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Many great stories, in history as well as 
literature, feature small bands of heroes 

holding out against large numbers of foes. This 
might be holding an important objective against 
mobs of enemies or taking out groups of guards 
defending a villain’s lair. No matter the adventure 
or the situation, it’s useful to have mobs of foes 
ready to throw at the characters!

troopstroops
The following rules apply to organized groups of 
foes that are roughly the size of a ysoki or larger—
these aren’t swarms of tiny creatures, but mobs or 
units of larger foes.

troop subtype Grafttroop subtype Graft
This subtype is applied to a collection of sentient 
creatures that acts as a single creature (similar to 
a swarm, but usually as part of a military unit). 
A troop has a single pool of Hit Points, a single 
initiative modifier, and a single EAC and KAC. A 
troop attempts saving throws as a single creature. 

A single troop usually occupies a square (if it 
is made up of nonflying creatures) or a cube (if it 
is made up of flying creatures) 20 feet on a side, 
equal in size to a Gargantuan creature, though 
the actual size of the troop is the same as that of 
the component creatures. The area occupied by a 
troop is shapable, though the troop must remain 
in contiguous squares to accurately reflect the 
teamwork of trained military units. A troop has 
reach equal to that of the component creatures 
based on size and gear. A troop can move through 
squares occupied by enemies without impediment 
and vice versa, though such movement provokes 
attacks of opportunity as normal for its component 
creatures. A troop can move through any area large 
enough for its component creatures.

Because of the chaos of combat, spellcasting or 
concentrating on spells within the area of a troop 
or within its reach requires a successful caster 
level check (DC = 20 + spell level). Using skills 
that involve patience and concentration, such as 
Computers, within the area of a troop or within its 
reach requires a successful DC 20 Will saving throw.

The exact number of a troop’s component 
creatures varies, but in general, a troop of Small or 
Medium creatures consists of approximately 12 to 
30 creatures and a troop of Large creatures consists 
of approximately 8 to 15 creatures.

Although troops are composed of a number of 
individual creatures, not all of these creatures’ gear 
will survive the rigors of combat. As a result, treat 
a troop as a single creature for the purposes of how 
much treasure is awarded for an encounter with the 
troop, as determined by the troop’s CR.

The universal creature rules for troop attack, 
troop defenses, and troop immunities are common 
to troops.

TROOP ATTACK (EX)
The creature doesn’t make standard melee attacks. 
Instead, it deals automatic damage to any creature 
within its reach or whose space it occupies at the 
end of its turn, with no attack roll needed. A troop 
threatens all creatures within its reach or within its 
area and resolves attacks of opportunity by dealing 
automatic troop damage to any foe in reach that 
provokes an attack of opportunity. A troop is still 
limited to making one such attack per round unless 
stated otherwise. A troop can only perform grapple 
and sunder combat maneuvers; other combat 
maneuvers are not available unless the troop’s 
description states otherwise.

Format: Melee troop attack (1d4+10 P).

TROOP DEFENSES (EX)
Troops take damage from attacks differently 
depending on how the attack targets them.

A troop takes half damage from attacks that affect 
a single target (such as shot from a semi-auto pistol). 
A troop is immune to effects that target a specific 
number of creatures (including single-target spells 
and multiple-target spells such as haste).

A troop takes half again as much damage (+50%) 
from effects that affect all targets in an area, such 
as grenades, blast and explode weapons, and many 
evocation spells.

A troop takes normal damage from an attack or 
effect that affects multiple targets (including lines 
and fully automatic mode attacks). For the purposes 
of the automatic weapon special property, a troop 
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counts as five targets. For example, if an automatic 
attack is made using 12 rounds of ammunition, the 
attack affects a maximum of six targets, so it can 
damage a troop normally. However, if two other 
targets are closer to the attacker than the troop, they 
must be attacked first, leaving only four attacks to 
target the troop, so the troop takes no damage.

Format: Defensive Abilities troop defenses.

TROOP IMMUNITIES (EX)
Troops are immune to the following effects, unless 
the effect specifies it works against swarms or 
troops: pinned, prone, staggered, and stunned.

Combat maneuvers—a troop can’t be subject to 
combat maneuvers, unless it’s affected by area 
effects that include such maneuvers or the troop’s 
description says otherwise.

Flanking—troops are unflankable.

Dying—a troop reduced to 0 Hit Points breaks 
up and is effectively destroyed, though individual 
members of it might survive.

Format: Immunities troop immunities.

