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At your insistence, and at the personal request of Head 

Librarian Brivit Nae, I have led a team of students, scholars, 

and contracted experts in a survey of those pieces the 

Antiquities Department currently has sequestered in the 

museum's second and third storage 

subbasements. Of these relics, 

I was startled to discover 

the large number of items bearing the U/U classification­

"Unconfirmed/Unidentified." As of today, the peerless 

researchers of the Forae Logos Antiquities Department 

can put to rest numerous long-standing conundrums 

and consternations, as my assistants and I have lent our 

expertise to each piece and have graciously identified and 

cataloged them as follows. 

Chronicle of the Cantorian Spring: This is easily one of 

the most remarkable documents I've ever seen sealed in a 

crate and left for rats to nibble-don't worry, the bite marks 

are minor. Our initial cataloging effort only reinforced 

the uncertainty of the original researcher's descriptions: 

a tome with wooden covers and blank parchment of 

an unidentified nature. In a happy mistake, one of my 

assistants spilled a cup of water upon the book, and, to her 

shock, the tome burst into bloom, the gray covers taking 

on a rich brown hue and the pages revealing themselves 

to be leaves, withered and bleached by poor tending. With 

regular watering and sunlight, deliberately cultivated 

veins within the pages are revealing themselves to be an 

ancient dialect of the elven language that even my elven 

assistants cannot wholly decipher. We have gleaned the 

title, Chronicle of the Cantorian Sprin.!J, and what seems 

to be a tale of strange life-giving waters and forests on 

stars. I've sent for the best fertilizer in Absalom, hoping 

to encourage the book to grow its story with a bit more 

alacrity. Few of us have an elf 's time to wait, after all. 

Divers Folios, Supposed Book of the Damned Copies: 

"Supposed" summarizes my judgment of the 4, 266 pages 

currently classified as being copied from the legendary 

Book of the Damned. I have judged a full three-quarters 

to be of insufficient age to correspond with the last time 

our collection included a complete, readable manuscript 

of this insidious tome. As such, I've classified these 

documents as elaborate hoaxes and attempted forgeries, 

likely meant for sale on the blackest of markets. 

Of the remaining minority, most prove meandering and 

contradictory, especially when it comes to the efficacy of 

their arcane procedures. (The Antiquities Department would 

do well to employ at least one competent arcanist to assist 

in such rudimentary identifications.) Yet their fantastic use 

of the languages and syntax of the lower planes suggests 

they should be classified as something more sinister than 

hoaxes-perhaps as purposeful misinformation. I could 

conjecture that these incomplete rites were penned by the 

hands of fiends to encourage undiscerning arcanists into 

attempting flawed conjurings, but the authors' intentions 

are not found among these pages' secrets. However, I would 



wager that the blood staining pages 18B-189 through 18B-

246 is no mere pig's blood. 

Three relatively intact folios stand out as being of 

particular note, however: 19 D, 72F, and 3S. Of unrelated 

parchment, language, hand, and origins, these three 

piecemeal works cover the topics of concern with authority, 

while lacking any earmarks of fabrication. Although I don't 

judge them forgeries, I cannot call them authentic copies 

of the Black Book without further study. Until such time, 

I have included a cautionary curator's note with each and 

advise restricting these documents to senior scholars only. 

Rubbing of the Shield of Aroden: This work was marked 

as misidentified, as the imprecise charcoal-work includes­

impossibly-all twelve pieces of the shield. My team refutes 

the preliminary scholar's conclusions, however; rather, we 

judge this to be an accurate representation of the shattered 

shield, as what past researchers claim to be a twelfth piece 

we posit is an accidental and irrelevant contamination­

possibly the hand of whoever took the rubbing originally. 

Lastwall pilgrims to the Seventh Church can likely 

corroborate this. 

Sixteen Harrow Decks: These harrow decks number 

fourteen to be exact, as two are incomplete. I have nothing 

notable to report on this unremarkable collection of decks, 

but riff ling through them, I noticed that each set is of 

a distinctly different make and they were likely held 

by different families. This alone holds the potential for 

further research-or at least a simplistic exhibit with 

obvious public appeal. 

Skull of the Dragon Kazavon: A complete and utter 

misidentification. I am not intimately acquainted with 

the specifics of this legend, but the skull in question is 

that of a spotted Shark Island iguanodon. The specimen 

is of unusual size, however, and I would be most interested 

in reviewing our records to determine how it came to be in 

our collection. My personal suspicion is that it is another 

"joke" donation from the Grand Lodge. 

Unidentified Golden Shard: My team's extensive studies 

unequivocally agree that this 8-inch-long shard is a piece of 

one of the Orbs of Dragonkind. Its golden hue suggests its 

domain of influence. In its shattered state, the orb holds 

no power, but this pitiable condition proved vital in our 

further identification. I believe this to be one piece of 

the orb gifted by the dragon Mengkare-who claims the 

northern isle of Hermea-to Eltembren of House Ormuz 

upon the explorer's expedition chronicling the fauna of the 

Steaming Sea. In Oppara I had the chance to study another 

fragment of what I suspect is the same orb, as the dragon has 

bequeathed several such shards to influential political figures 

throughout the region as assurances of his benevolent wishes 

toward the younger races. This shard likely came to the 

collection as part of House Ormuz's donation in 4701, where 

it went unrecognized as more than some exotic bauble. 

<])cdkatcd to the <])ccadcs 
The artifacts in this book come from sources spanning 

numerous cultures, centuries, literary genres, and 

tabletop roleplaying games. Many of these artifacts have 

been noted in Pathfinder RPG products before, as nods 

to these legendary treasures' roles in stories and printed 

adventures from the history of pen-and-paper roleplaying 

games, as well as acknowledgments of the lofty positions 

they hold in the memories of thousands of garners. Some 

of these artifacts have their origins in myths and folktales 

from across the world, but for many readers, they will 

always be objects of the most epic adventures in R PG 

history. As such, this book is dedicated to the authors 

and game designers who looked to the folklore of the 

real world, to the great works of fantasy literature, and 

to past roleplaying games and chose to build upon the 

stories of generations past. It's not just their history, but 

their continuing tales, that makes so many artifacts herein 

not just powerful magic items, but legends all their own. 

As its rediscoverer, I look forward to my team's priority 

opportunities for further research. This is one of the few 

true treasures of this magnitude held within our collection, 

and the head curator will doubtlessly be delighted that such 

a treasure has been added to our holdings-even if it has 

languished in storage for the past 49 years. 

Zenj Bark Etching of Nine Animals: This is more than 

just an example of jungle folk art. Although interesting 

for its artistic value alone, it begs the question: where's the 

tenth animal? Animal carvings like this are quite common, 

especially among the peoples of the eastern and central 

Mwangi Expanse, but none of them depict them in sets of 

nine; most traditions dictate ten figures. Additionally, the 

creatures circle a central gemlike shape, with nine spokes 

radiating out from it toward the animals. Deliberate scrutiny 

reveals the remnants of distinctive vegetable pigments in 

each of these rays, suggesting this was once a brightly colored, 

and thus rather important, piece. There's a greater story to 

be told here, and the insight of a Mwangi expert-several of 

whom I can recommend-would be invaluable. 

I hope you will share these findings with your 

subordinates, just as I have already shared them with Head 

Librarian Nae. I hope the entire Antiquities Department 

finds our research enlightening. 

Additionally, on a personal note, the next time you wish to 

consult with my department, rather than tricking the head 

curator into having my assistants clean out your storage, 

feel free to merely make an appointment with my secretary. 
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USING ARTIFACTS 
Certain vagaries exist surrounding artifacts, purposeful 

gray areas in the Pathfinder Roleplaying Game rules that 

exist so GMs can tell the types of stories they please. In 

general, artifacts should be considered unbalancing 

elements, items with the power to completely change the 

course of entire campaigns. 

�seardtittg �tifacts 
Many artifacts are storied treasures, their legends passed 

down through cultures and ages. Others are mysteries of 

the multi verse, sequestered by eternal powers and kept from 

the knowledge of shortsighted mortals. Regardless of their 

myths or owners, though, artifacts have a certain way of 

falling into the hands of adventurers, and adventurers prove 

to be insatiably curious sorts. Thus, anytime an artifact 

appears, a GM should know how the players can learn more 

about the fantastic treasure now in their possession. 

Spellcraft Checks: At their most basic level, artifacts are 

magic items and can be identified as such through the use 

of the Spellcraft skilL However, as the DC of such a check 

is based on the magic item's caster level, the challenge 

of identifying an artifact's abilities typically exceeds 

a DC of 35· A challenge of this magnitude exceeds the 

abilities of many low-level parties, and makes immediate 

identification less than a sure or immediate thing for 

even mid-level groups-though such characters typically 

have spells on hand to identify magic items (see Magical 

Identification, below). 

If a single die roll's ability to reveal the awesome powers of 

an ancient and legendary artifact seems too commonplace, 

GMs should feel free to increase the DC of such a Spellcraft 

check by+ 10 or more, or even make the artifact unidentifiable 

via this method. This might be heavy-handed in the case 

of some minor artifacts, or even major artifacts like Orbs of 

Dra_gonkind or the Thorncrown ofiomedae, whose abilities are 

the stuff of legend, but for artifacts alien to Golarion or that 

have been lost for millennia-like Saint Cuthbert's Mace or 

the Lens c!fGalundari-it wouldn't be too unreasonable to say 

that the PCs have never encountered documents detailing 

magic of this kind, and so are unable to accurately identify 

much beyond the artifacts' schools of magic and general 

power levels. The GM should determine whether or not an 

artifact can be identified using Spellcraft, and the DC of 

that check if it's nonstandard, before introducing it into 

his game. 

Knowledge Checks: Similar to Spellcraft checks, a GM 

may deem that a character can learn about an artifact's 

abilities by checking to see whether she has prior knowledge 

of the item. Allowing PCs to learn about artifacts in this 

manner raises all the same challenges and concerns as using 

Spellcraft checks to reveal details. The biggest difference 

is that Knowledge skills encompass a variety of academic 

focuses, any of which might reveal some secret about an 

artifact's abilities, as determined by the GM. If a GM intends 

to use Knowledge checks as the method by which artifacts 

are identified, he should first choose which Knowledge skill 

(or skills) pertains to a particular artifact. Knowledge (arcana) 

should not serve as a catch-all for the purpose of learning 

about artifacts, though an artifact with significant ties to 

magical mysteries or the other topics the skill relates to (like 

arcane symbols, constructs, and dragons) might make this 

the most logical skill to use in revealing its properties. In this 

way, characters who have put numerous ranks into specific 

Knowledge skills-especially atypical ones like Knowledge 

(geography) or Knowledge (history)-might find themselves 

rewarded by knowing something about such an obscure 

treasure. By the same token, this method makes bards using 

their bardic knowledge ability particularly adept a revealing 

an artifact's secrets-a talent thematically appropriate for 

that class. As with Spellcraft, the DC of a Knowledge check 

made to learn about an artifact equals 15 +the artifact's caster 

level+ any ad hoc adjustments the GM sees fit. 

GMs might also choose to take a cue from the 

Knowledge skill's description of identifying the abilities 

and vulnerabilities of monsters. In this way, a GM might 

reveal only the most basic properties of an artifact to a 

PC who makes a Knowledge check exceeding the set DC. 

Then, for every 5 points by which the character's result 

exceeds the DC, the GM might reveal an additional, more 

obscure detaiL While this method can quickly increase the 

already significant DCs required to identify artifacts, it 

gives the GM a way to retain some measure of an artifact's 

mystery, while still granting the PCs the details they need 

to utilize the treasure. Additionally, this method should 

encourage the PCs to seek other methods to reveal more 

of an artifact's secrets, such as magic that improves their 

skill checks, and to seek locations to conduct research 

regarding the item (see Research, below). 

Magical Identification: As artifacts exceed the powers 

of most mortal magic-users and their spells, identifying 

them by magical means proves far more difficult and 

far less reliable than identifying normal magic items. 



