
    

    

 

The Journal of
Dungeoneering

for
Hip and Attractive

Professionals

The Journal of
JO
D
4H

A
P 

Dungeoneering
for 

Hip and Attractive
Professionals 

Issue 3 



          

 
         

         
     

         
 

      
     

 
         

    
     

 
        

 
 

       
  

 

Copyright © 2022 Elizabeth Parsons, Alex G. Friedman, Brent Bowser, and 
GEFriedmanScenic 

This work is licensed under the Creative Commons Attribution 4.0 
International License. To view a copy of this license, visit 

http://creativecommons.org/licenses/by/4.0/ or send a letter to 
Creative Commons, PO Box 1866, Mountain View, CA 94042, USA. 

Sita Duncan provided leshy illustrations under Attribution-
NonCommercial-NoDerivatives 4.0 International (CC BY-NC-ND 4.0) 

Cover and feature images provided by druidbynight and Javier Perez 
Photography and licensed under Attribution-NonCommercial-

NoDerivatives 4.0 International (CC BY-NC-ND 4.0) 

Third issue published in Hamilton, OH, May 16th, 2022 
ISSN pending 

Published by Elizabeth Parsons, Alex G. Friedman, 
and Brent Bowser 
www.jod4hap.com 

http://creativecommons.org/licenses/by/4.0/
http://www.jod4hap.comwww/




  

 
 

   
       

      

 

    

    

 

  

     
   

 
 

 
 

    

 
 

 

 

 

 

 

 

 
 

 
 

 

 
 

M A Y 2 0 2 2 
I S S U E 3 

TABLE OF CONTENTS 

Letter from the Editors 6 

Alex G. Friedman, Elizabeth Parsons, and Brent Bowser 

Advice from Felix, Your Favorite Fashionable Flumph 7 

Featured Interviews 11 

An Interview with Vanessa Hoskins 12 

An Interview with Jason Tondro 18 

Featured Art 30 

Cosplay by druidbynight 31 

An Interview with Matt Cavanaugh: 34 

Preview of Botanical Bestiary 

Original Characters 40 

Matt Garbutt 

Features 43 

Paizo Unionization 44 

Brent Bowser 

Unionization Chat with Jason Tondro 49 



       
 

    
 

     
     
  

     
   

 

 
 

 
 

 

 
 
 

 

Editorial 55 

GM Hot Take: You Should Kill a PC 
Robert Wilhelm 

56 

Healers are the Real Heroes 
Brent Bowser 

59 

Reviews 68 

FairyVerse: Anarchist Creative Writing Class? 
Spell Casting Simulator? Why not Both? 
Alex G. Friedman 

69 

Impressions of New and Notable Releases 
Alex G. Friedman, ed. 

72 



    
    

 
      

                
          

        
          

  

               
              

              
           

            
  

            
         

             

             
             

 

            
             

           
        

    

 
  

 

 
 

M A Y 2 0 2 2 
I S S U E 3 

A LETTER FROM THE EDITORS 
UPON THE PUBLICATION OF OUR 

THIRD ISSUE 

This one is a big one, folks. 

We were well on our way to having a regular issue. Not “regular” in a bad way, 
just nothing groundbreaking. Content with the great quality you’ve come to 
expect from our magazine. Gorgeous art. Editorial snark. Tongue-in-cheek 
reviews of upcoming TTRPG releases. We have also welcomed Brent Bowser 
as co-editor. 

And then the employees of Paizo, Inc., raised their voices as one in a show of 
solidarity and union – like, a literal union. Of course we had to show our 
support for their incredible work, and so we set out to learn all we could 
about the unionization efforts, what went down behind the scenes, and what 
the next steps will be. (Read our statement of support on the unionization 
efforts at JoD4HAP.com.) 

As Jason Tondro told us during our conversation, there has been talk of 
unionizing in roleplaying games in general for many, many years. 

“But it’s been very hard to do,” he said. “Unionization is quite a bureaucratic 
challenge.” 

It’s a challenge – but the workers and freelancers at Paizo have taken their 
stance and started down that path. We are here to uplift them and amplify 
their words. 

In this issue you’ll find art, editorials, reviews, and interviews. But you’ll also 
find the beginning of a story that’s still ongoing, one that started, as these 
stories do, with whispers that grew into a cacophony. Thanks for sticking 
with us and thanks for supporting these fine folks. 

And, as always, stay fashionable. 

Elizabeth Parsons 
Alex G. Friedman 
Brent Bowser 
Editors 
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Advice from Felix: Dominate or Dip? 

Advice from Felix 

You can send letters to Felix 
the Flumph at 

editors.jod4hap@protonmail.com. 

Use “Dear Felix” in the subject 
line. Ask anything you like, 

but this column will focus on 
resolving awkward situations 

around the gaming table. 

Felix the Flumph, 
CR1 Aberration 

Oh, hi gang! It’s me, Felix! I’m 
back to answer more of your 
questions about TTRPGs, mostly 
so that I have a chance to warn 
you (again) about those cosmic 
horrors you all seem to keep 
forgetting about. For example, 
did you know that the you that 
looks back at you from the 
mirror hasn’t been your 
reflection for months? Who is it 
then, you ask? Well, stick with 
me through the end of the 
column and find out! 

Hey Felix, 

Dominate Person says if the 
person is under the effect they 
get additional saves if they "take 
actions against their nature.” 

As a GM, how do I run that in a 
way that is both fair to the 
players while also not nerfing 
the spell to make it pointless to 
even cast it on a player? 

<3, 

Uncle Flumpy 
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howd
y! 

That’s an excellent question, 
and it is one that has been a 
part of the discourse around the 
game for many editions. That is, 
except 5th Edition. Lol. I hope 
you don’t get Dominated in 5th 
Edition, but if you do, good luck 
with “defends and preserves 
itself to the best of [your] 
ability.” Perhaps see if you can 
get a two-for-one deal hiring a 
lawyer and an undertaker. 

The language you cited comes 
from Pathfinder 2nd Edition, 
and this version of the spell is a 
bit more nuanced in ways that 
mostly favor the target and 
generally make the spell more 

fun. First, the spell is pretty 
short range compared to similar 
spells such as Phantasmal Killer 
(30 ft vs 120ft). This means 
monsters who use it will be 
within stride-and-strike range 
for the party. Secondly, on a 
simple success, the target is 
stunned 1. For the majority of 
player characters (PCs) who are 
likely to encounter this spell, 
this will be the most likely 
outcome and will result in an 
interesting scenario. Finally, 
failure results in domination 

with a new save every turn and 
critical failure results in 
domination for the day. Like 
many save-or-suck spells in PF 
2nd Edition, only a critical 
failure completely debilitates a 
character for more than a few 
moments. 

At the risk of being shoved in 
the mud and taunted with mean 
names like ‘Math-finder’ by a 
bunch of 5th Edition players, 
the breakdown of likely 
outcomes here are pretty 
revealing. Roughly 10 places on 
the save die will result in a close 
combat scenario with the target 
suffering stunned 1. That is 
going to be a lot of fun for 
everyone at the table if your 
caster is a vampire or a 
succubus. Seven to 10 places on 
the die will result in your target 
PC being dominated for, 
realistically, one to three 
rounds. In the unlikely event 
that your target PC rolls 
extremely low on their save, 
they are dominated for the day 
and I believe this is your 
primary point of concern, Uncle 
Flumpy. 
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It’s my opinion that the worst 
use of a successful Dominate 
spell is to force a PC to attack 
the other PCs. For one, your 
players will correctly argue that 
they get another save, and they 
will likely score a success over 
the course of a few rounds. This 

is both fair to the players and 

the most boring outcome, in the 

opinion of this humble flumph. 
Dominate is usually only in the 

kit of monsters who have the 

ability to plot and plan to an 

ingenious extent. A successful 
Dominate spell is much better 

spent throwing the party out of 
position in an unexpected way. 
Remember, for succubi and 

other monsters, this is an ability 

they plan around. It isn’t a nerf 
on the spell to use it for non-
lethal applications. Here are 

some examples that your party 

should find vexing and fun. You 

could order a PC to: 

- sit down at a table in another 
room and begin feasting; 
- walk into an adjacent room 
and then bar the door behind 
them; 
- alert your monster’s allies; 
- remove equipment that adds 

bonuses to their saves; 
- cast their best buff spell on 

the monster; 
- fetch a cup of sugar. 

Your players are less likely to 
argue for a save when the 
request seems less dangerous, 
and luckily players are bad at 
comparing the danger of direct 
damage from PC to PC to, well, 
anything really. An order to 
walk into a room and bar the 
door might cut the party off 
from the environmental 
solution to the encounter, for 
example, but it won’t cause the 
same eruption of player 
pushback as telling the fighter 
to bash the wizard with their 
warhammer. 

This is all to say, Dominate is 
supposed to be a show-stopper 
when it works, but you are right 
that it can feel unfair to players 
if it isn’t used interestingly 
enough. o when Dominate is on 
the menu, plan a way to play it 
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cleverly and everyone will have more fun. There’s no need to 
change or nerf the spell, just think more like a devious demon. A 
smart demon would probably target a person when they are on 
their own, and would likely not even reveal themselves to the party, 
or even their target, until they had them all at a total disadvantage. 
They could potentially wait for their victim somewhere, re-casting 
the Dominate spell daily, making horrible preparations. You know, 
somewhere predictable. If you need a more specific example, just 
ask your reflection in the mirror the next time you go to brush your 
teeth. 

Anyhoo! Until next time, humans! 

10 



Interviews 



       
     

     

       
     

     
    

       
     

       
         

      
 

    
        

       
     

        
        

      
      

      
     

       
        

      
       

      
      

        
     

    
         

 
          

               
           

           

     
        
       

        
       

    

       
     

     
   

An Interview with Vanessa Hoskins 
K e y b a r d / R P G A u t h o r / S t o r y t e l l e r / P o d c a s t e r / S t r e a m e r 

V a n e s s a H o s k i n s i s a w r i t e r , s t r e a m e r , p o d c a s t e r , a n d a l l - a r o u n d a w e s o m e c r e a t i v e 

w i t h q u i t e a f e w T T R P G c r e d i t s u n d e r h e r c a p . W e c a u g h t u p w i t h V a n e s s a t o t a l k 

a b o u t h e r f r e e l a n c e w o r k , w r i t i n g s t r o n g f e m a l e c h a r a c t e r s , a n d w o r k i n g w i t h i n t h e 

g a m e s p u b l i s h i n g i n d u s t r y . T h i s i n t e r v i e w h a s b e e n e d i t e d f o r l e n g t h a n d c l a r i t y . 

For those that don't know you (let's suspend 

disbelief that anyone reading this doesn't 

know you.), who is Vanessa Hoskins? 

I'm most well known as a Pathfinder and 

Starfinder freelance author who specializes in 

adventures, but also writes game mechanics, 
gazetteers, and most recently: fiction! 

A question I like asking authors is what 

characters they've created that resonate most 

with them. I know how influential Medda was 

for you. Do you want to tell that story? Is 

there anyone else you've created that you're 

passionate about? 

Writing the character, Medda, literally 

changed my life. She's one of the main NPCs 

in The Solstice Scar and the first explicitly 

transgender character I've ever written. At 

the time I presented male and didn't know I 
was trans, but because of a trans friend of 
mine having a rant about poor transgender 

representation in Pathfinder at that time, I 
decided to make this character trans. I 
worked with another trans freelance author 

to ensure Medda came across as authentic, as 

I didn't realize I was trans at the time. 
Through research and steeping myself in the 

trans community, I came to have a better 

understanding of my own feelings about my 

gender. About three months later I accepted 

that I was trans, and about 11 months after 

that I came out as trans. 

Though I've written several strong women 

over the years, writing her was one of the 

most significant things I've ever done. I hope 

that in my discovery, and in my telling the 

story of transgender people, I can help people 

discover themselves as I did. 

I hope that in my discovery, and in 
my telling the story of transgender 
people, I can help people discover 

themselves as I did. 

12 
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You've contributed content for Paizo in books 

like Secrets of Magic and Absalom, City of 
Omens, and you created The Kineticist for 

Pathfinder 2. What are the differences 

between creating for a company and for 

yourself? Is there anything you've learned 

from working with a publisher that you've 

incorporated into your own projects? 