Zombie HordeZombie Horde
This mass of mindless, shambling dead groans and 
grasps at the air as it surges forward.

Zombie Horde CR 4

Combatant
XP 1,200
NE Medium undead (troop)
Init +3; Senses darkvision 60 ft.; Perception +10

DEFENSE HP 60

EAC 16; KAC 18
Fort +6; Ref +6; Will +5
Defensive Abilities troop defenses; DR 5/magic; 
Immunities troop immunities, undead immunities
Weaknesses staggered

OFFENSE

Speed 30 ft.
Melee troop attack (1d6+8 B)
Space 20 ft.; Reach 5 ft.

STATISTICS

Str +5; Dex +3; Con —; Int —; Wis +1; Cha +0 
Skills Athletics +15
Other Abilities mindless, unliving

ECOLOGY

Environment any 
Organization solitary, pair, or uprising (3–18)

SPECIAL ABILITIES 

Grasping Claws (Ex) A zombie horde deals an 
additional 1d6 damage with its troop attack to foes 
in its space.

Staggered (Ex) A zombie horde is always 
considered staggered and can never take more than 
a single move action or standard action in a round. 
It can’t take full actions.

Zombies often gather in large hordes. A zombie 
troop is not an organized warband in any sense, 

but merely an aggregation of many zombies fighting 
together in close quarters. A zombie horde might 
form from a sprawling mass of zombies crowded 
together by the terrain, such as a narrow hall or a 
doorway. After squeezing through this barrier, the 
zombies simply remain in close confines, lacking 
the tactical sense to spread out again. They pose 
a particular hazard to foes they can overwhelm, 
as their grasping claws quickly shred anyone 
unfortunate enough to end up in their midst.

Zombie hordes have no sense of self-preservation 
whatsoever, and they do anything necessary to get 
at living creatures they detect. This means they’ll 
leap off of rooftops, cross burning fields, or lumber 
through razor wire if it’s in their way. Only when 
an easy way around the obstacle is immediately 
apparent—and obvious to their limited intellect—
will a zombie horde bypass it. For example, a horde 
will move around an open pit in a plain but will surge 
into a pit in a narrow hallway. If the pit has less area 
than the zombie horde (for example, if the pit is only 
5 feet square and 20 feet deep), the zombie horde fills 
it up and continues its relentless advance.

poliCe unitpoliCe unit
The grim, hardheaded police in this unit grip their 
truncheons menacingly.

Police Unit CR 6

Combatant
XP 2,400
LN Medium humanoid (human, troop)
Init +6; Perception +18
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DEFENSE HP 108

EAC 18; KAC 20
Fort +8; Ref +8; Will +7
Defensive Abilities tight formation, troop defenses; 
Immunities troop immunities

OFFENSE

Speed 30 ft.
Melee troop attack (1d4+11 B)
Space 20 ft.; Reach 5 ft.
Offensive Abilities volley

STATISTICS

Str +5; Dex +2; Con +3; Int +0; Wis +1; Cha +0 
Skills Athletics +13, Computers +13, Intimidate +18
Languages Common

ECOLOGY

Environment any urban
Organization solitary, pair, or contingent (3–6)

SPECIAL ABILITIES 

Tight Formation (Ex) Other creatures treat squares 
occupied by the police unit as difficult terrain.

Volley (Ex) A police unit can fire a volley of static 
arc rifle shots as a standard action. This attack takes 
the form of up to two lines with a range of 120 feet. 
These lines can start from the corner of any square 
in the troop’s space. All creatures in any of these 
lines take 2d8 electricity damage (Reflex DC 14 
half). The police unit can choose to have either or 
both of these lines deal nonlethal damage. 

When members of a police force on a space 
station or a surface settlement identify a 

threat to their city or to their authority, they gather 
in close groups to fight. In these tightly-packed 
units, police often spread across an entire street 
from building to building, driving forward any 
enemies into dead-ends or out of the city entirely. 
Each police officer is equipped with a personal 
alarm to summon help, so dispersing a single police 
unit often leads to confrontation with other, similar 
units mustered from precincts elsewhere in town.

infiltrator troopinfiltrator troop
These lashunta special forces wear camouflaged 
clothing to blend in with their environment and 
have their rifles at the ready.