The spells identifY and analyze dweomer specifically do not 

aid in revealing the abilities of artifacts. This makes !eiJend 

!ore one of the only spells useful for revealing a measure of an 

artifact's secrets. This spell, however, does not describe the 

item's abilities in concrete game terms, instead detailing its 

history and tales surrounding it. LeiJend !ore can still prove 

useful to GMs, however, as it helps an artifact retain its air 

of mystery. LeiJend !ore might allow PCs to learn the general 

powers and dangers of an item and perhaps even how to 

employ it with a degree of effectiveness, but still cloak the 

full sum of its properties. Consequently, the PCs will likely 

never possess a spell they can rely upon to quickly force the 

GM to describe all of an artifact's secrets. 

Research: In many cases, artifacts are unique creations 

and details about them prove far too limited to find in just 

any common history or lore book. Therefore, the likelihood 

of a PC having once stumbled across a specific artifact's 

details and now be able to remember them is effectively 

nil. This makes deliberate research in a specialized place 

of learning or repository of knowledge necessary to reveal 

an artifact's abilities. GMs who choose this method of 

revealing an artifact's details encourage the PCs to leave 

the dungeon and head for the library. For some players this 

might add weight and a sense of realism to learning about 

an artifact, as well as giving learned PCs an opportunity to 

shine. For others, though, it might seem like a halt to the 

action. Both opinions are valid, and so GMs should weigh 

whether or not conducting research reinforces an artifact's 

sense of mystery and is a valuable addition to the game. 

To conduct research into an artifact's lore, the PCs must first 

determine where to initiate their investigation. This might 

mean heading to a sage's collection, a city library, a region's 

most esteemed university, or a hidden trove of knowledge lost 

for ages. At the GM's discretion, some collections might not 

prove significant enough to hold details about an artifact­

the goal of the PCs' research, after all, is finding some 

obscure writing describing the artifact's powers (or, if that 

seems unrealistic, a combination of descriptions, legends, 

and histories that, together with a PC's insights, sparks some 

related revelation). Thus, a noble's collection of romances 

might not prove appropriate for research. On the other hand, 

once the PCs do find a place with considerable scholarly 

resources, the GM might decide to grant them bonuses on 

the skill checks they make to conduct their research, from +2 

in a library well stocked with related texts, to +sin a collection 

with unique resources and a helpful staff (or even higher 

if conditions are truly peerless). Researching an artifact 

requires 1 week of investigation, at the end of which a PC 

makes a related Knowledge check (see Knowledge Checks, 

above). If the result exceeds this DC, the PC has learned an 

artifact's history and abilities (or a portion of them, as noted 

above). If the result fails, the PC has discovered nothing and, 

at the GM's discretion, that collection of knowledge might 

simply not hold the information the characters seek, forcing 

the PCs to search for another. 

Sages: Some artifacts are so obscure, alien, or unique that 

they are unknown to both legend and academia, and almost 

no one knows anything about them. That's where sages 

enter in. In this case, the term "sage" refers to anyone with 

special knowledge of an artifact. This might be a scholar 

with a very specific field of study, a tome written all about a 

certain topic, a mummy that lived through a relevant time, 

or an artifact's very creator. In any of these cases, the sage 

is the only way the PCs can learn about an artifact's history 

and properties, and while the sage's knowledge might be 
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unique, information about the sage is not. A few Diplomacy 

or Knowledge (local) checks might be all it takes for a party 

to learn about a sage's existence, setting the PCs upon the 

proper path. From there, the GM is free to make learning 

about the artifact as straightforward or challenging as he 

wishes-the sage might be local and eager to help, or might 

be fickle or nearly legendary, requiring further adventures 

to earn her knowledge or even find her. Using this method, 

the PCs have no ability to learn about an artifact's powers, 

but the GM retains complete control over what details they 

do eventually learn, the veracity of those facts, and the 

direct opportunity to turn learning about an artifact into 

its own adventure. 

%taBame Artifacts 
The Pathfinder RPG is designed to be a game of details, 

explanations, and options. A GM confounded by how a 

bead qfforce works need only look to something that creates 

a similar effect, like resilient sphere, for an explanation of 

a comparable function. One purposeful gap in the rules 

exists for artifacts, however. This wiggle room allows a 

necessary f lexibility for exciting items without existing 

analogs, concepts that buck established guidelines, or 

ideas that simply prove too elaborate to quantify. There's 

a place beyond Golarion where people besides villains and 

heroes might find the power of artifacts to hand-wave 

certain game elements useful, though. The place 

is at the game table, and the people are GMs. 

There's a certain suspension of disbelief that 

even the most intricately plotted and deliberately 

planned RPG session requires. Sometimes a player 

doesn't show up and so her character just seems to 

vanish. Sometimes new rules present innovations 

too tempting for established characters to ignore. 

Sometimes players and GMs just don't want to concern 

themselves with the details of encumbrance, tracking 

rations, using alignment, speaking in character, or 

countless other conventions. Artifacts might serve as 

a way for a GM to grant PCs an in-game explanation 

for out-of-game concerns. 

Although all of the artifacts in this book are optional 

in that it's up to a GM to decide whether or not to include 

them in his game, the following four artifacts are called 

out as special cases. These artifacts exist for GMs to 

address some of the real-world concerns of running a 

game, and are therefore presented without histories or 

ties to Golarion. Consider these to be utility artifacts, 

boons a GM might grant at an early level and that further 

mark PCs as special inhabitants of the campaign world. 

They probably shouldn't be utilized or sought after 

by NPCs, as they aren't meant to be campaign 

MacGuffins, but should rather serve to 

ease some of the occasional challenges 

presented by the realities of RPGs and 

their players. Additionally, since these 

artifacts are meant to be rarities and have 

no set gold piece values, their impact on 

game balance and certain particulars of how 

they work should largely fade into the background. 

Again, the following artifacts should not be 

considered a canonical part of Golarion's history or 

something of which even the greatest scholars of 

that world are necessarily aware. Rather, they are 

artifact-level utility items meant to make running and 

playing the game easier and to present additional options 

and explanations for issues hand-waved in many games, 

should GMs seek to experiment with them. 



FIGURINE OF THE CONCEALED COMPANION 

Aura strong transmutation; CL 15th 

Slot none; Weight 1 lb. 

DESCRIPTION 

In its natural form, afigurine of the concealed companion looks 

like nothing more than a fist-sized hunk of distinctly colored 

clay. When taken up by a character who possesses a deep 

contention with another creature and brought into contact 

with that companion creature, the creature vanishes and 

the clay transforms into a miniature replica of the creature 

sculpted from colored stone. Only creatures bound to a 

character via the animal companion, familiar, or mount class 

feature can be affected by afigurine of the concealed companion. 

Once a character has bound a creature to the figurine, he can 

toss down the figurine and speak a command word, causing 

the creature to return to its natural state and size. At any 

time while the creature is in its natural form, the creature's 

owner can speak the figurine's command word and cause the 

creature to transform back into a miniature. While in figurine 

form, a creature does not age, perceive the passage of time, 

or need to breathe, eat, or drink, and can be kept in this form 

indefinitely. If the creature bound to the figurine is killed, the 

figurine of the concealed companion returns to its unshaped, 

clay form and can be bonded to another creature. 

CAMPAIGN USE 

Neglected familiars, animal companions too large to fit through 

narrow passages, and mounts in constant need of stabling 

all present challenges that can make a class feature a burden. 

With this figurine, players now have a way to keep animal 

companions safe when they're not needed, get mounts through 

tight areas, and explain where their unmentioned familiar has 

been for the past dozen sessions. 

HOURGLASS OF TRANSFIGURATION 

Aura strong all schools; CL 2oth 

Slot none; Weight-

DESCRIPTION 

Whoever breaks this crystalline hourglass blacks out for 24 

hours. During this time no power can reawaken her, as she is 

gradually swapping places with another version of herself from 

some other place-a parallel dimension, an ideal concept of 

the gods, an impossibly distant time, or the like. If a PC breaks 

the hourglass, that PC's player may completely recreate her 

character, rerolling statistics, changing race and classes, altering 

feat and skill selections, and otherwise changing any choice 

she made regarding her character, as major or minor as she 

pleases. The PC's possessions remain the same, however. After 

24 hours, the character reawakens, revised and affected as if by 

the heal spell. Her memories are nearly identical to those of her 

previous self, though her age and certain choices might result 

in numerous minor differences. This effect is permanent and 

the character's previous incarnation cannot be restored except 

by finding another hourglass of transfiguration. 

CAMPAIGN USE 

Sometimes players get bored with their characters or find 

new options they didn't have access to when they first built 

their PC. Although overuse can devalue the significance of a 

player's choices, an hourglass of transfiguration can give players 

seeking new options renewed investment in a game. 

SCAR OF DESTINY 

Aura strong conjuration; CL 2oth 

Slot none; Weight-

DESCRIPTION 

This scar appears on specific individuals at birth, or as a result 

of powerful but unexplained magical confluences. Anyone with 

this mark is untethered from reality, and might step out of 

existence at any moment for indeterminate periods-possibly 

forever. All of that individual's possessions vanish with him, 

though occasionally specific items-seemingly of the mark 

bearer's choosing-are left behind. When and if an individual 

reappears, he is unharmed and has no knowledge of where he 

was, and only a vague idea of how much time has passed. Such 

individuals typically reappear near others who bear the mark. 

CAMPAIGN USE 

This artifact-level scar affects all the PCs in a party from the 

point of character creation. When a player can't make it to a 

session, it gives the G M  a way to remove the character from 

the game (or multiple games) without having to play the 

absent PC, having another player run the character, or having 

that character fade mutely into the background. For some 

parties the Scar of Destiny requires less suspension of disbelief 

than the other challenges of absent players, though this is not 

the case for all. 

SLIVER OF THE AMALGAM MIND 

Aura strong divination; CL 2oth 

Slot none; Weight-

DESCRIPTION 

This tiny, clear crystal is part of a great otherworldy device that 

shattered long ago. Alone, the splinter-hardly longer than a 

fingernail-has no power. If brought into contact with another 

splinter, however, both turn the same color. Should these 

slivers then be inserted into the skin of sentient individuals, 

those bearing the shards can telepathically communicate with 

any other creature pierced by a shard of the same color within 

line of sight. This telepathy allows those participating to hear 

only what others bearing the slivers wish them to hear, and to 

broadcast only what they wish. A bearer has complete control 

over this telepathy and can block it out or only broadcast to 

specific individuals as she wishes. 

CAMPAIGN USE 

Players often converse around the game table and occasionally 

act on information their characters have no way of knowing. 

This artifact gives PCs a reason to know those things they so 

often shouldn't. 





fj olarion is an ancient world, scarred by the weapons 

of the gods, prison to a being who threatens to tear 

apart all life in existence, cradle to the last and next 

generation of deities, and home to individuals who shape 

the fabric of being to their whims. In the wake of such 

legends lie scattered weapons, tools, and relics of myth, 

implements as powerful as those who once wielded 

them or that provided the power to shape realms that 

linger to this day. 

The following pages present a broad selection of 

Golarion's most renowned artifacts, objects of legend 

or creations alien to the world, be they infamous or 

revered. Artifacts considered both major and minor are 

included in this chapter, with each being of sufficiently 

significant complexity or predominance in the world's 

tales to warrant a detailed description. The inside covers 

of this book present a detailed listing of the artifacts 

in this chapter and elsewhere, differentiating between 

minor and major artifacts should such distinctions be 

required. Each treatment in this chapter follows roughly 

the same format and, with only a few exceptions, has the 

following format. 

Appearance: Every artifact begins with a description of 

its most common physical appearance. This account is 

presented as spoiler-free read-aloud text that GMs can 

relate to players who discover these fantastic treasures. 

In the cases of artifacts that take on multiple forms, have 

distinctive manifestations, or are part of a varied group, 

this section might take a generic form or, in a few cases, 

might be omitted, with descriptive details falling within 

the artifact's stat block. 

Stat Block and Destruction: Every artifact has a stat 

block detailing its general statistics, specifics of its 

miraculous properties, and other details characters 

need to know to employ its powers, just as for any other 

magic item. Instead of creation and pricing details-as 

artifacts cannot generally be crafted by mortal hands­

each presents a section on destruction, revealing the 

secret of what must be done to destroy the artifact. 

Typically, the feats described in the destruction section 

of these artifacts are nearly impossible labors worthy 

of whole campaigns and the highest-level characters­

and even then their completion might be beyond the 

bounds of mortal abilities. The method of an artifact's 

destruction is not usually known by its bearer and also 

might only be discovered over the course of multiple 

harrowing adventures. 

