cardboard opponents,
the GM must work to build relationships. In the real
world, people get to know other people through mutual
connections or repeated contact. The more contact, the
more a connection grows—for better or worse. In the
game world, PCs might get to know NPCs the same way.
NPC Friends and Family: Giving player characters NPC
dependents and family members is often an unpopular
move, as players can readily see them as nothing but a
liability. They are sometimes overused to drive adventure
plots: the kidnapped sweetheart, the accident-prone brother
or cousin, the gambler buddy who is forever needing to
be rescued from his creditors, and so on. For players (and
therefore PCs) to regard an NPC with any kind of affection,
she has to be useful at least as often, and to the same degree,
as she is a liability. Otherwise, as in real life, patience
becomes exhausted and friends and relatives are disowned.
Many adventurers are rootless wanderers, either far
away from home and family or separated from them by
war, tragedy, or death. If a PC has relatives in the game,
they should be established right at character generation, as
part of the character’s backstory and with the involvement
of the PC. A barbarian has fellow tribesfolk, a cleric has
brothers or sisters in faith from a seminary or novitiate
temple, and so on. It’s a weak and potentially frustrating
move to merely have an NPC appear in a session and claim
connection to or entitlement with a PC without the player’s
consent. When built into a character’s story and gradually
developed (usually over the course of an entire campaign)
to be a useful and interesting addition to a story, such
NPCs can swiftly become favorites, worth both running to
and protecting when need be.

NPC Contacts and Traders: Often shopkeepers and
simple townsfolk get overlooked in a campaign, but even in
such seemingly mundane interactions clever GMs can find

opportunities to forge connections and have the fates of PCs
and NPC intertwine. Such supplementary characters have
every bitas much potential to be interesting and useful NPCs
as those integral to an adventure. Giving these characters
even basic personalities encourages PCs to cultivate contacts
with them, potentially building a foundation for a growing
business relationship or friendship. Once a sense of value is
established, the GM can begin to use such NPCs as means of’
passing along information, routes into future adventures,
or even simple boons (see pages 88-89).

NPC Allies, Followers, and Hirelings: It has been said
that the primary duty of a leader is to be a fit person for
others to follow, and it is the duty of every PC to nurture
good relations with NPCs in their employ or under their
command. The attitude of any NPC toward the PCs (both
individually and as a group) is something the GM should
note and track, and that should be reflected back in the
NPC’s attitudes and actions. Several options exist for PCs
to interact with helpful NPCs and hangers-on. While many
such NPCs follow the PCs for payment or their own reasons,
when there is a clear chain of command linking the PCs to
an NPC, the Leadership feat likely comes into play. These
rules should make it easier for PCs to get what they need
out of specialized NPCs in terms of service and obedience,
but it does not entail carte blanche to mistreat an NPC or
routinely put him into unreasonable danger. Eventually a
mistreated follower will desert the PCs, or harbor a grudge
that leads to sloppy work, vulnerability to overtures by an
enemy, or even an attempt on the life of one or more PCs.

DEAD ENDS

Sometimes the death ofan NPCleaves the player characters
at a dead end, especially if the NPC dies before passing
along some information that is vital to the progress of the
adventure. The PCs might kill an NPC they were supposed
to interrogate, or an unlucky die roll might claim the
NPC’s life too soon. This situation is not so much of a
nightmare as many GMs might think, and there are many
ways to deal with it.

Dying Words: If an NPC has information to give the
PCs—and if she regards them as friends and allies—the
information can be passed on with the NPC’s dying breath.
A message like this will be short—probably no more than
a half-dozen words—and there will be no opportunity
for the PCs to ask questions. “Look behind the altar” or
“Beware the third pillar” work well as dying words, but
“The leader of the Merchants’ Guild is secretly the high
priest of an evil cult” does not.

Searching the Body: Searching a dead NPC’s body can
provide the PCs with a handwritten note or some vital object
that might allow them to piece together the information
they might otherwise have gained from the living NPC.
Again, thereis no opportunity to ask questions, and the PCs



will have to make sense of the information for themselves.
In the event of death by particularly destructive means,
a page or two might be blown clear. The PCs will have to
act quickly but might be able to recover some information.

Speak with Dead: If the PCs are able to recover a dead
NPC’s body, the spell speak with dead allows them to ask a
number of questions, depending on the caster’s level.

Ghostly Visitations: If all else fails, the PCs might
receive a visit from the dead character’s ghost, or have a
vision in a dream, which conveys about the same amount of
information as dying words. Such supernatural messages
should be briefand rarely used, lest they lose the feeling of
supernatural portentousness.

WHO’S IN CONTROL?

The term “nonplayer character” suggests that NPCs
are characters played by the GM, but according to
circumstances and GM preference, they might also be
played by one or more assistant GMs, or by players whose
characters have died in situations where it is not feasible
for the party to meet a replacement PC. PCs who gain
devotees might also take on the role of playing one of their
followers. Who plays which NPCs is ultimately up to the
GM, but often making a secondary character a player’s
responsibility allows the GM to remain focused on the
story and keeps him from giving a single character and
her retinue an unfair amount of attention. Regardless of
who plays an NPC, the important distinction is that PCs
play the “starring roles” in a roleplaying adventure,
while NPCs are secondary characters and extras.
Yet remember that just because NPCs
are usually played by the GM, they don't
always have to be and can afford new
or guest players a unique opportunity to
participate in the game.

BEYOND EXPECTATIONS

Occasionally a throwaway NPC, one relegated
to a limited role and with few expectations from
the GM, comes to life, captures the attention and
interest of the PCs, and grows into a campaign
regular. Ifan NPC starts to assume an importance
beyond that planned for in her creation, the GM
should not be concerned. Continue to use the stats
created for the character (or generic NPC stats if
necessary) until the gaming session ends, then
make it a priority to create the required level
of detail for the character before the next
session. NPCs that grow organically out of
a challenging adventure, an entertaining
interaction, or merely player enthusiasm are part
of what keeps a campaign vital and interesting
for even the most farsighted GM.
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NPC TRAPS

As NPCs make up one of the most pervasive and important
parts of any campaign, they also present an opportunity for
some of the greatest problems. Where faulty rules can make
challenges unbalanced, a misused NPC risks ruining a
game’s believability or causing player frustration. Therefore,
GMs should bear a few common NPC traps in mind.
Competitiveness: Although NPCs are usually played
by the GM and some have goals conflicting with the PCs,
the GM should not make the mistake of competing with
the players. Roleplaying is a collaborative experience, not
a competitive one, with an adventure’s story being told
by the very act of the PCs overcoming challenges. If an
NPC impedes this fundamental arrangement, the story
doesn’t progress and the players might grow frustrated and
disinterested. While this doesn’t mean the PCs have to win
all the time, any failure should be temporary and feel as
though it adds to the story or is rooted in the rules of the
game, not in the favoritism of the GM for his pet creations.
After all, the game ends if the NPCs ever “win.”
Over-Protectiveness: While players can (and should)
become very attached to their characters, a GM can
sometimes become too attached to a particular NPC. The
GM might become so invested in such characters that rules
are bent or broken and the players’ suspension of disbelief’
is threatened. Nothing is more harmful to a game than
accusations—or even suspicions—of GM bias, and groups
have even been known to disband over them. The rules
apply to PCs and NPCs with equal force, and NPCs
will die—sometimes even NPCs that the
GM spent a great deal of effort
creating or for whom he had
greater plans. Ifan NPC’s death
leaves the PCs at an impasse, the
GM still has a number of options as
detailed earlier. If the NPC is simply
a favorite, then the GM should strive
to make the character’s death memorable
rather than trying desperately to keep her
alive. A dramatic death is preferable to any
number of improbable survivals and can
avoid players nursing grudges over GM bias.
Show Stealers: While a major villain
certainly merits some time in the spotlight,
a lesser NPC who regularly upstages the
PCs swiftly garners the players’ dislike
and resentment. The PCs are the
stars of the show, so to speak, and
NPCs are supporting characters, not
competitors for screen time. As with
over-protectiveness, this is an easy trap
to fall into, and erring on the side of caution
is always best.



NPC BOONS

Fantasy literature is filled with examples of characters

with wondrous powers who have no interest in being
heroes or villains. Sages content to watch events unfold as
they will, clerics imbued by the gods with special powers,
herbalists with knowledge of special concoctions, all have
unique abilities and insights that are theirs alone and,
should such characters come to favor friendly adventurers,
might use their special influence and abilities to turn
the course of entire campaigns. To represent the unique
skills and powers of individual NPCs and to grant PCs an
occasional rules-related benefit for their interaction with
the characters of a campaign’s setting, the GM might
devise boons to have certain important NPCs grant those
PCs they come to favor.

In short, a boon is a quantifiable, non-monetary way
an NPC might help the PCs. This might take the form
of'a discount on goods or services, a one-time bonus on
a specific skill check, or even a simple magical benefit
that only that character can provide. The nature of a
boon depends more on an NPC’s role in a campaign
world than any statistical element. As position in society
doesn’t necessarily correlate with class levels or specific
rules, boons are largely based on a GM’s sense of logic
and campaign believability. A young prince who is
merely a 1st-level aristocrat might thus be able to granta
far more favorable boon—granting a pardon, financing
avoyage, decreeing a law—than a baker statted out as an
11th-level commoner.

Boons are not wantonly granted, and PCs should not
expect to gain useful aid from every NPC they meet. Only
NPCs with an attitude of helpful grant such benefits, and
usually even then only to PCs they've come to trust over a
significant period of time or those who have done them
meaningful personal services. In such relationships,
NPCs are more likely to favor an individual than an
entire adventuring party, making it possible for only one
party member to be granted a boon while less favored
members are overlooked. PCs shouldn’t expect all NPCs
to grant boons; some just might not have anything special
to provide or aren’t important enough to have much to
offer. The success of those who try to extort boons from
characters using mind affecting magics is largely up to
the GM, as the effects of mundane boons might easily be
guessed, while more unique ones might only be known to
the NPC. Regardless of the effect, PCs should never have
direct control over the granting of boons—PCs never get
boons they can grant and cannot force even the closest
allies to grant benefits against their will.

What a boon entails varies widely, depending not just
on the NPC who provides it, but the tastes of the GM and

needs of a campaign. At their heart, boons are intended
to be a simple way for GMs to provide PCs with a minor
rules-related benefit in reward for developing bonds with
NPCs. Boons are never monetary, though they often have
a monetary value, and should feel like favors between
friends, not something that would change the life of
either the characters or NPC. They might occasionally
involve established elements of the rules—like a discount
on equipment or adding a bonus on a skill check in a
specific situation—but such occurrences should prove
minor. Boons tend to take three forms: favor boons, skill
boons, and unique boons.

Favor: Any character of any class or social level might
seek to aid their friends, with favors embodying such
benefits. A shopkeeper granting a 10% discount on his
goods, anobleman using his influence to set up a meeting
with alocallord, or a retired adventurer loaning someone
his masterwork longbow all count as favors.

Skill: Certain NPCs can share their expertise in specific
fields or pass their influence on to others. Skill boons are
minor bonuses on skill checks that an NPC might pass on
to a favored PC. As a guideline, skill bonuses usually grant
either a +2 bonus on a skill in a very specific situation—
never on all uses of a skill—or a one-time +4 bonus on
a specific skill check. For example, a famous merchant
might give a character his signet ring, providing a +2
bonus on Diplomacy checks made with other merchants
in his home city’s marketplace; a scholar of a lost city’s lore
mightinstructa PC, granting her a +2 bonus on Knowledge
(history) checks made regarding that ruin; or a guardsman
might even allow a friendly PC to call in a favor he has
with a local pickpocket, granting a one-time +4 bonus on
an Intimidate check made against that individual.

Unique: The rarest of all boons, unique boons are
special powers an NPC might grant that are exclusive to
that character and fall outside the purview of his class’s
typical abilities. Unique boons are special abilities too
minor to be part ofa character’s class abilities or so specific
to a story’s details as to require a GM’s customization. A
ghost who can grant a favored PC the power to see through
her evil illusionist husband’s illusions; a cleric of the
god of light who can grant a blessing that causes an ally’s
weapons to deal an additional +1 point of damage on all
attacks made against the shadowy creatures haunting
the nearby catacombs; or an alchemist who can concoct
a potion making the drinker immune to brown mold for
24 hours, all might be example of unique boons. As such
boons have the most flexibility and the widest potential for
exploitation, GMs should limit unique boons to be useful
only once or to prove relevant for but a single adventure.

What follows is a list of boons that might be offered
by members of each of the NPC classes in the Pathfinder
RPG Core Rulebook. As it would be impossible to cover all



the possibilities of NPC situations and potential boons,
the rest of this section should be considered a guide to
creating your own boons or a shopping list from which you
might choose boons to add to NPCs in a campaign. GMs
looking for more specific examples should see Chapter 9,
as each NPC therein includes an example boon that might
be granted by such a character. Although the boons listed
here detail some granted by characters with specific NPC
classes, any NPC of any class can grant a boon.

ADEPT

While users of divine magic are often regarded simply as
healers, their wisdom and vaunted positions mean they
can have much more to offer.

Favor: Free healing on a single occasion.

Favor: Letter of recommendation to lower-ranking
priests, ordering them to help the PCs as required
(granting the aid of a 1st-level adept hireling for 3 days).

Skill: Favorable introductions to contacts in a local
church, providing a PC a +2 bonus on Diplomacy checks
made to influence members of that specific church.

Skill: Proves especially knowledgeable in mysterious
alchemical techniques, granting a PC a +4 bonus on one
Craft (alchemy) check made to create an alchemical item.

Unique: Can brew 4 unique potions that instantly heal
the disease filth fever.

Unique: Allows the PC to commune with the spirit
animal of his tribe, granting the PC the ability to speak
with animals of a specific regional species once per day.

ARISTOCRAT

Aristocrats vary in rank from village squires to emperors,
with most having wealth and position that grants them
great influence in a community.

Favor: Provides an invitation to an aristocratic event,
such as an estate party, royal gala, or public celebration.

Favor: Use of influence to save the PCs from prosecution
for a crime.

Skill: Offering a day-long primer on local courtesy,
granting the PC a +2 bonus on a Knowledge (nobility)
check for the city or region.

Skill: Attends a character on his visit to the royal court,
granting the PC a +4 Sense Motive check on interactions
with the court’s members during that outing.

Unique: Loans a ship and provides a crew for a voyage
to a distant land.

Unique: Grants a PC a minor, landless title that affords
him access to certain local rights.

COMMONER

Although not usual famous or wealthy, commoners have
a wide variety of skills and can usually come up with
creative ways to repay favors.

Favor: Provides room and prepares an elaborate feast
in a PC’s honor.
Favor: Provides a 50% discount on a high quality, non-
magical item made using one of his Craft skills.
Skill: Freely uses his highest Craft or Profession skill for
the PC for a month of service (perhaps crewing a vehicle or
ship, tending to a rare plant, or training an animal).
Skill: Shares rural remedies, granting the PC a +2
bonus when using Heal to treat diseases.
Unique: Creates a map or leads a PC through the local
wilderness to a secret location only he knows about.
Unique: Competently manages a home or business for
an absentee PC.

EXPERT

Skilled craftsmen, professionals, and learned members
of society regularly have a wide range of specific talents
and obscure information that can prove useful to PCs.
Favor: Provides material for a PC, cutting the price to
create a non-magical item in half.
Favor: Can find a seller to buy any non-magic item or a
buyer for any magic item.
Skill: Grants access to an exceptionally well outfitted
workspace, granting a PC a +4 bonus on a specific Craft
or Profession check.
Skill: Teaches a PC a trick of the trade, granting a
perpetual +1 bonus on one Craft or Profession check that
the PC and expert share.
Unique: Obtains membership in a regional guild,
providing a PC with a 10% discount on a certain kind of
goods in a wide region.
Unique: Can create a special tool that opens an ancient
lock, circumvents an impassible trap, or replaces a part of
a fabulous broken mechanism.

WARRIOR

Professional warriors typically have a wide range of
experience and useful contacts among other career
combatants, those they serve, and those they oppose.
Favor: Gifts a PC one non-magical weapon, piece of
armor, or adventuring gear.
Favor: Can guard a precious object or hide it where
none will find it.
Skill: Relates his experience patrolling the local sewers,
granting a PC a +2 bonus on Knowledge (dungeoneering)
checks in the city sewers.
Skill: Provides information with which to blackmail a
local criminal, granting a PC a +4 bonus on Intimidate
checks against local street thugs.
Unique: Can form a posse, bringing together a group of
2d4 low-level warriors to aid in one specific plan.
Unique: Grants the secret of a specialized fighting
style, providing a PC with a +1 bonus on initiative.




DILLAINS

A good villain has to be more than just an evil, high-level
NPC or monster at the end of a dungeon bash. While the
basics of NPC creation covered earlier in this chapter offer

advice in developing NPC personalities, no NPC deserves
more careful and detailed development than a major
villain. To be memorable, a villain has to have a personality,
a powerful and believable hold over her minions, and
an evil plan that threatens an area significant to the
PCs—a settlement, country, continent, or even the world.
Villains are arguably the most important type of NPCs—
as, after the PCs, they likely receive the most time “on
screen”—and the GM should detail them as thoroughly
as possible, with complete statistics and full descriptions
and understanding of their appearances, personalities,
motivations, and every other feature that makes them
unique, as all of these elements will likely come up in one
way or another as a plot unfolds.

Not every local thug or monster chieftain needs to be
a fully realized villain, though. While the PCs will likely
face and defeat numerous opponents over the course of
a campaign, only the most significant ones or those the
GM plans to return to time and time again need to be
fleshed out into extensively detailed characters. A villain’s
character often proves important to the type of campaign
beingrunand the threats therein—brutal villains typically
have brutal means, while more cunning opponents tend
toward more subtle plots. In many ways, an adventure is
embodied by its main villain or villains, and GMs should
take the time to prepare accordingly. GMs hoping to run
effective and memorable villains in their campaigns
should consider some of the following advice.

VILLAINOUS ARCHETYPES

A strong concept is the first step in designing a memorable
villain. Several of the most basic villainous archetypes are
presented here, and with a bit of imagination a GM might
create countless permutations of such characters.