Infiltrator Troop CR 8

Expert
XP 4,800
N Medium humanoid (lashunta, troop)
Init +10; Perception +21

DEFENSE HP 115

EAC 20; KAC 21
Fort +7; Ref +9; Will +11
Defensive Abilities troop defenses; Immunities 
troop immunities

OFFENSE

Speed 30 ft.
Melee troop attack (1d8+10 S)
Space 20 ft.; Reach 5 ft.
Lashunta Spell-Like Abilities (CL 6th) 

1/day—detect thoughts (DC 16)
At will—daze (DC 15), psychokinetic hand

Offensive Abilities augmented shots, volley

STATISTICS

Str +4; Dex +6; Con +1; Int +0; Wis +2; Cha +0 
Skills Acrobatics +21, Athletics +16, Life Science 
+16, Stealth +21, Survival +21
Languages Common, Lashunta; limited telepathy 30 ft.
Other Abilities trackless step 

ECOLOGY

Environment any 
Organization solitary, pair, or band (3–4)

SPECIAL ABILITIES 

Augmented Shots (Su) Three times per day as a 
move action, an infiltrator troop can psychically 
empower the effects of its volley attack. The 
troop chooses the confused, frightened, or shaken 
condition. Until the end of the turn, a creature 
that fails its saving throw against the troop’s 
volley attack gains the chosen condition for 1 
round. This reflects a few of the infiltrators using 
their psychic abilities while being protected by 
the others; not all infiltrators deploy their psychic 
powers simultaneously. 

Trackless Step (Ex) An infiltrator unit leaves no 
trail in natural surroundings and cannot be tracked. 
The troop may choose to leave a trail if desired.
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Volley (Ex) An infiltrator troop can fire a volley of 
tactical magentar rifle shots as a standard action. This 
attack takes the form of up to three lines with a range 
of 120 feet. These lines can start from the corner of any 
square in the troop’s space. All creatures in any of these 
lines take 3d8 piercing damage (Reflex DC 18 half). 

When lashuntas mobilize to defend their 
homelands, they normally do so in loose 

groups. When a tighter military formation is 
advantageous, lashunta infiltrators form up into 
troops. Unlike other troops, which rely on the 
press of numbers to beat down opponents in melee, 
infiltrator troops are more effective at range. They 
unleash volleys of automatic gunfire enhanced 
with psychic magic to disorient and eliminate their 
foes. Infiltrator troops are notoriously hard to pin 
down. When approached by slower, well-armored 
enemies, the lashuntas meld back into the terrain to 
launch a new attack from an unexpected direction.

paratrooper unitparatrooper unit
Raining death from above, these daredevil soldiers 
plummet in a tightly packed squadron.

Paratrooper Unit CR 10

Expert
XP 9,600
N Medium humanoid (human, troop)
Init +6; Perception +19

DEFENSE HP 150

EAC 23; KAC 24
Fort +11; Ref +9; Will +13
Defensive Abilities battle medics, troop defenses; 
Immunities fear, troop immunities

OFFENSE

Speed 30 ft., fly 30 ft. (Ex, average)
Melee troop attack (1d8+15 P)
Space 20 ft.; Reach 5 ft.
Offensive Abilities demolishers, grenade bombardment

STATISTICS

Str +8; Dex +5; Con +1; Int +3; Wis +1; Cha +0 
Skills Acrobatics +19, Athletics +24, Computers 
+24, Engineering +24, Stealth +19
Languages Common

ECOLOGY

Environment any
Organization solitary or company (2–4)

SPECIAL ABILITIES 

Battle Medics (Ex) A paratrooper contains several 
trauma medics skilled at operating in battlefield 
conditions. Once per day as a swift action, the 
paratrooper unit can restore 5d6 Hit Points to itself 
or an adjacent creature.

Demolishers (Ex) The paratrooper unit’s troop 
attack ignores hardness of 10 or less. 

Grenade Bombardment (Ex) As a standard action, 
a paratrooper unit can target a single square up to 40 
feet away with a concentrated barrage of grenades. 
This attack deals 8d6 acid or fire damage (of the 
troop’s choice) to all creatures in a 20-foot-radius 
burst (Reflex DC 19 half).

Specialized units that highly organized militaries 
deploy to secure important objectives, 

paratrooper units are skilled soldiers and grenadiers. 
The paratroopers first get into place high above 
an enemy objective, usually by an ultralight or 
cloaked airship. Once above an objective, the 
paratroopers use jet packs to descend into the thick 
of the fighting, usually by dropping quickly and 
activating their jet packs only at the last possible 
second. Once engaged, they hurl grenades and use 
a variety of melee weapons to eradicate enemy 
troops. Paratroopers are entirely inured to fear; 
their missions are often so dangerous that their only 
options are to succeed or die, and the daredevil 
paratroopers wouldn’t have it any other way.