Alternatively, GMs might allow characters to research 

the method of destroying an artifact. If this is allowed, 

the task should require at least 1 week of effort in a world­

renowned collection of lore and a successful Knowledge 

check with a DC equal to 20 + the artifact's caster level. 

The GM should choose whichever Knowledge check seems 

most appropriate to the artifact for this check, and might 

apply any number of bonuses or penalties to the check as 

she sees fit (largely based on the obscurity of the artifact, 

the quality of where the research is being conducted, 

and whether or not secrets and misinformation might 

conceal the truth). 

If an artifact has additional special rules-additional 

stat blocks, charts, or unique dangers-they follow this 

main stat block. 

History: This section describes the origins and true 

history of the artifact-information often long since 

lost to even the greatest of scholars. This information 

might be related and embellished in popular legends, or 

it might be entirely unknown in the case of ancient or 

otherworldly artifacts. GMs should determine whether 

or not an artifact's legend falls within the purview of 

a Knowledge check, whether it can be researched, or 

whether only a select few know the tale and must be 

sought out for their secrets. Magic like le.!Jend lore can 

typically relate an artifact's background as detailed in 

the spell description. 

Ramifications: Artifacts are life-, world-, and even 

reality-changing treasures, truly the tools of the 

gods themselves, and as such those who wield them 

face certain challenges and dangers. Sought after by 

the most powerful creatures in the world and even 

godlike beings from planes beyond, artifacts and their 

possessors rarely go unnoticed. This section details 

the implications of possessing each specific artifact, 

both for characters in the game world and in terms of 

its effects on a campaign. GMs should consider these 

factors before inserting an artifact into their games, 

as some artifacts might inspire undesirable actions in 

the hands of unpredictable PCs. More than warnings, 

however, any of the topics in this section might serve 

as the basis for single adventures or whole campaigns, 

introducing organizations, creatures, individuals, and 

mysteries of Golarion intrinsic to the artifact's legend. 

In many ways, it is these ramifications and the heroics 

or tragedies they imply that set artifacts apart from 

mere magic items. At the same time, the GM is the 

ultimate arbiter of what to include in a game, so any of 

these elements might be ignored or exaggerated as the 

GM sees fit. Except where they are of particular note, 

the most general and obvious ramifications of artifact 

possession are not emphasized-such as each artifact's 

extreme value or the lengths to which nefarious beings 

will go to possess them. 

Source: Listed on the front inside cover, this brief 

reference catalogs all of the artifacts in this collection 

and notes other Pathfinder RPG sources where GMs 

can find more information, or even whole adventures, 

featuring the item. 
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�POLLYON �lNG 
This ancient band of bleached bone bears an unusual cal lus 

carved in the shape of a fanJ1ed ram's head. 

APO L LYO N RI N G  

Aura strong div inat ion and  necromancy [evi l] ; C L  2oth 

Slot r ing ;  Weight -

DESCRIPTION 

U pon donn ing the Apol(yon Ring, the wearer experiences an  

i ncreased state of  be ing, her consciousness becoming an 

i nfect ious disease known as the Mark of the Prophet. The wearer 

is the host of th is d isease, but is immune  to its effects. Any 

creature that comes i nto physica l  contact 

with the wearer (or with one affl icted by the 

disease) must make a successfu l  Fortitude 

save or be infected. The d isease causes 1d4 

points of ab i l ity damage, with the 

affected ab i l ity be ing the wearer's 

h ighest ab i l ity score (or her choice 

in the case of equa l ly high scores). 

The disease's other effects a re 

deta i led be low. The savi ng th row to 

resist the disease i s  eq ua l  to 10 + the wearer's 

H it Dice + her Char isma modifier. Th is disease 

can be cu red as norma l .  Creatu res immune  

to  d isease a re immune  to  any  disease created 

by the Apol(yon Ring, but a lso gain none of the 

ab i l it ies granted by wear ing the r ing. 

Any creatu re infected by the disease becomes a potentia l  

host for the r ing wearer's senses. The wearer a lways knows how 

many creatures a re infected and can detect any one of them as a 

standard action as per the status spel l .  Additiona l ly, by spending 

a m inute concentrati ng, the wearer can see and hear us ing any 

infected i ndividua l 's senses, as per the clairaudiencejclairvoyance 

spel l .  The wearer remains d im ly aware of her surround ings whi le 

making use of th is effect, and may end it as an immediate action .  

She may use th is ab i l ity any number of t imes per day. Once per 

day, she may a l so e ither cure any number of ind iv idua ls infected 

with the disease with i n  300 feet, or force them to make an  

additiona l  save against i t s  effects at a -s pena lty. 

Removi ng the Apol(yon Ring or ki l l i n g  the wearer i n stant ly 

cu res a l l  creatu res affl icted by the Mark of the Prophet. 

DESTRUCTION 

The Apol(yon Ring shatters if Apol lyon ,  Horseman of Pesti l ence, 

i s  s l a i n .  Alternative ly, the r ing i s  destroyed if a creatu re immune  

to  disease wea rs it and  casts remove disease on at least one  

vict im of every d ifferent disease known to the wor ld .  

MARK O F  THE PRO P H ET 

Type disease, contact; Save Fortitude DC vari ab l e  (see above) 

Onset 1 day; Frequency 1jday 

Effect 1d4 ab i l ity score damage; Cure 2 consecutive saves 

CHis tory 
Though ambitious, Princess laresa-twelfth daughter 

of King Arecbezshari, He of the Olive Spear and Bronze 

Rod-was destined by her birth to be nothing more than 

a jewel of the Ninshabur royal court. While with the court 

touring the cities of the western reaches, she managed to 

elude her caretakers amid the towered bazaars ofZarrataab, 

and soon came upon a leprous priest. The strange holy man 

prophesied that she would become one with her people and 

know the adoration of all who touched her, if only she raised 

her voice in worship of the spirit of the nearby Igagir River, 

where the city's sewers emptied their effluent. Eagerly 

Iaresa did so, but when she returned, the priest was gone, 

a strange ring lying amid his wrappings. The princess 

took up the ring to examine it just 

as her guardians discovered her 

and carried her back to the royal 

entourage. After coming in contact 

with the princess, they became the 

first of her desperate disciples. 

Over the next year the plague 

known as the Moaning Tears 

spread throughout Ninshabur, and 

Iaresa become much beloved, 

revealing remarkable healing 

powers. Still, thousands died, with 

healers and those who spoke out against the 

royal family falling with mysterious quickness. 

Eventually Iaresa perished as well, though healers 

later determined her death was caused by a simple flu. 

In the following centuries, more plagues spread across 

Casmaron, Iobaria, and Vudra, always in the wake of 

wonderworkers bearing a bone ring. Eventually, the ring fell 

into the hands of the priests of Tabsagal, who locked it away 

as merely one more curious treasure of their mighty lords. 

�mifications 
The wearer of the Apollyon RinJ1 possesses an evil tool of 

subjugation with few peers and many considerations. 

Prophet's Pandemic: While magic exists that can cure 

any disease, the average cost of such a spell is 450 gp. In 

one simple projection, assume a single infected individual 

passes the disease onto two new people daily. In 1 week that 

could mean approximately 2,187 individuals are infected. 

Even a 1oth-level cleric can probably only cast remove disease 

about five times per day, meaning that an army of 437 

such clerics would be needed to counter such an epidemic 

without the use of expensive scrolls, potions, and wands. 

Sick Objectives: The agents of the Horseman Apollyon 

encourage the use oftheir master's ring. Leukodaemon viziers 

might seek out the ring's wearer, aiding her rise to power and 

the spread of her unique disease. Should the wearer renounce 

the ring, such agents promise a slow, infectious end. 



�XE Of THE PWARVIXH LORDS 
The sturdy haft of this dwarven waraxe .9limmers with veins of 

silver, while the faces of its blades bear ima.9es of ancient .9lories. 

AxE OF T H E  DWARVI S H  LO R D S  

Aura strong  conj u rat ion and  t ransm utat i on ;  C L  2oth 

Slot none ;  Weight 12 l b s .  

DESCRIPTION 

The Axe of the Dwarvish Lords is a +6 keen throwing goblinoid 

bane dwarven waraxe. Any dwarf who ho lds  it doub les the  

range of h i s  da rkvi s ion .  Any non -dwarf who grasps  the  axe 

takes 4 poi nts of tempora ry Char i sma damage; these 

po i nts c annot be hea led or  restored i n  any way wh i l e  

the  axe i s  he ld .  The  cu rrent owner  of the Axe of the 

Dwarvish Lords ga i n s  a +10 bonus  on Craft (a rmor, 

jewel ry, stonemasonry, traps ,  and  weapons) checks. 

Addit io n a l ly, the  wie lder  can  s ummon  an  e lder  

ea rth e lementa l  (as summon monster IX; du ration  20 

rounds) once per week. 

DESTRUCTION 

The Axe of the Dwarvish Lords rusts away to noth i ng  if it 

i s  ever used by a gob l i n  to behead a dwa rven ki ng. 

Cflistory 
In -4987 AR, the great dwarf king 

Taargick fulfilled his promise to his 

people and the prophecy set down 

by Torag in deep ages past, 

leading the dwarves into the 

light of the surface world 

and completing the perilous, 

generations-old Quest for Sky. Yet this first step into sun 

was not the glorious moment so often depicted in dwarven 

sculpture. Many dwarves feared the all-revealing light, 

the exposure to tempestuous weather, the unfathomable 

looming sea of the open sky, and the countless weird 

shapes and creatures of the alien surface. For thousands 

of dwarves, reaching the surface only convinced them that 

they should have stayed in the dark of the deep earth. 

Awed himself, Taargick heard his people's plight, and 

in a hidden cavern remembered as the Conclave of the 

Final Deep, he gathered the leaders of his people-his 

siblings, advisors, and greatest priests of Torag-and 

together they constructed a simple forge. With both 

ore brought from the depths of their ancient homeland 

and strange new metals discovered on the surface, these 

leaders of the dwarves crafted a symbol of their people, 

and poured into it their strength, resolve, legends, and 

memories, as well as the blessings of Torag. When it was 

done, Taargick addressed his followers, emboldening 

them to face the challenges of the surface, and raising a 

marvelous axe as evidence that the traditions of the old 

nations might forge wonders from the riches of the new 

world. So the weapon was dubbed the Axe of the Dwarvish 

Lords, and it was said that so long as it remained keen the 

dwarves would never forget nor turn from the virtues of 

their ancient homeland. 

The Axe of the Dwarvish Lords passed through the 

hands of many kings and rulers, eventually coming to 

the Five Kings Mountains, but was stolen by unknown 

parties during the chaos of t he Five Kings War. It briefly 

resurfaced in the hands of General Eurad Dberryl, but 

was claimed by Theocrat Ordrick's followers 

during the Forge War. Many dwarves 

believe that the worshipers of Droskar 

knew the axe represented a threat to 

their rising regime and hid it 

away deep beneath Droskar's 

Crag. Despite such tales and 

centuries of searching, no 

one has yet recovered the 

ancient symbol, and the 

Axe of the Dwarvish Lords 

remains lost. 

�mifications 
Few items are as linked to the pride 

of a people as the Axe of the Dwarvish 

Lords. Those who claim it should consider the following. 

Emblem of a People: The Axe cif the Dwarvish Lords is a 

symbol of t he pride and heritage of an entire people. What's 

more, it's also a priceless historical artifact-though the 

dwarves have made efforts to keep their great Sky Citadels 

in repair, there can be no question that dwarves lose a little 

more of their ancestral ways with each generation born on 

the surface. Many dwarves among the Five Kings Mountains 

and beyond believe reclaiming the axe is vital to uniting their 

people and beginning a new age of dwarven ingenuity. Most 

dwarven lords would pay any price to recover the axe, as doing 

so would win them instant esteem and authority among their 

people, and just as many would do all that it takes to wrest the 

artifact from non-dwarf hands. By the same token, should 

the axe ever reappear, the worshipers of Droskar would do 

all in their power to hide it away again and continue their 

people's slide toward drudgery and despair. 

Hands of the Maker: The Axe of the Dwarvish Lords seeks 

dwarf hands to wield it, and should it not find such a 

bearer, legend claims it reshapes its owner as it prefers. 