Writing is always fun, but it's also always 

work. It takes a significant amount of effort 

to create anything from 1,000 words worth 

of feats to a 40,000 word adventure path 

volume. The big difference is how it feels to 

write it. Working from a company's outline, 
specifically Paizo, means you have a pretty 

clear idea of what they're looking for, how 

long each section should be, and some 

specific points they want you to hit. For 

example they may have an existing monster 

or pre-planned cover art, and you need to 

include it in your adventure turn-over. This 

can guide your creativity by coloring within 

the lines they've given you. But because of 
the more formal nature of the developer-
freelancer relationship, it can feel like work 

sometimes. 

Writing for myself is me doing something 

because I want it to exist. The Legendary 

Kineticist by Legendary Games only exists 

because I approached them and said "I want 

to write this. I want this to exist." It was very 

much a passion project and didn't feel like 

work, even though a TON of planning went 

into it. 

And I think that's where I have a takeaway 

from working with larger publishers: Plan, 
outline, and be specific. Know exactly what 

you want before you start writing so that 

your writing can be more focused and 

targeted. Going into Legendary Kineticist, I 
knew that I was limiting my scope to the 

original elements from Occult Adventures 

and not branching out too far. There was 

already a ton of material to work with, and I 
didn't want to get out of scope. But I've also 

learned that it's far easier to write something 

when it feels like fun and not work, so even 

when taking on big projects now, I 
sometimes stop and ask myself "where's the 

fun?" This is especially true when I'm feeling 

the pangs of writer's block or really need to 

generate motivation to get started on 

something. 

13 



       
         

        
      
         
       

      
      

        
        

        
        

     
     

       
       

      
       

       
      

    

       
      
        

        
      
        

       
      

      
   

       
      

     
      

     
  

        
      
      

    
       

      
     
       

        
     

       

      
    

     
      

      
      

     
     

      
      

      
       

      
      

        
        

       
       

 

I'd like to know the backstory on PFS2 1-24: 
Lightning Strikes, Stars Fall. It's set in 

Numeria, which is essentially the Prequel to 

Starfinder, another system you've written 

for. You're naturally a great fit for the 

scenario. Seeing little things like calling the 

rogues "operatives" and making their sneak 

attack a "trick attack" were neat Easter eggs 

in the adventure. How much of that was you 

bringing your Starfinder knowledge in, and 

how much was the direction you were given? 

Though I was influenced by Starfinder while 

writing this Pathfinder adventure, the 

inclusion of specific Starfinder elements and 

terminology was a choice made by Michael 
Sayre, my developer. Writing for a publisher 

is truly a form of collaboration between 

developer and freelancer, plus any content 

editing performed by the editing team. 
These are really works of collaboration. That 

said, the addition of the annihilator and 

Annihilation Canyon was my doing. I wanted 

to create these moments of "Oh crap, an 

annihilator!" then "Oh wait, it's just set 

dressing; it's broken," then "Oh crap! It's 

functional and shooting at us!" I think I was 

successful in that, and one of the things I'm 

most proud of. The BBEG had some elements 

that are fairly Starfinder, and those are quite 

intentional. 

"Oh crap, an annihilator!" then "Oh 
wait, it's just set dressing; it's broken," 

then "Oh crap! It's functional and 
shooting at us!" 

What I admire about your adventures is how 

involved they can be, and I’d like to ask about 

a couple of my favorites. PFS 8-07: Tome of 
the Righteous Repose is wonderful because of 
how different it can be each time you play it. 
Can you tell me how that particular scenario 

came about? What were the biggest challenges 

and most rewarding aspects of writing that 

adventure? 

Tome is one of my favorite things I've ever 

written, so it's an amazing feeling that it was 

so well received and that folks still love it. 
The PFS team at the time had released some 

replayable adventures for 1st level, but 

nothing higher. There's this speed-pump to 

get over if you have multiple characters and 

you're running out of new scenarios to get 

them leveled, which was generally levels 3-7, 
so they wanted to have a higher level 
replayable scenario. I was given only a little 

more guidance beyond that and the Bigger 

Dungeon Flipmat as a requirement. 

For me, the existing replayables were a bit 

too same-y. Everytime you played you knew 

you were going to be ambushed at this point 

in the story, but didn't know who would be 

doing it: bandits, Aspis agents, cultists? So 

yeah, it was a little different, but not wildly 

different. I wanted to do something that left 

players guessing every single time. That got 

me thinking about CRs and types of 
encounters and old-school random 

encounter tables. I put it all together and 

made a fully randomized dungeon where the 

14 



     
      

  

    
      

        
      

       
      
     

       
      

        
         

       
        

        
      

     
      

        
      

    
       

   

     

      
       
     
          

       

         
       

      
        

       
     

       
      

       
         

       
         

       
     

       
         

        
        

     
      
       

         
         

     
        

      
     

       
    

     
        

       
       

only thing the GM has to decide is where on 

these huge maps they wanted to place the 

encounters. Because of this, the hardest part 

for me was curating the lists and coming up 

with three sets of room descriptions for two 

different dungeon maps. The hardest part 

for Linda, who developed it, was stat blocks. 
Pages and pages of stat blocks. 

I also love SFS 1-31: Treading History’s Folly. 
I won’t spoil much, but the final fight is more 

involved than the party facing a single tough 

foe. How do you come up with the idea for 

those types of encounters, and how do you 

make sure you balance them? 

I honestly don't remember how I got there, 
but I remember what I wanted by the end of 
it. This is one of those instances where the 

theme and story I was trying to tell came 

first, and the mechanics came afterwards. 
When it comes to adventures, I generally 

design things in a cinematic way: I imagine 

what this would look like on the screen or in 

the mind's eye while sitting at a table and try 

to build memorable moments from there. 
The finale of that adventure was clear from a 

story point of view, the mechanics simply 

became ways of adjudicating the story 

moments I wanted in game-terms. I could go 

on, but that's spoiler territory. 

While we're talking about Treading History's 

Folly, that has one of the most tearful and 

sincere handouts I've ever written. I still get 

misty-eyed when I go back and read it. 

When it comes to adventures, it's 
about setting up moments at the table 

to create memories. 

You've done adventures, content, and 

narrative fiction. What do you enjoy writing 

most? 

Yes. 

Honestly, I enjoy them all. When it comes to 

adventures, it's about setting up moments at 

the table to create memories. I want players 

to remember how their character hung out 

in mudbaths with Gorumites, solved the 

meanest puzzle door of all time, or defeated 

a swarm of magical runes. When writing 

content I write things that I want to play 

with, either as a player or GM. I make player 

options that get me excited to choose them, 
or want to build a character around that one 

fun feat. Fiction is a new endeavor for me; 
though the format is wildly different from 

game writing, the storytelling is similar. 
Instead of setting up opportunities for player 

characters to make a mark on the world and 

have interesting experiences, I get to mold 

and shape the character's experiences 

entirely then present that to the reader. It's 

really quite exhilarating. 

Who or what inspires your writing? 

Other amazing creatives. The more I see 

their work, see how successful they are and 

what interesting things they're doing, the 

more I want to be like them. I want to be 

creating wonderful works of art for others to 

enjoy. 
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What's your ritual or technique for writing 

(if you have one)? 

I try and block off at least an hour of time; 
more is better. I start by reading or 

skimming what I've done before to try and 

get back into the groove of it, and I usually 

have a headset on with either non-vocal 
(instrumental only) video game music or 

ambient sounds of a rainstorm. These help 

to drown out the other sounds around me, 
but also help drown out my own mind from 

distracting me from my task. I have fewer 

"should I do laundry today?" and "what 

should we eat for lunch?" type thoughts 

when I'm blasting Final Fantasy soundtracks 

in my ears or just immersing myself in a 

rainstorm full of thunder. 

I honestly consider myself extremely 
lucky... [F]olks have been really kind. 

Do you read the comments or reviews on your 

work? How do you find constructive 

criticism? 

I do... though I've been told that's dangerous 

territory. Sometimes folks have constructive 

criticism and that's really helpful! Sometimes 

they're mean or uninformed, and that's less 

helpful (such as players who leave a review 

that's more about how their GM ran things, 
for good or ill, than it is about my 

adventure). Mostly they're positive, and the 

positive reviews give me the energy and 

desire to go out there and do it again, to 

write another adventure, another chapter, 
another class. Positive feedback is always 

welcomed. 

I'm interested to hear about your journey 

with Know Direction. How did that start, 
what all are you involved with now, and what 

does the future look like? 

They started by asking me to write some 

advice columns on building adventures 

called Craft (Adventure). I had a ton of fun 

writing them, but eventually said about as 

much as I wanted to say. I've also done some 

Story Time blog posts and other things. The 

KD network is a wonderful team of people, 
we're tight knit and I'd trust any of them 

with a project or a friendship. Eventually I 
pitched an actual play entitled Stellar, which 

took place in the Starfinder universe. I think 

myself and the network learned a lot of do's 

and don'ts from that show, including the 

importance of scheduling. Eventually the 

schedule became so difficult and we were so 

consistently behind that we canceled it. 
However, other actual-plays sprung up 

around it, so I still consider it a success on 

the whole. 

Vanessa was 
chosen as the 

guest of honor for 
this year's 
PaizoCon! 

Congratulations, 
Vanessa! 

16 
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These days I'm on the KD Network board, 
which is pretty neat. From there we can help 

steer Know Direction and make sure we're 

giving fans a really cool experience. 

You have a day job and a family, you're a 

prolific writer and Podcaster, a model; how 

much coffee goes into keeping you going every 

day? What's the secret to balancing it all? 

A model? Ha! Okay, so I was an amateur 

underwear model for a hot second, but I'll 
take it. I generally drink a cup of coffee or 

two per day, but mostly it's a burning 

ambition that keeps me going. I suppose the 

secret to balancing it all is a supportive 

spouse and the decision to not have kids. It 

gives a person a bit more free time to create 

and make art. At the end of the day I think it 

was a good decision for us. 

How do you handle celebrity? Maybe I just 

watch too much news, but it seems like the 

world can be a terrible, hateful place. What 

keeps you sane as you put your work and 

yourself out there? 

Celebrity? Ha! Only in the Finder-specific 

TTRPG community, but that's ok. Mostly it's 

been great! I get to chat with folks about 

Pathfinder and generally don't get much hate 

online. I honestly consider myself extremely 

lucky, as I haven't gotten much hate. I 
suppose if I get any more well-known that 

might change, but I'll be happy that folks 

have been really kind. If you want to interact 

with me, I'm quite chatty and can be found 

on Twitter @NinjaCatVanesa. I promise that I 
don't bite without consent. 

Follow Vanessa 
on Twitter: 

@NinjaCatVanessa 

I promise that I don't bite 
without consent. 
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Needless to say, there was quite a learning 

curve. I was on the editorial team for about a 

year and a half. But I quickly realized that 

what I wanted was a more creative role at 

the company. I’m a creative guy, I’m a 

lifelong GM. And I wanted to be making the 

stories that we were producing at Paizo. 

So I heard that two of the members of the 

Starfinder team were going to be leaving. I 
told Amanda Hayman, who was the 

Starfinder development manager at the time: 
“As soon as those two people leave, you’re 

gonna see my resume on your desk in the 

morning.” So about three months later, I got 

to write my cover letter, which began: “Dear 

Amanda, I told you this day would come.” 

[After the interview,] I pitched my first 

adventure path for Starfinder, which was Fly 

Free or Die. 

Fly Free or Die did well. It sold better than 

anybody thought it would. Not saying it 

burned up the shelves or anything, but it 

sold very well. 

Alex G. Friedman: I think our readers would 

be really interested in hearing your pitch for 

Fly Free or Die. Could you tell us a little bit 

about how you pitched that? 

Elizabeth Parsons: So who are you and what 

do you do? 

Jason Tondro: Okay! I am Jason Tondro. I am 

a senior developer at Paizo. I ’ve been at 

Paizo for about four years now. I started as 

an Editor. I came on the week we announced 

Pathfinder 2nd Edition. Everybody else in the 

editorial team was head down on the 

playtest , so my job was edit ing everything 

else we put out, right? Which was great, 
because l i teral ly my f irst day on the job, I 
had been on the job for two hours, and I was 

edit ing the War for the Crown Adventure 

Path (AP) . 

F o r m e r S e n i o r D e v e l o p e r a t P a i z o , I n c . 