Centaur WarbandCentaur Warband
A herd of stampeding centaurs clad in polished 
armor, bearing spears and rifles, presses ahead. 

Centaur Warband CR 12

Combatant
XP 19,200
N Large monstrous humanoid (troop)
Init +10; Senses darkvision 60 ft.; Perception +22

DEFENSE HP 200

EAC 26; KAC 28
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Fort +14; Ref +16; Will +13
Defensive Abilities troop defenses; Immunities 
troop immunities

OFFENSE

Speed 30 ft.
Melee troop attack (3d4+20 S)
Space 20 ft.; Reach 10 ft.
Offensive Abilities centaur charge, magic weapons, volley

STATISTICS

Str +8; Dex +4; Con +5; Int +0; Wis +2; Cha +1 
Skills Athletics +22, Intimidation +27, Survival +22
Languages Common, Elven, Sylvan

ECOLOGY

Environment any forest or plains
Organization solitary, pair, or tribe (3–6)

SPECIAL ABILITIES 

Centaur Charge (Ex) A centaur warband deals 
double its troop damage if it moves at least 10 feet 
before making a troop attack. 

Magic Weapons (Ex) A centaur warband’s attack counts 
as magic for the purpose of bypassing damage reduction.

Volley (Ex) A centaur warband can fire a volley 
of advanced magnetar rifle shots as a standard 
action. This attack takes the form of up to four lines 
with a range of 60 feet. These lines can start from 
the corner of any square in the troop’s space. All 
creatures in any of these lines take 4d8 piercing 
damage (Reflex DC 19 half).

Centaurs are dedicated hunters and defenders 
of forests and plains on many worlds, often 

posing a hazard to settlers. Although few centaurs 
have taken to space travel, many readily understand 
the value of advanced armor and weaponry and 
put it to use to defend their ancestral homes. When 
a significant threat to their lands materializes, 
centaurs come together in stampeding warbands to 
fight it. Often equipped with sophisticated weapons 
and armor, a centaur warband is a swift and 
implacable force. They generally eschew subtlety, 
but they often use knowledge of the land, such as 
riverbeds or gullies concealed with brush, to allow 
them to get close to enemies before striking.