Crime Lord

Crime lords are usually rogues or multiclassed characters
with their highestlevelin the rogue class. A crime lord sits
at the heart of a shadowy web, taking a cut from all illegal
activity within his domain and dispensing rough justice
to those who transgress whatever rules she imposes. They
usually operate in cities. Crime lords are typically lawful
evil or neutral evil, and can be of any race.

Personality: Most crime lords see themselves as
entrepreneurs whose business does not happen to be legal.
They are pragmatic and ruthless, but not necessarily evil
or unreasonable.

Followers: Crime lords rule mainly over rogues, and
may affect a title like “Master of the Guild” or “King of’
Thieves.” Their inner circles almost always include a few
warrior types as muscle and at least one assassin. They
usually rule their followers by fear, making grisly examples
of anyone who crosses them.

Plans: Most crime lords do not have grand plans
their

Occasionally, a

beyond holding and expanding turf and
maintaining a decadent lifestyle.
crime lord might attack the local authorities—often in
response to an official crackdown on the bribery and
corruption that keeps eyes looking the other way. A
successful crime lord may eventually take on the role
of'an evil overlord or create an anarchic “city of thieves”

where almost anything goes.

Evil Overlord

The evil overlord is a powerful ruler, often of a martial
class, who has established control over an area in the
campaign world. She rules with an iron fist, taxing the
locals to death and exacting harsh penalties for the most
trivial of crimes. Evil overlords can be of almost any race,
and tend toward lawful evil alignment.

Personality: “Might makes right” is the evil overlord’s
motto. The peasants suffer because they are weak, and
the overlord’s minions live well because they are strong
enough to take from the weak. The evil overlord is the
strongest of'all, and rules by right of that strength.

Followers: The evil overlord’s followers are ruled by
strength or fear. Those who rebel or fail are made into
gruesome examples. Higher-level followers are kept
suspicious and resentful of each other so they do not
think of joining forces against their mistress. Instead,
each one vies for favor while scheming to bring down
the others. Most of an evil overlord’s followers are
fighters or warriors. She probably also has one or two
special retainers: a torturer or executioner who carries
out the overlord’s brutal justice, a wizard or cleric who
uses magic and spies to ensure the rank and file are
kept obedient, a pet monster, or perhaps a champion—
strong but very loyal (and perhaps also very stupid).
High-level fighters make good champions, but so do
combat-oriented monstrous races like ogres and trolls.

Plans: A typical evil overlord values wealth and power
more than anything else, and most of her plans revolve
around trying to acquire more of both. Short-term
objectives might include finding or taking powerful
magical weapons and other items, killing neighboring
rulers and taking their lands, robbing temples and other
sources of wealth, and executing anyone who objects.
Longer-term objectives typically involve conquest: from
the local area to the entire world. Any ruler or other
character who is more powerful than the overlord is seen



as a threat and must be killed or brought under control
until he can be dealt with once and for all.

Evil Priest

An evil priest is typically a cleric or adept, although he
may have some levels in other classes in keeping with
the interests of his patron deity. Evil priests can be of any
race or evil alignment. They can operate in one of three
basic ways, according to their personality and the status
of their religion: a tyrant who rules an area and burns
anyone who objects as a heretic, a vizier who manipulates
political power and acts as the power behind the throne, or
a cultist who commands a subversive congregation from
the shadows.

Personality: Not all evil priests are religious fanatics.
Some are simply ambitious and unscrupulous. Others
may be sadists, megalomaniacs, or psychotics. Just as evil
overlords justify their actions by strength, evil priests
always have some religious rationale, which might make
sense only to them.

Followers: The followers of an evil priest include
lower-level clerics, guards, and others of all classes

who might be fanatically devoted or simply frightened
into obedience. New followers are often recruited with
promises of power, wealth, or pleasure, according to
the nature of the priest’s deity. Special followers might
include an inner circle of acolytes, creatures from other
planes, and undead. If the priest is the power behind a
throne, he might also have a network of spies, assassins,
even an army at his command.

Plans: A tyrant might plan to spread the faith by
conquest, with increased wealth and power as pleasant
side effects. A vizier could scheme to gain and keep
political power, and then set the country on the path to
war and the conquest of infidel lands. A cultist might
want to destroy all of a region’s forms of authority so
his cult can take power or—especially in the case of
chaotic cults—summon their patron to wreak havoc and
destruction.

Mad Wizard

The mad wizard (or any other magic user) offers a
useful villain archetype for dungeon adventures, as
few question that insane geniuses build elaborate
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underground lairs stocked with monsters and traps.
Some powerful wizards use their magic overtly, setting
themselves up as petty rulers, while others work more
subtly, lurking in the shadows as advisors to powerful
individuals. Mad wizards might be of any race or
alignment, but are seldom good.

Personality: A mad wizard’s insanity or obsession has a
significant role in determining his plots. Megalomaniacs
want power (all the way up to divine power), paranoids
want to eliminate everything they see as a threat, whereas
the slighted want revenge for some real or imagined
injury. A host of phobias and obsessions can also add
color or themes to the means by which they pursue their
objectives.

Followers: Those who follow mad wizards either share
the wizard’s obsession or are terrified of what might
happen to them if they do not obey. In addition to lesser
spellcasters, mad wizards may employ warrior types as
guards and commoner types as servants. Perhaps more
than any other kind of villain, mad wizards are prone to
collecting monsters, often trusting them more than their
humanoid minions.

Plans: A mad wizard’s plans are often grandiose. Taking
over a kingdom is just the first step in taking over the
world, and then the universe. Dealing with demons might
be part of a larger scheme to bring down a demon lord and
establish the wizard as overlord of an infernal realm. Mad
wizards dream big, and dismiss accusations—and even
undeniable proof—of their twisted minds.

Scheming Noble

A scheming noble is an ideal villain for a campaign
highlighting political action. This type of villain is
normally an aristocrat, though typically multiclassed to
provide a greater challenge. Scheming nobles are usually
lawful and of the same race as the regional sovereign and
other nobility.

Personality: Nobles are raised on intrigue, decadence, and
manipulation. Outwardly, they might affect the personality
of'aloyal retainer or of boon companions who have a ruler’s
ear. Beneath the facade, they scheme for ways to advance
themselves and eliminate rivals.

Followers: Scheming nobles are often attended by
a number of paid servants, guards, even assassins.
Ultimately, if someone sells a service, they might be on
the noble’s payroll. Some followers might be motivated
by actual loyalty or personal ambitions, but most are well
compensated both for their service and for their silence.
Plans: These villains envy what others possess. Less
ambitious schemes might include engineering scandals
and planting evidence to bring down rivals, while grander
plans might include ruling the kingdom, either by stealing
the throne or by turning the sovereign into a puppet.

ADVANCED VILLAINY

Some GMs might seek challenges and variety beyond
what mere archetypes can offer. While sometimes
this merely means using villains in different ways,
it could also mean drawing upon the hundreds of
different races and rules elements that the Pathfinder
Roleplaying Game affords creative GMs. Noted here are
a few suggestions to keep a campaign’s villains both
despicable and unpredictable.

Recurring Villains: Only the very greatest villains
should be able to come back from defeat, and this should
happen very rarely. Otherwise the players might develop
a feeling of futility, along with suspicions about the GM’s
impartiality—which can severely disrupt a campaign.
The notes on the “pet NPC” from earlier in this chapter
apply with particular force to major villains.

In order for a comeback to be possible, the villain
must have escaped in such a way that the players do not
feel cheated. There are some exceptions to this, but they
are few: the villain might come back in undead form, for
example, or in a resurrected but still somehow damaged
body. In most cases, however, if the PCs killed the villain
fair and square, she should remain dead—end of story.

A villain should never come back from death more
than once. If the players start to feel that nothing their
characters do can put an end to the villain, frustration
and suspicions of cheating grow. The reappearance of
a defeated challenge should be greeted with shock and
surprise, not with knowing groans.

Stacking Villains: An alternative to villains coming
back to life is to stack them, one behind the other.
For example, a psychotic killer might be a religious
fanatic under the partial influence of an anti-paladin,
who in turn is the protégé of an evil priest intent on
starting a holy war. The killer is removing members
of a noble house to bring it down and create a power
vacuum that could lead to civil war. The anti-paladin
plans to take advantage of the chaos to attack one barony
after another rather than facing a united realm. This
is a limited example, but enough to demonstrate the
principle that defeating one evil only sets the PCs on the
path of a greater threat. This is much more intriguing
to most players than a villain who is resurrected again
and again.

Monstrous Villains: Villains are not necessarily
humanoid, and everything in this chapter applies
equally to villains of all races and species. Some races
lend themselves better to providing particular types of
villains—an orc makes a good evil overlord, for example,
although some imagination is needed to make such a
creature into a scheming noble—but playing against
type can be very rewarding. The main thing to keep in
mind is intelligence. A villain, almost by definition, is an



evil creature with a plan, and if a creature does not have
the intelligence to formulate an evil plan, it cannot be a
convincing villain.

Nonliving Villains: What if an intelligent sword
dominated a dim (but very strong) owner and became the
brains of the operation? What if a cursed helm or some
other item changed a character’s alignment and turned
him into a villain? A villain that is not a living creature
can provide some surprises and plot twists that will keep
the PCs very busy—especially if one of them slays the
supposed villain, loots the intelligent sword, and instantly
falls under the weapon’s thrall.

PLAYING VILLAINS

The time and effort that goes into the creation of a major
villainis wasted ifthe villain does not get enough time with
the player characters. Every GM knows the frustration of
spending hours crafting a great villain, only to have him
cut down in a few rounds with scarcely a word exchanged.
Every villain deserves a moment to defy or mock the PC,
and there are a number of ways to arrange this without
fudging dice rolls or railroading the players.

Hands-On Management

As every villain knows, minions cannot be trusted. Some
are disloyal, many are incompetent, and the rest are too
lazy to doagood job. This gives the PCs a chance to see the
villain before the final showdown and become familiar
with his personality. The villain can be present while the
PCs are chewing through lower-level minions—shouting
orders and threats, casting spells and other long-range
attacks, taunting the PCs, and escaping before they can
get within reach. Depending on the layout of a particular
area, the villain can be standing at the back of the troops
(and cutting down any who try to flee), looking down on
the action from a balcony with a bodyguard or two, and so
on. No matter the circumstances, the villain will always
have an escape route planned, and a fine sense of timing
about when to use it.

Secret Villains

Spells like detect evil are the bane of any villain whose
identity needs to be a surprise. There are spells and magic
items that can conceal a character’s alignment and even
make an evil character appear to be good, but the greatest
defense is a crowd. At a royal court, for example, there
should be a cross-section of people, many of them neutral.
Inevitably, though, some will be evil or chaotic. Are the
PCs going to scan the alignment of everyone in the castle,
or the city? What will they do about those who read as
chaotic or evil? If the villain keeps his head down, it could
take the PCs forever to work through the list of suspects—
time which the true villain can use to great advantage.

THE VILLAIN'S ESCAPE KIT

Sometimes a villain needs to appear and then get away. With
all the versatility and options at the hands of a capable party
of adventurers, this can prove quite difficult for the villain
and dangerous to the plot should she get trapped. At the
same time, PCs should never feel incapable of opposing the
villain or suspect the GM of unfairly favoring the antagonist.
If it’s important that a villain escape, consider some of the
following spells when planning her contingencies.

Airborne Escape: Air walk, elemental body, feather fall,
gaseous form, levitate, overland flight, spider climb, wind walk

Barriers: Acid fog, animate plants, antilife shell, blade
barrier, black tentacles, cloudkill, entangle, fog cloud,
incendiary cloud, interposing hand, magic circle, minor
creation, obscuring mist, plant growth, prismatic wall, spike
growth, spike stones, solid fog, stinking cloud, storm of
vengeance, wall, web, wind wall

Hindrances: Dimensional lock, hold person, hold portal,
hypnotic pattern, power word blind

Instant Egress: Blink, dimension door, ethereal jaunt,
etherealness, phase door, teleport, transport via plants, tree
stride, word of recall

lllusory Escape: Hallucinatory terrain, illusory wall,
invisibility, minor image, mirror image, mislead, persistent image,
programmed image, project image, silent image, simulacrum

Rapid Retreat: Expeditious retreat, haste, longstrider,
mount, phantom steed, time stop

e B I et o et Al it S

The Disembodied Voice
Spellcasting villains can use magical means to taunt and
provoke the PCs without exposing themselves to any danger.
Scrying and clairvoyance spells allow the villain to keep an
eye on the PCs and adjust the minions’ tactics accordingly,
while magic mouth, whispering wind, and similar spells let the
villain give orders and issue taunts. Various illusion spells
allow the villain to appear before the PCs without any risk.

A Bolt-Hole
Every good villain has an escape route prepared for use
if the final showdown goes in the PCs’ favor. Only fools,
fanatics, and psychotics ever fight to the death—most
others will try to escape as soon as it becomes apparent
they cannot win. There are plenty of spells and magic
items that a villain can use to escape and live to fight
another day. The sidebar lists some of the spells, and with
a little imagination it is possible to come up with more.
The keys are planning (some spells will need to be cast
in advance) and keeping a close eye on casting times and
saving throws. A low-level spell with no saving throw can
often be more useful than a higher-level spell that does
have a saving throw.



NPC CREATOR'S TOOLBOX

The following pages present hundreds of options to
help inspire or randomly generate interesting and
nuanced nonplayer characters of all types, from simple
townsfolk to stern guardsmen to notorious archvillains.
GMs might use one or more of these tables to create
interesting and realistic NPCs on the fly during a game
or when looking for more ideas to flesh out a campaign’s

TABLE
d%

major characters.

4-1; NPC BACKGROUNDS

Background

1-3
4—6
7-9
10—-12
13-15
16-18
1921
22-24
25-27
28-30
31-33
34-36
37-39
40—42
43—45
46—48
49-51
52-54
55-56
57-58
59—60
61—62
63-64
65-66
67-68
69—70
71-72
7374
75-76
77-78
79—80
81-82
83-84
85-86
87-88
89—90
91-92
93-94
95-96
97-98
99—100

Military veteran

Reformed criminal

Comes from a long line of tanners

Once owned an inn that was burnt down by bandits
Former alchemy lab assistant

Disgraced noble

Fought on losing side of civil war/revolution
Former prostitute

Refugee from land overrun by evil

Pious member of a notorious family

Ran away from a duel

Left at the altar

Criminal who retired after betraying rest of gang
Orphaned

Recovering addict

Childhood playmate of somebody important
Killed someone in self-defense

Escaped slave

Falsely convicted and then escaped from jail
Former indentured servant

Ran away as a youth and joined the circus
Abandoned spouse and children

Former sickly child who overcompensates as an adult
Failed priest

Failed merchant

Passed a guild test but too disillusioned to practice
Outwitted powerful monster

Practiced magic before a traumatizing accident
Died but came back through magic

Lost a magic item with potent abilities

Ran for office and suffered a humiliating defeat
Inadvertently saved the life of a future villain
Lost a spouse or child

Used to have to beg for food

Former artist suffering from a creative block
Raised by members of a different race

Former witch hunter

Pledged to keep a fantastic secret

Wanted for serious crime

Oppressed for race, sexuality, religion, etc.
Monster reincarnated as a human

TABLE
d%

4-2: NPC GOALS

Goal

1-2
3-4

Get a good night’s sleep

Sire a child

Prove noble heritage

Visit the next village

Solve a mystery no one else really cares about
Earn enough money to retire

Climb a mountain

Get a different, and better, reputation

Make friends with the PCs

Erase past failures with a single dramatic act
Move out of parents’ house

Get in better shape and learn to fight

See the ocean

See a particular holy text, fresco, or building
Find a new home for a mistreated animal
Get into the history books

Return home despite obstacles

Overcome a significant personal vice

Get proof that the afterlife exists before dying
Travel

Get married

Humiliate a rival

Find a missing child

Learn to gamble

Carry on a family tradition, like enlisting in the army
Go on a pilgrimage

Marry a childhood sweetheart

Commit a holy text to memory

Complete some sort of creative work (write a play,
carve a statue, etc.)

Find a better job

Avoid bankruptcy

Impress a disapproving parent

Impress a love interest

Achieve a higher social rank

Start own business

Help child get a good start in life

Become the recipient of an actual miracle
Redeem family name

Hunt and kill a particular sort of monster
Continue to live in family estate despite danger
Solve a murder

Cross an ocean

Discover the meaning of life

See an angel

Murder someone

Get cured of a disease or other affliction
Become a monster

Become a hero

Marry a prince/princess

Rule a country




TABLE 4-3: NPC PHYSICAL CHARACTERISTICS

d% Characteristic d% Characteristic

d% Characteristic

d% Characteristic

1 Warts 26  Sweats a lot
2 Bad breath 27  Giggles
3 Bignose 28 Hobbles
4  Long fingers 29  Jolly looking
5  Stubby fingers 30 Cracks knuckles
6  Boils 31 Whistles when talking
7  Veryclean 32 Cross-eyed
8  Very white teeth 33  Harelipped
9 Dazzling eyes 34 Rotten teeth
10 Sweet smile 35  Generally filthy
11 Beautiful curves/muscles 36  Tattoo
12 Dirty nails 37  Many tattoos
13 Dirty hands 38  Covered in tattoos
14 Calloused hands 39 One pierced ear
15  Eye patch 40 Pierced ears
16  Glass eye 41 Pierced nose
17 Glasses 42 Pierced lip
18 Enormous sideburns 43  Tribal scar on forearm
19 Yellow teeth 44 Winks a lot
20 Scratches a lot 45 Hacking cough
21 Sneezes a lot 46  Spits
22 Compulsive blinking 47 Dreadlocks
23 Bites nails 48 Different colored eyes
24  Obviously dyed/unnaturally 49  Missing teeth
colored hair 50 Scarred
25  Avoids making eye contact 51 Twitches

52
53
54
55
56
57
58
59
60
61
62
63
64
65
66
67
68
69
70
71
72
73
74
5
76
77

Laughs nervously 78  Moustache

Lisps 79 Beard

Limps 8o Stubbly

One eye 81 Obscenely fat
Missing a finger 82  Strangely tall
Scarred face 83  Unusually short
Picks teeth nervously 84 Double-chinned
No teeth 85  Thin-lipped

No fingers on one hand 86  Very hairy

Bald 87  Eyebrows meet
Comb-over bald patch 88 Wide mouthed
Shaved head 89 Missing a hand
Curly hair 90 Club-footed

Long hair 91  Missingaleg

Short hair 92  Missing an arm
Blonde hair 93 Horrible facial scars
Black hair 94 Clawed hands

Red hair 95 Webbed hands
Gray hair 96  Scarred from pox
Big ears 97 Terrible facial disease
Fat 98 Covered in cysts
Tall 99 Covered in pustules
Thin 100 Major deformity
Short

Homely

Handsome/beautiful

TABLE 4-4: NPC PERSONALITY CHARACTERISTICS

d% Characteristic

d% Characteristic

1 Always agrees (but changes mind just as easily)
Asks how much everything costs
Likes to act mysteriously

AW N

Makes snap judgments about people or situations and

tries to diminish any later evidence contradicting that

first impression

5  Makes token bets about minor things

6  When talking to someone says that person’s name a lot

7  Haggles over everything

8  Brings own food and drink

9  Says everything in a profound way

10  Know-it-all

11 Polite, but calls attention to it with elaborate bows or other
gestures

12 Constantly apologizes as a verbal tic

13 Makes lots of threats but swiftly backs down if challenged

14  Very mellow; advises people to take a philosophical
approach to both success and failure

15  Says as little as possible

16 Snickers or laughs at the misfortune of others

17  Gives people nicknames or uses terms of endearment

18

19
20

2418
22

23
24
25

26

27
28

29
30
31
32
33

Prays a lot

Gives people treats (cookies, candy, etc.)