E d i t o r s ’ n o t e : T h i s i n t e r v i e w t o o k p l a c e i n J a n u a r y 2 0 2 2 w h e n J a s o n T o n d r o w a s a 

s e n i o r d e v e l o p e r a t P a i z o , I n c . J a s o n n o w w o r k s f o r W i z a r d s o f t h e C o a s t a s a S e n i o r 

D e s i g n e r f o r D u n g e o n s & D r a g o n s . C o n g r a t s , J a s o n ! 

An Interview with Jason Tondro 
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JT: First off, I want to point out that I had done a seven-episode development 

diary of Fly Free or Die. It’s on the BAMF podcast on YouTube, which is hosted by 

my dear friend Michael Lafferty, who runs BAMF and also runs Fainting Goat 

Games. So if you are interested in the really fine details of how I developed Fly 

Free or Die, pretty much from A to Z, check out that series, because I walked 

through every volume, and spent a whole episode just on the prewriting stuff. 

Editors’ note: Check out the whole playlist with Jason on the BAMF Podcast! 

At the time, the pitch meeting was Jason Keeley, myself, and Rob McCreary, who 

was the creative director. I went into that room with three different ideas. I had 

thrown some ideas around with Keeley a little bit for about a week or two. I was 

pretty new to the team. I had gotten on to Starfinder, I probably took a two-
week vacation (back when we could still take vacations and go places), and I 
drove down the west coast and saw family, but almost the day I came back, Rob 

said, “Okay, get ready to pitch your first AP.” And I thought: “What?!” 

So I walked into that meeting – and I didn't really know how they were supposed 

to go. I had never been in such a meeting. And so I came super prepped. 

I had three ideas broken down into multi-paragraph pitches. I found out later 

that I wasn’t supposed to do that. I was supposed to go in and kind of like, have 

this free-wheeling exchange of ideas and not already have completely-figured-
out pitches. One of the things that you learn about Paizo is that a lot of the 

creative directors and the management team don’t get to do a lot of creative 

stuff anymore, and they really miss that. And so they want to be involved in that 

aspect of the meeting. They kind of have to know that they have their fingerprint 

on every new project, because it helps them feel like they’re still creating, and 

allows them to contribute – even if it’s a little bit! 

When I walked into that meeting with three pitches already finely detailed, I 
think Rob felt like I was squeezing him out of the process or something. So it 

was a learning curve! But this is all part of learning how to work on a new team, 
right? 
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So I had three pitches. One was a Kasatha 

pitch. If you remember, Kasath is the 

homeworld of the Kasathans, and they’ve 

come here in their starship the Adari, their 

generation ship. They’re fleeing their 

homeworld. And I had this sort of “Kasatha-
as-Krypton” idea, where the player goes to 

Kasath, and this ancient civilization is sort of 
collapsing in on itself. [The second pitch was] 
my attempt to do the Kingmaker in space, 
which eventually became Horizons of the Vast. 

The third idea was [what became Fly Free or 

Die]: I pitched it as like Serenity, Han Solo, 
kind of old-school Traveler feel. Rob 

McCreary is another old-school gamer like 

me. If I talked about “Traveler,” he knew what 

I was talking about; he knew that game and 

the conceits of the game. 

So I said I wanted to do a story about 

ordinary people. They’re not trying to save 

the galaxy – they’re just trying to pay rent. 
They’re traveling from one planet to another 

trying to buy low, sell high, and they’re 

chased by bounty hunters and mercenaries, 
and they’re trying to break free from this evil 
corporation. It had not become “EdgeCorp” 
yet – the name “EdgeCorp” came later from 

Chris Simms, actually, who wrote the player’s 

guide for the first book. I just knew it was 

“The Company” with a capital C. 

“Dear Amanda, I told you this day 
would come.” 

That was my pitch. I had it figured out that 

the “crime boss” was the corporate overseer 

who was your former boss at the company; 
she was just referred to as the “executive vice 

president” and the “crime boss.” I knew that 

you started out stealing your ship, and I spent 

a lot of time trying to figure out what was the 

key technological innovation that the ship 

had that made it special. This is hard, because 

the starship operations manual was being 

written as I was making this. And a lot of the 

stuff I wanted to give the ship – we were 

about to publish rules for. And I thought, well, 
I don't want it to be like a cool gun, or 

something that’s combat oriented, because 

this isn’t that kind of a game. It’s not about 

soldiers and warriors, it’s about merchants! 

And so I thought, let’s come up with this sort 

of TARDIS cargo hold – null-space cargo 

holds. And I went to John Compton, who was 

writing the outline for the Starship 

Operations Manual, and he said, “Oh yeah, 
those are in the book, we’re gonna do rules 

for null-space cargo holds.” And I said “Can 

you pull those please?? Can you just not 

include those?” And he was like “Yeah sure, 
we can do that.” So he pulled those out, and I 
put a version of them in Fly Free or Die. 

20 



     
        

       
      

      
       

      
     
       

  

       
         

      
     
      

   
       

        
        

      
     

      
       

      
     

    
        

      
     

      
     

   
       

        
    

       
         

It was through conversation with Rob 

that a lot of the details of the campaign 

got worked out. Like the role of the 

Prophecies of Kalistrade. That was not in 

the pitch originally. I was very skeptical 
about the idea of using the Prophecies of 
Kalistrade in the adventure in the first 

place, because I associated them with 

Druma and sort of this weird Church of 
Scientology cult. 

This was because we had done an article 

– Cults of the Galaxy – in a previous AP 

volume. And in that article, the author 

had taken the Prophecies of Kalistrade 

and described them in a very Church-of-
Scientology way. Galactic Pyramid 

Scheme. And it had really turned me off 
to them. I was very skeptical. But Rob and 

Keeley were really keen on it, so I started 

doing some research and I realized: This 

is an organization that worships money. 
The perfect villains for this game! They 

are the one percent of the one percent. 

This game was an opportunity to recast 

the Prophecies of Kalistrade, and the 

whole organization, the whole philosophy 

of its followers, in a way that was more 

interesting. It allowed us to both make 

interesting villains, I like them because 

they’re visually distinct – with the white 

outfits and the gold gloves and 

everything. They’re very visually 

interesting. They fit into the AP. So there 

was a lot of back and forth in the 

development process for that. 

I just know the Wizard class so well 
that I can fake it til I make it. 
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EP: What is your favorite kind of NPC? To either write or play? 

JT: Well… As a writer, I find that characters with fun accents are a challenge to 

write. I like doing it, but you have to not overdo the accent, right? Nothing 

infuriates me more than somebody trying to write, like, a Cajun accent 

phonetically. And I can’t understand what the hell the characters are trying to 

say. 

When I was writing Fly Free or Die, the character Tarika, who was like the PCs’ 
handler, their dispatcher. She’s a brenneri, and she got kind of this “all y’all” 
accent going as we were writing it. Words would come into her dialect that 

made her sound very working-class but also kind of ethnic in her dialect. And 

that was fun to write. A little goes a long way! So, how little? Can I literally make 

the character with one “all y’all”? And so that was fun. 

AF: What player class would you be? 

JT: My go-to is always Wizard. I’m sure this is a very common answer among 

game designers. 

AF: Academics? Yeah. 

JT: Yeah, right. Because… I kind of have a reason for it. I just know the Wizard 

class so well that I can fake it til I make it. 

I played Pathfinder once before I got hired by the company. Which is a good 

illustration of the fact that you don’t need to know the game to work at a 

company like this. It’s much more helpful if you have broad game knowledge, or 

if you have a lot of experience with technical writing aspects of gaming. So 

anyway, I had played Pathfinder once. It was at the local games store in 

Jacksonville, FL, and I was like, well, what’s going on? They literally gave me an 

entire notebook filled with every level option for every organized play character 

in the game. It’s a huge-ass notebook with hundreds of pages, and I was just like: 
“Just give me the Wizard, okay?” Because I didn’t know Pathfinder, but I know 

how Magic Missile and Shield work. 
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JT: And now with Pathfinder 2nd Edition, I’m 

the same way. When we started to play an 

Abomination Vaults campaign, I wanted to 

play – because now that I’m on the Pathfinder 

Adventure Path (AP) team, I really felt like I 
needed to be playing the game. You’re gonna 

be better able to outline and develop and 

pitch better APs if you’re playing the game. I 
firmly believe this. And it’s tough to find the 

time – I get that. I’m not here to push anyone. 
But I felt like for me, personally, I wanted to 

be playing. 

[So I went to play] Abomination Vaults, and 

obviously I was going to be a Wizard. Because 

if I don’t know the game, so I’m just gonna 

pick the one that I know. 

EP: That’s probably better than what I did, 
which is come at Pathfinder from no 

experience with any TTRPGs and I picked the 

Alchemist. I learned a lot real fast. 

JT: About six months prior, I had started a 

Pathfinder 2nd edition game. I wrote The 

Show Must Go On, which was Extinction Curse 

volume one. 

It’s much more helpful if you have 
broad game knowledge, or if you have 

a lot of experience with technical 
writing aspects of gaming. 

EP: Oh yeah, that’s the one I picked the 

Alchemist for! 

JT: So did I! My friends online, my regular 

gaming group, thought well, what are we 

going to play? And somebody said “Well, let’s 

play Pathfinder, because Jason works at 

Paizo!” And I thought, well, okay fine, sure. 
Well, if we’re going to play PF, I told them, 
you really oughtta play Extinction Curse 

volume one, The Show Must Go On. And I 
assumed that somebody was going to look at 

the cover and figure out that I wrote it, and 

would say “No, we’re not going to play the 

adventure you wrote.” But they didn’t. The 

GM noticed, but apparently decided that he 

had already sold everybody on this adventure 

by now, so he couldn’t go back. So here we 

are, playing through the adventure I wrote, 
and I made the Alchemist. It was a new class, 
and I wanted to try it! And we had our lessons 

handed to us that day, didn’t we? 
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BB: I’ve had my first bounty published, and soon I’ll 
have my first Pathfinder Society scenario 

assignment. How is it playing on the other side? 

What’s it like seeing different people interpret your 

characters? 

JT: The real way to learn what you’re talking about 

now – we don’t have to play. We can listen to 

people actual-play it, right? Which is great, and very 

much a learning experience. You learn how your 

adventure plays when it hits the road. And you can 

do that by listening to actual-plays (podcasts). It’s a 

wonderful tool, and you learn a lot. The first thing I 
learned was that I had over-tuned an encounter in 

Extinction Curse. When you go into town and you 

come to the cemetery where the church is, there 

are two encounters right in a row that are both 

challenging encounters. 

AF, interjecting: You killed my friend Rob! 

JT: I absolutely did. And I am so sorry, that was 

totally on me. 

This illustrates something! We have learned a lot 

about how to write Pathfinder APs since the game 

was written. 

We all did the best we could. But we learned in the 

years since then. The game was very closely tuned. 
It was more tuned than we thought. As a result, 
now, when Ron sends out an outline to new 

developers and new writers, he says, “Okay look, 
here are some examples; don’t make the game too 

hard.” And he uses these guidelines that we have 

now learned from previous APs. The later APs are 

better designed, they play better, the challenges are 

better, and they’re more interesting, and it’s 

because we’ve learned. 

AF: Age of Ashes has made me so much more tactical 
of a player because of how hard it is. My one game 

is on book five of it right now, and we have become 

SEAL Team Six. 

You’re gonna be better able to outline 
and develop and pitch better APs if 

you’re playing the game. 

JT: Fall of Plaguestone is another good 

example of this. It’s infamously hard. Now, to 

some extent, Buhlman relishes that 

reputation. He loves the reputation of being 

the hard GM, and it’s a fun reputation to have. 
But I think it’s harder than he intended it to 

be. And that’s just because we’ve learned 

better about how the game balances. 

I appreciate your need to become SEAL Team 

Six, and congratulations on doing that! But I 
don’t think you should have to do that to have 

fun playing Pathfinder 2nd Edition. I feel like 

this game is like 80 percent of the players are 

not going to minmax their character. They’re 

going to make a character that they like and 

they’re going to have fun, and they should be 

able to enjoy the game. Twenty percent of the 

players are going to totally minmax every 

aspect of their character, just go all out. And 

they’re going to be a little better, but they 

shouldn’t be a lot better. Kind of like 

diminishing returns. The more work you put 

into the character’s math and perfect build, 
the less you gain, actually. And I think the 

designers, Logan and Mark, designed it that 

way. I don’t want the game to be intimidating 

and require minmaxing to have fun. 