88

WarbandsWarbands

OPEN GAME LICENSE Version 1.0a
The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards 
of the Coast, Inc (“Wizards”). All Rights Reserved.
1. Definitions: (a)”Contributors” means the copyright and/or trademark owners who have 
contributed Open Game Content; (b)”Derivative Material” means copyrighted material 
including derivative works and translations (including into other computer languages), potation, 
modification, correction, addition, extension, upgrade, improvement, compilation, abridgment 
or other form in which an existing work may be recast, transformed or adapted; (c) “Distribute” 
means to reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or otherwise 
distribute; (d)”Open Game Content” means the game mechanic and includes the methods, 
procedures, processes and routines to the extent such content does not embody the Product 
Identity and is an enhancement over the prior art and any additional content clearly identified as 
Open Game Content by the Contributor, and means any work covered by this License, including 
translations and derivative works under copyright law, but specifically excludes Product Identity. 
(e) “Product Identity” means product and product line names, logos and identifying marks 
including trade dress; artifacts; creatures characters; stories, storylines, plots, thematic elements, 
dialogue, incidents, language, artwork, symbols, designs, depictions, likenesses, formats, poses, 
concepts, themes and graphic, photographic and other visual or audio representations; names 
and descriptions of characters, spells, enchantments, personalities, teams, personas, likenesses 
and special abilities; places, locations, environments, creatures, equipment, magical or 
supernatural abilities or effects, logos, symbols, or graphic designs; and any other trademark or 
registered trademark clearly identified as Product identity by the owner of the Product Identity, 
and which specifically excludes the Open Game Content; (f) “Trademark” means the logos, 
names, mark, sign, motto, designs that are used by a Contributor to identify itself or its products 
or the associated products contributed to the Open Game License by the Contributor (g) “Use”, 
“Used” or “Using” means to use, Distribute, copy, edit, format, modify, translate and otherwise 
create Derivative Material of Open Game Content. (h) “You” or “Your” means the licensee in 
terms of this agreement.
2. The License: This License applies to any Open Game Content that contains a notice 
indicating that the Open Game Content may only be Used under and in terms of this License. 
You must affix such a notice to any Open Game Content that you Use. No terms may be added 
to or subtracted from this License except as described by the License itself. No other terms or 
conditions may be applied to any Open Game Content distributed using this License.
3. Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of 
the terms of this License.
4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors 
grant You a perpetual, worldwide, royalty-free, non-exclusive license with the exact terms of 
this License to Use, the Open Game Content.
5. Representation of Authority to Contribute: If You are contributing original material as Open 
Game Content, You represent that Your Contributions are Your original creation and/or You 
have sufficient rights to grant the rights conveyed by this License.
6. Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this 
License to include the exact text of the COPYRIGHT NOTICE of any Open Game Content 
You are copying, modifying or distributing, and You must add the title, the copyright date, and 
the copyright holder’s name to the COPYRIGHT NOTICE of any original Open Game Content 
you Distribute.
7. Use of Product Identity: You agree not to Use any Product Identity, including as an 
indication as to compatibility, except as expressly licensed in another, independent 
Agreement with the owner of each element of that Product Identity. You agree not to indicate 
compatibility or co-adaptability with any Trademark or Registered Trademark in conjunction 
with a work containing Open Game Content except as expressly licensed in another, 
independent Agreement with the owner of such Trademark or Registered Trademark. The 
use of any Product Identity in Open Game Content does not constitute a challenge to the 
ownership of that Product Identity. The owner of any Product Identity used in Open Game 
Content shall retain all rights, title and interest in and to that Product Identity.
8. Identification: If you distribute Open Game Content You must clearly indicate which 
portions of the work that you are distributing are Open Game Content.
9. Updating the License: Wizards or its designated Agents may publish updated versions 
of this License. You may use any authorized version of this License to copy, modify and 
distribute any Open Game Content originally distributed under any version of this License.
10 Copy of this License: You MUST include a copy of this License with every copy of the 
Open Game Content You Distribute.
11. Use of Contributor Credits: You may not market or advertise the Open Game Content using 
the name of any Contributor unless You have written permission from the Contributor to do so.
12 Inability to Comply: If it is impossible for You to comply with any of the terms of this 
License with respect to some or all of the Open Game Content due to statute, judicial order, or 
governmental regulation then You may not Use any Open Game Material so affected.
13 Termination: This License will terminate automatically if You fail to comply with all terms 
herein and fail to cure such breach within 30 days of becoming aware of the breach. All 
sublicenses shall survive the termination of this License.
14 Reformation: If any provision of this License is held to be unenforceable, such provision 
shall be reformed only to the extent necessary to make it enforceable.
15. COPYRIGHT NOTICE
Open Game License v 1.0a, © 2000, Wizards of the Coast, Inc.
System Reference Document, © 2000, Wizards of the Coast, Inc.; Authors: Jonathan Tweet, 
Monte Cook, Skip Williams, based on material by E. Gary Gygax and Dave Arneson.
System Reference Document, © 2000, Wizards of the Coast, Inc.; Authors: Jonathan Tweet, 
Monte Cook, and Skip Williams, based on material by E. Gary Gygax and Dave Arneson.
Advanced Player’s Guide, © 2010, Paizo Publishing, LLC; Author: Jason Bulmahn.
Anger of Angels, © 2003, Sean K Reynolds.
Book of Fiends, © 2003, Green Ronin Publishing; Authors: Aaron Loeb, Erik Mona, Chris 
Pramas, Robert J. Schwalb.
Monte Cook’s Arcana Unearthed, © 2003, Monte J. Cook.