Often appears surprised and slightly offended when
spoken to

Tosses a coin to make decisions
Has a list of numbered rules or maxims covering different
situations and quotes them when appropriate

|n

Tells people the “real” reason they do things

Asks for advice or opinions about very unlikely situations
Speaks with great formality; never uses contractions and
employs bigger words than necessary

Easily distracted by minor events in the area

Usually needs someone to explain a joke or metaphor
Has a particular core belief, potentially a rather odd one,
and steadfastly looks at everything through the lens of
that opinion

Likes to count things and have fun with numbers
Always tries to find a compromise

Always eating

Very bad liar

Asks rude questions without realizing they cause offense



Grumbles and complains about the difficulties involved in
any requested activities

Very sensitive to criticism or conflict

Absent-minded

Blames trolls for every trouble he encounters

Intellectual bully

Makes allusions to events from history or mythology
without bothering to explain them

Doesn't kill insects or other pests, gently moves them out of
the way instead

Sniffs or tastes things

Makes lists and checks things off

Cannot keep a secret

Seems slightly surprised whenever anyone else has a good
idea or does something productive

Easily moved to tears

Easily angered

Terrified of disease and sick people

Has a stock phrase and an accompanying gesture
Habitually mumbles a word that rhymes with the final word
other people speak before they pause

Delighted by puns and other sorts of word games

Makes animal noises when feeling threatened or excited

A connoisseur of fine food and drink who insists on
lecturing about it

Very superstitious; insists on carrying out elaborate
practices to attract good luck and avoid bad

Never turns down a dare or challenge

Never uses one word when ten will do

Propositions any even remotely attractive person
encountered but makes panicked excuses should someone
accept the offer

Always has a reason why something won’t work

Careless about possessions, spends lots of time searching
for overlooked nearby objects

Tells boring stories about children or other beloved young
people

Constantly suggesting ways to make activities more “fun”
and “exciting”

Collects small, relatively worthless objects like spoons,
salt shakers, or wine corks; enthusiastically inspects any
encountered and extols their “unique” qualities

Dotes on an obnoxious pet

Ignores a loyal pet

Self-loathing to an almost violent degree

Occasionally chants annoying little rhymes

Acts like someone from a lower social class as a sign of
solidarity but comes across as offensive instead

Openly scornful of organized religion and believes all gods
are selfish liars

Gets angrier and more determined with each setback
Thinks most objects are magical wondrous items

Seems to lack a moral compass when making plans (though

71

72
73
74

75
76
77
78

79
8o

81
82

&3

84
85
86
&7
88
89
90

91

92

93

94
95

96
97
98

99
100

not in everyday life); often proposes horrific solutions to
minor problems

Quietly makes personal sacrifices to help others, including
forgoing meals, “losing” warm clothing, and repaying
nonexistent loans

Suffering from some terminal illness

Name-drops constantly

Does a terrible job rather than refuse an unpleasant

or unwanted task

Never tires of learning new and interesting bits

of knowledge

Complains about smells no one else notices

Can’t stop drinking once starts

Trying to master some kind of performance skill like
juggling or ventriloquism but not very good at it yet

Is a failed actor and blames everyone else for it

Has a seemingly endless font of gossip; never stops
chattering about various rumors and scandals

Is a very distant noble and treats lower orders with disdain
Very cheerful; tries to raise downcast spirits with songs,
jokes, and uplifting stories

Grows more and more relaxed the worse things get;
conversely, on edge and nervous when things seem to

go well

Carries around a notebook to write down important
information but has trouble reading own handwriting
Makes up seemingly arbitrary rules of etiquette (“Redheads
always sit on the left side of the table!”)

Avoids making any kind of physical contact; grows
noticeably repulsed if touched and tries to clean self as soon
as possible

Always tries to be the center of attention

Is a little unhinged when the moon is full

Questions others about their background in order to
determine if they are “suitable”

From a place with different customs; often asks for
explanations of everyday things

Very jealous and possessive about a particular object or
person; tends to view others as rivals and treat them

as such

Continually mentions a heroic battle he was in and how
nothing else compares

Gives people little colored cards to represent the emotional
state they are creating (blue for sad, red for angry, etc.)
Explains simple things that don’t need explanations
Wishes was a cat and seeks someone to polymorph him/her
into one

Refers to self in third person

Has an imaginary ethereal friend

Has a habit of eating live insects without realizing it
Compulsively wipes or cleans things

Asks a kobold glove puppet its opinion at

inopportune moments




TABLE 4-5: NPC OCCUPATIONS

Acrobat
Actor
Alchemist
Almoner
Ambassador
Animal Keeper
Animal Trainer
Apothecary
Appraiser
Archer
Architect
Armorer
Artillerist
Artist
Assassin
Astrologer
Bailiff

Baker

Bandit
Banker
Barber

Bard

Barkeep
Barker
Barrister
Bearer
Beggar
Bishop
Blacksmith
Boat Builder
Boatswain
Bookbinder
Bouncer
Bounty Hunter
Bowyer
Brassworker
Brewer
Bricklayer
Builder
Busker
Butcher
Butler

Candle Maker
Captain
Carpenter
Carpet Weaver
Cartographer
Cartwright
Cask Maker
Castellan
Chamberlain
Chambermaid

Chandler
Chaplain
Chimneysweep
Chronicler
Cleaner
Clerk
Clothier
Clothworker
Cobbler
Coffinmaker
Coin minter
Composer
Constable
Cook
Cooper
Courier
Courtesan
Custodian
Deckhand
Diplomat
Doomsayer
Dowser
Dung Sweeper
Dyer
Embalmer
Engineer
Engraver
Entertainer
Executioner
Falconer
Farmer
Farrier
Ferryman
Fire Eater
Fisherman
Fletcher
Footman
Forester
Fortune Teller
Fowler
Furrier
Gaoler
Gamekeeper
Gardener
Gatekeeper
Gemcutter
Gentleman
Glassblower
Goldsmith
Governess
Gravedigger
Grocer

Groom
Guard

Guide
Haberdasher
Harlot
Harpist
Healer
Hedge-layer
Helmsman
Herald
Herbalist
Hermit
Historian
Hornmaker
Hospitaler
Hunter
Infirmarer
Innkeeper
Interpreter
Jester
Jeweler
Judge
Juggler
Keeper
Knight
Laborer
Lackey

Lady in Waiting
Lamp Lighter
Launderer
Leatherworker
Limner
Linkboy
Locksmith
Lookout
Madam

Magic Item Trader

Magistrate
Maid
Masseuse
Master
Master-at-Arms
Mercenary
Mercer
Messenger
Midwife
Milkmaid
Miller

Miner
Minstrel
Moneylender
Monk

Mourner
Mummer
Navigator
Nun
Nursemaid
Oarsman
Officer
Orator
Organist
Ostler

Pack Handler
Painter
Parchmenter
Pardoner
Peddler
Philosopher
Physician
Pilot

Pimp

Pitch Maker
Playwright
Poacher
Poet

Porter
Potter
Precentor
Prelate
Priest
Prostitute
Puppeteer
Quarryman
Ranger

Rat Catcher
Rent Collector
Roofer
Roustabout
Rope Maker
Sacristan
Sage

Sail Maker
Sailor
Sapper
Scholar
School Teacher
Scribe
Scrivener
Scullery Maid
Sculptor
Scop

Seer
Seneschal
Servant

Scaffolder
Shepherd
Sheriff
Shipwright

Shoemaker
Siege Engineer
Sign Maker
Silversmith
Sineater
Singer
Skinner
Slaver

Smith
Smuggler
Soapmaker
Solicitor
Soldier
Soothsayer
Spy

Squire
Stablehand
Steward
Stonecarver
Stonemason
Storyteller
Surgeon
Swineherd
Tailor

Tanner

Tax Collector
Taxidermist
Teamster
Thatcher
Tinker
Tobacconist
Tool Maker
Torturer
Tradesman
Turner

Valet
Verderer
Vicar

Vintner
Wainwright
Waller
Warrener
Watchman
Water Carrier
Weaver
Weaponsmith
Weapons Dealer
Wheelwright




TABLE 4
d%

-6: NPC SECRETS

Secret

TABLE
d%

4-T; NPC REWARDS FOR HEROIC DEEDS

Reward

Knows where a magic item is buried

Knows the best fishing spot

Knows who the murderer is

Is making liquor illegally

Knows why no one swims in the millpond anymore
Knows how to safely cook a poisonous fish

Is having an affair

Steals from his neighbors

Is a habitual liar

Is secretly related to another NPC

Knows what happened to all the rats

Is being blackmailed

Drinks heavily

Has a secret stash of funds

Is beaten by his/her spouse

Knows proper way to read a treasure map

Is an obsessive collector or hoarder

Beats offspring regularly

Is quietly religious

Knows location of a bandit hideout

Knows a particular monster’s favorite snack

Is a spy

Hears voices in the graveyard

Knows who really runs the neighborhood
Knows where to contact the fey

Is an assassin

Has a secret illness

Knows why no one in the village eats meat anymore
Knows how to get the oracle to answer truthfully
Engages in some deviant behavior

Knows command word for a magic item
Owes the local moneylender substantial funds
Worships an evil deity

Knows some local secret

Has a secret identity

Was a very different creature prior to reincarnation
Knows how to placate an angry ghost

Is a member of a secret local cult

Is wanted for a crime

Murdered spouse

Makes secret donations

Lost paladinhood due to cowardice

Is a paladin working undercover

Is the bastard child of a noble

Knows when the heir to the throne sneaks away to
visit an attractive peasant

Is terrified of a particular monster type

Has some orc blood in their family

Has some troll blood in their family

Knows where the meteor landed

Knows someone is not what appears to be

12
34

Wash or mend your clothes and equipment
Perform a skill check for you

Offer you a pet (dog, cat, pig, etc.)

Pray for you

Tend your mount

Pay for your lodgings

Buy you a small gift

Invite you to dinner

Sharpen your weapons

Gather supplies for you

Carry your belongings

Compose a poem praising your prowess

Compose a song praising your heroic qualities
Praise you loudly in public

Pay for your meals

Introduce you to a friend

Provide shelter

Write a letter or make some other sort of appeal to an
authority figure on your behalf

Buy you a reasonable gift

Boycott one of your rivals or enemies

Look after your home while you are away

Provide you with an alibi

Carry a message for you

Follow someone for you

Loan you property

Call in an important favor and use it on your behalf
Cast a spell for you at no cost

Wait for a specific event and then light a signal fire
Organize a festival or other public event

Train an animal for you

Buy you a substantial gift

Become your friend

Sell you goods at a discount

Bury or hide something dangerous

Lie or cheat for you

Name a child after you

Start a fight for you

Publicly protest against a ruler or other powerful being
Sabotage a bridge, road, or something equally important
Raise a child or care for another relatively helpless creature
Spy on your behalf

Agree to work off a major debt that you cannot pay
Take the blame (and punishment) for a minor crime
Become your servant

Become your follower

Become your squire

Become your henchman/woman

Become your cohort

Offer the hand of a relative in marriage

Marry you




TABLE 4-8: RANDOM ADVENTURING PARTY NAME GENERATOR

Roll on the first and third columns to create a suitable name, making additional rolls on any combination of other columns as desired.

d% Column 1 Column 2 Column 3 Column 4 Column s

1-2 Mighty Ebon Lions Swords and Slayers

3—4 Quiet Black Dragons Spears and Merciless Inquisitors
5-6 Valorous Green Giants Weapons and Vanquishers

7-8 Undaunted Blue Angels Scythes and Slaughterers

9-10 Questioning Violet Tigers Halberds and Talkers

11-12 Selfish Shade Wolves Daggers and Avengers

13-14 Foolhardy Shadow Wolverines Blades of Justice

15-16 Brave Pearly Warriors Scimitars and Revengers

1718 Noble Blood-red Fools Lancers for the Victims

19—20 Questing Crimson Monsters Archers of the Vendetta

21-22 Great Brown Aberrations Swordsmiths of the Endless Feud
2324 Ignoble Ochre Outsiders Crossbowmen and Vindicators

2526 Pious Bright Revenants Monster-Slayers and Payers

2728 Strong Moonlight Snakes Invincibles and Punishers

29-30 Studious Shadowy Rats Thrusters and Torturers

31-32 Incredible Dusky Mad Dogs Stars and Gloaters

33-34 Stout Rainbow Demons Gorgers and Sinners

35—36 Sturdy Pitch Devils Puddings of Unspeakable Terror
3738 Unbreakable Tar Beasts Bows with the Witch-Hunters
39—40 Fearless Coal Savages Flails for the Pilgrims

41-42 Blinded Nadir Griffins Axes for the Glorious Masses
43—44 Fearsome Mold Banshees Gauntlets of Murderers

45—46 Potent Jade Wyverns Oozes and Gibbeters

47—-48 Commanding Sage Carnivores Spines and Merciless Questioners
49-50 Superior Amethyst Vultures Sticks the Tools of the Gods
51-52 Impressive Coral Sharks Biters the Speakers of Truth
53—54 Meddling Tiger Eye Panthers Fists the Wayfinders

55—56 Lucky Obsidian Vipers Staves of the Path

57-58 Contagious Mithral Spiders Pikes of the Way

59—60 Loud Gold Trolls Iron Maidens of the Faith

61-62 Holy Silver Ogres Racks of the Spirit

63—64 Unholy Platinum Crows Burning Torches  of the Day

65—66 Ascendant Copper Ravens Hunters of the Night

67-68 Gripping Adamantine Eagles Tramplers of Gods

69—70 Fascinating Steel Dogs Wounders in the Dark

71-72 Infectious Iron Scorpions Smashers in the Sunlight

73-74 Eminent Forged Octopuses Breakers in the Shadow of Angels
75—76 Grave Snow Krakens Fire from Outside Reality
77—78 Compelling Dark Apes Smoke with the Right

79—80 Hypnotic Light Bears Flames with Righteousness
81-82 Persuasive Day Boars Clubs with the Gods

83-84 Irresistible Night Crocodiles Guisarmes with the Moon

85-86 Alluring Deep Cats Whips with the Angels

87-88 Fascinating High Lizards Tridents by the Side of Heaven
89—90 Magnetic Long Hyenas Javelins by the Hand of the Gods
91-92 Predominant Gray Hornets Warhammers as Whispered to by Things from Beyond
93—94 Magic Stone Raptors Slings as Commanded

95—-96 Reputable Ultramarine Toads Saps by Faith

97-98 Famous Mauve Weasels Falchions for Glory

99-100 Beautiful White Wasps Nets in Sureness
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yla levered the dagger
backward, and
the gem popped free with a
satisfying crunch. She held it
up to the light—not a scratch.
It was real, alright. No colored

. glass for this monkey.

Behind her, Anderi and
Kapos were arguing again.
Useless, both of them. If she I
hadn't lost her bag of holding, {58
she would gladly have knifed = §48
them both and left them as an . {
offering to the temple spirits. It gl
was the least she could do.

Anderi’s voice cut through
| her musings. “Snake!” she was
| yelling. “Tyla! Snake!” |
| “Now now,” Tyla called back. £
“No need for name-calling.
You'll get your share.”




" THE ROLE OF REWARDS

Much of the famously addictive appeal of the Pathfinder
Roleplaying Game and its predecessor games lies in its

variety of reward mechanisms. These most obviously
include experience points, treasure, and magic items, but
also such in-story advantages like information, property,
status, titles, even the possibility of eventual godhood.
Rewards mark the PCs’ victories. The act of scribbling
down a new item or quantity of coins on a character sheet
solidifies one of the game’s key pleasures. These moments
cement the players’ commitment to the game by connecting
them emotionally to what has just happened, while at the
same time hooking them with the promise of future gains.
Players revel in the success they’ve just scored, while also
looking forward to the future triumphs their characters
will be able to rack up after leveling up, using new gear, or
making use of a long-forgotten scrap of lore.

Expect responses to rewards to vary from group to
group and between individual players. Some players
enjoy constant rewards and actively alter their play styles
to maximize the benefits they receive. Others regard
them as a bookkeeping necessity they'd rather keep in
the background. Observe your players’ responses to see
where they fit on this continuum. As you make decisions
affecting reward distribution, seek out the sweet spot of
compromise that makes the experience as compulsively
entertaining as possible for the majority of your players.
Generalizations don’t always hold but can be useful as a
starting point in determining what your players will enjoy.
Younger or less experienced
players often tend to prefer
frequent rewards, with no
benefit too small to lovingly
describe. Even the most jaded players
can remember their first few sessions,
when a measly clutch of copper coins
wrenched from a stinking
kobold warren seemed like
the most awesome haul ever.
Older players, especially ones
who are squeezed for time and
can only meet for short sessions,
may prefer to move the rewards
process to the background. In this mode,
shopping, swapping, and leveling up usually
occurs outside of precious session time.
Whatever  their
experience, some players remain

amount of

more oriented toward rewards
than others.
invested in their characters' abilities

Players heavily

and in slaying monsters tend to want their rewards as
soon as they can get them. Becoming more powerful is
their biggest thrill. A steady stream of small power boosts
suits them just fine. They don’t want to go into the next
fight until they know they’ve squeezed every last iota of
potential ability from their past accomplishments.