BB: I would agree and say that they are doing 

a very good job. 
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Alex G. Friedman, interjecting: 
You killed my friend Rob! 

JT: Yeah! I play a Wizard in another campaign 

now, and I’ve frittered feats away on shit that 

I’ll never use in combat. Like I want a familiar, 
and I want the familiar to talk. The familiar is 

completely useless in combat! I just gave it 

those feats because I want them to have the 

feat, you know? And that’s good, that’s the 

way it should be. 

BB: Yeah. Plus the Pathfinder 2nd Edition base 

rule set, I feel, allows for such a greater 

variety of adventure types. 

JT: Yeah, I agree. And the game is designed so 

it’s actually kind of hard to make a bad 

decision when it comes to your abilities. 
Because so much of your character is based 

on your level, like you add your level to 

everything, and then like the key skills that 

you need to have for your class are baked into 

your class. Like, you can’t not choose religion 

if you’re a cleric. So, because these hard 

decisions are baked in, you can just coast on 

those hard decisions and you can just play 

that, and you can mess around with all the 

other details of your character and have fun 

with it. And that’s the way it should be. 

AF: It's great design philosophy. 

Earlier, you discussed your desire to write 

your own space fantasy game. Can you tell us 

about your non-Paizo projects? What are you 

working on now, and what can we expect to 

see with your credits in the future? 

JT: I haven’t been able to do a lot of work 

outside of Paizo for the last four years. I had a 

lot of stuff I was doing. The thing that I did 

before I came to Paizo was called Arthur 

Lives. It’s an urban fantasy game using the 

fate core system, published by Fainting Goat. 
It’s about Arthur in reincarnations of the 

modern day. So, like, you’re secretly Arthur or 

Guenivere, or Morgan Le Fay or Lancelot or 

whatever, and you don’t know it. And you 

eventually sort of recognize yourself and start 

asking questions like “Why are we here?” and 

“Why is this happening to us?” And this leads 

to a very cinematic action-adventure mystery 

in the game. It’s a passion project for me; I'd 

been working on it since undergrad. It was 

insane. It came out like the month I got hired 

at Paizo. 

And then, like, who has time? Right? I’m 

working at Paizo eight hours a day, plus I had 

an hour-long commute each way at first. 
Then, if I have any time left over, I’m 

freelancing for Paizo. 

I had to put almost all of my other projects on 

hold. I could work on things on the side a 

little bit, but I didn’t really have time to bring 

any of them to fruition. 

Now, fortunately, that’s now started to 

change. Now that I’m a lead developer, I have 

a little more cushion. And I can afford to say 
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“no” to freelancing projects. Which is a 

wonderful liberty. 

I do have other projects that I’m working on 

that are outside of Paizo. The one I talk about 

most on Twitter is the Empire Arcane, which 

is my alternative Starfinder setting. I started 

making it about four years ago. When I first 

started at Paizo, I was an editor, but I knew I 
wanted to get on the Starfinder team – well 
how do I show that I can do that? The answer 

is: Do the Starfinder team’s job, already, and 

publish it. 

[Y]ou can mess around with all the 
other details of your character and 

have fun with it. And that’s the way it 
should be. 

So I created a couple of new class options and 

an archetype, new species and stuff, new 

starships. I did a couple Starfinder-
compatible PDFs. And put them in an editor 

and did some layout, and put it all up on 

DriveThruRPG. And to make these things all 
make sense, I created a setting for it, which is 

a tarot-card-based idea. It’s kind of like Dune 

but with magic. I also describe it as “Game of 
Thrones but in space.” 

It’s kind of like Dune but with magic. 

There’s a civil war going on. It’s humano-
centric, kind of like Dune in that way. Most 

are humanoid; it’s not that canteen feel that 

Starfinder eventually takes. This is a good 

example, by the way, because the canteen feel 
is a huge benefit to the game! Players love 

being able to play so many different species, 
otter people and walrus people, and 

skittermanders – all of that is a huge plus for 

the game. But I wanted to make my setting 

obviously different, and so I chose a different 

path. 

I don’t know what the Arcane Empire’s future 

is. I would love to do it, but it might not be 

Starfinder. It might end up being a different 

game system. I just don’t know. In an Empire 

Arcane game, the default players are the 

rulers of a noble house. And their highest-
ranking advisors and close associates. So 

you’ve got your minor house that you’re 

trying to run, as well as prosper and survive in 

this four-way civil war, as well as a lot of 
politics and intrigue. It also asks for a lot of 
rules that Starfinder doesn’t have. How do we 

govern our house? How much of that do we 

want to model? Do we want to have a house 

management subsystem? Where you’re 
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tracking your noble domain? How do you do 

that, and where do you even start with this? 

I don’t know what it’ll be. I’ve worked on it a 

lot. It’s based on a Starfinder setting, but… 

There are some things about the Starfinder 

rules that I’m not entirely happy with. It’s one 

of many things that’s kind of floating out 

there. 

And then, I’ve contributed to a few other 

books. Probably the next big thing you’ll see 

is the Drift Crashers Adventure Path. Three 

volumes that I’m the lead developer on. The 

Drift Crisis is sort of a line-wide, galaxy-wide 

event. There’s a Drift Crisis hardback that 

sets it up and gives it a bunch of adventures. 
In Fly Free or Die, when we did those side 

jobs, they were two pages or a four-page 

spread, one-session story hooks. We did a 

bunch of those for the Drift Crisis. My AP, 
Drift Crashers, will kick off the Drift Crisis. 
The Drift breaks – that’s the hook behind this 

one. It crashes, and no one can use it. No 

interstellar travel for a little while. 

Then, it comes back online, but it’s not 

working right. So travel times are a little 

longer, it’s a little more dangerous, things are 

coming out of the Drift all the time, and it’s 

just causing all this chaos. And then all the 

various factions of the Starfinder settings are 

going to capitalize on that. So like, maybe you 

are a Veskarium warlord, and the Drift Crisis 

happens. Well, that means that the Veskarium 

navy can’t get to you, so what if you don’t 

want to be a Veskarium anymore? Right? You 

just rebel! And because the Drift has crashed, 
the Veskarium can’t stop you! Pirates start 

taking advantage, and if you read the starship 

operations manual, you would know there are 

some alternative methods of travel that 

factions have. Like, Hellknights have these 

Helldrives that let them travel from star to 

star by moving through hell instead of the 

drift. Well, so now the Hellknights start trying 

to police the galaxy because they still have 

interstellar travel. 

Editors: [general “oh no” sounds] 
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JT: This can only end well, right? So there’s all kinds of stuff that happens. 
People keep disappearing, and like, people who were in the Drift when it 

crashed… And so that’s what kicks off the Drift Crisis. It’s kind of a Swiss Family 

Robinson premise – the player characters are the crew of a starship. They can 

have anything they want. Might be a team of explorers or scientists, a football 
team, or a band, or a cooking show – you can be whatever you want! And your 

starship gets thrown out of the Drift when the Drift crashes, and you crash on 

the first layer of Hell. Then you’re just trying to get out. 

One of my friends described this as 
Jack Kirby on a deadline 

And in the process, your starship transforms. So your Drift engine is not your 

Drift engine anymore – it’s more of a weird hybrid techno-artifact, and every 

time you punch the big red button on the engine, it sends you to a random place 

in space time. So you’re just hitting the big red button trying to get back home. 
It’s like a Quantum Leap situation – and every time you hit the button you’re in a 

stranger place. I don’t want to spoil any of it yet – but the shit we do in this 

adventure path… When I pitched this to Mona, Mona was like “okay, any 

CHAPTER of this AP could be an entire AP.” And I said “Exactly, yes! Challenge 

accepted!” 

EP: That sounds like a lot of fun. From a writing perspective and a playing 

perspective. 

JT: I just wanted to make it like this high-energy, you never know what’s going to 

happen next. Because, you know, a lot of accusations about APs – I’ve played 

them, and I’ve written them, and we all love them – but they can feel a little 

programmed. It can feel a little formulaic, like you don’t have a lot of leeway over 

what you’re gonna do, and you often feel like it’s a little railroad-y. And what I 
wanted to do was combat that – not in the sense of making the game more 

sandbox-y, because Horizons of the Vast did that, but making it so that you just 

can’t predict what’s going to happen next, or you just have no idea. And now 

we’re in the future! And now it’s a mirror dimension! And that was really 

liberating. 
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And my writers totally rose to the occasion. Do you want to have brunch with 

Desna? Let’s have brunch with Desna. You want to be on the river of souls and 

go all the way to Pharasma’s judgment court? Okay! It’s just wild and crazy, and 

that was a lot of fun. I wanted to do the exact opposite of Fly Free or Die. 

One of my friends described this as Jack Kirby on a deadline. And if you’ve ever 

read the famous issue where the Fantastic 4 get married, this is like a 32-page 

comic. And the first 30 pages have nothing to do with the wedding. It’s just a 

bunch of crazy shit happening! And then at the very end, Kirby suddenly 

remembers he’s gotta get these two characters married, so there’s like a two-
page wedding ceremony at the end. That’s exactly what I’m doing in this AP! 

You can find more of Jason’s thoughts on Twitter: @doctorcomics. 

View the BAMF Podcast playlist of Jason’s musings about Starfinder. 

Check out Jason’s YouTube channel for more about games, writing, and 
Anglo-Saxon literature! (And stay tuned for more about that last…) 
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An Interview with Matt Cavanaugh: 
A Preview of the Botanical Bestiary 

Thank you for taking the time to talk with us 

about the Botanical Bestiary. We're all very 

excited for it. Personally, I'm in love with your 

Onion knight, Ghost Pepper, and Dandelion. 
Could you start off by telling us a bit about 

yourself? 

Well to start my name is Matt. In my freetime, 
or "day job," I'm a neuroscientist studying 

stroke recovery. I'm relatively new to the 

TTRPG space—Pathfinder 2nd Edition was the 

first game I ever owned and only the second I 
ever played, though I've added a few since 

then. I don't have many design credits to my 

name, but I've written for Wayfinder, and won 

Platinum, Silver, and Copper prizes over the 

past two RPG Superstar contests. I'm also the 

moderator for the Pathfinder2eCreations 

subreddit, where users can get feedback on 

their creations, interact with other designers, 
and generally share their creations with the 

world. 

Tell us a bit about this Botanical Bestiary. 
What can we expect from it? 

The Botanical Bestiary is a bestiary 

containing 66 creatures, all of them leshies. 
Despite all being variants of the same 

creature, it offers a wide selection of 
content for your games. The leshies range 

from Level -1 to Level 22, with numerous 

different battle styles, abilities, 
environments, and unique features to keep 

each encounter "fresh." There are 50 base 

creatures, 10 more that were designed with 

the help of our Design Tier Backers, five 

"epic" level leshies unlocked as a Kickstarter 

stretch goal, and a bonus leshy that you can 

also get as a bookmark: The Three Leshy in a 

Trenchcoat Leshy. 

In addition, our backers unlocked another 

stretch goal that added Linda Zayas-Palmer 

to the project to design and write ten leshy 

the have heritages so players can more 

character creation options! I'm really excited 

for these, and think people are going to love 

having more options to really lean into the 

weirdness and fun that is playing a leshy. 
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Why an entire book dedicated to leshies? 

I ask myself this every day. Basically, when 

COVID-19 lockdowns started I was spending a 

lot of time at home and was trying to find a 

creative outlet. I had been running a couple of 
small Pathfinder 2nd Edition campaigns at the 

time, and decided to homebrew some 

creatures for fun. I got really into it, and 

started releasing them on Reddit in order to 

get feedback and also just to put them out 

into the world. For some reason, it just kept 

being leshies! I tried making other creatures, 
but the near endless options for leshy 

customization really drew me in, and I just 

kept making more and more. Each time I 
finished one my list of ideas grew by three. 
Eventually I made myself slow down to only 

release one a week, which went on for about a 

year, even after I was back in the lab full time. 
This became pretty popular on Reddit, and 

people were always asking if there was a way 

to easily find all the leshies or joking that I 
had enough content for a book. So I decided 

to just make one! I'm hoping to run some 

future projects that expand a bit beyond all-
leshies, but definitely sticking with the plant 

theme for a long time. 
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I love that they’re all recognizable as leshy 

characters and how true each leshy is to their 

associated plant. Could you tell us about your 

creative process for these creatures? 