Those who wield the axe for an extended period oftime find 

themselves becoming increasingly hirsute, growing more 

accustomed to the dark, and potentially changing height 

by up to an inch per week. Anyone who possesses the Axe of 

the Dwarvish Lords for more than a week transforms into a 

dwarf 1d4 weeks later as if affected by the spell reincarnate. 

This effect can only be reversed by a miracle or wish spell. 
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�LACKAXE 
Noxious acid seeps from the obsidian blade of this!JiJJantic b lack 

axe, its shape cruel and savaJJe as if ripped from poisoned stone 

by obscene claws. 

B LACKAXE 

Aura strong  conj u rat ion ;  C L  2oth 

Slot none ;  Weight so l bs .  

DESCRIPTION 

Blackaxe is a H uge +s plant bane greataxe 

wh ich  is cons ide red ep i c  a nd  can  

penetrate ep i c  d am age red uct i on .  

V i r u l e n t  a c i d  constant ly  s eep s  from 

i t s  b l ade ,  dea l i n g  +1d6 po i n t s  of ac id 

d am age on  a s uccessfu l  h i t .  O n  a s uccessfu l  

cr i t i c a l  h i t ,  Blackaxe dea l s  a n  add i t i o n a l  

+2d10 po i nts o f  a c i d  d am age.  Once p e r  

m i n ute, t he  weapon's w i e l d e r  can  u s e  heal 

on he rse lf  by str i ki ng  a l i v i ng  a nd  

non  mag i c a l  tree w i t h  Blackaxe, 

c au s i ng  the  tree to w i ther  to 

a s h .  The  a rt ifact is i n exo rab ly  

t ied to t he  n ascent demon  l o rd 

Treerazer, who can  c a l l  Blackaxe 

to h i s  h a nd  as a free act i o n ,  

desp ite any  i nterve n i n g  

d i s t ance ,  so l o ng  as  Blackaxe 

is not kept i n  an a rea that  

p revents te l epo rtat ion effects 

from occu r r i ng. Wh i l e  Blackaxe 

is w ie lded by a nothe r  creatu re, 

Treerazer a lways knows that  

creatu re's locat ion a nd  cond i t ion  

(a s v i a  t he  discern location a nd  status 

spe l l s) ,  a nd  by concentrat i ng  c an  observe t he  wor ld  a round  

the  w ie lde r  as  if u s i ng  tha t  w ie lde r's s en se s .  Wh i l e  i n  t h i s  

state, Treerazer may use any  of h i s  spe l l - l i ke a b i l i t ies t h rough  

the  l i n k, treat i ng  Blackaxe as if  i t  were t he  sou rce of the  s pe l l ­

l i ke a b i l i ty. E a c h  t ime  Treerazer doe s  so ,  Blackaxe's wie lde r  

m ust m a ke a s u ccessfu l  DC  25 Wi l l  s ave to avo id  be i ng  

staggered fo r 1 rou n d  fro m  the  fl ow of power. These s pe l l ­

l i ke a b i l i t ies t r igger d u r i n g  t he  w ie lde r's tu rn  i n  i n i t i at ive, b u t  

do no t  consume a ny of  t he  w ie lde r's act i ons  i n  t h a t  ro und .  

DESTRUCTION 

I n  o rde r  to dest roy Blackaxe, t h e  weapon  m ust be used 

aga ins t  a powerfu l  mag ica l  t ree ,  a n d  wh i l e  t h e  s a p  o n  the  

b l ade  i s  st i l l  fre sh  i t  m ust t h en  be  used to sever  o n e  of the  

demon l o rd Cyth -V's ug's m a ny fu ngo id  l i m bs .  Do ing so  

ca uses  Blackaxe to exp l ode  i n  a b u rst of o b s i d i a n  s h ra p n e l  

a n d  a c i d  t h a t  de a l s  2 o d 6  po i nts  o f  a c i d  d a m a g e  a n d  2od6 

po i nts  of p i e rc i n g  damage to a l l  wi t h i n  a 6o -foot b u rst (DC  

30 Reflex s ave fo r h a l f) .  

CHis tor� 
As a demon gains power, rebellion against its master is all 

but inevitable. Although Treerazer, the Lord of the Blasted 

Tarn, long served the demon lord Cyth-V'sug (said by many 

to have been Treerazer's father), in time Treerazer rankled 

at this servitude. He carved Blackaxe himself from strange 

stones deep in the foundations of Cyth-V'sug's Abyssal 

realm, intending to use the weapon to assassinate his 

master and assume control of the realm. Yet the materials of 

Blackaxe could not harm Cyth-V'sug, for 

having come from a realm that 

the demon lord created, the 

material was in a sense part 

of the Prince of the Blasted 

Heath himself. When Cyth­

V'sug banished Treerazer, 

the traitor still clutched 

Blackaxe in his talons, its 

blade dripping (as it does to 

this day) with Cyth-V'sug's 

foul acidic ichor. The weapon 

has aided Treerazer greatly in 

his crusade against Kyonin, and 

many are that nation's fortifications 

that bear deep, pitted scars from the 

weapon's wicked blade. 

�mifications 
As the favored weapon of an otherworldly marauder, 

Blackaxe carries with it the will and corruption of the Abyss. 

Any who claim the weapon must contend with the following. 

Treerazer's Axe: Regardless of who might be wielding it 

at a given moment, Blackaxe belongs to the nascent demon 

lord Treerazer. With a strong tie to his favored weapon, 

the demon can view and affect the world around the axe's 

bearer, learning and sowing terror from any distance­

especially through the use of his telekinesis, wall of thorns, 

and summon demons abilities. Yet the greatest threat 

often manifests in Treerazer's ability to call Blackaxe 

back to him under nearly any circumstances. The demon 

delights in watching a foe use his blade only to summon it 

back when the wielder faces dire peril. 

Trophy of Ruin: Should Treerazer be defeated, many 

would seek to claim his dreaded weapon. Chief among 

them would be the nascent demon lord's demonic 

minions and rivals, eager to capture the remnants of the 

infamous fiend's rule. The elves of Kyonin would also go 

to great lengths to see the weapon safely secured if not 

destroyed, Blackaxe being the symbol of a centuries-old 

blight upon their nation. But most covetous of Blackaxe 

will always be Treerazer himself, who-as the elves can 

attest-has avoided and feigned death countless times, 

only to reemerge from Tangle briar when least expected. 



PLOODUONES Of �RAZNI 
Althou.9h they seem to be sculpted .from rich red clay, these .!Jrotesque(y 

shaped canopic jars bleed as thou.9h they were Uvin.9 or.9ans. 

B L O O D STO N E S  O F  A RAZN I 

Au ra strong  a bj u rat ion a nd  necromancy [ l awfu l] ; CL 2oth 

Slot none ;  Weight 2 lbs. each 

DESCRIPTION 

Each of these dist inctive jars conta ins  an organ associated with 

both a trait of the va l i ant knight Arazni and an  aspect of the 

l i ngeri ng power of the god Aroden. Any cleric who bears one of 

these jars is granted an addit iona l  doma in ,  with the associated 

granted powers and domain spe l l s ,  for as long as he possesses 

it. The domain granted depends on the Bloodstone possessed. If 

the bearer i s  not a c ler ic, he i s  granted the lowest- level domain 

power, but no spe l l s  or other related ab i l it ies. I n  add it ion ,  the 

bearer of a Bloodstone i s i nsp i red by some tra it  of Arazn i ,  ga in ing 

an  ab i l ity she possessed i n  l ife. The bearer does not need to meet 

any prereq u isites or req u i rements to gain this ab i l ity. 

Organ Domain Trait 

Heart Protect ion Love: Ga in  the l ay on hands ab i l ity 

as a pa lad in ofthe character's leve l 

Liver G l o ry Fa ith :  Ga i n  G reater Sunder  as a 

bonus feat 

Lung Knowledge Duty: Ga i n  I mproved I ron Wi l l  as 

a bonus feat 

Sp l een Law Va lor :  Ga i n  Weapon Speci a l izat ion 

( longsword) as a bonus feat 

DESTRUCTION 

Together, the  tyra nt Geb  a nd  the  l i c h  Arazn i can  destroy any 

of the Bloodstones, b i nd i ng  the organ ins ide i nto the withered 

form of the fa l l e n  hero as pa rt of a 24- hou r- l ong  r itua l .  

CHis tor� 
The fall of Arazni, herald of the god Aroden, is a famous 

tragedy. Sent to rally the spirits of t he Shining Crusade, 

she met her end at the hands of t he Whispering Tyrant. 

Yet her sacrifice inspired the heroic Knights of Ozem, 

signaling the end for the infamous lich. 

More than 6o years later, in 3889 AR, the aging 

Master and Commander Claidius Barronmor 

sought to rekindle the flame of the Shining Crusade 

by raising his voice and sword against the distant, 

undead-haunted land of Geb. Six Knights of Ozem 

were sent to infiltrate Geb's capital of Mechitar and 

gauge the nation's defenses: Bhedlis, Fallenstag, 

Ghuzmaar, Ilverazto, Yhalas, and Barronmor-the 

commander's grandson. 

Over a year later, the knights returned to Vigil. Yet, 

rather than entering the city as heroes, they devastated the 

city, besieging the monument holding the body of Arazni. 

Few of the mausoleum's defenders survived, with those 

who did telling of the black-clad corpses that were all that 

remained of the knights sent to Geb. The six vanished back 

into the dark, returning to their new master. 

Refusing to give up their fallen heroes so easily, a 

contingent of knights marched to Geb. What they found 

shocked them. Arazni had been defiled, her body wrapped in 

the gowns of a princess of Geb and reanimated as a undead 

terror. The knights attempted to destroy the newly risen 

abomination, but found their six brethren, reanimated as 

graveknights, standing in their new queen's defense. 

Those few knights who returned to Vigil in subsequent 

months carried with them a tale of horrors, warnings never 

to return to Geb, and four crimson jars, each with one of 

Arazni's still-living organs pulsing within. 

�mifications 
The Bloodstones of Arazni are both a blessing and a curse to 

any who discover them. 

Arazni's Ashes: The lich Arazni seeks her lost organs. 

Her agents search for the Bloodstones far and wide-her 

graveknight bodyguard among them-and offer the organs' 

bearers no mercy. Supposedly Arazni knows the location of 

one of her organs every time it is employed, feeling a tinge 

of life in the cavities of her rotted form. 

Relics of Aroden: If Aroden's church still survived, the 

Bloodstones of Arazni would be among their holiest relics, 

as they still possess an ember of the god's divine radiance. 

Zealots seek the Bloodstones in the hopes of either redeeming 

Aroden's fallen herald or-unrealistically-reviving the 

fallen deity. The power of the stones is like the light of a 

dead star, however-brilliance from 

a beacon that no longer exists. 



"·#� PATHFINDER CAMPAIGN �ETTINfi; �RTIFACTX o LEfiENDX 

�OOK Of THE PAMNED 
Held between covers of bladed steel, stretched human flesh, and 

compressed ashes, this massive collection of loose folios, leathery 

scrolls, and JJOry manuscripts is the authoritative volume on 

unspeakable topics and evils for which there are no names. 

B O O K  OF T H E  DAM N E D: COM P L E T E  

Aura overwhe l m i ng  a l l  schoo l s  [ch aotic, l awfu l ,  evi l ); C L  25th 

Slot none ;  Weight 40 l bs .  

DESCRIPTION 

The Book of the Damned conta ins  the m u ltiverse's s ing le  

greatest co l l ection  of p rofane  lore, deta i l i ng  the evi l  p l anes 

and the i r  den izens with an audac ious comprehens iveness 

beyond that which a tome of its size shou ld  be able to phys ica l ly 

conta i n .  Th is  b l asphemous book cons ists of n umerous 

scattered chapters divided i nto th ree vo l umes-daemonic ,  

demonic ,  and  d i abo l i c .  Shou ld a l l  chapters ofthose th ree 

vo l umes be un ited in the i r  ent i rety, the comp l eted comp i l at ion 

exh i b its the fo l l owing ab i l it ies . 