Players more focused on characterization or story
progress may look at reward management as a form of
homework. They're more interested in seeing what’s on the
other side of that hill, or talking to the crazy hermit, than
stopping every scene to add up their XP totals or divide
treasure. They’ll find it easier to stay engaged with the game
ifyou bundle rewards together, dealing with them all at the
same time.

The diagram on the next page lays out in graphic form the
various considerations to take into account when deciding how
much emphasis to give to rewards over the course of a session.
Factors on the left side of the continuum lead to giving out
awards in occasional bundles. Factors on the right side argue
in favor of giving out rewards throughout the session.

EXPERIENCE

Experience points are the lifeblood of the Pathfinder
rewards system. They determine the rate at which the
PCs progress, and form the currency with which the
most spectacular and reliable abilities are acquired. By
deciding when and how to give out XP, you're establishing
the expectations the players will bring to the rest of the
game’s reward system.

Backgrounded Experience

Track experience points throughout

the session, without mentioning it
to your players. Announce awarded
XP at the end of each session, after the
evening’s narrative has concluded. Players
may level up only between sessions,
evenifthey passthelevel mark during
a game session. They're expected to
arrive at the next session ready to go
with all of their character changes.
Players who don’t own the rules set
should show up early to update their
character sheets.

This timing scheme suits groups
at the bundled (left) end of the rewards
continuum. It preserves session time and

keeps participants focused on the fictional

proceedings. Backgrounded awards remove

the temptation for players to undertake

ridiculous, tangential, or out-of-character
actions just to acquire the last few XP they need
to level up.
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Downtime Experience

Track experience points as they accrue. Whenever the party
stops in a safe haven, or the story leaps forward in time
and place, announce a period of downtime. All of the XP
accumulated since the last period of downtime is awarded
and characters may level up. When the PCs leave downtime,
the normal story resumes. Again track experience points
while they are accrued, and hold off awarding it until the
next downtime phase.

Downtime experience suits groups falling in the middle
of the rewards continuum. It compromises between
players who live for rewards and those who view them as an
occasion for homework. Downtime awards make leveling
up seem like something that happens in the world. The
characters only become visibly better at their tasks after
taking some time to rest, reflect, contemplate, and train.

One danger with downtime awards is that they can
tempt players to take otherwise poorly motivated rest stops
just to gain their XP awards and level up. Depending on
the pacing of a given session, a break for downtime might
completely deflate the game’s momentum and make it
hard to recapture your players’ attention. On the other
hand, it might give you a much-needed break to work out
an upcoming encounter, dream up fresh story events, or
simply let your brain idle for a few minutes.

Ifplayers seek out downtime atanill-placed moment, you
can always deter them with a plot development requiring
immediate action. This interruption might range from
a simple wandering monster attack to an elaborate new
wrinkle in the campaign’s ongoing storyline.

PCs AS SCROUNGERS,
TRADERS, CRAFTERS

Immediate Experience
Award players experience points as soon as they earn them.
Allow the characters to level up at the end of any scene, as
soon as they have accumulated enough XP.

Immediate experience suits a group at the frequent
(right) end of the rewards continuum. It focuses the game
more obviously, for good and for ill, on the acquisition and
expenditure of experience points. As the name suggests,
this system gives the players immediate gratification
when they succeed.

When using this timing scheme, be prepared for the
game to stop at a moment’s notice, shifting into rules-
scanning mode while the players level up. Characters also
risk becoming unsympathetic or unbelievable as they
chase the biggest XP results at the lowest risks.

Handwaved Experience
Ignore XP altogether. Decide how many sessions you want
the group to spend at each level. Allow your players to level
up each time they hit that milestone. This option suits
groups at the far left side of the rewards continuum.

Ad Hoc Experience
Many players recall with great fondness sessions where the
dice were never rolled. When a game spends considerable
time developing plot and character and places fighting
monsters and accumulating XP in the background,
however, some players may feel that they’re being penalized.
In these situations, reward out-of-combat successes with
ad hoc experience awards.



When the group takes part in an entertaining scene that
takes 15 minutes or more, consider awarding ad hoc XP.
Ask yourself the following questions:

« Did the scene move the group toward an important,
identifiable objective?

» Did the group face significant negative consequences if’
the events portrayed in the scene went against them?

. Did the players take an active role in the scene, as
opposed to listening to your descriptions or NPC
dialogue?

« Did most ofthe players make a noteworthy contribution
to the scene?

. Did all of the players appear attentive and entertained?
If you can answer at least four of these questions in the

affirmative, you should award ad hoc XP. The following steps

can be used to determine a baseline figure for ad hoc awards:

+ Roughly determine the amount of real time it takes
you, on average, to run a challenging encounter.

« Divide this into 15-minute increments. So if it takes

you an hour, more or less, to run a challenging fight,

you have four increments.

Take the XP award the group would normally get for

a challenging encounter (usually APL+1) and divide it
by the number of increments. This is your baseline ad
hoc award.

Once you have decided to award ad hoc experience for
a scene, roughly estimate the amount of real time the
sequence took. Award your baseline amount multiplied by
the number of 15-minute increments as ad hoc XP.

Revise the baseline as the group increases in level.
Take into account any increases in the average length of
encounters, as well as the experience awards the characters
garner. Additional individual ad hoc experience points
can also be awarded to players for particularly good
roleplaying. If you decide to use individual awards, be
careful not to show favoritism. All of the characters should
have opportunities to receive such rewards at some point.

Players on the right side of the rewards continuum
probably prefer heavily action-oriented games. If your
game consists mostly of exciting combat sequences with a
minimum of plot to connect them, it’s probably not worth
bothering with ad hoc awards.




TREASURE

Game balance depends on rewarding the treasure values as
given on Tables 12—4 and 12—5 on page 399 of the Pathfinder
RPG Core Rulebook. Award too much, and the PCs will
unpredictably tear through encounters. Too little, and they’ll
be unable to keep up. Within the limits of these charts,
however, you can dole out treasure in various ways, depending
on your group’s position on the rewards continuum.

Groups toward the left end of the continuum tend to favor
a broader storyline and epic action over a game that casts
them in the role of petty coin-counters. In these cases, don’t
spend a lot of time describing coins, currency transactions,
the sale of looted antiquities, or other money issues. Nor
should you worry about minor expenses. The cost of living
guidelines on page 405 of the Core Rulebook provide an easy
way to quantify such expenditures. You can place specific
treasures in particular encounters, making sure that the
overall amount equals the recommended character wealth
by level by the time the characters reach a new level.

In extreme cases for the left side of the continuum, you
can handwave treasure altogether. As characters level up,
award them the cash they need to bring them in line with
Table 12—4. The assumption is that they've picked this up
along the way, but in a way that wasn’t interesting enough
to make a big deal about. Similarly, assume that the
characters spend enough to keep themselves in reasonable
comfort while in towns and leave it at that.

On the other hand, more reward-focused groups on
the right side of the continuum often enjoy tracking
treasure. To please them, you can research historical
economies and describe each treasure horde in loving
detail. For variety, include art objects, gems, and notable
or valuable mundane equipment. For example, in the
medieval era, items of luxury clothing were among the
most highly valued trade goods. A little later, spices
became wildly desirable.

Some groups prove particularly cash-obsessed, more
interested in leveraging the economic system than killing
monsters. If so, assume that they’ll go the extra mile to get
ahigher than usual percentage of the base price, and build
that into your game. Peg the ultimate cash values of their
treasures to the amount they can get if they coax, haggle,
and swindle maximum prices out of their merchant
partners. Use this interest to build in plot elements. They
might happily spend more time spying on rivals, muscling
out competitors, and fending off bandits than they do
fighting orcs and demons. Rather than discouraging this
behavior, you can go with it, building your treasure values
and plot elements around it. The profit motive may not be
traditionally heroic, but it does provide an easy source of
story hooks. For example:

» The Skull of the Crimson Khan might fetch little in
the farming community surrounding the dungeon,

requiring a dangerous overland journey to the Bazaar
of the Silver Kingdoms.
« The corpse of a bizarre aberrant creature, if properly
preserved and maintained, might fetch a pretty penny
from the crazy wizard-sage of the Spiral Tower—if his
automaton rivals don’t swoop in and steal the coffin first.

MAGIC ITEMS
Magic items are an integral part of treasure calculation
in the Pathfinder RPG. The system determines a baseline
treasure haul per character for each level, assuming that
most of the treasure will be used to buy magic items.

Rewards-oriented groups, on the right end of the
continuum, enjoy finding, trading, and selling magic
items. Often they’ll enjoy the economic aspect of the game
somuch that they’ll set up lucrative side businesses making
and selling enchanted objects. Let them feel rewarded for
these activities, while subtly reducing dungeon treasure
hauls to keep the group’s overall access to cash in line with
Table 12—4. They might face early successes only to see the
value of manufactured items drop as they contribute to an
oversupply. Let them get away with what seems like a score
or two, then add complicating factors that can also act as
story hooks, such as:
« Other shady adventurers come after the characters, as

easier sources of treasure than dungeons.
» Competing enchanters target the PCs for elimination.
+ Supplies of raw materials dry up, requiring quests into

the dangerous wilds.

Keep detailed treatment of magic items low for groups
on the left side of the continuum. Ask them for wish lists
of items they desire for their characters. Use these as the
items they find while dungeon crawling, adding in just
enough variation to maintain a sense of surprise. These
groups usually want to use their magic items without
fussing over them. The odd item might serve as an epic
plot device, but most magic items should remain quietly
in the background.

High or Low Magic?
Fantasy game fans often speak of high- or low-magic
settings. High-magic settings feature powerful and
commonly available spells and magic items. Low-magic
settings make magic rarer and less effective.

In fantasy literature, especially works by writers like
Robert E. Howard and J. R. R. Tolkien written before
roleplaying tie-in novels began to influence the field,
powerful magic tends to be scarce. Even in settings we
tend to think of as having high magic restrict it to its
rare and remarkable leading heroes and villains. Where
magical gear is concerned, the hero might have one or two
very special items, rather than an entire kit-bag loaded
with devices for every occasion.



The default fantasy setting is usually one of very
high magic. Magic items are widely available. They’re
manufactured by retired magicians, traded by merchants,
and found lying around in dungeons. This conceit trades
epic atmosphere for gaming convenience. The rules as
written assume that characters get magic items in line
with their levels, and that when an adventurer desires a
piece of magical gear, he need only pony up the cash and
it’s his.

But these default assumptions do not appeal to
everyone. If you want a setting with lower magic, two
ways of adjusting the level of magic in your game are
presented below, as well as the repercussions such
changes can have on the game itself.

Reducing Magic with Rules
Adjustments

Certain classes, like spellcasters, lose some of’
their effectiveness when deprived of magic
items. If you restrict PC access to magic
items, be sure to revisit all other aspects of the
game system with which they interact. At lower
levels, when magic users are somewhat outshined by
weapon wielders, you already have a functionally

————————————

low-magic game and don’t have to change so much.
But limits on magic can change game balance
dramatically at higher levels. Monster Challenge
Ratings will need adjusting, to take into account your
group’s reduced damage output and lower AC values.
Altering the rate at which the magic-wielding classes
acquire spells also changes the balance between them
and their weapon-wielding counterparts. Be careful
when reducing access to healing items and spells, as
this will make the PCs frailer.

Reducing Magic with World Description

As an alternative to altering the rules, you can do
what fantasy authors do—establish magic as rare and
remarkable, then portray the protagonists (the PCs) and
their opponents as the few people who have access to it. In
this model, you have high-magic PCs operating in a low-
magic world. They retain ready access to magic items, but
that doesn’t mean that every wealthy or accomplished NPC
they meet is likewise dripping with them. People gasp in
awe when they see the heroes walk down the street. The
open display of these items in public makes the PCs a
target for thieves. Be careful not to overdo this last point,
however; having rare items should make the players feel
special, not hounded.

High-magic PCs in a low-magic world can’t easily trade
items and wouldn’t dream of selling them. Use the wish
list method of magic treasure allocation, described above,
to ensure that players get the gear they need and want.

Magic Shops

No issue epitomizes the advantages and drawbacks of a
high-magic game like the question of whether to place
magic shops in your world. Players, especially those
toward the right end of the rewards continuum, love
ready access to stores where they can purchase items
they need, sell the ones they make, and trade the ones
they find and don’t want. On the other hand, this makes
magic items seem as prosaic and interchangeable as
modern consumer goods.

If you consider this a problem, you can simply
declare that magic shops don't exist in your setting.
Allocate items according to the wish list method. The

PCs must always overcome plot obstacles to swap, sell,

or buy major items they don’t find themselves. Minor

or disposable items, like potions and scrolls, might

be available for sale from itinerant traders or at
general stores.

Alternatively, you can assume that magic
shops exist in the background of the world,
entering into a social contract with players not

to focus on them or make them a part of the story.
If the PCs pay too much attention to them, including
planning heists, they go away, leaving the group
without a way of buying, selling, or trading desired
items.

Types of Magic Shops

Low-end shops are small, dingy operations, usually
owned by a sole proprietor. They're often disorganized,
dingy, and filled with marginally useful clutter. Shops
of this grade frequently appear in undesirable or
remote neighborhoods. They offer minor magic items,
a range of common magical components, occult texts,
and perhaps the occasional mighty relic misidentified
as useless junk. Most low-end shops follow an inflexible
“buyer beware” policy, offering no guarantee that items
are free from defects, curses, hauntings, or ownership
disputes. For security, these shops rely on traps, curses,
and crude but effective fortifications. Low-end shop
owners tend to be reclusive, eccentric, or truculent.

Mid-range shops are larger and cleaner, usually with a

small staff that courteously caters to customers. Shops of
this type frequently nestle on cozy side streets not far from
a city’s commercial district. Many double as informal
social clubs for the mystically inclined. Mid-range shops
offer a fuller array of merchandise: in addition to a wide
range of well-labeled components and large collections of
scholarly tomes, they sell both minor and medium items.
Items are guaranteed free from curse or defect, though
the customer’s only remedy is a full refund. Skilled
mercenaries, some of whom are spellcasters, provide
security. Magical traps supplement the fortifications.



High-end shops are located alongside a city’s purveyors of
luxury goods, in heavily guarded districts. These top-range
shops often specialize exclusively in major items, and reliably
vouch for the quality of their wares, including freedom from
curses or other ill effects. Security such shops is top of the
line, with powerful spells and traps, and highly skilled and
well-paid guards, some of whom may not be entirely mortal.
They might be trained monsters, ingenious automatons, or
summoned outsiders. The identities of a high-end shop’s
true owners are often shrouded in rumor and mystery. They
might be phantasmal surrogates, disguised dragons, or even
powerful entities from the Great Beyond.

Trouble ltems

Magic items are not as rigidly tethered to the advancement
system as spells, feats, and other benefits of leveling up.
For this reason, it occasionally happens that a magic item
unbalances your campaign. It might be an item of your
own devising, or an insufficiently playtested bit of gear
from a published product. Even classic items can disrupt
certain campaigns, especially ones with non-standard
premises. For example, unrestricted access to divination
items can ruin a heavily investigative campaign.

Beware of magic items so powerful that they allow their
users to consistently outperform the rest of the group.
Likewise, look out for items that violate the exclusivity of
a character concept out of combat. When players choose
their classes, they expect to be better at the core tasks
associated with those classes than other group members.
If an item does a better job of healing than your group’s
cleric, and it winds up in another PC’s hands, the cleric’s
player might feel eclipsed. Avoid this either by adjusting
or removing the trouble item or by making it an item
usable only by the class whose abilities it duplicates.

When an item proves troublesome, you can handle it
within the storyline, or step out of character to negotiate an
adjustment with the player. In the first option, something
happenstogetthe item out ofthe character’shands entirely,
or change what it can do. The character might be called
on to sacrifice it to fulfill a quest or achieve some greater
story objective. The item might be damaged, magically
altered, stolen, or reclaimed by a previous owner. This
approach allows you to maintain an illusion of fictional
reality. To avoid player resentment, make sure to contrive
in the other direction, too, adding in a compensating plot
development or more appropriate item as a replacement
for lost treasure.

It may be easier to step out of character to handle trouble
items. Propose an adjustment that fixes the problem,
perhaps suggesting several options. Solicit the player’s
input. Some players will accept a toned-down version of
the current item, while others might prefer a completely
new piece of gear.

Story Items
Magic items in fantasy literature often have a narrative
attached to them. When the group gets a powerful item,
you can use it as a springboard for story developments.
Anyitem can be used as the focus of a story. Using a term
made famous by Alfred Hitchcock, screenwriters refer
to an object that serves as the motivating factor to drive
a storyline as a macguffin. Famous macguffin include
the Maltese Falcon, from the book and movie of the same
name, and Pulp Fiction’s glowing suitcase. Mythological
macguffin include the Golden Fleece and Holy Grail.
Any mission that sends the PCs to find a particular item
is a macguffin story, whether a former owner dispatches
them to find it or the group finds reference to it in an old
tome. Once the group finds the macguffin, it might fade
into the background as just another item of treasure, or
gradually lead to a more sweeping narrative. Alternatively,
you can introduce your big storyline sneakily, by having
the item appear as just another piece of dungeon loot.
Only after they begin to use it do the adventurers find
themselves in a swirl of epic events.
With or without a macguffin, you can gradually build
your magic item storyline until it reaches sweeping
proportions. Classic magic item storylines include the
following:
« The object to be destroyed. The item is a work of evil.
Disaster looms if'it falls into the wrong hands. The PCs
must undergo an extensive quest, at the end of which
they must destroy the item. Along the way, they must
evade pursuers who seek to take it from them. The object
grants power if used, but tempts those who employ it to
become its slaves.
« Theroyal symbol. Like King Arthur’s Excalibur, the ability
towield this item and awaken its powers indicates that the
owner is some kind of chosen one. By taking possession
of the item, the group embroils itselfin a wider conflict
to defend a kingdom, empire, or secret society.
« Theweapon of destiny. The item (which need not be a literal
weapon) will turn the tide of a great war—if only the
heroes can find it and use it correctly. As with the object
to be destroyed, enemy pursuers complicate matters,
trying to stop the item's arrival at the pivotal battle.
By making an item central to your storyline, you're
granting extra attention to the player whose character
wields it. If you make an item usable only by one hero,
find reasons for the other characters to also have a stake in
the overall objective. You might give the item to a quiet or
hard-to-motivate player to draw them into the story, while
tying it into existing plot lines for PCs who have already
established clear goals. Alternatively, use items that
multiple PCs can make use of. Depending on the makeup
of your group, a relic could grant one power to a fighter
and another to a cleric.