Each creature really starts with the plant. I 
love designing around natural ideas, even 

made up ones, and the plants serve as great 

inspiration. Early on in the process I 
generated a list of plants that I thought 

would be really cool to see as leshies, and 

just picked one each week to work on. I 
would do a bit of research on the plant, and 

try to pick out a few key elements to make it 

unique - is the plant used in any folklore or 

herbal medicines? Does it contain unique 

chemicals? Is its wood used in certain 

crafting projects? Things like that. Then I 
would try to find ways to fit that into an 

ability. Some are kinda obvious—roses smell 
nice, the coffee leshy is jittery—while others 

are a bit more obscure—for example, the 

Cacao Leshy carries a macuahuitl, as this 

was a common weapon of the Aztecs (and 

others), where cacao beans were used as a 

form of currency. This whole project really 

gave me an excuse to read more about plants 

that I've always liked and to learn about new 

ones, while finding creative ways to fit the 

details into a stat block. It has been a lot of 
fun. 



        
         

       
         

     
      
      
     

          
        

       
         

          
      

       
       

 

       
         

      
   

          
    

          
      

        
       

      
       

      
      

        
        
         

      
      

     
        

      
     

      
      

      
       

       
       

The artwork in this book is so adorable. Can 

you tell me how Sita came on board for the 

project? 

Sita joining the project was a godsend, and 

really made the project what it is. Before I had 

even considered launching a Kickstarter, I 
stumbled across Sita's art on the Pathfinder2e 

subreddit, where she happened to share an 

illustration of her home game character—a 

leshy! I loved it and kind of just made a note 

to check out her twitter and other art later. 
When I started to consider writing a book, 
Sita was the first and only artist I reached out 

to, and she agreed to be a part of the project! 
It has been absolutely great. Sita contributes 

amazing ideas and her art style matches so 

perfectly with the kind of energy I envision 

leshies having. 

I’m curious which came first: your leshy ideas 

that inspired the art, or if the art inspired the 

leshies. I’m getting big Final Fantasy vibes 

from the Onion Leshy. 

I hear that a lot about the Onion Leshy, but I 
never actually played Final Fantasy! 
Honestly, it is a bit of a mix, especially as the 

project has evolved from conception to an 

actual book. I'd say 90 percent of the stat 

blocks I had already written or planned out 

prior to even launching the Kickstarter. In 

my mind I always pictured them as mostly 

humanoid, like the Leaf Leshy or Sunflower 

Leshy in the Paizo bestiaries. For 60+ 

creatures that can be a little repetitive, and I 
really wanted to see what sort of things Sita 

could come up with, so I gave her as much 

free rein over the illustrations as possible. 
She started coming up with these wild 

designs that I absolutely loved, and 

whenever it called for it I adjusted the stat 

block to match. Sometimes it was minor—for 

example, the Driftwood Leshy originally had 

a shield, but Sita drew this awesome 

pirate/hook design and I ended up dropping 

the shield abilities (the "face" of the 

Driftwood is still shield shaped as a result). 
Other times I've done a more serious rework 

but usually the core idea stays the same. 
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Do you have any fun stories about the origin of one of these creatures? 

My favorite story is definitely the Ghost Pepper. When Sita was designing the Pepper 

Leshy I sent her a link to the Reddit post I had made with the stat block. It was one of 
the first posts I made, so the background of the image got all messed up. Basically if 
you tried to view it on mobile it was dark and barely legible. A random comment 

(shoutout u/Mordine) made a joke about it being a "Ghost pepper" because of the 

error, and Sita and I just ran with it. Decided to make a Ghost Pepper Leshy that rises 

from dead Pepper Leshies to seek revenge. It was really fun to design and made a 

great addition to the book, all from a year-old Reddit joke. 

Is there an Eggplant Leshy? If you tell 
me eggplant is a stretch goal, I can't 
promise I won’t giggle like a 12 year 
old. 

I don't know what it says about me 
that this never crossed my mind! This 
will go down as my greatest missed 
opportunity. You may enjoy the 
details on the Cannabis Leshy though. 
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How did Linda Zayas-Palmer, who created the Leaf Leshy for Pathfinder 2nd 

Edition, get involved with the Botanical Bestiary? 

Like Sita, Linda joining the project was mostly luck! Back when I was releasing 

my weekly leshies, I joined the ArcaneMark discord channel, which is run by 

Mark Seifter and Linda. During PaizoCon in 2021, the day I launched the 

Kickstarter, they hosted a voice chat in the discord that I joined in on. Mark 

recognized my username and started talking about the project and told me to 

follow up with Linda about writing for it. So the next day I sent her a message 

and she agreed! Really shows how great the Pathfinder 2nd Edition community 

is, and how being part of that space can give you a chance to contribute and 

have others contribute to you. 

Who are your favorite plant-based characters? I’m a big fan of Toad from Mario 

Bros, and Attack of the Killer Tomatoes. 

Seems like every game I play I end up as a plant character. Bulbasaur or other 

grass-types as starters in every Pokemon game, I even prefer forest decks in 

Magic. I have a long-running character in Guild Wars 2 that is a Sylvari as well 
(basically a plant-person). For characters that aren't me, Poison Ivy or Swamp 

Thing are pretty great characters, and you can't really talk about plant 

characters without talking about Treebeard, the OG plant character. 

How can people get the Botanical Bestiary? 

The Bestiary is available for preorder at leshy.backerkit.com. We are still aiming 

for a midsummer delivery date, and shortly after we deliver to backers we intend 

to make it available on POD sites like DriveThruRPG or DMsGuild. 
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Find Matt on twitter: 
@TTRPGHomebrew 

Reddit: u/Orfane 
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Original Characters 
MATT GARBUTT 

Bosco “Doc” 
Dwarf - Cleric 

Bosco has been known as Doc for so 
long, he often forgets his own name. He’s 
a dwarf cleric who is the local doctor of 
his community. Always covered in grime, 
he has a gruff and mean appearance, but 
has a heart of gold, even if he comes 
across brash and crude. 

Kipo Klop 
Grung - Rogue/Warlock 

Kipo is a grung travelling preacher, 
spreading the word of the great cosmic 
toad. Kipo comes across as very eccentric 
and lively. He will pilfer any treasure he 
comes across and will try and convince 
everyone he meets to join the order of 
the great cosmic toad to try and save 
their souls before the great cosmic toad 
arrives and wipes the world clean of 
unbelievers. 
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Bubba 
Tortle - Rogue/Swashbuckler 

Bubba is a swashbuckling pirate who 
carries a small chained chest on his back 
wherever he goes. This chest happens to 
be a baby mimic which he sets loose on 
his enemies when he’s in a pinch. Bubba 
is a very black and white kind of guy, 
and will state what needs to be done 
and act upon it. 

Giles McHoots 
Owlfolk - Wizard 

Giles McHoots is a wizard of the school 
of necromancy; he uses his powers to 
manipulate the dead mainly on small 
creatures, which he uses in his travelling 
side show “The Circus of the Dead.” If 
the performers have gotten a little too 
ripe, it’s not uncommon for locals to go 
missing. 
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Briggs 
Halfling - Rogue 

Briggs is your classical treasure-hunting 
rogue who found himself in the employ 
of an organization called the Church of 
Whispers. As he is sent out on missions 
with his new ragtag family, there are 
many mysterious events about to unfold. 
Briggs is along for the ride, as long as 
there’s a steady paycheck and a few 
throats to slice. 

Find more of Matt's work 
and get in touch for a 
commission or two: 

mattgarbutt.carrd.co 
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Paizo Workers Unionize 
BRENT BOWSER 

September 16, 2021, was going to be an exciting day. It was the first day of GenCon, 
our little Gamer Christmas. New adventures were debuting. New products were 
dropping. Everyone was excited for September 16… 

...except September 13 happened. 

Abomination Vaults 

On September 13, Twitter lit up with news that longtime customer service 
representatives were no longer employed with Paizo, Inc. With the community 
outpouring concern and questioning the rather abruptness of the news, former 
employees were tweeting their experiences working for the company. 

Allegations of an unsafe and toxic work environment sent shockwaves through the 
community. The conversations spread from Twitter to Reddit and the official Paizo 
messageboards. Paizo began locking threads and deleting posts, but those posts were 
quickly copied and shared on Facebook and Reddit. The sleeping dragon awoke. 

The community waited for a response from the company and individuals accused in 
the Twitter thread. Some customers canceled their subscriptions, a process that 
must be done via message board, so all could see where Paizo was losing support, and 
more importantly why. 

Shattered Star 

Paizo has famously boasted one of the largest assemblages of players for GenCon. An 
organizing team of over a dozen volunteers manages the hundreds of GM volunteers 
across every product line Paizo offers, including prize support and support for the 
multimedia interactives. With three days before the first players were to roll 
initiative, tensions were high. How many of the organizing committee would be 
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available to support a company after what they had read? How many would be 
comfortable working beside some of the accused? How many Game Masters would run 
their planned tables, and who would be willing to step in with three days notice to run 
them? 

Meanwhile, at Paizo, employees were reeling from the news themselves. Many of these 
folks were poised to be on panels discussing their upcoming projects and working for 
Paizo. These are traditionally fun and educational discussions with the creators. Now, 
there were questions about who would attend these panels, guest and audience alike, 
and if those panels would veer into the murkiness of the social media drama, from 
guests and audience alike. 

And elsewhere, fans, freelancers, and volunteers started their own conversations. 
“Open secrets” were no longer secrets as they shared their own personal experiences 
with those named in Price’s Twitter thread. 

As heated as the conversation got at times, one thing remained consistent: Everyone 
would wait and see if the Paizo corporation would live their values and do the right 
thing. 
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Age of Ashes 

On September 15, the day before GenCon, three of the four named released statements 
on various forums in an effort to ensure a safe GenCon for everyone. Erik Mona and 
Jason Buhlman provided good faith statements showing remorse and promising to do 
better. Jeff Alvarez released a series of clarifying statements corroborated by fellow 
Paizo employees. Director of Community Tonya Woldridge did not address the 
accusations aimed at her at all. 

These only served to further conflagurate the official forums. Many of those who were 
waiting to see, finally saw, and joined in the dialogue. #PaizoAccountability was in full 
swing. 

Reign of Winter 

September 16, day one of GenCon, and one person recused themselves from their 
volunteer commitment. However, it was said many times by many GMs that they were 
here to support the community, not the company. Discord channels reserved for post 
game and late night hang outs were unusually empty. The silence occasionally broken 
by a message supporting #PaizoAccountability, and emoji reacted with the closed fist 
for solidarity. 

The short-staffed customer service team prioritized canceling subscriptions, leaving 
the forums unmoderated. Panelists participated in their scheduled attendances. Several 
of them chose not to wear their blue polo shirts, emblematic of their support for the 
community and each other, but not the company. Those not in blue polos stayed 
professional and on topic, and punctuated with #PaizoAccountability. 

No one shut down GenCon, but it was very apparent that folks were supporting the 
employees, not the company. 
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Hell’s Rebels 

Outside of GenCon, communities were organizing. The situation made for strange 
bedfellows as antagonistic people were united by a common cause. Disagreements 
were had, and drafts of letters were passed around for consensus. Compromises were 
made, and detractors removed from conversations. Letters citing support for the 
workers, past and current, as well as requests for accountability flooded C suite leaders’ 
inboxes. 

Passions flared on both sides of the situation. Disengagement from conversation was 
coached to supporters when confronted by those in opposition of accountability. 
Arguments would distract from the actual problems and people. Organizers reigned in 
problematic behavior of their allies and quickly disavowed it when it appeared. Posts 
were peer reviewed before publication, and safe spaces for pontification were created. 

Some threads speculated that if leadership continued being unresponsive, employees 
could break away and form their own IP using the Pathfinder Open Gaming License, 
referring to the idea as “Paizo-ing Paizo.” Rumblings within the Organized Play 
community discussed the possibility of creating their own campaigns thanks to the 
help of third party publishing. 

All the while, customers continued canceling their subscriptions. 

War for the Crown 

One month later, on October 14, the 
employees of Paizo announced their 
formal plans to unionize, an 
unprecedented move in the gaming 
industry. A formal website was launched, 
with a declaration of demands, 
explanation for its creation, and ways to 
support nominally and financially. The 
news spread quickly as the statement 
was picked up by prominent websites. 