The comp lete Book of the Damned radiates a permanent 

unhallow effect i n  a 150-foot rad ius  and a sympathy effect tuned 

to attract a l l  evi l creatures. Any creatu re of good a l ignment that 

wi l l i ngly touches the tome must succeed at a DC 20 Fortitude 

save or be immediately s l a i n .  Additiona l ly, whi le the Book of the 

Damned is outside of its repository (see below), any evi l be ing 

of demigod- level power (daemonic harb ingers, demon lords, 

i nferna l  dukes) or greater using scry or a s im i l a r  spel l can view the 

Book of the Damned with no r isk of be ing detected by the bearer. 

Fi na l ly, any creatu res that make use of any of the tome's ab i l it ies 

a re damned, condemned to one ofthe Lower P lanes after death 

regardless of their deeds. On ly the intervention of a deity can 

prevent this pun ishment. 

The comp l ete comp i l at ion  of the  Book of the Damned can be 

used i n  m u lt i p l e  ways-as a p rofane  t a l i sman ,  as a n  obscene 

reference vo l u me, and  as a gate to the  m u lt iverse's most 

comp l ete repository of u n ho ly  l o re .  

Tal isman:  As l ong  as the  book i s  carr ied ,  its owner  casts a l l  

s p e l l s  with the  evi l descr i ptor as  if she  were two caster l eve l s  

h ighe r  a nd  ga i n s  a +s bonus  on  a l l  Cha r i sma- based s ki l l s  a nd  

checks made when i nteract i ng  w i t h  evi l  outs iders .  The  bearer 

can a l so  make use of the  fo l l owi ng spe l l - l i ke a b i l i t ies :  

At wi l l-align weapon (ev i l  o n ly), bestow curse, detect evil, 

speak with dead 

3/day-banishment, blasphemy, dictum, magic circle, 

unhallow, unholy aura, unholy blight, word of chaos 

1jday-dimensional lock, gate, greater planar binding, soul bind 

Reference: Any cha racter who can read Abyssa l ,  Celesti a l ,  

and  I nferna l  a nd  who spends  a tota l  of  30 days (not necessar i ly 

cont iguous ly) studyi ng the tome learns sou l -ta int ing secrets­

the u l t imate b l asphemies of a l l  creat ion .  The bearer ga ins  a +10 

bonus on  Knowledge (p l anes) checks whenever she consu lts the 

book for 1 hou r  rega rd i ng  a q uestion .  Additiona l ly, the book's 

descri ptions  of Abaddon, the Abyss, and  He l l  prove so vivid 

that any te leportat ion to or  with i n  those p l a nes a lways br ings 

the caster to the des i red locat ion (no fam i l i a rity ro l l  needed). 

The bearer ofthe Book of the Damned a l so ga ins  a +s bonus on 

the opposed Chari sma check req u i red by the planar binding 

spe l l  (th i s  bonus stacks with the +s bonus  the tome grants on 

i nteract ions with evi l  outs iders). 

Once per day, the bearer can ask the tome a q uestion  relat i ng  

to any p rofane  top ic ;  she  then opens the book to a r andom page 

to find the answer, revea led as if the bearer had cast vision. 

The book a l so  conta i n s  a copy of every spe l l  with the evi l  

s p e l l  descr i ptor. 

Repository: Once per day, the bearer of the Book of 

the Damned can cause the tome to d i sappear i nto its own 

i nterna l  demip l a ne, leavi ng  beh ind a s i n i ster sh im mer ing 

porta l .  Th i s  reproduces the effects of a mage's magnificent 

mansion spe l l ,  a l l owi ng the bearer and  those she chooses 

to enter a n  unnervi ng  but semi-safe l i b ra ry fi l led with the 

count less vo l umes of b lasphemous records the Book of the 

Damned mere ly serves as a window upon .  The book and  those 

with i n  the repository a re affected by a powerfu l  nondetection 

effect, sh i e ld i ng  a l l  with i n  from the s ight of even the gods. 

Creatures do not age wh i l e  i ns ide, a l though upon l eavi ng, they 

im mediately age an amount equa l  to the t ime spent i n s ide .  

Whi le with i n  the demip l a ne, v is i tors may access a ny of the 

powers descr ibed i n  the Reference section .  

Creatu res of non  evi l  a l i gnment  fi nd  the  macab re 

su r round i ngs and  frighten i ng  servants wit h i n  the  reposito ry 

un sett l i ng, a nd  m ust succeed at a DC 30 W i l l  s ave or be 

affl i cted as if by the  nightmare spe l l  every t ime they attem pt to 

rest with i n .  Noth i ng  can p revent th i s  effect. 

The entra n ce to the Book of the Damned's repos itory can  

be entered by  creatu res other  t han  those the  bearer chooses 

on  certa i n  n i ghts ,  spec ific a l ly du r i ng  l u n a r  ec l i pses and the 

m idn ight  hou r  on  the n ight  of a new moon ,  dur ing wh ich  t ime 

the  ba re ly v is i b l e  por ta l  man ifests as a no rma l  door. 

DESTRUCTION 

The Book of the Damned m ust be divided i nto its var ied chapters 

and each m ust be destroyed sepa rately with i n  the span of 1 day. 

The chapter on the daemon ic  req u i res the pages be scrubbed 

of ink by the tears of a good outs ider, the pages of the demonic 

chapter m ust be fed to a good or l awfu l outs ider, and  the 

d iabo l ic  chapter m ust serve as ki nd l i ng  for a pyre that burns  

a good or chaotic outs ider  a l ive. If  a l l  ofthe chapters a re not  

destroyed at the end of 1 day, any destroyed chapters reappear  

undamaged i n  an  obscure corner of the m u ltiverse. 

<His tor� 
In the earliest days of the multiverse, the angelic hosts 

of Heaven sought to have an accounting of the totality of 

knowledge of all realms, so they might know the glories 

of the divine, the plights of those they would protect, and 

the faces of their enemies. The warrior-scholar Tabris was 



tasked with this seemingly impossible undertaking, and 

1,ooo legions of lesser celestials were placed at his command. 

Although untold centuries of tireless toil passed in the 

chronicling of the Material Plane and the planes of law, good, 

and neutrality, those realms willingly yielded their secrets 

to the angelic hosts. But the Lower Planes proved even more 

hostile and secretive than expected. When Tabris's scholars 

never returned from their tours of Abaddon, the Abyss, and 

Hell, he sent soldiers; when they disappeared, he sent armies; 

and when they vanished, Tabris journeyed forth himself. 

Unless they meet violent ends, angels live forever. Yet even 

by the counting of immortals, Tabris 

was lost for ages beyond reckoning­

the assumed final casualty in a futile 

scholarly exercise. His emergence 

from the Maelstrom proved but 

the first in a series of shocks 

that would reverberate through 

every celestial realm. A dour, 

lightless apparition of the divine 

evangelist he once was, Tabris 

carried with him the scars of one 

who had faced every horror 

and outrage of the damned, 

whose service and blood 

had paid for interviews 

with the planes' greatest 

monstrosities, and who 

had sought the face of 

evil and found it more 

terrible than any noble 

soul could have fathomed. As these 

scars etched his mind and flesh, so did his pen scourge page 

after page, sacrilege piling upon blasphemy as he completed 

his divine mandate with unflinching thoroughness. 

When the judges of Heaven reviewed their brother's 

work, they were appalled. Here were enumerated foes, plots, 

and betrayals beyond the eyes of the Heavenly host; sins 

and deeds without godly names or punishments; fiendish 

threats, promises, and prophecies cataloged with scholarly 

detachment, and worse. Tabris was called to account for his 

work, yet the lost hero had no interest in defending himself. 

He had suffered eternities of outrages and returned with 

the only possible, perfect fulfillment of his directive. For 

this, he was unrepentant. 

In the innumerable offenses of Tabris's chronicle and his 

own quiet audacity, the powers of Heaven saw corruption, 

and mourned the loss of their former hero. His work was to 

be destroyed as the most dangerous of heresies, and Tabris 

forever barred from the realms of the divine. Detached, as he 

was from all things, Tabris accepted his fate, walking from 

the mountain of Heaven to lose himself amid the streets and 

alleys of the Eternal City of Axis. Yet his work refused to be 

so easily forgotten, and vanished from the vault-kilns locked 

away in the depths of Heaven's Great Library. 

Since then, Tabris's chronicle has scattered, seemingly by 

its own will, across the Material Plane, tainting minds and 

souls with myriad copies and forgeries, and forever eluding 

the grasp of Heaven's censors, who have dubbed this heresy 

of ink and parchment the Book rfthe Damned. 

�mifications 
None can read the secrets of the foulest tome in creation 

without being forever changed. 

Damnation: Those who read from this tome are 

unequivocally damned. When the reader is slain, 

her soul is condemned to Abaddon, the Abyss, or 

Hell, as Pharasma deems appropriate. Such 

the ancient accord that prevents the 

taint of the blasphemous tome's 

secrets from being carried 

into the goodly realms in the 

afterlife. Only the direct 

intervention of a deity can save 

a soul that has read from the 

Book of the Damned, and such 

powers are loath to break 

their eternal pledges. 

Fiendish Machinations: 

Few fiends or the godly 

beings who rule over 

their kind would balk 

at laying waste to whole 

mortal realms in order to possess 

secrets with the potential to grant them power 

over their enemies and brethren. If taken from its 

repository, the Book of the Damned is a beacon to powerful 

fiends of all types. 

Sacred Apocrypha: When the angelic hosts reviewed 

the works of Tabris, they expected to be confronted 

by all the profanities of fiends and their unholy lords. 

What they didn't expect was their brother's unf linching 

thoroughness when it came to the most regretful deeds of 

the celestial races and deities of light. The angelic scholar's 

works chronicled innumerable strained compromises 

between celestials and fiends, instances of unholy 

deception, successions and sacrifices made for greater 

goods, occurrences of angelic corruption, massacres on 

divine battlefields, alliances between opposed deities, and 

catalogs of slain empyreal lords-in short, a collection 

depraved enough to undermine nearly any mortal faith. 

These records, not the bold confessions of fiends, were 

what led the folios known as the Book of the Damned to 

be scattered, as only when these foul pages are united is 

the so-called apocrypha to the book's sister volume, the 

Chronicle of the R(ghteous, revealed. 
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60TTLE OF THE 60UND 
Swirlin,g runes reminiscent of claws and flames circle this 

ele,gant but ancient-lookin,g brass bottle, and a stopper shaped 

like a ferocious ti,ger seals it ti,ghtly. 

BOTT L E  OF T H E  B O U N D  

Aura strong  a bj u rat ion ;  C L  2oth 

Slot none ;  Weight 4 l b s .  

DESCRIPTION 

The Bottle of the Bound conta ins  an a rmy of fiends. 

A wou ld-be wie lder must know th ree command 

words to  make use  of the bottle: the Word of 

Open ing, to unsea l  the bott le ;  the Word of B ind ing, 

to ca l l  forth and command its den izens; and the 

Word of Ban ishment, to return the fiends to the 

bott le . A ho lder who knows the words may use 

the bott le l i ke a summon monster IX spe l l  at 

wi l l ,  except only creatu res of the evi l subtype 

can be summoned. The summoned 

creatu res rema in  unt i l  the sun next 

rises or sets, and no new creatu res 

can be summoned from the bott le 

unt i l  the i n it ia l  summoned 

creatu res are destroyed or return .  

No known force can open the 

bott le without the Word of Open ing. 

If the bott le is opened without the use of the 

Word of B ind ing, its 666 i nhabitants a re freed, 

one each m inute starti ng  with CR 1 creatu res 

and end ing with the daemonic harb i nger Ze l i shka r  

jus t  over n hours l ater. If  a creatu re is ca l l ed  forth and 

commanded without the Word of Ban i shment be ing uttered, 

it is free after it performs the task for which it was summoned. 

DESTRUCTION 

The Bottle of the Bound can  o n ly be destroyed if every creatu re 

bound  with i n ,  i n c l ud i ng  the daemon ic  ha rb i nger Ze l i sh kar, 

is s um moned and  s l a i n  a nd  the  em pty conta i ne r  is then 

smashed with a holy wea pon b l essed by a de i ty  or  empyrea l 

l o rd n ative to N i rva na .  