— STARTING TREASURE

By default, we tend to think of starting characters as

inexperienced beginners who have scraped together a few
coins to equip themselves with mundane items for a new life
of adventure. By adjusting what beginning characters start
with, you can use starting treasure to define the characters,
making them part of the world they’re about to explore.

STARTING WITH MAGIC ITEMS

Giving each of the PCs a starting magic item makes
them more robust and capable from the jump, and can be
useful for smaller groups. Campaign concepts in which
the characters already enjoy wealth, status, or recognition
mightalsobereinforced with startingmagic. Forexample,
the PCs might be the younger generation of'a land’s great
trading houses. It makes narrative sense for their families
to give them a leg up over other adventurers.

One option is to grant the players a collective budget
of 1,500 gp per person, which they can use to buy any
number of magic items. Leave them alone to agree on a
distribution; they might get one mighty item, used by
only one of them, or many lesser ones, so everybody gets
something. The budget can only be spent on magic; they
don’t get to keep leftover cash.

Keep a close eye on what the players purchase, and veto
anything that might break the game from the beginning.
Also be prepared to adjust encounter difficulties to
account for the increased competence of magically
equipped parties.

Be careful starting young or inexperienced players
with magic items. Giving the stuff away can devalue the
classic moment when a player finds her first piece of
magical gear out in the wild.

Heirloom ltems

When characters start play with magical items, ask players
to create a brief story explaining how they got them. The
story should not only reveal something about the item, but
also about the person who carries it. Avoid bogging down the
introductory adventure with a recitation of each description.
Instead, space them out by waiting until the items see use in
play, prompting each player to supply his own anecdote.
We're calling these heirloom items, because the most
obvious story is that the item was handed down in the
character’s family. This explanation humanizes the
character and creates a supporting cast the GM can bring
into narrative moments. No longer are the PCs rootless
vagabonds; they have a history, and people they care about.
Alternative explanations are as varied as your players’
creativity. An item might be a loan from an organization
or patron, which you can weave into your campaign as

it develops. Characters might tell of finding the item
themselves, in a moment predating their adventuring
careers. A rogue might have stolen her item, implying
an enemy character who may appear later looking to get
it back. Consider ways to build on each mini-narrative,
crafting them into a broader story.

Non-magical equipment can also be treated as
heirlooms, especially for characters from impoverished
backgrounds. That scuffed-up suit of leather armor
might be a hand-me-down from a roguish uncle, or a
precious bit of loot from a terrible battle that took place
nearby a generation ago.

Setting ltems
Another way to add flavor to starting magic items is to use
them to introduce details of your world, whether you're
using the Pathfinder world of Golarion or a setting you
have created. Make a list of each treasure item selected,
or the most notable piece of standard gear carried by
each PC. Avoid consumable items, which are unlikely to
have survived long enough to have interesting histories
attached to them. Develop quick snippets of narration
referring to their histories. For example:

« “Your sword’s blade is new, but the haft is a crude, cast-
iron handgrip bearing the runes of the fell king who
ruled a duergar kingdom in Nar-Voth 2 centuries ago.
The haft gives your sword its magic.”

« “Faint hieroglyphs on the hand of the mage you wear
around your neck date it to ancient Osirion. The
mummified appendage might have belonged to a vizier
of a god-king, who lived and breathed 5,000 years ago.”
Highlight facts about the world you expect to take on

greater significance in the course of play. Alternatively, you
might choose random setting details and then use them as
inspiration for adventure hooks. The first example above
suggests that the party will eventually meet duergar or
journey to Nar-Voth, while the mummified owner of the
third item might eventually come back to repossess it.

As with heirloom items, slip setting items into your
narration at suitable moments as the action progresses
rather than front-loading them into your opening session
preliminaries. Be ready to collaborate with players on
modified descriptions in case they decide that your
suggestions don't fit their character concepts.

Plot Items

Plot items work like setting items, except that, instead
of referring to great events of the past, they set up future
developments in the PCs’ personal stories. Introduce
them to the players before the action begins, perhaps with
a brief description on an index card. Be careful not to
impose choices that alter a player’s character background.
Work with the player until you have a hook that works for



you, and a personal detail that fits her vision. Although

secrets occasionally lead to interesting play, backstories

the players are willing to share with the rest of the group
are more likely to take an active role in play.

At a suitable moment in the action, invite the player to
describe the item and its backstory to the other players.
Examples include:

+ “I found this magical feather in a red vellum envelope,
slipped under my door at the inn the day before I set
out for the big city. A note inside was signed only, ‘Your
benefactor.” (The gift establishes a mystery, the identity
of the benefactor, which you can slowly develop and
finally reveal.)

« “This darkwood shield was given to me by my uncle, who
said it saved his hide several times, back during the gnoll
raids.” (This detail introduces a mentor figure who can
give the PCs crotchety advice, and sets up the possibility
that the gnolls will rise again to terrorize the area.)

Mighty Items

Under ordinary circumstances, avoid giving starting
PCs magical weapons that would normally be reserved
for much higher-level characters. Overpowered items can
wreak havoc with your ability to scale encounters to the
characters’ capabilities.

As a change of pace, though, a powerful item can drive
the premise for a campaign or a series of linked adventures
within a campaign. Getting an item that outclasses them
leads the PCsinto aseries of crises. Entities better equipped
to use the item hunt them down and try to take it away
from them. Political leaders treat them as a destabilizing
threat to public order. Do-good sages try to capture the
dangerous item and lock it in a vault forever. Meanwhile,
the characters realize that they have a goal to achieve or
duty to perform that requires them to hold onto the item
until certain events occur or conditions are met.

For starting PCs, a major item may be mighty enough
to make the plot work. Relics or artifacts, however, carry
more cachet and are more likely to be received with a
mixture of glee and fear. Create a new artifact for the
purpose, or modify an existing one. Limit its number
of uses so that the characters can occasionally use it to
blow through superior opposition, but can’t rely on it to
overcome every obstacle they run up against. The players
should have to think hard before pulling it from their
arsenal. It might cause additional problems whenever
it is used. The item might do collateral damage to
surrounding people and buildings, or its use might alert
pursuers to the party’s presence.

WEALTHY CHARACTERS

Princes, scions of mighty trading houses, and other
characters of wealth and influence bring a ready supply

of plot hooks to your game. But the modest starting
budget given to player characters would seem to rule out
certain background concepts. World logic says that their
vast resources ought to include any piece of gear available
for sale, but game balance requires that treasure must be
earned in the course of play.

This can be addressed in the character’s background.
Perhaps the character is proving a point to doubting elders,
stealing away from familial duties to lead a footloose life, or
has been banished from the fold, justly or not.

Duringplay,youmightalsoacknowledge the characters’
wealth in areas other than the equipment list. Ordinary
citizens fawn over them. They have many contacts and
enjoy access to the highest levels of society. Their non-
combat garb might be expensively impressive—though
of course, social rules forbid them to sell it to buy useful
adventuring gear.

Alternatively, if other players consent, a player with a
character concept that logically demands it might get a
10-20% bonus to their starting budget.




WHAT IS A REWARD?

With a little added effort, treasure can be much more than

just numbers temporarily penciled onto a character sheet.
You can also extend the definition of treasure by making
avariety of intangible benefits available to the characters.

MARING BASIC TREASURE
INTERESTING

Each time you place a major treasure hoard in your game
that includes coins or goods, look for a way to make the
experience of discovering, transporting, or trading it
somehow interesting or memorable. One general point
to bear in mind when fleshing out any aspect of your
world is that engaging details compete with one another.
Players tend to recall one or two salient moments from
any given session. They form strong memories of items
and incidents that carry an emotional charge or promise
to affect future events. If you lovingly add texture and
history to every single item of treasure, all of this detail
will blend together. This technique is more powerful when
used sparingly.

Be prepared to be flexible when introducing special
treasure details. You may find yourself about to bring
in a vividly detailed treasure when the players are
preoccupied with other concerns, like chasing down an

escaped enemy, saving a dying comrade, or charging
onward to the next plot development. If something else
has already captured their interest, turn the treasure into
a nondescript pile of coins and save the vivid details for
an otherwise uneventful moment.

The most memorable treasure details are those that
relate in some way to other events in the campaign,
including the characters’ backstories. This might be as
simple a matter as specifying that a cache of coins was
minted in Celwynvian, when one of the PCs is exploring
her elven heritage. When customizing basic treasure, ask
yourself'the following questions.

Does the item reinforce a PCs
characterization?

If a player has described his character as obsessed with
books, make sure that your campaign’s treasure troves
turn up more than their share of rare and antique tomes.

Can the item reflect the adventure’s theme?
In an adventure where the heroes are questioning their
identities, they could discover a precious mirror. During a
quest for political power, they might find a crown or scepter.

Would the item foster an interesting
debate or conflict within the party?

If one PC hates demons and wishes to destroy anything
associated with them, and the other is interested in
studying dark arts in order to defeat them, give them a
golden demon statuette to argue over. Aim for conflicts
that define the characters, rather than ones that set them
at each other’s throats.

Is there a detail that will become
important later?

Foreshadow a future adventure into the ruins of a
forgotten civilization byletting the adventurers discover
atapestry depicting the rise and fall of that society. This
allows you to spread out the history lesson over several
game sessions.

Can an item of treasure be used to subtly
introduce an NPC?
Often you want the party to meet a supporting player
in a casual context before they discover his or her true
importance in the story. The NPC might later be revealed
to be an evil conspirator, a prince unaware of his
birthright, or a predatory monster in disguise. If
so, introduce an item of treasure that character
will want to buy, examine, or attempt to steal.
For example, make your conspirator a rug
merchant, and the item of treasure a rare and
valuable carpet.



Would an item lead the characters to
interact nonviolently with an enemy who
wouldn't ordinarily talk to them?

A precious memento or object of art might attract the
attention ofa cruel and powerful entity who wants it enough
to negotiate a fair transaction under neutral circumstances.
This allows the PCs to converse with the dragon, bandit
king, or demon lord they’ll wind up fighting later, when
they have enough experience to tackle the foe.

When none of these questions help you to customize a
treasure item, find a random interesting detail. Turn to a
random page of the Pathfinder Campaign Setting, or another
setting sourcebook you happen to be drawing on, and look
for a detail that inspires a unique item of non-magical
treasure. If you're not using a setting book, any edition of
Brewer’s Dictionary of Phrase and Fable makes a fine source of
random mythological and fantastic inspiration.

For example, let’s say that your random page takes you
to the section of the Campaign Setting detailing the Red
Mantis Assassins. Using this as inspiration, you decide
that the treasure includes a fabulously expensive brooch
given to top members of the organization after performing
an exemplary kill. In order to trade this in for cash, the
party will either have to find a merchant who doesn't fear
the wrath of the Red Mantis, or seek out a high-ranking
member of the group. One of the PCs might do something
rash, like use the brooch to pass herself off as a member of
the Red Mantis.

BURDENSOME TREASURE

The difficulty of moving treasure out of a dungeon and back
to home base might in itself inspire scenes of challenging
adventure. Large or unwieldy furnishings, antiquities, or
art objects may require the hiring of carts, wagons, or entire
trade caravans. Chunks of precious ore or extremely large
coin hoards could also require huge transportation efforts.
Delicate items, though easily carried, might also be tough to
safely move through long stretches of treacherous terrain.
Bandits and nomadic wilderness monsters often prey on
slow-moving caravans. The party might end up battling as
many enemies while taking a burdensome treasure back to
civilization as they did to acquire it in the first place.
Although such problems are realistic and logical, they can
be overused. Players think of treasure as theirs once they've
found it and may resent it when it’s taken away from them.

SPECIAL TREASURES

Art objects include paintings, sculptures, ceramics,
tapestries, and so on. Heavily ornamented weapons and
armor may be useless in the field but highly valuable as art
objects. Everyday objects from ancient civilizations may also
be regarded as desirable collectibles, especially when well
made. Ostentatious garments were central to the luxury
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NON-ADVENTURING MAGIC TTEMS

The magical objects detailed by the game rules are,
for obvious reasons, restricted to items useful to
adventurers. It stands to reason, though, that in a world
of readily available enchantment, many items would be
broadly useful in everyday life and of little or no interest
to explorers and freebooters. These items are memorable
and unique but players will inevitably trade them for
cash or use them to solve plot dilemmas. You don’t need
detailed rules for them because they don’t affect the world
of adventure in which the characters operate. Categories
of non-adventuring enchantments include:
o Agricultural: enhanced plows, fertility potions for

livestock, or magic beans
- Decorative: art objects, architectural features, furniture,

or garments made more beautiful and wondrous by

magical means
« Tools: enhanced hammers, leather-curing vats, never-dull

scissors, rope-making devices, or self-heating forges
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trade of the Middle Ages, but textiles are easily damaged.
If found in good condition, a heavily ornamented cloak or
tunic could fetch more than a chest full of coins. Books are
always rare and valuable in a pre-print society, and may be
of value to scholars, collectors, monasteries, or universities.
All of these luxury items are salable to knowledgeable and
specialized dealers located in large civilized centers.

Art objects may be delicate or burdensome. Use of the
Appraise skill is necessary to separate valuable objects from
dross. Condition affects value; a badly deteriorated work
fetches a low price, no matter how renowned the artist.
Works by known artists increase in value if accompanied
by documentation establishing their histories, but this is
rarely found when objects have been stolen or looted.

SERVICES, FRANCHISES, & PROPERTY

Rather than hauling treasure hoards from the dungeon
hideouts of defeated foes, adventurers may be granted boons
or gifts by patrons assigning them to perform dangerous
tasks. Example assignments can include rescuing hostages,
gathering information, defeating military foes, or clearing
alandholding of hostile occupants.

Artisans, merchants, and others of middling means
may offer free future services in exchange for adventurous
deeds. These can range from free lodgings or repair
work to discount magical services. Churches might gift
worthy adventurers with credits for free spells, up to and
including resurrections. Local authorities or wealthy
non-nobles may grant franchises or licenses to perform
lucrative business operations, such as textile-weaving,
bookmaking, glass-blowing, or leather-tanning.
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COINS

Most of the time, a coin should be a coin—a background

object the PCs quest for, but that warrants little attention.
Occasionally, though, you can add a sense of reality and
nuance to your world by describing certain coin hoards as
possessing special properties.

Antiquity: Coins may have been struck hundreds or
thousands of years ago. They might date to a past era
of a still-extant nation, or to an extinct civilization. They
may contain images of long-dead rulers, or symbols of
vanished religions. Figures on the coins can be inhuman
or monstrous.

Distance: The coins might be contemporary but
originate from a far distant land. Physical clues found
nearby might explain the past presence of foreign
adventurers or traders.

Unusual Forms: Old or foreign coins might have
unexpected shapes. They could have holes in the center,
so they can be stringed as necklaces. Triangular, spherical,
square, or rectangular shapes might replace round coins,
perhaps to suit the peculiar hands of non-human races.

Bullion: Large quantities of precious metals are
sometimes found not in coin form, but as bricks or wafers.
For symbolic reasons, other cultures might store them as
cylinders, cones, or other less efficiently stacked shapes.

Superficial Magic: Coins of lost or fabulous civilizations
might be imbued with decorative magic. They could glow,
change color, or contain moving images. Enchanted coins
might produce sounds, ranging from soothing hums to
dramatically chiming music. They might emit separate
aromas for each denomination, suggesting that the
people who minted them relied on smell over sight.

Unusual coins might carry a value higher than their
metal content suggests. Magical coins whose functions
prove useful to adventurers should not count as cash, but
as magical treasure far above their face value.

B o e e P el s ot R

Outright ownership of land by commoners may be rare
in a pseudo-medieval society, but noble patrons often grant
property rights. Adventurers typically gain management
rights over a section of arable land, which belongs to a noble
either as an ancestral claim or a similar feudal grant from a
ruler. When it comes to managing and working such land,
adventurers may prefer to take a hands-off approach, hiring
abailiff or sheriffto oversee production and taxation. These
details may then be left in the background, except when land
ownership generates the occasional story hook or perhaps
the occasional small profits (nothing rivaling the rewards
of adventuring, of course). The PCs may periodically be
called on to deal with marauders, repel invading rivals, or
quell peasant rebellions.

INTANGIBLE BENEFITS

Other rewards provide benefits with no cash trade-in value.

Kings or other rulers might confer noble titles, granting
the characters status and specific legal rights forbidden
to commoners. These may include various story benefits,
including the right to be present at royal court. There the PCs
can wield political influence, gather useful information, and
find ways to enhance their holdings and franchises. Letters
of marque grant the legal right to attack designated enemies,
and in exchange the PCs get to keep financial proceeds
without fear of legal reprisal within the king’s borders.

Other authorities may confer honors and privileges valid
within their own spheres of influence. A bandit king may
grant rights of command and passage valid on his turf. A
clerical order might recognize a PC as a defender of the
faith. An honorary degree at a university allows access to
libraries and knowledgeable NPCs.

Certain experiences, usually arising during successful
encounters, may grant a character a bonus on checks related
to a highly specific situation. The situation to which the
bonus applies should reflect the original experience in
some fashion. For example:

« Noble titles grant characters a +2 bonus on Diplomacy
checks when dealing with NPCs of inferior rank.

+ Subduing the famed Golden Bull grants the character a
+2 bonus on Handle Animal involving beasts of burden.

« By slaying the Lich of Gwyndor, the character gains a +2
bonus on all Spellcraft checks concerning necromancy.

To avoid overload, these “situational bonuses” might be
limited to three such awards per character. Characters who
reach their limit can drop old bonuses to gain new ones.