Path of the Magi, © 2002, Citizen Games/Troll Lord Games; Authors: Mike McArtor, W. 
Jason Peck, Jeff Quick, and Sean K Reynolds.
Pathfinder RPG Core Rulebook, © 2009, Paizo Publishing, LLC; Author: Jason Bulmahn, 
based on material by Jonathan Tweet, Monte Cook, and Skip Williams.
Pathfinder Roleplaying Game Advanced Class Guide, © 2014, Paizo Inc.; Authors: Dennis 
Baker, Ross Byers, Jesse Benner, Savannah Broadway, Jason Bulmahn, Jim Groves, Tim 
Hitchcock, Tracy Hurley, Jonathan H. Keith, Will McCardell, Dale C. McCoy, Jr., Tom 
Phillips, Stephen Radney-MacFarland, Thomas M. Reid, Sean K Reynolds, Tork Shaw, Owen 
K.C. Stephens, and Russ Taylor.
Pathfinder Roleplaying Game Core Rulebook, © 2009, Paizo Inc.; Author: Jason Bulmahn, 
based on material by Jonathan Tweet, Monte Cook, and Skip Williams.
Pathfinder Roleplaying Game Core Rulebook, © 2009, Paizo Publishing, LLC; Author: 
Jason Bulmahn, based on material by Jonathan Tweet, Monte Cook, and Skip Williams.
Pathfinder Roleplaying Game Core Rulebook, © 2010, Paizo Publishing, LLC; Author: 
Jason Bulmahn, based on material by Jonathan Tweet, Monte Cook, and Skip Williams.
Pathfinder Roleplaying Game Core Rulebook, © 2011, Paizo Publishing, LLC; Author: 
Jason Bulmahn, based on material by Jonathan Tweet, Monte Cook, and Skip Williams.
Pathfinder Roleplaying Game Ultimate Combat, © 2011, Paizo Publishing, LLC; Authors: 
Jason Bulmahn, Tim Hitchcock, Colin McComb, Rob McCreary, Jason Nelson, Stephen 
Radney-MacFarland, Sean K Reynolds, Owen K.C. Stephens, and Russ Taylor.
Pathfinder Roleplaying Game Ultimate Intrigue, © 2016, Paizo Inc.; Authors: Jesse 
Benner, John Bennett, Logan Bonner, Robert Brookes, Jason Bulmahn, Ross Byers, Robert 
N. Emerson, Amanda Hamon Kunz, Steven Helt, Thurston Hillman, Tim Hitchcock, Mikko 
Kallio, Rob McCreary, Jason Nelson, Tom Phillips, Stephen Radney-MacFarland, Thomas M. 
Reid, Alexander Riggs, David N. Ross, David Schwartz, Mark Seifter, Linda Zayas-Palmer.
Pathfinder Roleplaying Game Ultimate Magic, © 2011, Paizo Publishing, LLC; Authors: 
Jason Bulmahn, Tim Hitchcock, Colin McComb, Rob McCreary, Jason Nelson, Stephen 
Radney-MacFarland, Sean K Reynolds, Owen K.C. Stephens, and Russ Taylor.
Pathfinder Roleplaying Game Adventurer’s Guide © 2017, Paizo Inc.; Authors: Benjamin 
Bruck, John Compton, Crystal Frasier, Tim Hitchcock, Jenny Jarzabski, Isabelle Lee, Joe 
Pasini, Jessica Price, David Schwartz, and Josh Vogt.
Skreyn›s Register: The Bonds of Magic, © 2002, Sean K Reynolds.
The Book of Experimental Might, © 2008, Monte J. Cook; All rights reserved.
The Book of Fiends, © 2003, Green Ronin Publishing; Authors: Aaron Loeb, Erik Mona, 
Chris Pramas, and Robert J. Schwalb.
The Book of Hallowed Might, © 2002, Monte J. Cook.
Tome of Horrors, © 2002, Necromancer Games, Inc.; Authors: Scott Greene, with Clark 
Peterson, Erica Balsley, Kevin Baase, Casey Christofferson, Lance Hawvermale, Travis 
Hawvermale, Patrick Lawinger, and Bill Webb; Based on original content from TSR.
Angel, Monadic Deva from the Tome of Horrors Complete, © 2011, Necromancer Games, 
Inc., published and distributed by Frog God Games; Author: Scott Greene, based on original 
material by Gary Gygax.
Angel, Monadic Deva from the Tome of Horrors, Revised, © 2002, Necromancer Games, 
Inc.; Author: Scott Greene, based on original material by E. Gary Gygax.
Angel, Movanic Deva from the Tome of Horrors Complete, © 2011, Necromancer Games, 
Inc., published and distributed by Frog God Games; Author: Scott Greene, based on original 
material by Gary Gygax.
Angel, Movanic Deva from the Tome of Horrors, Revised, © 2002, Necromancer Games, 
Inc.; Author: Scott Greene, based on original material by E. Gary Gygax.
Brownie from the Tome of Horrors Complete, © 2011, Necromancer Games, Inc., published 
and distributed by Frog God Games; Author: Scott Greene, based on original material by 
Gary Gygax.
Brownie from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.; Author: 
Scott Greene, based on original material by E. Gary Gygax.
Daemon, Ceustodaemon (Guardian Daemon) from the Tome of Horrors, Revised, © 
2002, Necromancer Games, Inc.; Author: Scott Greene, based on original material by E. Gary 
Gygax.
Daemon, Derghodaemon from the Tome of Horrors Complete, © 2011, Necromancer 
Games, Inc., published and distributed by Frog God Games; Author: Scott Greene, based on 
original material by Gary Gygax.
Daemon, Derghodaemon from the Tome of Horrors, Revised, © 2002, Necromancer 
Games, Inc.; Author: Scott Greene, based on original material by E. Gary Gygax.
Daemon, Guardian from the Tome of Horrors Complete, © 2011, Necromancer Games, 
Inc., published and distributed by Frog God Games; Author: Scott Greene, based on original 
material by Ian McDowall.
Daemon, Hydrodaemon from the Tome of Horrors Complete, © 2011, Necromancer 
Games, Inc., published and distributed by Frog God Games; Author: Scott Greene, based on 
original material by Gary Gygax.
Daemon, Hydrodaemon from the Tome of Horrors, Revised, © 2002, Necromancer Games, 
Inc.; Author: Scott Greene, based on original material by E. Gary Gygax.
Daemon, Piscodaemon from the Tome of Horrors Complete, © 2011, Necromancer Games, 
Inc., published and distributed by Frog God Games; Author: Scott Greene, based on original 
material by Gary Gygax.
Daemon, Piscodaemon from the Tome of Horrors, Revised, © 2002, Necromancer Games, 
Inc.; Author: Scott Greene, based on original material by E. Gary Gygax.
Demon, Shadow from the Tome of Horrors Complete, © 2011, Necromancer Games, Inc., 
published and distributed by Frog God Games; Author: Scott Greene, based on original 
material by Neville White.
Dragon Horse from the Tome of Horrors Complete, © 2011, Necromancer Games, Inc., 
published and distributed by Frog God Games; Author: Scott Greene, based on original 
material by Gary Gygax.
Flumph from the Tome of Horrors Complete, © 2011, Necromancer Games, Inc., published 