The union did not call for a strike or 
boycott. Paizo’s freelancers collectively 
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went on strike, refusing to turn in works in progress or accepting new assignments 
until the union was formally recognized. Organized Play volunteers refused to 
participate in the campaign under the current conditions. Customers let Paizo 
leadership know they would renew their subscriptions when the union was recognized, 
and supported the striking writers by purchasing their third party or private works. 

Then, on October 21, Paizo formally recognized the United Paizo Workers union. 

Strength of Thousands 

The UPW still has a hill to climb. Paizo hired new managers and promoted vice 
presidents without employee consultation two weeks after formally recognizing the 
union. Contract negotiations are underway, and it will take time for change to manifest. 

The UPW joins established unions, such as Kellogs and Nabisco, and newly formed 
unions, like Image Comics, several Starbucks, and Amazon warehouse workers in New 
York. All too often, though, efforts like those in the Amazon warehouse in Bessmer, find 
themselves infiltrated and quashed, or the unionizing store shut down, like Family 
Dollar. 
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Paizo, Inc. Unionization Chat 
with Jason Tondro 
F o r m e r S e n i o r D e v e l o p e r a t P a i z o , I n c . 

E d i t o r s ’ n o t e : T h i s i n t e r v i e w t o o k p l a c e i n J a n u a r y 2 0 2 2 w h e n J a s o n T o n d r o w a s a 

s e n i o r d e v e l o p e r a t P a i z o , I n c . J a s o n n o w w o r k s f o r W i z a r d s o f t h e C o a s t a s a S e n i o r 

D e s i g n e r f o r D u n g e o n s & D r a g o n s . C o n g r a t s , J a s o n ! 

Elizabeth Parsons: Kind of the reason that you are on my radar is your 

commentary about the unionization efforts and the things going on at Paizo right 

now. So, if you could talk a little bit about how you’re involved in that, what you 

think of in terms of the unionization efforts, what your opinions are. 

Jason Tondro: Let’s start with the union. First off, I am nobody in the union. I am 

just an ordinary paying union member. I am not a member of the steering 

committee, I am not on the contract negotiation committee. I am just another 

member. Paizo’s total employees are about 70 people. And of those 70, about 50 

are union members. 

The process of unionization is behind us now, thankfully, and I’ve spoken at 

length about that elsewhere, so if you want me to, I can walk us through that. 

First off, I want to note that there has been talk about unionizing not only at 

Paizo, but in roleplaying games in general, for many, many years. But it’s been 

very hard to do. Unionization is quite a bureaucratic challenge. There’s a lot of 
hoops to jump through, and a lot of forms, and it requires a lot of knowledge 

about the law that a lot of us just don’t have. And we don’t have a lot of brain 

space and time to get that stuff and get it done. A lot of us are just trying to do 

everything we can to pay our rent and keep eating noodles, you know. And also, 
we’re often very siloed. 

Unionization is quite a bureaucratic challenge. 

49 



      
       

      
       
     
        

     
        

     
         
     

      
        

         
        
         

      
       

       
        

      

       
      

      
 

         
      

     
       
       
 

       
      

    
        

         
     

      
       

         

        
        
      

     
     
       

     
     

       
       

    
      

 

         
 

       
     
       

       
       
        

      
  

        
       

        
          

     
       

     
       

     

      
      

      
   

[For instance,] the entire creative team at 

Paizo is about 35 people. Those are the 

editors, the art directors, the design team, 
the developers, all of that on both Starfinder 

and Pathfinder, plus some creative directors 

and some other – the publisher and a few 

other people. But we’re completely isolated 

from the other half of the company, which is 

the warehouse staff, the customer service 

staff. A lot of the folks that in many ways 

were suffering the worst under non-union 

conditions. Starting salary at Paizo has been 

$40,000 for a couple of years on the creative 

side. Now, that’s not a lot of money, and if 
you don’t have a roommate, it’s really hard to 

pay rent on $40,000 in Seattle. Now, if I was 

living in rural Georgia, shit would be 

different! But in Seattle, it’s really hard. All 
those freelance credits I listed? All those APs 

I was writing? Well, that’s because if I didn't 

have a freelance contract, I didn’t eat! 

All those freelance credits I listed? All 
those APs I was writing? Well, that’s 
because if I didn't have a freelance 

contract, I didn’t eat! 

As much as $40,000 a year is terrible, 
customer service got paid worse! They were 

working on minimum wage! Well, that ain’t 

right. 

But we didn’t know. A lot of us just didn’t 

know what the warehouse staff or customer 

service staff were dealing with, because 

we’re kind of separated. They work in the 

other half of the building. We don’t know 

those people. 

COVID kind of brought us all together. We 

were all on the same teamwork channels. 
We were Zooming together. COVID 

required us to start talking online. And in a 

weird kind of way, it broke down a lot of 
barriers in communication, and we started 

to realize the situation everybody was in. 
And it was a big underline on everybody. 
We’re all kind of in the same boat here! 

But still, nothing had really kicked off – it 

was all talk – until Sarah Marie got fired 

and Diego quit in solidarity. And these 

were the two highest-placed members on 

the customer service team. Sarah Marie 

was the CS manager, and Diego was her 

most senior employee. And that happened 

the week before GenCon… which customer 

service is important for. We have a bunch 

of new books coming out, we’re doing this 

big week-long GenCon Live presentation, 
and you want customer service online for 

that. 

Well, let’s get rid of the two best people on 

the team. 

It created a lot of sudden anxiety and 

pressure within the company. And Jenny 

Jarzabski, one of our newer folks who has 

been freelancing with us for a long time 

but is relatively new in the offices, reached 

out to me and said: “Jason, what do you 

think about a union? What are your 

thoughts about unions?” 

And I said: “Well, I’ll tell you, because I 
have pretty strong feelings.” My dad was a 

union guy. And that union job paid for my 

family – there were five of us kids. I was a 

member of the graduate student union, 
and we had a union for teaching assistants 

at the University of California Riverside. 
And so I felt pretty strongly about unions, 
so I thought, well, I’m in! 

50 



       
     

 
       
     

            
           

          
     

        
        

      
       

     
         

         
        

     

       
       

        
 

     
       

      
         

      
        

        
         

         
        

      
    

      
        

      
        

 

     
        

       
         

       
      
        

      
         

        
      
       

        

         
          

     
      

     
     

Well, a couple of weeks go by. And meanwhile, 
while this is all going on, accusations start to 

fly on Twitter about hostile working conditions 

at Paizo. Now, some of those accusations were 

bananas. Absolutely ungrounded in reality. But 

– some of them were very true. And the ones 

that were true are not the ones you’d think are 

true. And the ones that were bananas were not 

the ones you’d think were bananas. 

There were a lot of accusations about how 

unpleasant and unhealthy it was to work at 

Paizo, and a lot of us were just frankly 

struggling. 

The freelancers organized themselves. Now, a 

lot of people don’t know how much Paizo 

depends on work from freelancers. But the 

truth is that most of every book we publish is 

written by freelancers. We hire freelancers to 

write the books, and then we in the company 

edit, develop, and do art design and layout. But 

we don’t have time to write them – have you 

seen how many books Paizo puts out in a year? 

We don’t have time to write those books. 

Now, that being said, often, freelancers are 

internal employees. We hire somebody 

internally to write an adventure path. Maybe 

they hire me – I’m a Starfinder developer by 

day but writing a Pathfinder adventure by 

night. But a lot of them are not internal 
employees. 

“Jason, what do you think about a 
union? What are your thoughts about 

unions?” 

And I said: “Well, I’ll tell you, because 
I have pretty strong feelings.” 

Jessica organized that group, and they 

boycotted Paizo. They said not only are we not 

going to take any more contracts from Paizo, 
but we’re not going to work on the ones we’re 

already working on, and we’re not going to 

turn in any manuscripts we’ve already done. 
Well, this created a huge, acute crisis for Paizo, 
because we’ve got books on the schedule. 
We’ve got books that have to get turned in, and 

developed, and edited, and we can’t do that if 
the freelancers won’t turn in their manuscripts. 
And it’s too late to hire different people, 
because this needed to be done last week. 

And we had new books that we had to assign. 
All of this is designed to get new books out the 

door. Paizo’s business model depends on 

constantly publishing new products. And if you 

threaten that constant production of new 

product, well, the company’s in trouble. 

We’ve got books that have to get turned in, and developed, and edited, 
and we can’t do that if the freelancers won’t turn in their 

manuscripts. And it’s too late to hire different people, because this 
needed to be done last week. 
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So the freelancers are putting this pressure on Paizo. Meanwhile, Jenny sends me 

an invite to a discord server, and twenty people are already there! And I’m like, well 
shit! We’ve done half the work already! So we start recruiting, and we get in touch 

with a union rep, the Communication Workers of America (CWA), they’re one of the 

largest unions in the country. They started off as a telephone operators union. But 

they have a lot of connections to gamers and journalists and a lot of people who 

deal with entertainment media, and it was a good fit. Plus they’re huge, and they 

had a lot of good resources for us. So we got a CWA contact, and he could start 

walking us through all this stuff, get us the forms we needed, and start coaching us 

on how to resist intimidation. 

The CWA said: “Now that you’ve figured it out that there are 50 employees that are 

union-eligible – well, now, in theory, you only need 26 to win a union vote. But in 

fact, you want a margin, because Paizo is going to try to wear you down. So you 

have to go in with extra people. So we’re not even going to let you go public until 
you have 70 percent.” 

So we needed 35 (people). We got 35 at the very last minute, right as we were about 

to go public. We got our 35th person, and we went public, and at that point, the 

writing was on the wall. We had 70 percent of the eligible employees, and every 

day, that number went up. Instead of people leaving, we had people joining! Even 

people we hadn’t contacted or who had been reluctant to join us. 

A common anti-union strategy is for the company to form an anti-union team, to 

get people to form a kind of steering committee for an anti-union group and for 

that group to try to lure people away. Well, as I used to say, if Paizo tried to do that, 
they couldn’t build a football team. There weren’t enough people! There weren’t 

enough people that weren’t already signing onto the union for them to do any of 
these anti-union tactics. 
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And to their credit, they did not try. A lot of people throw shade and heat at various 

members of the Paizo leadership team, but I firmly believe that Erik Mona wants to 

do the right thing. He wanted to do the right thing for the union. And I think Lisa 

wants to do the right thing. 

So, it took Paizo a while to figure out what they were going to do. Which makes 

sense; if I were a big corporation that’s what I would do. I would talk to my lawyers. 
Eventually, after a little bit of time, a reasonable amount of time, they came back 

and told us they were going to recognize the United Paizo Workers without a vote. 

Well, that happened in an astonishingly short amount of time, it was like two 

weeks. We couldn’t believe it. So then the question is: What’s next? 

We have spent the time since then, we did some surveys internally to figure out 

what are our important bargaining positions: What do we want? Salaries. Remote 

work options. Not only in the city or in the state, but also potentially out of state! 
Some of our employees have aging family members for example, or partners who 

live elsewhere. My partner lives in San Diego. Well, if I could take my job to San 

Diego and live with her, I’d be a lot happier! And as COVID has demonstrated, my 

job can be done remotely. So let’s make that happen. 

Or, and we haven’t really touched on 

this at all, but some of my LGBTQIA+ 

coworkers at Paizo have been treated 

astonishingly unfairly. It’s so bad that 

some of them simply left the company 

because they couldn’t take it anymore. What do we want? Salaries. 
They’ve had to deal with harassment Remote work options. 
and prejudice and bias, and it’s 

shameful, and it’s tragic, and it doesn’t 

need to happen. And it makes the 

company lose wonderfully talented 

people, and it frankly doesn’t represent 

the values of the company itself. Paizo 

has drawn heat from fans because of its 

very visible portrayals of LGBTQIA+ in 
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its game. And it’s very progressive in that 

mode! So, that’s what we’re portraying in our 

games – so let’s walk the walk. We have to 

address that somehow. Maybe we have some 

kind of training issues, or maybe we need some 

kind of investigation into poor behavior. 

The freelancers were invaluable in 
this. 

So we assembled a list, and I’m only touching 

on a few of these – I’m not on the committee, 
so I don’t know. But these are some of the 

issues we’ve been asking for, and then we also 

elected a contract negotiation committee. We 

elected three – two people will end up serving, 
along with a CWA rep, and that’s about ready 

to start. Contract negotiations are getting 

ready to start if they haven’t already. Contract 

negotiations often take some time, but our 

CWA rep is optimistic that these will go 

quickly, which we would all love. 