Cffistory 
At the height of his power, Osirion's Pharaoh of Forgotten 

Plagues carne to believe he'd discovered a trap that might 

channel the power of a godlike entity into his own mortal 

form. To test his theory, he dedicated years and the lives 

of innumerable slaves to the construction of a labyrinth 

near the city of Shirnan-Sekh. The maze itself was a potent 

symbol of binding, and for his experiment, he targeted the 

daernonic harbinger Zelishkar, known as the Bitter Flame. 

The pharaoh's attempt was a catastrophe. His wards, 

apprentices, guardians, and greatest magical devices 

quickly succumbed to Zelishkar's assault. After a lengthy 

struggle with the daemon, the pharaoh only managed to 

turn the tide by releasing an ancient efreeti bound by the 

hand of Sulesh the Great, promising it freedom and more 

to support him in a last desperate wish to lock the daemon 

away. Together, the great wizard and a summoned army 

of genies used their great wishcraft to bind Zelishkar and 

the 666 fiends rampaging through the labyrinth into the 

efreeti's former prison. In a torrent of flames, the daemonic 

harbinger and his army rushed into the bottle and the 

genies vanished to begin their wait for their promised 

reward. The Pharaoh of Forgotten Plagues alone stood amid 

a ruin of shattered bodies and broken magic, not 

victorious, but having survived. 

For the rest of his lengthy rule, the 

Pharaoh of Forgotten Plagues remained 

wary of his prisoner and loathed to touch 

what was dubbed the Bottle if the Bound. 

The bottle long remained a weapon of 

Ancient Osirion's pharaohs, though its 

prisoners were temporarily released at the hands of 

the Incorruptible Pharaoh. Since then, the Bottle if the 

Bound has supposedly rested within the Labyrinth of 

Shirnan-Sekh; some claim it was pilfered in recent 

decades, however, and sold for an emperor's ransom in 

red gemstones. 

�mifications 
Those seeking the Bottle if the Bound 

should know what danger they pursue. 

Legion of the Bound: 666 fiends are 

locked within the Bottle if the Bound. 

While some are mere peons and foot 

soldiers in Zelishkar's legions, or prisoners 

pressed into the harbinger's service, some 

of the other villains locked within include the 

conjoined quasits Ivixstayn and Loiix; the venedaernon 

(Horsemen if the Apocalypse) Lornotho; the erinyes Veil; an 

eremite kyton (Bestiary 3) known as the Splinter Spinster; and 

the obcisidaemon (Horsemen if the Apocalypse) Tascracraid and 

his scepter, which holds the soul of the Azlanti sage Opono. 

The Promised Flames: Whatever the Pharaoh of Forgotten 

Plagues promised his efreeti benefactor to enlist his and his 

people's aid so swiftly has been lost to the ages. However, one 

hint might remain in a chamber in the Labyrinth of Shirnan­

Sekh, which holds a massive ruby brazier, an image of what 

appears to be a pharaoh entombed in a sarcophagus of fire, 

and hieroglyphics that refer to the Time ofPromised Flames. 

The Words: Three words are required to safely utilize 

the Bottle of the Bound. Although the words themselves have 

been lost, some Osiriani arcanists believe they are actually 

three names spoken in Ancient Osiriani: the true name of 

Zelishkar, the name of the efreeti who aided in binding him, 

and the birth name of the Pharaoh of Forgotten Plagues. 



�RIAR 
This bastard sword appears to have been .grown rather than 

forJJed, and the j1anJJes of its elaborate hilt and eleJJant blade are 

set with stranJJe stones Jjlistenin.!J in shades deeper than emerald 

and bloominJJ with JJrowths of finest silver. 

B RIAR 

Aura strong conj u rat ion,  necromancy, transm utation ;  C l 2oth 

Slot none ;  Weight 6 l b s .  

STATISTICS 

Alignment CN ;  Ego 23 

Senses 120 ft. ,  da rkvis ion  

l nt 10 ,  W i s  10 ,  Cha 16 

Com munication empathy, speech ,  te lepathy 

languages Aklo ,  Common ,  Sy lvan 

Powers 3/day-barkskin (wi e l d e r  o n ly), 

blight (a s swift ac t ion  upon  a c reature  it 

s t r i kes in com bat) 

1jmonth-true resurrection (wie lder  on ly) 

DESCRIPTION 

The b l ade  ca l led Briar is a n  i nte l l i gent +5 cold iron 

vorpal bastard sword whose spec i a l  p u rpose is to defeat 

den izens of the Fi rst Wor ld .  

DESTRUCTION 

If Briar is c l a i m ed by t he  nym p h  Nyr i s sa-of whom 

i t  i s  fu nd am enta l ly a pa rt-th e  b l a d e  g ra d u a l ly beg i n s  

rej o i n i n g  w i t h  t h e  fey q u een .  I f  l eft i n  Nyr i s s a's 

posses s i on ,  Briar fades  out of exi s tence ove r t h e  

cou rse of a week.  A t  t h e  e nd  of t h i s  t ime ,  t h e  wea pon  i s  

dest royed a n d  Ny r i s s a  rega i n s  h e r  a b i l i ty to l ove. O n ly 

o ne  of t he  fey l o rds  known as t h e  E l d est c a n  restore 

Briar once Nyr issa has rec l a i m ed i t .  

Cffistor� 
Briar has never known the force of a hammer or the 

f lame of the forge; it was not fashioned so much 

as plucked, like a thorn from a rose. Briar is the 

manifestation of the love and deepest passions of the 

nymph queen Nyrissa, a native of the First World who 

dared not just to claim she was one of that strange 

realm's masters known as the Eldest, but also to love 

one among their number. Granted great power by 

her paramour, the mysterious Count Ranalc, Nyrissa 

claimed a realm of her own, shaped it to her whims, and 

called it Thousandbreaths-but for such presumption, 

she garnered the wrath of the other, true Eldest. 

The First World's rulers sent one of their champions, 

the Tane known as the Jabberwock, to destroy the 

nymph who aspired to their greatness. Nyrissa f led, but 

in so doing became ensnared by the other forces of the 

Eldest. The ancient rulers of the fey fractured what the 

nymph queen was, and in so doing created the blade 

Briar. Then they f lung the blade into the Material Plane, 

where they expected Nyrissa would never find it. Nyrissa 

would not forsake her heart's desires so easily, though, 

and through the ages has struggled to rediscover and 

reclaim her lost love, no matter where it might have 

been spirited away to. 

�mifications 
Briar is a living weapon and a piece of an ancient, 

otherworldly injustice. 

The Shadow's Key: The nymph Nyrissa and the 

mysterious Eldest called Count Ranalc once shared 

a romance that eventually led to the downfall of 

both. The shadowy count has not been seen or 

heard from for untold centuries, leading many 

to believe he's either imprisoned, dead, 

or transformed into something else 

entirely-not so strange an occurrence 

among the Eldest. In any case, Briar, as the 

embodiment of his beloved's passions and the 

emotions that saw him banished from the First 

World, might be vital to restoring the lost count. 

The Sleeping Blade: Briar is a powerful 

weapon-perhaps too powerful to put into the 

hands of most characters. Additionally, the weapon 

may have lain dormant and unused for ages since 

it was torn from Nyrissa. A subsystem to replicate 

a lesser version of Briar with the ability to gradually 

awaken and grow in power is presented on page 8 of 

Pathfinder Adventure Path #36: Sound of a Thousand 

Screams. Although customized to the events of the 

Kingmaker Adventure Path, this system can easily be 

revised to suit all manner of campaigns. 

A Time after Kings: Those who have played through 

the events of the Kingmaker Adventure Path know 

Briar's role is intrinsic to those plots. Should those 

adventures be at an end, though, its possible the heroes 

who claimed Briar still have it in their possession, or 

perhaps the rulers of the Stolen Lands have somehow 

lost the potent weapon. In either case, Briar might be 

the last surviving piece of the nymph queen, the sword's 

intelligence becoming that of Nyrissa herself, as though 

her essence had become trapped within the weapon. 

Undoubtedly, Nyrissa will want to restore herself, an 

act that can likely only be performed in the First World, 

possibly by planting the blade in her personal realm of 

Thousandbreaths. Her tale might even seem tragic to 

those not familiar with her history-a lovelorn nymph 

slain by strangers who invaded her home. None can 

say for sure what Nyrissa's objectives might be if she's 

restored, or what Briar's fate might be, but considering 

the nymph queen's past plots, they likely don't bode well 

for any mortals involved. 
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{ODEX Of THE INFINITE PLANES 
Thick slabs cf obsidian bind pa1JeS cf fine lead, creatinE a massive 

tome riddled with pocks and scars SU1J1Jestive of fantastic antiquity. 

C O D E X  O F  T H E  IN F I N I T E  PLA N E S  

Aura overwhe l m i ng  tra nsm utat io n ;  C L  3oth 

Slot none ;  Weight 300 l b s .  

DESCRIPTION 

The  Codex of the Infinite Planes is an eno rmous  tome,  u s u a l ly 

req u i r i ng  two peop l e  to l ift i t .  N o  m atter how m a ny pages 

a re tu rned ,  a nothe r  a lways rema i n s .  Anyone  open i ng  the 

codex fo r t he  fi rst t ime m ust succeed at a DC  30 Fort i tude 

save o r  be affected as  per  t he  spe l l  destruction. Those who  

su rvive can  pe ruse  t he  boo k's pages  a nd  l e a rn  i ts powers,  

t hough  not without r i sk .  Each day spent studyi n g  the  codex 

a l l ows the  reader to m a ke a DC so Spe l l  craft check to l e a rn  

one  r andom power. The  reader  ga i n s  a +1  c i r cumst ance 

bonu s  on t h i s  check per  day spent  read i ng  un t i l  a power i s  

l e a rned .  H owever, each day of s tudy a l so  fo rces t he  reade r  

to m a ke a s uccessfu l  W i l l  s ave (DC 30 + 1 per  d ay of study) to  

avo id  be i n g  affected as  if by  t he  s pe l l  insanity. The  Wi l l  s ave 

DC resets to 30 once a power is l e a rned .  The  powers of t he  

Codex of the Infinite Planes a re as  fo l l ows: astral projection, 

banishment, elemental swarm, gate, greater create demiplane, 

greater planar al(y, greater planar binding, plane shift, a nd  soul 

bind. The  savi ng  th row to res ist any  effect created by one  of 

these powers h a s  a DC eq u a l  to 20 + the  power's s pe l l  l eve l .  

E a c h  o f  t h e s e  spe l l - l i ke a b i l i t i es  i s  u s a b l e  at w i l l  b y  t he  owne r  

of t he  codex once s he  l e a rns  i t ,  but  req u i res a s uccessfu l  

S pe l l c rafl check  ( D C  4 0  + twice t h e  s p e l l  l eve l  o f  t h e  power) 

to act ivate. A cha racter c a nnot t ake 10 on t h i s  check.  Fa i l i n g  

t h i s  check i n d icates t h a t  a catastrophe  befa l l s  t he  user, 

dete rm ined  r andom ly by ro l l i n g  on t he  Codex Catastrophes  

c h a rt be l ow. A ch a racter c an  on l y  i n c u r  one  catastrophe  per  

power use .  

DESTRUCTION 

The Codex of the Infinite Planes is o n ly destroyed if one  page is  

torn out  a nd  left on  each p lane i n  existence, but  tear i ng  out  a 

page immed i ate ly tr iggers a random catastrophe .  

Codex Catastrophes 
d% Catastrophe 

01-os Planar Relocation:  The reader and a s-m i l e­

d i ameter a rea centered on  her  a re te leported to a 

random p l ane .  

o6-10 N atural Fury:  A storm of vengeance spe l l  centered 

on  the reader begi n s  and fo l l ows the reader. 

Addit io n a l ly, an earthquake spe l l  centered on the  

reader  str i kes every round  for 1 m i n ute. 

11-15 Fiendish Vengeance: 1d3+1 ba lors, o lethrodaemons8', 

or p it fi ends  appear  and  attem pt to destroy the  

book's reader. 

16-19 Ultim ate I m p risonment: The reade r's sou l  i s  

captured as per  the spe l l  trap the soul (no save a l l owed) 

in a random gem somewhere on the p l ane  wh i l e  her 

body i s  entom bed as per the  spe l l  imprisonment. 

20-23 Form less: The reader i s  affected as by the spe l l  

reincarnation. Every dawn she  i s  affected aga i n .  