99

and distributed by Frog God Games; Author: Scott Greene, based on original material by Ian 
McDowell and Douglas Naismith.
Froghemoth from the Tome of Horrors, © 2002, Necromancer Games, Inc.; Author: Scott 
Greene, based on original material by E. Gary Gygax.
Giant, Wood from the Tome of Horrors Complete, © 2011, Necromancer Games, Inc., 
published and distributed by Frog God Games; Authors: Scott Greene, based on original 
material by Wizards of the Coast.
Hippocampus from the Tome of Horrors Complete, © 2011, Necromancer Games, Inc., 
published and distributed by Frog God Games; Authors: Scott Greene and Erica Balsley, 
based on original material by Gary Gygax.
Huecuva from the Tome of Horrors Complete, © 2011, Necromancer Games, Inc., published 
and distributed by Frog God Games; Author: Scott Greene, based on original material by 
Underworld Oracle.
Ice Golem from the Tome of Horrors, © 2002, Necromancer Games, Inc.; Author: Scott Greene.
Iron Cobra from the Tome of Horrors, © 2002, Necromancer Games, Inc.; Author: Scott 
Greene, based on original material by Philip Masters.
Kech from the Tome of Horrors Complete, © 2011, Necromancer Games, Inc., published and 
distributed by Frog God Games; Author: Scott Greene, based on original material by Gary Gygax.
Marid from the Tome of Horrors III, © 2005, Necromancer Games, Inc.; Author: Scott Greene.
Mihstu from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.; Author: 
Scott Greene, based on original material by E. Gary Gygax.
Muckdweller from the Tome of Horrors Complete, © 2011, Necromancer Games, Inc., 
published and distributed by Frog God Games; Author: Scott Greene, based on original 
material by Gary Gygax.
Nabasu Demon from the Tome of Horrors, © 2002, Necromancer Games, Inc.; Author: 
Scott Greene, based on original material by E. Gary Gygax.
Necrophidius from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.; 
Author: Scott Greene, based on original material by Simon Tillbrook.
Quickling from the Tome of Horrors Complete, © 2011, Necromancer Games, Inc., 
published and distributed by Frog God Games; Author: Scott Greene, based on original 
material by Gary Gygax.
Sandman from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.; Author: 
Scott Greene, based on original material by Roger Musson.
Scarecrow from the Tome of Horrors, Revised, © 2002, Necromancer Games, Inc.; Author: 
Scott Greene, based on original material by Roger Musson.
Shadow Demon from the Tome of Horrors, © 2002, Necromancer Games, Inc.; Author: 
Scott Greene, based on original material by Neville White.
Skulk from the Tome of Horrors Complete, © 2011, Necromancer Games, Inc., published 
and distributed by Frog God Games; Author: Scott Greene, based on original material by 
Simon Muth.