You can find more of 
Jason’s thoughts on 

Twitter: 
@doctorcomics. 

JT: Well, the freelancers were invaluable in 

this. In a regular unionization movement, the 

freelancers are pitted against the regular 

employees. Management would say “Yeah, we 

don’t need you, we’ll just hire freelancers to 

develop all your stuff.” But the freelancers 

were on strike too! Well, not technically on 

strike, because it was more like a boycott 

because they weren’t regular employees – 

basically a labor withholding action. And that 

allowed us to work in tandem. 

And the freelancers did this with no reward – 

the freelancers don’t get anything out of 
contract negotiations, unless we in the 

company fight for them. Like, if we decide that 

we want to get freelancers paid more, if we 

want to raise the rate from 10 cents a word or 

12 cents a word to 15 cents a word. That’s the 

kind of thing we can fight for. Or we can say, 
we want to get our freelancers more time. 
They need more time to write this stuff. Telling 

somebody to write an adventure path in 3 

months is insane. It’s a 96-page adventure, 
50,000 words… We ask you to write the entire 

book cover to cover, and we want you to do it 

in three months. Well, okay, if that’s your full-
time job, cool! But if that’s your side gig (and it 

is, for most people)... You’re writing 50,000 

words on nights and weekends! 

AF: Our readership is going to appreciate all of 
that information. Your perspective is really 

important here. 
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GM Hot Take: 
You should kill a PC 

ROBERT WILHELM 

You should kill a player. 

Well, you should kill their 
their character, make them connect, 
not exist except for this character -

I promise this advice will make your game better. 

Don’t believe me? Then ask yourself if any of the following apply to your 
game: 

Do you slog through combat with players barely paying 

attention until their turn comes up and then not really having 

any idea how their spells work or what an ability does or if 
they have advantage? 

Do your players just rush into rooms headlong expecting to 

faceroll everything without scouting the next room, looking 

for traps, or formulating even the most barebones idea of a 

plan? 

Do your players not pay attention to the gods or lore in your 

games and disregard it as arbitrary bullshit you came up with 

one night when you’d had a few too many hard seltzers? 

Then you should kill a player. 
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The party is about to die, no one
checked for traps, the enemies are
overwhelming in number, and Rengall
has been dead on the floor since before
initiative was rolled. Then, right as the
last death save is rolled and Pasha the
halfling bard’s lute falls from her hands

-

Character death is, and should be, a very
real possibility in your games. If your 
players feel like no one can die - then 
they’ll play like it. They won’t care whose
turn it is or what an ability does, because 
they won’t feel the consequences.

You should kill a player. 

Cure Wounds spell, they ask to cast 
Healing Word. They will immediately 
stop what they’re doing and put their 
phones down and look at the map, if 
they walk into a seemingly empty cavern 
and you have five ropers all move and 
alpha strike Rengall down to 
unconscious and then keep beating on 
them until there are no death saves left 
to make. The last time they haphazardly 
kicked open a door, Phantasmal Killer 
was cast to hit the person who opened it 
and Rengall became a lifeless husk 
before you could blink, let alone act. 

The party is about to die, no one 
checked for traps, the enemies are 
overwhelming in number, and Rengall 
has been dead on the floor since before 
initiative was rolled. Then, right as the 
last death save is rolled and Pasha the 
halfling bard’s lute falls from her hands 
and crashes to the ground a dissonant 
tone rings throughout the hall. The 
player’s vision fades to black and they 
wake up at the foot of Kaelsin the Judge 
- who tells them they have failed and 
the world has fallen into ruin due to 
their failure. The Untamed Horde has 
taken Vazalore and laid waste to the 
countless villages and hamlets that laid 
in its path. 

That is, however, only one version of 
the future. They must work together to 
prove they deserve another 
opportunity. And Rengall, a paladin of 
Kaelsin, through Emily, gives an 
impassioned speech about her 
comrades and their desire to atone and 
work to fix their mistakes. She promises 
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They will very much care how many 
spell slots they have and what they 
prepared if the last time they were 
unsure Emily’s Paladin, Rengall, got 
killed. They will absolutely take the 
time to learn what counterspell is 
and how it works, if the enemy 
shaman used it to stop a cast of Cure 
Wounds as Rengall was bleeding out. 
They will very much remember that 
they cannot cast a spell with a level 
as both an action and a bonus action 
if, after you countered that



            
             

             
          

           
              

   

            

             
            

    

            
           

       

they will save the world from Callagrix the Destroyed One. She pleads with 
Kaelsin who, in his role as redeemer of lost souls, entreats to have them 
fetch Tysilnacht, the Blade of the Progenitors. To do so they must wrest it 
from Hallhardt the Unburdened who rules deep within the Sea of 
Vanishings. To get there they must venture beyond the edge of the 
Ethereal Plane in order to earn the right to return to their realm and be 
given another opportunity… 

Players will be glued to their seats, taking notes, and ready to go. 

Just make sure you tell Emily beforehand that this is the real quest. Emily 
always gives the best speeches when you give her a small heads up. 

Callagrix the Destroyed One, probably 

Robert Wilhelm is an aspiring writer, 4th edition evangelist, and full-time dog dad
whose pastimes include making pickles, arguing with strangers on the internet, and 
reminding you to add +1 for bard song. 
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Healers Are the Real Heroes 
BRENT BOWSER 

Are you tired of long queue times? Frustrated with the high cost needed to 
put out BIG NUMBERS and the low pay? Are you looking for a rewarding 
career change? Then consider the exciting and challenging role of party 
healer. This article will introduce the skills necessary to step into this high 
demand, high reward job as the party healer. You’ll understand what 
healing is, the Four Methods of Effective Death Prevention, and your role 
as the Party Manager. 

What is Healing? 

The damage dealers’, commonly known as DPS or Deeps, goal is to reduce 
an enemy’s health to zero, and the misconception is that Healing is the 
inverse. Health replenishment is an aspect of healing, but not the sole 
aspect. The role of a healer is not to keep the party healthy. It’s to keep 
them alive. A player only needs one hit point to loot a chest. Good healing, 
like jazz, is about the damage you don’t heal. 
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Preventing Death 

The goal of the party is to eliminate the threats against them before those 
threats eliminate them. All conflicts are ultimately measures of attrition; 
which side can deplete the other’s health total first. The crawl through the 
dungeon, and clearing the trash mobs, favors the monsters in their 
combined overall health and action economy. They will deal less damage 
individually than the party members, but they will have more chances to 
attack. The boss battle is usually the inverse; your party will deal less 
damage individually, but combined, have more actions than the boss. As 
the party healer, you have a finite number of resources that you need to 
maximize so your team can outpace attrition they are designed to lose. 
The healer has four methods to keep the party alive; Prevention, 
Mitigation, Recovery, and Direct Damage. 
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Damage Prevention 

The best way to heal damage is to ensure it never happens in the first 
place. Abilities that grant party members immunity to damage or effects 
and abilities that allow a character to outright avoid an attack are more 
resource efficient than Cure effects. More offensive abilities that disrupt 
the opponent’s action economy, such as Stuns, Slows, and Counterspells, 
are invaluable tools at stopping devastating attacks from the opponent. 
They also provide a psychological advantage against GMs as it often forces 
them to rethink their tactics. 

Also in this category, though less reliable, are miss chances. Any ability that 
offers a chance to negate an attack, such as being blinded or concealed, is 
worth considering adding to your repertoire. 

Damage Mitigation 

The broadest category because of how encompassing the definition is. At 
its most basic, mitigation is anything that reduces the amount of damage 
taken. This is commonly known as Resistances, though in video games, 
Armor and Defense Values tend to function as damage mitigation as 
opposed to the binary hit or miss those values are in tabletop games. I've 
included the broader category of buffs and debunks in the damage 
mitigation category to encompass their importance relative to damage 
prevention and damage recovery. We'll discuss both here. 

Good healing, like jazz, is 
about the damage you 

don’t heal. 
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For abilities that reduce the amount of 
damage taken, you'll need to understand 
the mechanics and calculations of the 
game you're playing to evaluate the value 
of a resistance ability. It will also take 
quick math and meta knowledge at the 
beginning or middle of the fight to 
determine the value of an ability as well. 
Having resistance to fire in the snowy 
tundra is probably worse than having a 
Cure spell, but being able to reduce a 
portion of a fight's damage to 
insignificant or nil will get more mileage 
than a single recovery. 

You'll also need to have a similar 
understanding of your particular game's 
mechanics to evaluate buffs and debuffs. 
In your setting, how valuable is a plus two 
armor bonus? If it equates to a ten 
percent chance that attacks will miss, 
that pushes it closer to the prevention 
category and worth having. In almost 
every game system, there is a “soft cap” 
to defense values where the protection 
provided diminishes. It’s worth 
understanding your game system and 
party members to evaluate the value of 
your buffs. If your front liner can only be 
hit on a natural 20 already, you don’t 
need to buff their armor further. 

The key to debuffing, like comedy, is 
timing. 

The same process applies to debuffs. A 
debuff that affects more than one 
damage dealing trait gets more mileage 
for their resource cost. A flat minus one 
to hit isn't as effective as a minus one to 
strength, which will provide the same 
minus one to hit as well as a minus one to 
damage when it does hit. One of the 
strongest debuffing mechanics are 
Misfortune type effects. Rolling multiple 
dice and taking the lowest result 
significantly decreases the probability of 
failure. 

However, debuff abilities require a little 
more critical thinking to determine 
worth and effectiveness. The key to 
debuffing, like comedy, is timing. 
Reaction abilities are some of the 
strongest because they are rarely wasted 
when used. A bard’s cutting words can 
turn a near hit to a miss. Duration and 
resource cost carry equal weight. In 
Pathfinder 2, it takes some feat 
investment, but you can feasibly impose 
the Frightened condition on a different 
monster every round indefinitely for one 
action each turn, or you can cast Fear for 
two actions a handful of times a day. 
Ideally, you’ll want debuffs that last more 
than six seconds, or that do a lot in those 
six seconds. A debuff that does damage 
or also lowers its defenses as well as its 
offense is an excellent choice. 
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The same process applies to debuffs. A debuff that affects more than one 
damage dealing trait gets more mileage for their resource cost. A flat 
minus one to hit isn't as effective as a minus one to strength, which will 
provide the same minus one to hit as well as a minus one to damage when 
it does hit. One of the strongest debuffing mechanics are Misfortune type 
effects. Rolling multiple dice and taking the lowest result significantly 
decreases the probability of failure. 

However, debuff abilities require a little more critical thinking to 
determine worth and effectiveness. The key to debuffing, like comedy, is 
timing. Reaction abilities are some of the strongest because they are rarely 
wasted when used. A bard’s cutting words can turn a near hit to a miss. 
Duration and resource cost carry equal weight. In Pathfinder 2, it takes 
some feat investment, but you can feasibly impose the Frightened 
condition on a different monster every round indefinitely for one action 
each turn, or you can cast Fear for two actions a handful of times a day. 
Ideally, you’ll want debuffs that last more than six seconds, or that do a lot 
in those six seconds. A debuff that does damage or also lowers its defenses 
as well as its offense is an excellent choice. 

Another common buff type that acts as damage mitigation is temporary hit 
points. These sometimes take the form of "shields'' in games. Regardless of 
the vernacular, creating a damage sponge is effective if there will be 
damage to absorb. Oftentimes, though, these temporary hit points don’t 
stack when multiple versions are applied, and they have a limited time 
duration before they disappear. Personally, I find spells like False Life and 
similar “proactive healing” spells not nearly as worthwhile as the reactive, 
agile Cure spells. Sorry, Scholars, I know the fairy is cute, but I find the 
classic White Mage more effective. 

A caveat I'd like to mention here and emphasize later is that buffing and 
debuffing is not solely your job as the healer. If you can contribute, you are 
strongly encouraged to. However, your party should also be contributing 
in their own ways. 
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Damage Recovery 

What people most commonly assume your role as a healer is, and 
somewhat justified given the exclusivity the role has to the necessary 
abilities, damage recovery is the restoration of health. Considering damage 
recovery is the most common activity you will be doing, you may wonder 
why it is the third most important aspect to consider when playing your 
character. We’ve already discussed how prevention and mitigation are 
more effective means of keeping your party alive. Understanding all of the 
tools at your disposal for damage recovery is crucial for choosing your 
abilities and maximizing your healing potential. 