STORY BENEFITS

Some adventures can confer additional benefits to make it
easier for the characters to overcome upcoming obstacles.
Often you can describe these story benefits in advance,
increasing the players’ investment in the proceedings.

« “Bydriving the orcs out of the valley, you'll make it safe
for the peasants who live on your landholding.”

« “By capturing the Golden Cornucopia, you can save the
besieged residents of High Castle from starvation.”

« “By disarming the astral cannon, you can stop the
priests of Urgathoa from decimating the paladin army.”
Sometimes story benefits become obvious after the

characters overcome a crucial obstacle. The PCs may

discover only in retrospect that they've saved farmers,
lifted the siege of High Castle, or shielded a paladin army.

Story benefits can provide information, grant political
influence, orallow NPC allies to overcome rivals and enemies.

They allow adventurers to meet or solidify connections to

important NPCs. As with any exciting ongoing story, a success

often leads to a new challenge, and additional obstacles and
encounters for the heroes to overcome.



TREASURES AS ADVENTURES

Treasures usually appear as the capper to a successful
encounter or adventure. Though their appearance
may mark the end of one story, they can also serve as
springboards to further events.

You can draw out the sense of emotional reward treasure
brings by making its acquisition a multi-step affair.
Anticipated rewards are sweeter than surprise treasures. By
completing one encounter, the heroes may obtain a map,
document, or verbal description pointing to a treasure’s
actual location. This should be an impressive haul of cash
or magic the entire group will look forward to claiming.

Alternatively, the treasure itself might be assembled
from several parts, each gained after a separate encounter.
Magical relics might accumulate additional powers as the
pieces are put together. A group of dispersed art objects—
for example, a chess set or a collection of royal jewels—
may have a greater value if sold together than piecemeal.
Linked treasures can unify an otherwise unrelated series
of combat and exploration sequences.

Intelligent magic items give you wide latitude to launch
adventures. Give the item an agenda of its own. It works
to persuade its owner to perform missions furthering
its goal. It might unlock new powers as its agenda is
served, in effect making it a multi-step treasure. Like
any influential NPC, an intelligent item may have past
enemies who come gunning for it. Its owners might
simply evade them, or counter by actively seeking and
defeating their newly acquired foes.

Story events may be triggered not only by the discovery
of items but also by their use. When the heroes solve
problems using mighty magic items, the unintended
consequences of their actions may spawn further adventure
plots. For example, magical wishes may alter the world in
unexpected ways. After unwittingly skewing the cosmic
balance, the adventurers may have to undertake further
tasks to put matters right.

Exit Rewards

As your campaign reaches a final climax, you may choose
to lay the groundwork for story rewards that change the
characters forever, bringing closure to their personal
narratives. You may do this when you know a player is
leaving your game for good, or when you want to wrap up
the entire campaign. The latter is a natural choice as PCs
reach the game’s highest levels.

Given enough advance notice, you can create a series
of adventures leading to an indispensable position
for a departing hero. This impressive new role in the
world precludes the PC from embarking on further
adventures—though the character might make
occasional cameo appearances as an NPC, played by you.

The exiting hero might take on political power as a king,

emperor, or elected ruler. She might be granted military
authority as a general, or rise to heights of clerical power
as a pontiff or high priestess.

The ultimate exit reward is apotheosis, an ascension
to godhood or similar immortal status. Perhaps in the
wake of plane-shattering events that leave holes in the
known pantheon, the heroes achieve victories so great
that they depart the mortal world. Now vastly powerful
but unable to intervene directly in mortal events, they
accept worship, dole out divine spells to their followers,
and hold court in their newly acquired celestial realms.
Incorporate these new gods into your next campaign,
allowing players’ new characters to worship their former
ones as deities.

Be careful to avoid favoritism when concluding a PC’s
career with exit rewards. Give everyone a chance to shape
his favored glorious end state. Collaborate with players
to successfully bring the closure they envision to their
exiting heroes. If they see their characters retiring to
blissful obscurity, that can be just as satisfying a reward
as godhood.



PCX CONTROLLING REWARDS

In some cases, the PCs themselves can take on the

responsibility of providing their own rewards, using
character abilities and resources gained from their
adventures to create exactly the weapons, armors, tools,
and treasures they desire. While mundane items might
be created using various Craft skills, many PCs set their
sights upon more extraordinary goals, such as researching
and designing new spells and crafting magic items.

RESEARCH AND DESIGNING SPELLS
The subject of designing spells is touched on only
briefly in the Pathfinder RPG Core Rulebook. While some
guidance on cost and time is provided, a GM needs to
consider balance and design factors before allowing
a PC to introduce a new spell into the game. As a first
step, request a detailed write-up of the spell using the
Pathfinder RPG rules. Based on this write-up, you can
determine whether or not the spell is balanced for its
level and appropriate for the game.

Spell Categories: When considering a new spell,
first determine the category into which it fits. Spells
can be divided into the broad categories of offensive
magic (spells that deal direct damage, enhance combat
abilities, or summon allies to fight), defensive magic
(spells that protect the caster or her allies, control or
impede enemies, or heal damage), and utility magic
(spells of general use outside of combat, such as travel
magic and most divinations). Some spells fit into
multiple categories, such as teleport, with both defensive
and utility applications.

Level-Appropriate: Compare the new spell to other
spells in the same category and at or near the desired
spell level. Pay close attention to “must have” choices
like fireball, dimension door, and wall of force. If the spell
is more powerful or more useful than other spells of the
desired level, increase the level. If it seems weak, consider
lowering the level. If there is already a similar spell in the
game, pay particularly close attention to the new spell’s
relative power.

Saving Throw or Attack Roll: Most spells that are
usable against others should require either a saving throw
or an attack roll (generally touch or ranged touch). Spells
that are quite powerful for their level, like disintegrate or
phantasmal killer, may require both, or allow two saving
throws. Watch out for spells that effectively take the
target out of the fight and are negated by a saving throw.
Consider adding a minor effect even on a successful save,
and toning down the result of a failed save. Spells that
automatically affect the target should be higher level or
limited in their consequences.

Components: Unless there’s a particularly good reason,
almost all spells should require both verbal and somatic
components,and most divine spells should require a divine
focus. Spells with no verbal component are particularly
rare. If the spell-as-designed lacks them, consider adding
material component or focus requirements as a means
of adding flavor. Expensive components and foci are a
good way to adjust the effective power of a spell without
changing the level.

Good Spells and Bad Spells

The best spells do something interesting even when the
casting isn't fully successful. They should have fairly
simple mechanics without many ambiguities, special
cases, or qualifications. If a spell takes a half-page or more
to describe, it is probably too complicated and should be
rejected or revised.

Watch out for spells that counter or otherwise render
useless equal- or higher-level magics. For defensive spells,
countering an equal-level spell is fine (like shield negating
magic missile), but an offensive spell generally should only
overcome lower-level defenses or higher-level spells that
duplicate those defenses (like disintegrate destroying both
wall of force and forcecage).

Good spells expand upon the existing themes of magic,
but in a novel manner. The game doesnt really need
more ways to throw damage around, but a spell that hurls
adjacent enemies away from the caster is both interesting
and useful. Watch for spells that break the implied limits
of the game. Most arcane casters have poor healing
abilities, and divine spells rarely excel at direct damage.
With rare exception, spells shouldn’t duplicate existing
class features or feats.

While as a general rule overly specialized spells are a bad
idea, there’s much to be said for researching specialized
spells like a brewer’s blessing or a charm to hold a shoe on
a horse. If a player is particularly excited about the spell,
consider approving it even if it doesn’t have much in-
game application.

Creating a Spell

Successfully researching a new spell requires time and
expensive research. An optional system for researching
new spells is outlined below. The research should cost at
least 1,000 gp per spell level (or even more for particularly
exotic spells) and require both the Spellcraft skill and a
Knowledge skill appropriate to the researcher’s class.
Wizards and bards use Knowledge (arcana), sorcerers use
a Knowledge skill appropriate to their heritage (usually
arcana, nature, or planes), druids and rangers use the
Knowledge (nature) skill, and clerics and paladins use
Knowledge (religion). The actual research process varies by
the type of spell, often involving magical experimentation,



the purchase and study of moldy scrolls and grimoires,
contact with powerful magical beings or outsiders, and
extensive meditation or rituals.

For each week of research, the caster makes separate
Knowledge and Spellcraft checks against a DC of 20 plus
twice the level of the spell being researched, modified
according to Table 5-1. To successfully research the spell,
the caster must succeed at both checks. Failure indicates
the week was wasted. Spells of 4th—6th level requires 2
weeks of successful research, while spells of 7th—gth level
require 4 weeks. The researcher may employ up to two
assistants in the research process to assist on the skill
checks using the aid another action (see page 86 of the
Pathfinder RPG Core Rulebook).

SPELL COMPONENTS

The Pathfinder Roleplaying Game handles most spell
components in a fairly abstract fashion: the components
are purchased as part of a spell component pouch, which
is assumed to contain the required quantity of any
components for any spell of which the caster has knowledge.
For many GMs, this suits their needs, and other than
having the player mark off some gold when his PC uses a
more expensive component like diamond dust, that is the
extent of attention spell components receive. The virtue of
this system is speed and simplicity. A GM desiring more
verisimilitude can instead require the PCs track down or
prepare individual components, and even allow PCs to
obtain enhanced components that improve their spells.

Even when tracking individual components, many
reagents are so common they can be assumed to be easily
found. Save the legwork for commissioning tiny silver
whistles (for mage’s faithful hound), finding dragon scales (for
form of the dragon), and things of that nature. Yet even then,
don’t go overboard—while finding rare components can be
a fun opportunity for side-quests, your players go grocery
shopping often enough in real life, and obsessing over
whether their leaves are fresh or their eggshell components
got cracked in the last fall is a good way to bore your players
and ensure nobody wants to play a caster in your game.

Components for New Spells

Two principles of magic to remember when considering
spell components are that of contagion (a part retains a
connection to the whole) and sympathy (like produces like).
A component can be linked to its source, manipulating or
drawing power from that source, or it can produce effects
based upon its nature.

Historically, components such as blood carried both
the life and strength of a creature, and the potential to
bind two lives together; coffin nails could be pounded
or bound into a weapon, making it strike true; hair and
nails rendered the original owner vulnerable to hostile

TABLE 5-1: SPELL RESEARCH MODIFIERS
DC Modifier
Caster already knows a similar spell —2

Condition

Per material component required —2 (maximum —6)

Focus required —2 to -5, based on
cost and rarity
No verbal component +10

No somatic component +5

Additional research materials —1 per 100 gp per
spell level

(maximum +5)

magic even at great distances; and animal horns and tusks
provide protection to their wearer, not to mention the
healing properties of a unicorn’s horn.

Most spell components in the Pathfinder RPG are based
on sympathy, either duplicating the desired outcome of the
spell (gauze and a wisp of smoke for gaseous form) or having
properties related to the spell (an owl’s feather for owl’s
wisdom). The latter sort of component may utilize contagion
as well, as the single feather retains the nature of the whole.

When adding material components or a focus to a new
spell, consider what forces the spell is shaping, and select
components that reflect those forces. Good components
don’t necessarily need to be literally appropriate—the
handful of earth required for detect undead is an example
of a more symbolic fit. Humorous spell components are
tempting (and well represented in the game), but should
be used sparingly.

Enhanced Components
An enhanced component is a specialized reagent used to
improve a spell. The exact effects of such a component
are up to the GM, but may include a small increase
to save DC, caster level, damage, range, or duration.
Particularly rare enhanced components may even
provide the benefits of metamagic feats. In addition,
enhanced components used in long-duration spells
often make them significantly harder to dispel.

The power of a component is strongly influenced by
the means by which it was obtained. For most magic, the
most powerful components are those freely given, rather
than taken by force, thievery, or magical compulsion.
A vial of dragon’s tears wept during a masterful
performance may well hold more magic than a vial of
blood taken from that same dragon’s ravaged corpse.
The same is not true for darker magics. For such spells,
components obtained in profane and blasphemous
rituals are the most powerful by far.

Symbolism is key in obtaining enhanced components.
A wizard seeking the last light of an eclipse to enhance
a sunburst might catch the sun’s rays in a mirror, while




a druid might gather the nectar of morning glories that
bloomed in the day’s light and shut in the darkness of
the eclipse for the same spell. Neither is literally the last
light of the sun, but the principle of contagion suffices to
enhance the spell.

Before introducing enhanced components into your
game, consider the implications of allowing casters to
increase their abilities without investing in metamagic
feats or permanent magic items. To preserve their rare
and exotic feel, enhanced components should not be
easily obtainable or fixed in price. Finding a source for
an enhanced component is an adventure in itself, and the
quantities available should be limited to just a few castings.
Two examples are as follows:

Dragon’s Tears: These yellowish drops extend the
duration of any spell that influences emotion, such as
heroism or rage. If the tears are both genuine and freely
given, the duration is increased by 50%. If obtained by
trickery or magic, the increase is only 20%.

Vampire Dust: The carefully sifted dust of'a destroyed
vampire enhances spells fueled by negative energy. A
single vampire yields only 1d4+1 uses of dust. Spells
infused with vampire dust receive a +1 bonus to caster
level. If the caster personally slew the vampire, the dust
increases save DCs by +1 as well.

WISHES

The monstrous four-armed demon spoke in a surprisingly
pleasant tenor voice. “And what, pray tell, is it you so
desire?” Seltyiel paused, steeling his resolve. “I wish
suffering for my family, tenfold for each wrong visited
upon myself. I wish the lord mayor’s daughter and rank,
and his head resting beneath my boot. I wish for such
wealth that even a Qadiran merchant would weep with
envy.” The demon’s laugh boomed throughout the cavern.
“Is that all, little one? I expected ambition.”

More so than almost any other ability, wish and its
cousin miracle have the potential to drastically change a
campaign. When your players reach the upper echelons
of the game at 15th level and beyond, you should consider
whether or not you want to allow your players access to
wishes, as even if they can’t buy them, they’ll soon enough
be able to cast the wish spell themselves.

The easiest way to control wish is to restrict it to
those options listed in the Pathfinder RPG Core Rulebook.
None of these uses are game-breaking. However, by
expanding the boundaries of wish and miracle, you
open up roleplaying and story opportunities that can
keep your high-level game fresh and exciting for many
adventures to come.

Types of Wishes: One of the first boundaries to set
is whether or not all wishes are created equal, and have
similar constraints. Treating all wishes the same has the

virtues of consistency and simplicity, and helps keep your
game under control. Having a hierarchy of wishes gives
fodder for the story in your game, letting PCs alter their
local reality with their wishes, but leaving the option of
seeking out higher powers to grant the wishes spoken of
in legends. A suggested hierarchy is wishes from spells
or magic items, followed by miracle, wishes granted by
artifacts and relics, wishes granted by powerful outsiders
like the efreet and djinn, and finally those wishes bestowed
directly by gods and other entities beyond mortal ken.

Making Good Wishes: The best wishes are short,
unambiguous, related to matters immediately at hand,
and usually aimed at a simple (if powerful) task. A wish for
a sundered mirror of mental prowess to be made whole or a
wish to reveal the identity of the thief of the crown jewels is
unlikely to go awry.

Making Bad Wishes: Wishesborn of greed or vengeance
have a way of turning sour. Attempts to guard against
mishap with a list of conditions and qualifiers are rarely
successful, most often resulting in partial fulfillment
of the wish. Wishes that stretch the limits of the power
granting them are always ill advised. If the wish is from
a spell or magic item, failure or backlash is likely, while
if the wish is from an outside source, the granter of the
wish may be angered by mortal temerity and twist the
wish or otherwise seek retribution against the wisher.

Twisting Wishes: Folklore is filled with tales of wishes
gone awry, bringing heartbreak, misery, and perhaps
eventually wisdom to the hapless wisher. The wishes most
likely to be perverted away from the wisher’s intent are
wishes granted by hostile outsiders, wishes from cursed
objects, and bad wishes as described above. Evil outsiders
in particular are loath to grant wishes that don’t serve evil
ends, and take every opportunity to twist them toward
harm and suffering. A wish for eternal life may leave the
wisher imprisoned in a decrepit yet still undying body. A
wish for a powerful magic item can be granted by stealing
the item from a powerful and vengeful lord. Wishes are best
turned awry by adhering closely to the letter of the wish, but
violating the spirit.

Deferred Results: Rather than denying a particularly
powerful wish, such as for the throne of a kingdom, the wish
can be granted over an extended period. The wish subtly
reshapes reality, guiding the wisher through seeming
coincidence, good fortune, and the timely appearance of
helpful NPCs. Success is not assured unless the PC takes
advantage of her opportunities.