Spriggan from the Tome of Horrors Complete, © 2011, Necromancer Games, Inc., 
published and distributed by Frog God Games; Authors: Scott Greene and Erica Balsley, 
based on original material by Roger Moore and Gary Gygax.
Wood Golem from the Tome of Horrors, © 2002, Necromancer Games, Inc.; Authors: Scott 
Greene and Patrick Lawinger.
Starfinder Core Rulebook © 2017, Paizo Inc.; Authors: Logan Bonner, Jason Bulmahn, 
Amanda Hamon Kunz, Jason Keeley, Robert G. McCreary, Stephen Radney-MacFarland, 
Mark Seifter, Owen K.C. Stephens, and James L. Sutter, with Alexander Augunas, Judy 
Bauer, John Compton, Adam Daigle, Crystal Frasier, Lissa Guillet, Thurston Hillman, Erik 
Mona, Mark Moreland, Jessica Price, F. Wesley Schneider, Amber E. Scott, and Josh Vogt.
Starfinder Alien Archive © 2017, Paizo Inc.; Authors: John Compton, Adam Daigle, Crystal 
Frasier, Amanda Hamon Kunz, Jason Keeley, Jon Keith, Steve Kenson, Isabelle Lee, Lyz 
Liddell, Robert G. McCreary, Mark Moreland, Joe Pasini, F. Wesley Schneider, Owen K.C. 
Stephens, James L. Sutter, and Josh Vogt.
Starfinder Alien Archive 2 © 2018, Paizo Inc.; Authors: Alexander Augunas, Kate Baker, 
John Compton, Adam Daigle, Brian Duckwitz, Eleanor Ferron, Amanda Hamon Kunz, James 
Jacobs, Mikko Kallio, Jason Keeley, Lyz Liddell, Ron Lundeen, Robert G. McCreary, Mark 
Moreland, Matt Morris, Adrian Ng, Joe Pasini, Lacy Pellazar, David N. Ross, Stephen Rowe, 
Chris Sims, Owen K.C. Stephens, James L. Sutter, and Russ Taylor.
Starfinder Alien Archive 3 © 2019, Paizo Inc.; Authors: Saif Ansari, Kate Baker, John 
Compton, Adam Daigle, Katina Davis, Eleanor Ferron, Crystal Frasier, Leo Glass, Sasha 
Lindley Hall, Amanda Hamon, Thurston Hillman, James Jacobs, Jenny Jarzabski, Virginia 
Jordan, Jason Keeley, Natalie Kertzner, Luis Loza, Lyz Liddell, Ron Lundeen, Crystal 
Malarsky, Robert G. McCreary, Hilary Moon Murphy, Adrian Ng, Joe Pasini, Lacy Pellazar, 
Samantha Phelan, Jessica Redekop, Simone D. Sallé, Michael Sayre, Owen K.C. Stephens, 
James L. Sutter, Jason Tondro, Diego Valdez, and Linda Zayas-Palmer.
Starfinder Character Operations Manual © 2019, Paizo Inc.; Authors: Alexander 
Augunas, Kate Baker, Simone Dietzler, Jennifer Dworschack-Kinter, Leo Glass, Sasha 
Lindley Hall, Amanda Hamon, Vanessa Hoskins, Jenny Jarzabski, Jason Keeley, Lyz Liddell, 
Luis Loza, Ron Lundeen, Crystal Malarsky, Robert G. McCreary, Conor J. Owens, Joe Pasini, 
Owen K.C. Stephens, Jason Tondro, and Landon Winkler.
Starfinder Pact Worlds © 2018, Paizo Inc.; Authors: Alexander Augunas, Judy Bauer, 
Robert Brookes, Jason Bulmahn, John Compton, Amanda Hamon Kunz, Thurston Hillman, 
Mikko Kallio, Jason Keeley, Jonathan Keith, Steve Kenson, Lyz Liddell, Ron Lundeen, 
Robert G. McCreary, David N. Ross, Owen K.C. Stephens, James L. Sutter, and Russ Taylor.
Mongrelman from the Tome of Horrors Complete © 2011, Necromancer Games, Inc., 
published and distributed by Frog God Games; Author: Scott Greene, based on original 
material by Gary Gygax.
Warbands, SF © 2020, Owen K.C. Stephens; Author: Ron Lundeen. Developer and Publisher: 
Owen K.C. Stephens. Project manager and Planning: Lj Stephens. Bon Vivant: Stan!