24-27 Clone: An evi l  c l one  of the reader from a pa ra l l e l  

d imens ion  a ppears 1d10o m i l es away (see the  spe l l  

clone). Anothe r  evi l c l one  appears at the  s ame 

d i sta nce 1d4  days l ater. Th i s  repeats for as l ong  as 

the  reader l ives. 

28-31 Shinagami Swarm: A fl ight  of 444 s h i n agam i83 

a p pears  a nd  scatters ,  each one  seek i ng  to ki l l  a 

d i fferent sent ient  creatu re .  

32-35 Eternal Un life:  The reader's sou l  becomes s h ack led 

to her  body, cut off from the  p l a nes and  the  natura l  

progress ion of sou l s  i nto the  after l i fe .  I f  s he  i s  s l a i n ,  

he r  consciousness rema i n s  a nd  her  body refuses to  

rot, but  i s  no  l onger usab l e .  

36-39 Colossus:  The reader permanent ly grows to be 65 

feet t a l l ,  mak i ng  her  Co lossa l  i n  s ize. She grows an 

add i t i ona l  5 feet every day. 

40-43 Expurgation: The reader is affected by the  spe l l  

energy drain every day  at m idn ight .  Th i s  effect never 

d ra i n s  the reader be low 1st l eve l ,  but  affl icts he r  

aga i n  if ever she  advances beyond that l eve l .  

44-47 Anti magic: Anyti me the  reader touches or uses a 

mag ic  i tem, effect, or a b i l i ty, she  a nd  the object o r  

effect a re ta rgeted by  mage's di0unction. 

48-51 Divine Enmity: The reader garners the hatred of a 

good de ity. 1d4 br ij id i nes8', d racona l s8', so l a rs, star 

a rchons8', o r  s im i l a r  powerfu l d ivi ne servants appear  

and  attem pt to ki l l  the reader. Morta l  worsh i pers of 

the de ity actively oppose the reader as we l l .  

52-55 Dead Magic: All magic permanent ly ceases to 

funct ion in the a rea with i n  1d4 m i les of the reader. 

See page 187 of the GameMastery Guide for deta i l s  on  

dead mag ic  areas. 

56-59 Wi ld  Magic:  M agic permanent ly becomes errat ic in 

the  a rea wit h i n  1d4 m i l es of the  reader. See page 

188 of the  Game Mastery Guide fo r deta i l s  on  w i l d  

mag ic  a reas .  

60-64 Darkness: The land with i n  1d10 m i les of the reader i s  

cast i nto permanent da rkness, as per the spe l l  deeper 

darkness. The sun  r ises over the area, but it p rovides 

no  s ign ificant i l l um i nat ion .  The average tem perature 

of the a rea decreases by 30 degrees. 

65-69 Sun Sear:  The effect of this catastrophe  is  not 

im mediately obvious, but the next t ime the sun  

reaches i t s  zen i th ,  it ha lts . Th is  catastrophe on ly 

affects a region with i n  1d10 m i les of the reader's 

locat ion at the t ime the catastrophe occu rred-the 

sun conti n ues to travel norma l ly i n  l ands beyond th is 



a rea .  The affected l and  is a lways i l l um i n ated and the 

average temperatu re i ncreases by 40 degrees. 

70-75 Zom bie Apocalypse: All creatu res with i n  1d12 m i les 

ofthe reader m ust succeed at a DC 20 Fortitude save 

or  be s l a i n .  Those ki l l ed by th i s  effect im mediately 

rise as ravenous undead of a type determined by the i r  

n umber of H i t  Dice (1-5: zom b ie ;  6-w: ghou l ;  n-15: 

wight; 16+: moh rg). These undead a re uncontro l led 

and ravenous for l ivi ng  fl esh .  

76-8o Titanic Brawl : Two titans-one e lysi an  t itan8' and  

one thanatotic tita n 8'-appea r and im mediately 

begin fight i ng. 

81-84 Meteor Shower: Every square with i n  25 feet of the 

reader i s  ta rgeted by a meteor, as per those created 

by the spe l l  meteor swarm. 

8s-88 Reversed Gravity: The a rea with i n  1/2 m i l e  of the 

reader i n  al l d i rections  i s  permanent ly affected as if 

by the spe l l  reverse gravity, but with no  uppermost 

l im it . Those unab l e  to im pede their skywa rd fa l l  

eventua l ly t u m b l e  a l l  t h e  way i nto t h e  freezi ng  

vacuum of space. 

89-92 Friends Become Enemies: With the exception  of 

the reader, every creatu re with i n  5 m i les ofthe codex 

m ust succeed at a DC 20 Wi l l  save or  im mediately 

and permanent ly switch to an  a l ignment opposite its 

cu rrent one .  

93-96 Trading Places:  The reader im mediately switches 

bodies with h i s  o r  her  greatest enemy of the same 

creature type. Both reader and enemy reta in  a l l  of 

their or ig i n a l  knowledge and ab i l it ies and  do not 

ga in  any new ones, but appear  as the new cha racters 

i n  al l ways. 

97-99 Voice of the Gods: Anyt ime the reader speaks 

(even i n  a whisper), a l l  creatures with i n  so feet m ust 

succeed at a DC 20 Fortitude save or take wd6 poi nts 

of son ic  damage and be permanent ly deafened.  

wo Death : The reader utters a wail of the banshee and 

then i s  s ubject to a destruction spe l l .  Th i s  repeats 

every round  unti l  t he  reader i s  dead .  

Cffistor� 
Few entities, even among the eldest deities, recollect the 

origins of the Codex of the Infinite Planes, as its creation 

dates back to the rebellion of the titans against their godly 

creators. Realizing their race lacked the fundamental 

connection to the multi verse that granted the gods 

limitless power, a sect of titans sought to create 

such a link for themselves, rudely 

twisting the planes to their will, 

but at a terrible cost. The result was 

the creation of the Codex of the Infinite 

Planes, an ultimately failed but fantastically 

dangerous key to vast planar power. The ensuing divine 

reprisal for attempting to intrude upon the providence 

of the gods proved swift and harsh, an outrage that led 

to planes-spanning revolution. Today, titan residents of 

both Elysium and the Abyssal realm of Thanatos both 

claim to possess this infamous work. 

�mifications 
The Codex of the Irifinite Planes holds the potential to grant 

the user the might of the planes, but at the risk of opening 

unchecked gates to realms that are awash in strange 

powers or otherwise antithetical to mortal life. Only the 

most powerful beings should attempt to use the tome, and 

even then at considerable remove from populated areas. 

The Eternal Search: The Codex of the Irifinite Planes has 

a tendency to go missing for thousands of years-yet that 

doesn't mean there aren't still plenty of different sects and 

organizations searching for it. Perhaps foremost among 

these are the titans themselves, many of whom have never 

given up their forebears' dreams of godlike power and the 

ability to create a perfect home for themselves in some 

far-off demiplane of their own devising, hidden from 

the eyes of the gods. For this reason, many good-aligned 

organizations also seek the tome, if only to keep it safely 

out of the titans' hands, or those of many other evil or 

misguided creatures who would make use of its powers. 

Along with these are scholars like the members of the 

Pathfinder Society, who would do anything to study such 

an ancient and historic artifact, or spellcasters seeking 

to deconstruct its abilities. Yet despite the intentions of 

those who seek the tome, whether noble or malign, the 

fact remains that every time the codex surfaces once 

more, terrible events come to pass. 
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PANCING tlllf OF �ABA YAGA 
A rustic hut stands here, its timber walls hun.!] with bundles if dryin.!J 

herbs and etched with eerie symbols. From beneath its splinterin.!J 

wooden porch extends a pair ifle.!Js, like those if a fifteen-foot-tall 

chicken with .!Ji.!Jantic talons caked in mud but sharp as razors. 

DAN C I N G  H UT O F  BABA YAGA 

Aura overwhe l m i ng  conj u rat ion a nd  t ransm utatio n ;  CL 3oth 

Slot none;  Weight 3 ,500 lbs .  

DESCRIPTION 

Approxi mate ly 15 feet ta l l  a nd  15 feet squa re, th i s  crude h ut 

r ises atop a pa i r  of g igant ic  ch i cken legs that ,  when not tucked 

beneath the structu re at rest, end less ly p ick and scratch at the 

h ut's s u rround i ngs .  The  l i fe l i ke legs a ren't the  o n ly t h i ng  that 

make the h ut rema rkab le ,  t hough .  The sma l l  b u i l d i ng's o n ly 

door opens  i nto a room more than  twice the s ize of what the  

structu re cou l d  natura l l y  conta i n ,  but  t h i s  remarkab l e  space  i s  

but  a t h resho l d  to p l aces more wondrous  st i l l ,  fo r it i s  mere ly 

one  poss i b l e  configurat ion of cou nt less extrad imens iona l  

rooms (see page  23 for a map  of  th i s  "defa u lt" l ayout of the 

h ut's i nter ior) . N oth i ng  that tran sp i res outs ide the h ut has  

any effect on  those i n s ide .  The p ropert ies and  a b i l i t ies of the  

Dancing Hut a re d iv ided i nto two catego r ies, the defens ive a nd  

the  t ransportive. 

Defensive: At its most bas ic l eve l ,  the Dancing Hut is  a 

un i que  CR 17 construct. The statist ics and  ab i l i t ies of th i s  

remarkab l e  creation  are deta i l ed on  the fo l l owing pages .  A 

creature ins ide the h ut can com mand the structu re to move, 

attack, use its speci a l  a b i l it ies, or immedi ately perform any 

other funct ion it is capab le  of by emp loyi ng  the Dancing Hut's 

un usua l  contro ls ,  wh ich consist of a b rown hen's egg ins ide a 

s imp le ,  cracked c lay bowl sitti ng  upon a tab le  ins ide the h ut. 

Both the bowl and  egg can eas i ly be removed or  destroyed,  

but both reappear 1 hou r  l ater and  on ly  funct ion with i n  the 

confi nes of the h ut. B rea ki ng  the egg revea l s  the head of l ive 

and very i rate rooster that d ies a long, sq uawki ng death-and 

d isappears an  hou r  l ater when the contro l s  reform. Any creatu re 

that makes a successfu l  DC 30 Use Magic Device check can use 

these i nnocuous contro l s  to command the Dancing Hut. Fa i l i ng  

t h i s  check ca uses the hut  t o  dance errati ca l ly, potenti a l ly 

tramp l i ng  creatures nearby, but has  no effect on creatures 

i n s ide the h ut. A creatu re m ust succeed at a new Use 

Magic Device check every round  to d i rectly contro l  the h ut's 

actions .  The h ut can be ass igned s imp le ,  sta nd ing commands  

to fo l l ow, such as to  attack any humanoid tha t  approaches, to  

patrol an  a rea ,  to head i n  a d i rect ion for a se t  per iod, o r  to  flee 

if damaged, but noth i ng  com p l i cated that req u i res it to fo l l ow 

m u lt ipart i n structions ,  recogn ize specific i nd iv idua l s ,  or seek a 

specific p l ace. 