MARING MAGIC ITEMS

In every campaign, there comes a time when the PCs are
no longer satisfied with the magic items available to their
characters. Whether looking for a power to complement
their skills, a new twist on an old favorite, or just the sheer
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joy of invention, creating a new magic item opens up new decides that this fits well, since it doesn’t really scale up
venues for a PC. It is also a great way to leave a mark on with a more powerful weapon. Gloves of arrow snaring are
the campaign—after all, even the oldest magic items were a 4,000 gp item that grants a feat, so the GM uses this
once new to the world. as the base price. Multiple different abilities on a magic

Pricing a magic item is more art than science. Guidance item would normally increase this cost by 50%, but since
on item pricing is given in Table 15-29 on page 550 of the Quick Draw feat would allow drawing items other
the Pathfinder RPG Core Rulebook, but a trip through the than just a single weapon, the GM splits the difference
magic item section shows the formulas are often not and makes it a 5,000 gp weapon enhancement.
applied exactly. An example is the ring of invisibility, with
a calculated price of 10,800 gp, but a book value of 20,000 Keeping the Balance
gp. This is because the at-will nature of the ring offsets the Watch out for magic items that provide benefits beyond
biggest drawback of invisibility, namely that it ends after the calculated price. Keep an eye toward preserving the
attacking. When pricing new magic items, watch out for existing power level of magic items in the game.
any item that counteracts a basic weakness of an ability, Disadvantages That Aren’t: Be wary of items that
class, or spell. are designed with a class or

The best test for item pricing is to compare it to alignment restrictionin order

“must have” items in the game, like to lower the price. Since the

weapons, armor, and stat-boosting item’s restriction doesn’t

gear. Also compare it to other restrict the character who
items that share the same _ is going to use it, it isn't
slot, and items with similar - really a drawback atall and

N
)

W
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powers. As a rule of thumb, shouldn’t reduce the price.
Slotless Items: The
Pathfinder RPG is designed

with assumptions about

if youd take the item in
a heartbeat over a more
expensive standard

item, it is probably too how many magic items a

cheap. And if you'd . character can reasonably

never consider taking use at the same time,
210,000 gp ring over a 5 ' @ / ’ requiring players to make
belt of physical might +2 o S ' / e hard choices about which
or even a +2 battleaxe, P HAR -~ magic items their PCs acquire.
it might just be Slotless items like ioun stones are
overpriced. However, it usually either relatively low-powered
is safer to price items too or specialized in purpose. Think
high rather than too low.
After all, the PC gets a new,

custom magic item out of the

“;:‘.
L}/ carefully before allowing a new magic
— that essentially duplicates an old one, but

without using up an item slot.
Good Item, Bad Formula: Take a look at

what the magic item actually does, and compare

arrangement, and that’s worth
paying a bit extra.

it to the formula used. Consider tweaking the
Ad-Hoc Pricing

If there’s no effect in Table 15-29 that
matches the new item’s powers, try looking

cost or powers to match the provided
benefit. A ring that provides

mind blank calculates to 153,000
through existing magic items for something gp, while one that casts mind
that’s close. For example, Seltyiel wants to add blank once per day (at 24
the bladethirst ability to his longsword, a power hours per use) comes out to
he’s come up with that lets him draw the weapon 55,080 gp. In truth, there’s
as a free action. This is essentially the not a large difference
Quick Draw feat, but tied to a single in utility between the
weapon. Even though it’s a weapon two items, and the first
enhancement, Seltyiel wants it as a flat ring is a better fit for

cost, like adding fire resistance to a suit the theme of continuous

of armor. Looking over the ability, the GM mental protection.



RANDOM ITEM GENERATORS

The following tables allow GMs to randomly generate a wide
variety of specific magic items, and complement the item
generation tables found in the Pathfinder RPG Core Rulebook.
Note that these tables create masterwork versions of armor
and weapons—ifyou want to roll up normal, non-masterwork
items, simply subtract the masterwork cost from the base
prices listed. If generated items prove too powerful (or not
powerful enough!) for your PCs’ levels, simply roll again!

TABLE 5-2: RANDOM [TEMS

Minor Medium*  Major Item Consult Table

1-25 — — Mundane equipment (worth 10 gp or less) 6—9: Goods and Services?
26—36 — — Mundane equipment (worth 11—50 gp or less) 6—9: Goods and Services?

37—42 1-5 — Mundane equipment (worth 51—100 gp or less) 6—9: Goods and Services?

43—46 6-16 e Mundane equipment (worth 100 gp or more) 6—9: Goods and Services?

47-56 17-19 — Armor or shield (non-magical masterwork) 5—4: Random Armor and Shields
57—69 20-23 — Weapon (non-magical masterwork) 5—11: Random Weapons

70-77 24-35 1-10 Potion 5—19: Random Potions and Oils
78-83 36—45 1122 Scroll 5—24: Random Scrolls

84—88 46—53 2326 Minor wondrous item 15-18: Minor Wondrous ltems?
89—91 54—68 27-38 Armor or shield (magical) 5—4: Random Armor and Shields
92—-96 69—83 39-56 Weapon (magical) 5—-11: Random Weapons

97-98 84—91 57—66 Wand 5—47: Random Wands

99-100 92-95 6774 Ring 15-13: Rings?

96—100 75—84 Medium wondrous item 15-19: Medium Wondrous ltems?
— 85—90 Rod 15-14: Rods?

— 91-94 Staff 15-16: Staves?

— 95—100 Major wondrous item 15—20: Major Wondrous ltems?

! Average values: minor, 1,000 gp; medium, 10,000 gp; major, 40,000 gp.
2See the Pathfinder RPG Core Rulebook.

TABLE 5-3: RANDOM ARMOR TABLE 5-4: RANDOM ARMOR AND SHIELDS
d%

Armor* Price  Special Materials> d% Armor Category  Consult Table

1-5 Padded armor 13558p — 1-55 Armor 5—-3: Random Armor
6-13 Leather armor 160gp — 56—100 Shield 5—5: Random Shields

14—22  Studded 175gp Metals

leather armor

23-30  Chain shirt 250 gp  Metals TABI.E 5'5: RANDOM SHIEI.DS

31—38  Hide armor 165 gp Dragonhide Special
39—46 Scale mail 200 gp Metals d% Shield Price  Materials?
47—-54  Chainmail 300 gp Metals 1-16 Buckler 165 gp Wood, steel

55-62  Breastplate 350 gp Dragonhide, metals 17-32 Shield, light wooden 153 gp Wood
63—70  Splint mail 350 gp  Metals 33—48 Shield, light steel 159 gp  Steel
71—78  Banded mail 400 gp Dragonhide, metals 49—64 Shield, heavy wooden 157 gp  Wood
79-86 Half-plate 750 gp  Dragonhide, metals 65-80  Shield, heavy steel 170 gp Steel
87-94 Full plate 1,650 gp Dragonhide, metals 81-95 Shield, tower 180 gp  Wood

95—97  Armor with armor +508p — 96—-100  Shield with shield spikes’; +10gp —

spikes; roll again for armor type roll again for shield type

98-100 Armor with locked gauntlet; +8 gp — * For magic shields, consult Table 5-8: Magic Armor and Shields.
roll again for armor type 2Consult Table 5—7: Shield Special Materials.

* For magic armor, consult Table 5-8: Magic Armor and Shields. 3 Reroll buckler and tower shield, which cannot have spikes.

2 Consult Table 5—6: Armor Special Materials.
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TABLE 5-6: ARMOR SPECIAL MATERIALS

Category* Normal Adamantine> Dragonhide: Mithral

Dragonhide 01-90 — 91-100 —
Dragonhide, metals 01-90 91-94 95—98 99—-100
Metals 01-90 91-97 — 98-100

*For magic armor, consult Table 5—-8: Magic Armor and Shields.
?For adamantine armor, add +4,850 gp to light armor, +9,850 gp to medium
armor, +14,850 gp to heavy armor.

3For dragonhide armor, double the item’s cost.
+For mithral armor, add +850 gp for light armor, +3,850 gp for medium
armor, +8,850 gp for heavy armor.

TABLE 5-7: SHIELD SPECIAL MATERIALS

Category* Normal  Darkwood> Dragonhide: Mithral+

Steel 01-90 — 91-95 96-100
Wood 01-90 91-100 — —
Wood, steel 01-90 91-95 — 96—100

*For magic shields, consult Table 5-8: Magic Armor and Shields.
2 For darkwood shields, add +10 gp per pound.

3For dragonhide shields, double the item’s cost.

+For mithral shields, add +850 gp.

TABLE 5-8: MAGIC ARMOR AND SHIELDS

Minor Medium  Major Item Base Price
01-80 01-10 — +1 armor/shield 1,000 gp
81-87 11-30 — +2 armor/shield 4,000 gp
— 31-50 01-16 +3 armor/shield 9,000 gp
— 51-57 17-38 +4 armor/shield 16,000 gp
— — 39—57 +5 armor/shield 25,000 gp
— — — +6 armor/shield* 36,000 gp
— — — +7 armor/shield* 49,000 gp
— — — +8 armor/shield* 64,000 gp
— — — +9 armor/shield* 81,000 gp
— — — +10 armor/shield* 100,000 gp
88-89 58—60 58—60 Specific armor? —

90-91 61-63 61-63 Specific shields —

92-100 64-100  64-100 Special ability —

and roll again#

* Armor and shields can’t have enhancement bonuses higher than +5. Use
these lines to determine price when special abilities are added in.
2 Consult Table 15-6: Specific Armors (Core Rulebook 464).

3 Consult Table 15—7: Specific Shields (Core Rulebook 467).

+ Reroll specific armor, specific shield, or special ability. Consult Table 5—9:
Magic Armor Special Abilities or Table 5-10: Magic Shield Special Abilities,
as appropriate.



TABLE 5-9: MAGIC ARMOR SPECIAL ABILITIES

Special Base Price
Minor Medium Major Ability Modifier
01-25 01-05§ 01-03 Glamered +2,700 gp
26-32 06-08 04 Fortification, light +1 bonus?
33-52 09-11 — Slick +3,750 gp
53—92 12-17 — Shadow +3,750 gp
93—96 18-19 — Spell resistance (13) +2 bonus*
97 20-29 05-07 Slick, improved +15,000 gp
98—99 30—49 08-13 Shadow, improved +15,000 gp
— 50—74 14—28 Energy resistance +18,000 gp
— 75—79 29-33 Ghost touch +3 bonus*
— 80-84 34-35 Invulnerability +3 bonus*
— 85-89 36—40 Fortification, moderate +3 bonus*
— 90—94 41-42 Spell resistance (15) +3 bonus*
— 95—-99 43 Wwild +3 bonus*
— — 44—48 Slick, greater +33,750 gp
— — 49-58 Shadow, greater +33,750 gp
— — 59—83 Energy resistance, improved  +42,000 gp
— — 8488 Spell resistance (17) +4 bonus*
— — 89 Etherealness +49,000 gp
— — 90 Undead controlling +49,000 gp
— — 91-92 Fortification, heavy +5 bonus?
— — 93-94 Spell resistance (19) +5 bonus*
— — 95—-99 Energy resistance, greater +66,000 gp
100 100 100 Roll again twice? —

* Add to enhancement bonus on Table 5—8: Magic Armor and Shields to determine total market price.

2 If you roll a special ability twice, roll again. If you roll two versions of the same special ability, use

the better.

TABLE 5-10: MAGIC SHIELD SPECIAL ABILITIES

Special Base Price
Minor Medium Major Ability Modifier
0120 01-10 01-05 Arrow catching +1 bonus?
21—40 11-20 06—08 Bashing +1 bonus?
41-50 21-25 09-10 Blinding +1 bonus?
51-75 26—40 11-15 Fortification, light +1 bonus?
76—92 41-50 16—20 Arrow deflection +2 bonus*
93—97 51—57 21-25 Animated +2 bonus®
98—99 58—59 — Spell resistance (13) +2 bonus®
— 60-79 26—41 Energy resistance +18,000 gp
— 80-85 42—46 Ghost touch +3 bonus*
— 86—95 4756 Fortification, moderate +3 bonus*
— 96—98 57—58 Spell resistance (15) +3 bonus*
— 99 59 Wild +3 bonus?
— — 60-84 Energy resistance, improved  +42,000 gp
— — 85-86 Spell resistance (17) +4 bonus*
— — 87 Undead controlling +49,000 gp
— — 88—91 Fortification, heavy +5 bonus?
— — 92-93 Reflecting +5 bonus?
— — 94 Spell resistance (19) +5 bonus*
— — 95—-99 Energy resistance, greater +66,000 gp
100 100 100 Roll again twice? —

* Add to enhancement bonus on Table 5-8: Magical Armor and Shields to determine total market price.

2 If you roll a special ability twice, roll again. If you roll two versions of the same special ability, use

the better.
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TABLE 5-
d%

[I: RANDOM WEAPONS

Weapon Category

01—45
46-80
81-100

Table 5—12: Simple Weapons

Table 5-13: Martial Weapons

Table 5—14: Exotic Weapons

TABLE 5-12: SIMPLE WEAPONS

Special
d% Weapon* Price Materials?
01-05 Blowgun 302 gp —
06—08 Darts, blowgun (10) 6 gp Metals
09-13 Club 300 gp Wood
14-16 Crossbow, heavy 350 gp —
17-21 Crossbow, light 335 gp —
22-24 Bolts, crossbow (10) 61 gp Metals
25-29 Dagger 302 gp Metals
30-34 Dagger, punching 302 gp Metals
35—39 Dart 300 gp Metals
4044 Gauntlet 302 gp Metals
45—49 Gauntlet, spiked 305 gp Metals
50—54 Javelin 301 gp Metals, wood
55—59 Longspear 305 gp Metals, wood
60—62 Mace, heavy 312 gp Metals
63—67 Mace, light 305 gp Metals
68—72 Morningstar 308 gp Metals
73=77 Quarterstaff 600 gp Wood
78-82 Shortspear 301 gp Metals, wood
83-87 Sickle 306 gp Metals
88-92 Sling 300 gp —
93-95 Bullets, sling (10) 60 gp Metals
96—100 Spear 302 gp Metals, wood

* For magical weapons, consult Table 5-16: Magic Weapons.

2Consult Table 5—15: Weapon Special Materials.

TABLE 5-13: MARTIAL WEAPONS

Special
d% Weapon* Price Materials?
01-02  Axe, throwing 308 gp  Metals
03-04  Battleaxe 310 gp Metals
o5-06  Falchion 375 8P Metals =2
07-09  Flail 308 gp Metals
10-11  Flail, heavy 315 gp Metals
12-13 Glaive 308 gp Metals
14-16  Greataxe 320 gp Metals
17-19 Greatclub 305 gp Wood
20-22  Greatsword 350 gp Metals
23-24 Guisarme 309 gp Metals
25-26 Halberd 310 gp Metals s
27-29  Hammer, light 301 gp Metals -
30-32 Handaxe 306 gp Metals #E >
33-34 Kukri 308 gp Metals
35-37 Lance 310 gp Metals 3
38—41 Longbow 375 gp Wood {
42—45 Longbow, composite 400 gp Wood
46-48  Arrows (20) 121 gp Metals
49-51  Longsword 315 gp Metals
5253 Pick, heavy 308 gp Metals
54—-56  Pick, light 304 gp Metals
57—58 Ranseur 310 gp Metals
590—61 Rapier 320 gp Metals
62-63  Sap 301 gp —
64—66  Scimitar 315 gp Metals
67-69  Scythe 318 gp Metals
70-78  Shortbow 330 gp Wood
79—-82  Shortbow, composite 375 gp Wood
83 Armor spikes3 +508p @ —
84-86  Shield spikes* +l0gp —
9o—91  Starknife 324 gp Metals "
92-94  Sword, short 310 gp Metals "L‘.t
95—97  Trident 315 gp Metals, wood :
98—100 Warhammer 312 gp Metals

* For magical weapons, consult Table 5-16: Magic Weapons.
2Consult Table 5—15: Weapon Special Materials.

3 Consult Table 5-3: Random Armor. There is a 10% chance the
armor is magical; if so, consult Table 5-8: Magic Armor and

Shields.

4+ Consult Table 5—5: Random Shields; reroll buckler and tower
shield (which cannot have spikes). There is a10% chance the shield

is magical; if so, consult Table 5-8: Magic Armor and Shields.



TABLE 5-14: EXOTIC WEAPONS TABLE 5-16: MAGIC WEAPONS

Special Weapon
d% Weapon* Price Materials? Minor Medium Major Bonus Base Price*
01-05 Axe, orc double 660 gp  Metals 01-70 01-10 — +1 2,000 gp
06-10 Bolas 305 gp — 71-85 11-29 — +2 8,000 gp
11-15  Chain, spiked 325 gp Metals — 30-58 01-20 +3 18,000 gp
16—20 Crossbow, hand 400gp — — 59—62 2138 +4 32,000 gp
2123  Bolts, hand crossbow (10) 61 gp Metals — — 39—-49 +5 50,000 gp
24—26 Crossbow, repeating heavy 700gp  — — — — +6° 72,000 gp
27—29  Crossbow, repeating light 550 gp — — — — +72 98,000 gp
30—32 Bolts, repeating crossbow (5) 31 gp Metals — — — +82 128,000 gp
33—37  Curve blade, elven 380 gp Metals — — — +9? 162,000 gp
38—42  Flail, dire 690 gp  Metals — — — +10? 200,000 gp
43—47 Hammer, gnome hooked 620 gp Metals 86—90 63—68 50—63 Specific —
48-52 Kama 302 gp Metals weapon?
53—55  Net 320 gp — 91-100 69—100  64-100 Special —
56—60 Nunchaku 3o2gp  Wood ability and roll again*
61-65  Sai 301 gp Metals ! For ammunition, this price is for 50 arrows, bolts, or bullets.
66-70 Shuriken (5) 31gp Metals 2 A weapon can’t have an enhancement bonus higher than +s.
71-74  Siangham 303 gp Metals Use these lines to determine price when special abilities are
75-79  Sling staff, halfling 320gp  Wood added in.
80-82 Bullets, sling (10) 60 gp Metals 3 Consult Table 15-11: Specific Weapons (Core Rulebook 471).
83-86 Sword, bastard 335 8P Metals 4 Consult Table 5-17: Magic Melee Weapon Special Abilities
87-90  Sword, two-bladed 700gp  Metals or Table 5-18: Magic Ranged Weapon Special Abilities, as

91-93  Urgrosh, dwarven 650 gp Metals appropriate.
94—96 Waraxe, dwarven 330 gp Metals !
g7-100 Whip 3ogp @ —

S

* For magical weapons, consult Table 5-16: Magic Weapons. /8
2Consult Table 5-15: Weapon Special Materials.

TABLE 5-15: WEAPON SPECIAL MATERIALS

Category Normal Adamantine' Cold Iron> Darkwood®* Mithral*  Silvers

Metals 01-90 91-92 93—95 — 96 97—-100
~ Metals, wood 01-90 91-92 93-94 95—96 97-98 99—100
Wood 01-90 — — 91-100 — —

! For adamantine weapons, add +2700 gp; for ammunition, add +54 gp per missile.
2 For cold iron weapons, double the item’s base cost.

3 For darkwood weapons, add +10 gp per pound.

+ For mithral weapons, add +500 gp per pound.

5 For silver weapons, add +2 gp for ammunition, +20 gp for light weapons, +9o gp for one-
handed weapons, and +180 gp for two-handed weapons.