Fortunately, games have recognized the No One Wants To Heal problem, 
and have been offering more options to make damage recovery accessible. 
Though open to everyone, these options are designed to work with your 
character’s strengths and make your job easier. Clerical work, like 
Medicine and making a good cup of coffee, are usually based on Wisdom. 

Out of combat healing is more 
efficient than in combat healing. 
Many games feature mechanics 
that support this, requiring a short, 
restful period. Keep this in mind 
when deciding your actions near 
the end of combat. Players don't 
need to end the fight in good 
health. They just need to be not 
dying. You can spend time after the 
fight spending hit dice, casting 
ritual spells, treating wounds, or 
eating. 

In-combat healing prioritizes static 
modifiers and action economy. 
Understanding your timing of 
when you need to cast spells is 
important. If you have a choice, 
and sometimes you don’t because 
crit happens, cast a healing spell 
when it will heal the average 
number you can roll for that spell. 
If someone is down 5 hit points, it’s 
not worth casting a spell that will 
heal 1d8+4. 
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Similarly to debuffs, you’ll want to evaluate your healing options based on 
their flexibility, potency, and resource cost. Reactionary abilities, instant 
casts, or bonus action abilities exist for emergency situations and shouldn’t 
be your default healing abilities. I’d encourage you to take them and have 
them primed, but don’t cast Sacred Flame and Healing Word then wonder 
why everyone is dying. If a spell takes more than one round to cast, then it 
is considered out of combat healing and should be evaluated to your out of 
combat abilities. Unless you’re in a very controlled environment, abilities 
that require specific positioning or interaction from other members are 
generally a bad idea. Your job is to be reactionary and support the others 
so they can do their job of taking and dealing damage. Don’t make someone 
have to disengage, run over to a totem, and interact with it for healing. 

Heals over time and other niche damage recovery abilities fall in line with 
the Temporary Hit Point analysis. Regaining 1 hit point a turn for a minute 
will generally heal more than 1d8+3 over the course of a minute. The 
problem is the minute. In MMOs, these can often be enough to keep the 
DPS up while you focus on healing the tank. There's less notable cases in 
tabletop RPGs. 

Direct Damage 

If the adversary is dead, then they can no longer deal damage. Not often 
will you find yourself positioned in initiative where you act before the 
monster with 1 hit point remaining. On the chance you do, or if you find 
yourself at a time where you have no actions that will fulfill the above 
priorities, then you should attempt to contribute to combat with direct 
damage. The worst thing you can do on your turn is pass. Dealing damage 
to the enemy is the priority of several other members of the team, so 
while this is your absolute last resort, you should have an option. 
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Playing the Role 

What makes playing the healer a tough job is that there isn’t a rotation. 
There’s no formula for the best build. Your role is to act more as a project 
manager. Identify, mitigate, and respond to risk as it appears, but also 
empower and lead your team to victory. 

Familiarize yourselves with the party’s skills and abilities and learn how you 
can synergize as a team effectively. You may need to periodically remind 
folx of abilities they might not remember they have. Don’t criticize a 
person for not playing the build you think they should. Encourage 
everyone to be the best they can be. 

Don’t be greedy with your health. You will take damage at some point. 
Trust your party to protect you. If you are not in immediate danger of 
dying, prioritize supporting others who are. The hubris I often hear is “if 
the healer goes down, then we all go down.” If the healer lets everyone else 
go down, the healer goes down, too. Be a leader, not a diva. Don’t be afraid 
to be heroic. You can use your health as temporary hit points for others. If 
you know that standing up will provoke the Attack of Opportunity that will 
knock the tank out, and you have full health, move to flank and take the 
AoO. That eliminates the hit on the prone tank, and grants an advantage on 
the tank’s attack, possibly ending the fight sooner so you can begin out of 
combat healing. 

If the healer lets everyone 
else go down, the healer 

goes down, too. Be a 
leader, not a diva. 
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Unfortunately, there come times when you can’t save everyone, and times 
when you frankly shouldn’t. From my experience, the biggest threat to the 
party is the party itself. Reckless behavior that endangers the rest of the 
party shouldn’t be rewarded. Stay aware of positioning, yours and the 
party’s. Spreading out to mitigate area of effect attacks and sweeping 
strikes is one thing to call out, but also be aware of the distance between 
you and everyone else. If someone wants to run head first into battle, 
taking one hundred points of damage and not allowing the rest of the team 
the opportunity to attempt to mitigate any of it, you should reserve your 
resources on supporting the rest of the team. When you pursue the person 
who charged ahead, you’re likely the next closest person to the group of 
monsters. Prioritize those who are contributing the most to the success of 
the battle and don’t be afraid to let someone drop. If you finish the fight 
soon enough, you’ll be able to apply out of combat healing to them. 

Review 

Remember to be patient and actively contribute. Being a good healer 
requires juggling priorities in a fast paced environment. You’ll need to 
quickly perform ad-hoc risk assessment and risk management to support a 
cross functioning team in a servant leadership position. The job can be 
stressful and challenging, but it can also be incredibly easy and rewarding 
with experience. 
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Brent Bowser is a comedian, volunteer for the Organized Play Foundation, and red 
panda aficionado. 
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FairyVerse: 
Anarchist Creative Writing Class? 

Spell Casting Simulator? 
Why not Both? 

Review by 

ALEX G. FRIEDMAN, 
MA, MFA, human rogue 5 
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FairyVerse is an eco-punk storytelling poetry game 
for small groups. I got to play a beta version last year 
while the game was in its revision stages, and it was 
a fresh, memorable, fun time. I found the game so 
intriguing that when I ran into 
author/illustrator/developer Kaleem Kheshgi 
recently while I was in my cups at a birthday party, I 
immediately shoved a twenty into his hands and ran 
off with his demo copy. The game retails at five 
dollars. 

FairyVerse takes about 90 minutes to play, perhaps 
two hours if your players all want to read through 
the rules first. It is a fun game for people of all ages 
who like to write. In my experience, it works best if 
you can play it with a group of people who already 
do creative activities together, but it would probably 
work in the right afterschool library gaming group. 
It’s a great way to introduce more creativity to an 
established gaming table. An invested group of 
players will likely walk away from a game of 
FairyVerse with a few new inside jokes. 



               
           

  

       

            
            

              
           

              
            

          
          

             
               
        

Kaleem and I caught up after the party over email, and he shared some of his 
thoughts about the game. (The following has been compiled and edited for 
clarity.) 

AF: How did you come up with FairyVerse? 

K: My initial inspiration came from an intersection of my lifelong love of 
cartoons and my lifelong love of song and songwriting. I have always loved 
the animated film FernGully, and I watch it every year or two and enjoy it 
so much. Robin Williams' one-liners are amazing, and Tim Curry's villain is 
great, but what jumped out to me in 2020 was that the fairies in FernGully 
had magic of two kinds: They had some passive magic, and they had 
powerful rhyming incantations for magic spells. In Fern Gully, the initial 
incident that shrinks Zak-the-human down to fairy size comes from Crista 
the fairy misspeaking her spell, "Bless your eyes with magic light, I give the 
gift of fairy size... oh, sight!" I thought I'd try to turn Crista's magic spell -
and the resulting magical mishaps - into a game. 
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AF: What can you tell us about the fairies and the lore in FairyVerse? 

K: I left a lot of gaps and holes in the lore/worldbuilding space. I basically 
cut all of the lore that I wrote except for the bare minimum needed to 
support the procedures of play. I want it to be OK for players to play a 
FairyVerse game where 'fairy' is whatever each player wants it to be, and 
they can play and write together in the same game. I couldn't decide if my 
fairies were birthed or hatched from acorns, if my fairies design and wear 
high fashion or grow their own leafy garments as part of their bodies, or if 
they walk and get muddy or float or fly and never touch the ground, and on 
and on. I decided to just omit my fairies and instead let players decide who 
they are, and to give them the opportunity to coexist in their games as 
they play. FernGully fairies with Tinkerbell, with Prince Cornelius and 
Titania from Thumbelina, with Darkwood Fairies from the Fable games, 
with someone who wants to be Midna from The Legend of Zelda: Twilight 
Princess, it's all good! I feel like I may have left too blank of a canvas for 
players that want more structure, but I'm glad that I left the door open for 
players who want to stretch "fairy" to fit their fantasy. 

AF: Are you planning to continue to develop the game post-release? 

K: I'm not sure what's next for FairyVerse, but I'm hoping to host 
something like picnic and play-alongs this year once the weather is nicer, 
and I'll definitely consider hosting Zoom games if folks want to play 
remotely, I've done that before. I didn't find out about itch.io's annual Fae 
Jam until Fae Jam 2021 had ended, but I have two half-baked add-ons that I 
may be able to finish during the Jam if there is a Fae Jam 2022. 

Join the FairyVerse Discord server 

Follow FairyVerse on Instagram 

The game can be purchased at https://kaleemk.itch.io/fairyverse. 
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Impressions of New and Notable Releases 

Here are some of the new and notable releases from the TTRPG 
scene that you might have missed: 

Arcadia Digital Magazine 

Over on Patreon, MCDM Productions has released several issues 
of their magazine Arcadia this year. Arcadia focuses on D&D 5e 
content for new and returning Dungeon Masters. As usual for this 
team, the art and content are top notch. 

https://www.patreon.com/mcdm 

In-die Zine December 2021 

Marx Shepard brings us their latest round-up of cool indie 
tabletop games, this time with a back-to-basics theme. Find 
mysterious solitaire games, tarot-journaling games, and even a 
crafting inspired dungeon crawl. Find it on itch.io. 

https://indie-zine.itch.io/december-2021 
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Queerfinder Issue 1: Bars of Absalom 

Inspired by conversations around Pathfinder: Absalom and 
Pathfinder: Grand Bazaar, Queerfinder is a queer travel magazine 
for players and GMs to use in Paizo’s Golarion setting. This is a 
major expansion to Absalom’s lore and deserves to be on the table 
for your Agents of Edgewatch campaign. Featuring art by Nala J. 
Wu, Kay Fine, Odile Lavdor, and others. Edited by the gang at The 
Gallant Goblin, find it on Infinite. 

https://www.pathfinderinfinite.com/product/384255/Queerfin 
der-Issue-1-Bars-of-Absalom?affiliate_id=1398733 
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Have you ever thought: “I simply don’t 
have enough coffee mugs. I need more 

of them in my life.” 

Or: “I would love to show my support of 
marginalized folks in the tabletop 

gaming community, but there aren’t 
enough cool-looking stickers to choose 

from.” 

Well, you’re in luck. Because the Journal 
of Dungeoneering for Hip and Attractive 

Professionals now has an Etsy store! 

https://www.etsy.com/shop/Jod4HAP 

https://www.etsy.com/shop/Jod4HAP


  

    
   

 

  
  
     

 
    

  
   

 
 
     

Youtube Channel 
Instagram 

Thanks to the Contributors who 
made this issue possible: 

Art 
Logo/Felix the Flumph: 
Viga Gadson 
Find more of Viga Gadson’s work: 

Leshy Art 
Sita Duncan (@sitaart on Twitter) 

Cover Art Cosplay 
druidbynight (@druidbynight on Twitter) 

Original Characters 
Matt Garbutt 
Find more of Matt's work: mattgarbutt.carrd.co 
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Brent Bowser 
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Brent Bowser 
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Elizabeth Parsons M.A. 
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Editors 
Elizabeth Parsons M.A. 
Alex G. Friedman M.F.A. M.A. 
Brent Bowser 

Contributors 
Matt Cavanaugh 
Matt Garbutt 
druidbynight 
Vanessa Hoskins 
Jason Tondro 
Robert Wilhelm 

Cat Wrangling 
Elizabeth Parsons M.A. 
Katie Steuart 

Everyone who contributed to JoD4HAP was paid token compensation or 

commission for their work unless they declined the payment. JoD4HAP is 

fully financed and operated by the editors. If you have questions about 
how JoD4HAP operates, contact us at editors.jod4hap@protonmail.com. 

Inclusivity Statement: 
This journal is not the place to submit screeds against woke culture in 

gaming. As adults who agree to play pretend based on a set of 
predetermined rules, we have evolved beyond the need to pass judgement 

upon marginalized identities. Inclusivity is in. Misogyny is passé. 
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