TABLE 5-17: MAGIC MELEE WEAPON
SPECIAL ABILITIES

TABLE 5-18: MAGIC RANGED WEAPON
SPECIAL ABILITIES

Base Base

Price Price
Minor Medium Major  Special Ability Modifier Minor Medium  Major  Special Ability Modifier*
01-10 01-06  01-03 Bane +1 bonus 01-12 01-08 01-04 Bane? +1 bonus
11-17 07-12 — Defending +1 bonus 13-25 09-16 05-08 Distance? +1 bonus
18—27 13-19 04—06 Flaming +1 bonus 26—40 17—28 09-12 Flaming? +1 bonus
28-37 20-26  07-09 Frost +1 bonus 41-55 29—40 13-16 Frost? +1 bonus
38—47 27-33 10-12 Shock +1 bonus 56—60 41-42 — Merciful? +1 bonus
48-56 34—38 13-15 Ghost touch  +1 bonus 61-68 43—47 17-21 Returning +1 bonus
57—67 39-44 — Keen? +1 bonus 69—83 48-59 22-25 Shock? +1 bonus
68—71 45—48 16-19 Ki Focus +1 bonus 84-93 60—64 26—27 Seeking +1 bonus
72-75 49—50 — Merciful +1 bonus 94—99 65-68 28-29 Thundering? +1 bonus
76-82 51-54 20—21 Mighty cleaving +1 bonus — 69—-71 30-34 Anarchic? +2 bonus
83-87 55—59 22-24  Spell storing  +1 bonus — 7274 35-39 Axiomatic? +2 bonus
88-91 60-63  25-28 Throwing +1 bonus — 75—79 40—49  Flaming burst? +2 bonus
92-95 64-65  29-32 Thundering  +1 bonus — 80-82 50—54 Holy? +2 bonus
96—99 66—69 33-36 Vicious +1 bonus — 83-87 55—64 Icy burst? +2 bonus
— 70-72 37—41 Anarchic +2 bonus — 88-92 65-74  Shocking burst>  +2 bonus
— 73-75 42—46 Axiomatic +2 bonus — 93-95 75-79 Unholy? +2 bonus
— 76—78 47—49 Disruption? +2 bonus — — 80-84 Speed +3 bonus
— 79-81  50-54 Flaming burst  +2 bonus — — 85—90  Brilliant energy  +4 bonus
— 82-84 55—59 Icy burst +2 bonus 100 96-100 91-100 Roll again twice? —
— 85-87  60-64 Holy +2 bonus * Add to enhancement bonus on Table 5-16: Magic Weapons to
— 88-90  65-69 Shocking burst +2 bonus determine total market price.
— 91-93  70-74 Unholy +2 bonus 2 Bows, crossbows, and slings crafted with this ability bestow
— 94—95 7578 Wounding +2 bonus this power upon their ammunition.
— — 79-83 Speed +3 bonus 3 Reroll ifyou get a duplicate special ability, an ability incompatible
— — 8486 Brilliant energy +4 bonus with an ability that you've already rolled, or if the extra ability
— — 87-88 Dancing +4 bonus puts you over the +10 limit. A weapon’s enhancement bonus and
— — 89—90 Vorpal +5 bonus special ability bonus equivalents can’t total more than +10.
100 96—-100 91-100 Roll again twice* —

* Add to enhancement bonus on Table 5-16: Magic Weapons to
determine total market price.

2 Piercing or slashing weapons only (slashing only for vorpal).
Reroll if randomly generated for a bludgeoning weapon.
3Bludgeoning weapons only. Reroll if randomly generated for a
piercing or slashing weapon.

+Rerollifyou getaduplicate special ability, an abilityincompatible
with an ability that you've already rolled, or if the extra ability
puts you over the +10 limit. A weapon’s enhancement bonus
and special ability bonus equivalents can’t total more than +10.




TABLE 5-19: RANDOM POTIONS AND QILS

Caster
Minor Medium  Major Spell Level* Level
01—20 = = (¢} 1st
21-60 01—20 — 1st 1st
61-100 21-60 0120 2nd 3rd
— 61-100  21-100 3rd sth

*Consult Tables 5—20 through 5-23.

TABLE 5-20: 0-LEVEL POTIONS AND OILS

d% Potion or Oil Price
01-14 arcane mark 25 gp
1528 guidance 25 gp
29-44 light 25 gp
45—58 purify food and drink 25 gp
59—72 resistance 25 gp
73-86 stabilize 25 gp
87-100 virtue 25 gp

TAB[E 5-21: IST-LEVEL POTIONS AND OILS

Potion or Oil Price
01-02 animate rope 50 gp
03-06 bless weapon 50 gp
07-16 cure light wounds 50 gp
1720 endure elements 50 gp
21-26 enlarge person 50 gp
2729 erase 50 gp
30-32 goodberry 50 gp
33-34 grease 50 8P
35—38 hide from animals 50 gp
39—42 hide from undead 50 gp
4344 hold portal 50 gp
45—48 Jump 50 gp
49-52 mage armor 50 gp
53-56 magic fang 50 gp
57—60 magic stone 50 gp
61-64 magic weapon 50 gp
65—68 pass without trace 50 gp
69—71 protection from chaos 50 gp
72—74 protection from evil 50 gp
75—77 protection from good 50 gp
78-80 protection from law 50 gp
81-84 reduce person 50 gp
85-88 remove fear 50 gp
89-92 sanctuary 50 gp
93-96 shield of faith 50 gp
97-100 shillelagh 50 gp
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TAB[E 5-21: IND-LEVEL POTIONS AND OILS

Potion or Oil Price
01-02 aid 300 gp
03-04 align weapon 300 gp
05-06 arcane lock 300 gp
07-10 barkskin 300 gp
11-15 bear's endurance 300 gp
16-17 blur 300 gp
1822 bull's strength 300 gp
2326 cat's grace 300 gp
27-36 cure moderate wounds 300 gp
37 darkness 300 gp
38—40 darkvision 300 gp
41-43 delay poison 300 gp
44—46 eagle's splendor 300 gp
47-49 fox's cunning 300 gp
50—51 gentle repose 300 gp
52—57 invisibility 300 gp
58—61 levitate 300 gp
62 make whole 300 gp
63—64 obscure object 300 gp
65—67 owl's wisdom 300 gp
68—69 protection from arrows 300 gp
70 reduce animal 300 gp
71-73 remove paralysis 300 gp
74 resist enerqy, acid 300 gp
75 resist energy, cold 300 gp
76 resist enerqy, electricity 300 gp
77 resist enerqy, fire 300 gp
78 resist energy, sonic 300 gp
79—83 rope trick 300 gp
84-86 shatter 300 gp
87-90 spider climb 300 gp
91-92 status 300 gp
93-94 undetectable alignment 300 gp
95-96 warp wood 300 gp
97-98 wood shape 300 gp
99-100 continual flame 350 gp
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TAB[E 5-13: 3RD-LEVEL POTIONS AND OILS

TAB[E 5-24: RANDOM SCROLLS

Potion or Oil Price Spell Type
1-10 cure serious wounds 750 gp 01-70 Arcane scroll*
11-12 daylight 750 gp 71-100 Divine scroll*
13-14 dispel magic 750 gp * Consult Table 5—25: Number of Spells on scroll.
15-18 displacement 750 gp
19-20 Sfire trap 775 8P
222 flame arrow 750 gp TABlE 5-15: NUMBER OF SPELLS ON SCROLL
2328 fly 750 gp Spells Stored on Scroll
29-34 gaseous form 750 gp 1—80 One spell*
35—36 good hope 750 gp 81-95 Two spells?
37—42 haste 750 gp 96-100 Three spells*
43-48 heroism 750 gp * Consult Table 5—26: Scroll Level.
49-52 keen edge 750 gp
5356 magic fang, greater 75 gP TABLE 5-26: SCROLL LEVEL
27—569 mailc Iu.estm?nt 750 gp sl Caster
- o ‘.Ze 0is01 - 750 gP Minor Medium  Major Level*  Level
63 protection from energy, acid 750 gp s a= - o 5T
64 protection from energy, cold 750 gp 7 Z = = ot ¥
65 protection from energy, 750 gp 51_955 0105 " 2nd 3rd
electrrcr.ty . 96—100 06-65 — 3rd sth
66 protection from enerqy, fire 750 gp W T ot ath Tth
67 protection from energy, sonic 750 gp e 96-100 06-50 sth oth —__-_‘,'-
i 29 SREP — — 51-70 6th 11th =5
72-75 remove blindness/deafness 750 gp .
— — 71-85 7th 13th "
76-79 remove curse 750 gp o = T, sth 15th =)
80-83 remove disease 750 gp =5 - 96708 sth 17t ——
§2_25 sfnnk :;em 750 gP *For arcane spells, consult Tables 5—27 through 5—36. For divine
—£] SHOngeN g 750 gP spells, consult Tables 5—37 through 5—46.
88—91 tongues 750 gp
92-95 water breathing 750 gp x
e Joese—p - TABLE 5-27: 0-LEVEL ARCANE SPELLS '
99-100 nondetection 800 gp d% - SPZ" — Scroll Price
01-0 acid splas 12.5 gp

07-10 arcane mark 12.5 gp
11-13 bleed 12.5 gp
1418 dancing lights 12.5gp
19-23 daze 12.5 gp
24-30 detect magic 12.58p
31-37 detect poison 12.5 gp
38—44 disrupt undead 12.5 gp
45—48 flare 12.5 gp
49—52 ghost sound 12.5 gp
53—58 light 12.5 gp
59—62 mage hand 12.5 gp
63-68 mending 12.5gp
69—-76 message 12.5 gp
7779 open/close 12.5 gp
80-82 prestidigitation 12.5gp
83-88 ray of frost 12.5 gp
89-91 read magic 12.5 gp
92-95 resistance 12.5 gp
96-100 touch of fatigue 12.5gp




TABLE 5-28: IST-LEVEL ARCANE SPELLS TABLE 5-29: 2ND-LEVEL ARCANE SPELLS
d% d%

Spell Scroll Price Spell Scroll Price
01-02 alarm 25 gp 01-02 acid arrow 150 gp
03 animate rope 25 gp 03-04 alter self 150 gp
04-06 burning hands 25 gp 05-06 bear's endurance 150 gp
iy 07-09 cause fear 25 gp 07-08 blindness-deafness 150 gp
10-11 charm person 25 gp 09-10 blur 150 gp
12-14 chill touch 25 gp 11-12 bull's strength 150 gp
15-16 color spray 25 gp 13-14 cat's grace 150 gp
17-19 comprehend languages 25 gp 15-16 command undead 150 gp
20-22 detect secret doors 25 gp 1718 darkness 150 gp
23-25 detect undead 25 gp 19—20 darkvision 150 gp
26—28 disguise self 25 gp 21 daze monster 150 gp
29-31 endure elements 25 gp 22 detect thoughts 150 gp
32-33 enlarge person 25 gp 23-24 eagle's splendor 150 gp
34 erase 25 gp 2526 false life 150 gp
35—37 expeditious retreat 25 gp 2728 flaming sphere 150 gp
38-39 floating disk 25 gp 29-30 fog cloud 150 gp
40—42 grease 25 gp 31-32 fox's cunning 150 gp
43 hold portal 25 gp 33-34 ghoul touch 150 gp
44—46 hypnotism 25 gp 35-37 glitterdust 150 gp
47-49 identify 25 gp 38—39 gust of wind 150 gp
50—51 Jjump 25 gp 40—41 hideous laughter 150 gp
52—54 mage armor 25 gp 42—43 hypnotic pattern 150 gp
55 magic aura 25 gp 44—46 invisibility 150 gp
56—58 magic missile 25 gp 47—49 knock 150 gp
59—61 magic weapon 25 gp 50-52 levitate 150 gp
62-63 mount 25 gp 53 locate object 150 gp
64—66 obscuring mist 25 gp 54 make whole 150 gp
67-68 protection from chaos 25 gp 55—56 minor image 150 gp
69—70 protection from evil 25 gp 57—-59 mirror image 150 gp
ﬁ 71-72 protection from good 25 gp 60-61 misdirection 150 gp
? 73-74 protection from law 25 gp 62 obscure object 150 gp
y 75—76 ray of enfeeblement 25 gp 63 owl's wisdom 150 gp
. ‘,,-f 7778 reduce person 25 gp 64—65 protection from arrows 150 gp
79-81 shield 25 gp 66—67 pyrotechnics 150 gp
82-84 shocking grasp 25 gp 68—69 resist energy 150 gp
85-87 silent image 25 gp 70-72 rope trick 150 gp
( 88—90 sleep 25 gp 73 scare 150 gp
~91-93 summon monster | 25 gp 74—76 scorching ray 150 gp
94—96 true strike 25 gp 77-79 see invisibility 150 gp
97—98 unseen servant 25 gp 80-81 shatter 150 gp
99—100 ventriloquism 25 gp 82 spectral hand 150 gp
83-85 spider climb 150 gp
86-87 summon monster || 150 gp
88-89 summon swarm 150 gp
90-91 touch of idiocy 150 gp
92-93 web 150 gp
94—96 whispering wind 150 gp
97 magic mouth 160 gp
98 arcane lock 175 gp
99 continual flame 200 gp

100 phantom trap 200 gp




TABLE 5-30: 3
d%

RD-LEVEL ARCANE SPELLS

TABLE 5-31:
%

ATH-LEVEL ARCANE SPELLS

Spell Scroll Price d Spell Scroll Price

01-02 arcane sight 375 gp 01-02 arcane eye 700 gp
03 beast shape 375 8P 03-04 beast shape | 700 gp
04—06 blink 375 gp 05-07 bestow curse 700 gp
o7 clairaudience/clairvoyance 375 gp 08-09 black tentacles 700 gp
08-09 daylight 375 gp 10-12 charm monster 700 gp
10-11 deep slumber 375 8P 13-16 confusion 700 gp
12-15 dispel magic 375 8P 1718 contagion 700 gp
16 displacement 375 8P 19-20 crushing despair 700 gp
17 explosive runes 375 8P 21 detect scrying 700 gp
18-21 fireball 375 gp 22-25 dimension door 700 gp
22-23 flame arrow 375 8P 2629 dimensional anchor 700 gp
2426 fly 375 gp 30-31 elemental body | 700 gp
27-29 gaseous form 375 gp 32-34 enervation 700 gp
30 gentle repose 375 gp 3536 enlarge person, mass 700 gp
31-32 halt undead 375 gp 3738 fear 700 gp
33-35 haste 375 8P 39—40 fire shield 700 gp
36 heroism 375 gp 41-43 geas, lesser 700 gp
37-39 hold person 375 gp 44—46 globe of invulnerability, lesser 700 gp
40—42 invisibility sphere 375 gp 47 hallucinatory terrain 700 gp
43 keen edge 375 gp 48-50 ice storm 700 gp
44—46 lightning bolt 375 gp 51 illusory wall 700 gp
47-48 magic circle against chaos 375 gp 5255 invisibility, greater 700 gp
49—50 magic circle against evil 375 gp 56 locate creature 700 gp
51-52 magic circle against good 375 gp 57 minor creation 700 gp
53—54 magic circle against law 375 gp 58—59 phantasmal killer 700 gp
55 magic weapon, greater 375 8P 60—61 rainbow pattern 700 gp
56—57 major image 375 gp 62—-63 reduce person, mass 700 gp
58—60 phantom steed 375 8P 64 remove curse 700 gp
61-63 protection from energy 375 gp 65—66 resilient sphere 700 gp
64 rage 375 gp 67-68 scrying 700 gp
65-67 ray of exhaustion 375 8P 69-70 secure shelter 700 gp
68—69 secret page 375 gp 71-72 shadow conjuration 700 gp
70 shrink item 375 gp 73-74 shout 700 gp
71-72 sleet storm 375 gp 7577 solid fog 700 gp
73-75 slow 375 8P 78-79 stone shape 700 gp
76 stinking cloud 375 gp 80-81 summon monster IV 700 gp
77-78 suggestion 375 gp 82-84 wall of fire 700 gp
79-81 summon monster 111 375 8P 85-87 wall of ice 700 gp
82-84 tiny hut 375 gp 88—91 fire trap 725 gp
85-86 tongues 375 gp 92-95 mnemonic enhancer 750 gp
87—-89 vampiric touch 375 gp 96—97 stoneskin 950 gp
90—-91 water breathing 375 gp 98-100 animate dead 1,050 gp
92-93 wind wall 375 gp

94—95 illusory script 425 gp

96—97 nondetection 425 gp

98-100 sepia snake sigil 875 gp
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TABLE 5-32: STH-LEVEL ARCANE SPELLS TABLE 5-33: 6TH-LEVEL ARCANE SPELLS
d% %

Spell Scroll Price d Spell Scroll Price
o1 animal growth 1,125 gp 01-02 acid fog 1,650 gp
02-05 baleful polymorph 1,125 gp 03-04 analyze dweomer 1,650 gp
06—07 beast shape 111 1,125 gp 05—07 antimagic field 1,650 gp
08 blight 1,125 gp 08-09 bear's endurance, mass 1,650 gp
09-10 break enchantment 1,125 gp 10 beast shape IV 1,650 gp
11-14 cloudkill 1,125 gp 11-12 bull's strength, mass 1,650 gp
15-17 cone of cold 1,125 gp 13-14 cat's grace, mass 1,650 gp
18—20 contact other plane 1,125 gp 15-17 chain lightning 1,650 gp
21-22 dismissal 1,125 gp 18-19 contingency 1,650 gp
23-25 dominate person 1,125 gp 20 control water 1,650 gp
2627 dream 1,125 gp 21-24 disintegrate 1,650 gp
28 elemental body 1,125 gp 25-28 dispel magic, greater 1,650 gp
29 fabricate 1,125 gp 29-30 eagle's splendor, mass 1,650 gp
30-31 feeblemind 1,125 gp 31 elemental body I11 1,650 gp
32-34 hold monster 1,125 gp 32-33 eyebite 1,650 gp
interposing hand 1,125 gp 34-36 flesh to stone 1,650 gp
36-37 mage's faithful hound 1,125 gp 37-38 forceful hand 1,650 gp
38-39 mage's private sanctum 1,125 gp 39—40 form of the dragon | 1,650 gp
40-42 magic jar 1,125 gp 41—42 fox's cunning, mass 1,650 gp
major creation 1,125 gp 43 freezing sphere 1,650 gp
44—45 mind fog 1,125 gp 44—45 geas/quest 1,650 gp
mirage arcana 1,125 gp 46-48 globe of invulnerability 1,650 gp
47-48 nightmare 1,125 gp 49-50 guards and wards 1,650 gp
49-50 overland flight