Transportive: As a construct, the Dancing Hut can phys ica l ly 

move on its own ,  but it a l so possesses the ab i l ity to s l i p  

between p l anes and even trave l to  other p l anets, ca rryi ng  

a ny ins ide the h ut w i th  i t .  Th i s  remarkab l e  ab i l ity i s  activated 

us ing the cau ld ron  with i n  the h ut, wh ich l i n ks the h ut to 

count l ess-if not i nfin ite-locat ions across the p l anes .  To use 

these transportive ab i l it ies, a creature m ust stand before the 

h ut's cau ld ron ,  p l ace two i ngredients i n s ide, and  sti r the ever­

bubb l i ng  stew with i n-a process req u i r i ng  a fu l l - round  action ,  

though fi nd i ng  the desi red i ngredients might take longer. The 

two i ngred ients act as "keys" to a spec ific desti nation .  Each 

desti n at ion the h ut can travel to has  a spec ific com b inat ion ,  o r  

"rec ipe," of two keys, wh ich appear  to  be rel atively norma l  items 

stored th roughout the h ut itse lf. A l though the keys appear to 

be abso l utely mundane ,  on ly those specific items with i n  the h ut 

funct ion as keys. So wh i l e  a red app le  might be one key, it m ust 

be the red app le  found i ns ide the Dancing Hut, not j ust a ny 



Sample Keys and Destinations for the Dancing Hut 
Key 1 

Ashes of a fa m i l i a r  S n ake's egg 

B i rd's w ing Broken vase 

B l a ck  i n k  Broken m i rror 

B lack sand Red s i l k  

Bone mea l  Snowfl a ke 

Cat fu r H u m a n  eye l a shes  

Ch i p  of marb le  Stra nd of b l a ck  ha i r  

C loud va por Obs id ian tooth 

Coal G i an t  a l b i no  sp ider  h a i r  

Cracked b l u e  c l ay d i s k  V i a l  o f  ac id 

Dagger Lock of b londe  h a i r  

Demon  ho rn  Vest ig i a l  fi nger 

D i scharged wand S i lverfi sh  

Ee l  Sto rybook page 

Em pty via l  S i ccat ite 

F ingern a i l  Soup  bone  

F lower peta l s  Kissed love note 

Go ld  l ute str i ng  Tea rdrop 

G uggu l  i n cense Ho ly sym bo l  of Dha l avei 

Head l ess ant  Rune-etched stone  

Ho rse b lood Twisted i ron  l i n k  

I ce c h i ps Pebb les  

Left eye of a goat Right ear of a shae  

Liza rd's tongue Rusty na i l s  

Map l e  l eaf To rn Ke l l id d ress 

P l a t i n u m  bar Stardust 

Rat s ku l l  Sa l tpeter 

Sea sa l t  Wh ite sand 

S l iver of green  jade Sn ake venom 

app l e .  Li ke the h ut's contro ls ,  keys can eas i ly be destroyed or  

removed from the h ut, but they reappear 1 hou r  l ater. 

Once the  proper keys have been p l aced i n  the c au l d ron ,  the  

Dancing Hut immed i ate ly appears at its new dest i nat ion ,  as 

if it had  trave l ed there v ia plane shift or  interplanetary teleport 

(The Inner Sea World Guide). The hut  a lways a ppears i n  the 

s ame locat ion at a g iven dest i n at io n-the keys a re t ied to that  

spec ific locat ion at the  dest i nat i on .  Once at a dest i nat ion ,  the  

Dancing Hut can  move (o r be moved) to any other  locat ion 

on  that  wo r ld  o r  p lane norma l ly. Once the  h ut a r rives at i ts  

new dest i nat ion ,  the  keys immed i ate ly d isappear from the  

c au l d ron ,  refo rm ing  e l sewhere i n  the h ut .  

Each t ime a new comb inat ion of keys i s  used to transport 

the Dancing Hut to a new location, the i nterior l ayout ofthe 

hut changes, as each location the hut can trave l to has its own 

corresponding layout of the h ut's i nterior. The map on page 

23 depicts a samp le  l ayout for the hut's i nterior, but as the hut 

trave ls ,  this l ayout can change dramatica l ly, though every l ayout 

conta ins  one room with a cau ldron and the hut's contro ls ,  

regardless of how many rooms a re present i n  that l ayout. 

Desti nation 

H a rem of Ab raxas in the Abyss 

The Sunset Towers in the Ru i n s  of Kho 

Sh adow Absa lom on the  P lane of Sh adow 

The B l ack  l<ey of Ze l s h abba r  i n  Ke lesh 

The Hoa rwood Forest i n  l rr i sen 

The Sph i nx H ead i n  Os i r ion 

The F ie ld  of Ma idens ,  south of Geb  

The Storm of  Fangs  on  the P l a ne  of  A i r  

Foyer of H ouse Ca ldrana i n  Z i rnakayn i n  

G a l i sem n i  i n  t h e  Mae l strom 

A monu ment ma rked "Gu i nevere" i n  the Boneyard 

L in  norm-guarded mano r  i n  Abaddon 

Att ic  of Po l 's Scro l l s  a nd  Rar i t ies  i n  Quant i um 

The House  of  L i e s  i n  N ida l  

Q ide l  on  the  p l a net Verces 

E ight F i ngers Butchery in Axis 

Godsarm in the Fi rst Wor ld  

L l ou ri th i n  N i rvana  

Seat of the  Go lden  Moon i n  Vudra 

The God Pool beneath l<ae r  Maga 

Ce l l  667 of Citade l  Ghe radesca i n  Che l i ax  

The Sveonvo Arch  nea r  Va l e n h a l l  

L ight less d em i p l a n e  ca l led the Wh isperi ng  P lace 

The l hyssige i n  He l l  

Lake Red l eaf i n  U sta l av 

The N ightsta l l s  i n  Katapesh 

The Lost  M i nes i n  N i rmathas 

The Fu lgu rate Marb le  on  the  P l ane ofWater 

Seven Venoms Spr i ngs in M i n ka i  

When  the  h ut's l ayo ut c h a nges ,  t he  o t he r  l ayouts st i l l  

exist ,  a nd  a re i n a ccess i b l e  from with i n  t h e  hu t  i tse lf. Mag i c  

such  as  plane shift can  st i l l  be  u sed  to v i s i t  these  otherwise 

i n a ccess i b l e  l ayo uts ,  and Baba Yaga he rse lf (a nd  perhaps  

some oth er  res idents  of t he  h ut as  we l l )  c an  free ly  travel 

t h roughout  a l l  of the rooms  of the h ut ,  rega rd less  of t he  

h ut's p hys ica l locat i o n .  

The t a b l e  above presents a l i st o f  s ome  of  the best- known 

dest i nat ions  the h ut can travel to, a l ong  with the  two keys 

needed to take the  h ut to that  l ocat ion .  Th i s  l i st is by no  

means  a l l - i n c l us ive, a nd  none-save perhaps Baba  Yaga 

herse lf-know the l im its of the  h ut's t ransportive propert ies .  

DESTRUCTION 

If the  c au l d ron  i n s ide  the Dancing Hut is used to open a gate 

with i n  the  c au l d ron  i tse lf, a r ift i n  rea l i ty opens ,  destroy ing 

the  h ut's extrad imens iona l  i nteri o r  and  sucki ng  i n  the  exte r ior  

frame-l i ke ly destroy ing whoever activated the  c au l d ron ,  

a nd  some pos i t  much  more than  t h a t .  O n ly Baba  Yaga knows 

the  reci pe to open th i s  se lf- destruct port a l ,  one  i ngred ient  of 

wh ich  i s  her own left eye. 
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sProperties of the q)ancing Cflut 
The DancinlJ Hut of Baba Ya,ga is an especially complex and 

powerful artifact. The creature statistics for its chicken­

legged frame are detailed below. 

DAN C I N G  H UT O F  BABA YAGA CR 17 

XP 102,400 

N H uge construct 

I nit +12; Senses b l i nds ight  120 ft. ;  Percept ion +8 

Aura fr ightfu l presence (6o ft. ,  DC 30) 

DEFEN SE 

AC 34 ,  touch 20, fl at-footed 22 (+12 Dex, +14 natura l ,  -2 s ize) 

hp 188 (27d10+4o); fast he a l i ng  20 

Fort +9, Ref +21, Wil l  +17 

Defensive Abi l ities evas ion ,  im morta l  structu re; DR 15/ 

adamant i ne ;  I m m une construct tra its ,  gaze attacks, v i sua l  

effects and  i l l u s ions ,  s i ght- based attacks; S R  28 

OFFENSE 

Speed 6o ft. 

Melee 2 c laws +38 (2d6+13 p lus  grab), s l am +38 (2d8+13 p lus  grab) 

Space 15 ft . ;  Reach 15 ft.  

Specia l  Attacks constr ict  (2d6+19), fast swa l l ow83 , swa l l ow 

who le  (see be low), t ramp l e  (2d8+19, DC 36) 

Spel l - Li ke Abi l ities (CL 15th ;  concentrat ion +22) 

At wi l l-dimensional anchor, freedom of movement, irresistible 

dance (DC 25) 

3/day-blink , dimension door, incendiary cloud (DC 25) 

STATISTICS 

Str 37, Dex 34, Con -, l nt -, Wis 27, Cha 25 

Base Atk +27; C M B  +42 (+46 grapp le) ; C M D  64 

Languages understa nds a ny (can not speak) 

ECOLOGY 

Environment a ny l a nd  

Organization so l i t a ry (none) 

Treasure none  

SPECIAL ABILITIES 

I m m orta l Structure (Ex) Red uc i ng  the  Dancing Hut to o h i t  

po i nts c auses i ts l egs to buck l e ,  b r i ng i ng  the  hu t  i tse lf  

top p l i n g  to t he  ground .  Such a defeat h a s  no  effect on  

t he  h ut's extrad imens i on a l  i nter io r  o r  any  creatures i n s ide  

t he  h ut .  The  h ut rema i n s  i m mob i l e  a nd  u n respons ive 

to its owne r's commands  to move or use a ny of t he  

spec i a l  a b i l i t i es  desc r i bed  i n  i ts creature s t a t  b l ock  fo r 24 

h o u rs ,  though the  t ra n spo rt ive a b i l i t i es  of t he  h ut a nd  its 

c a u l d ron  c an  st i l l  be emp l oyed. The  h ut ca n n ot be  reduced 

to fewer than o h i t  po i nts ,  no  matter what  d amage,  

c i r cumstances ,  o r  env i ron ment  i t  m ight  be s u bjected to 

after i ts defeat .  After  24 h o u rs ,  the h ut rega i n s  h a l f  its 

hit po i nts (94 h p) a nd  its fast h ea l i n g  a b i l i ty react ivates. 

I t  may then use i ts spec i a l  a b i l i t ies to escape fro m  nea r ly 

any  s i tuat ion  it fi nds  i tse lf in .  The  Dancing Hut can  o n ly 

be dest royed by the  method deta i l ed i n  t he  a rt ifact 's 

destruct i o n  ent ry. 

Swal low Whole (Ex) If the Dancing Hut successfu l ly grapp les a 

creature with its s l am attack, the victim is scooped up by the 

hut's front door and flung i ns ide. The ta rget appears with in  the 

extrad imens iona l  space i n s ide the hut-the l ayout of which 

depends upon the h ut's physica l  location (see the map on page 

23 for a s amp le  l ayout of the h ut's i nter ior). Be ing i n s ide the 

h ut i s  not necessar i ly  dangerous, u n less one of Baba Yaga's 

guard ians i s  there or  Baby Yaga herse lf i s  home.  A swa l l owed 

creature can attempt to escape by breaki ng  open the front 

door, a deceptive ly stu rdy barr ier with h a rdness 15 and 100 

h i t  points that a l so benefits from the h ut's fast hea l i ng  ab i l ity. 

The h ut can expe l  swa l l owed creatu res as a fu l l - round  action ,  

fl i ng ing them from its open door. I t  m ust make a combat 

maneuver check agai nst creatu res that don't wish to l eave, 

with fa i l u re mean i ng  the ta rget i s  ab l e  to ho ld  on to the 

pitch i ng  and wa rp ing i nter ior. The hut  may choose which 

creatures it wishes to expe l  and  which to keep i ns ide.  

�mifications 
Those who encounter the Dancin,g Hut rjBaba Ya,ga have much 

to consider-and much to be rightfully concerned about. 

Facing the Hut: As a CR 17 creature, the Dancin,g Hut is 

more than a match for all but the highest-level adventurers. 

The hut partially takes its name from its deadly battle tactics 

and its tendency to trample those it perceives as threats, but 

its methods of dealing death don't end there. Built to oppose 

dangerous magic-users and extraplanar threats, the Dancin,g 

Hut makes regular use of its dimensional anchor spell-like 

ability, targeting any creature that demonstrates the ability 

to cast spells and could potentially escape the hut's claws. It 

deals with beings that attack directly by casting irresistible 

dance, and those that take to the air by belching cinders and 

smoke equivalent to an incendiary cloud from its chimney. 

Most unpredictably, though, the hut makes use of its swallow 

whole attack, scooping victims up and trapping them within 

its extradimensional interior. The Dancin,g Hut only makes 

use of this attack when commanded to do so by its occupants, 

as those brought inside might be able to gain control of the 

artifact by means of its strange egg-and-bowl controls. 

Guardians: The Dancin,g Hut's mistress often posts 

formidable guardians inside her home to protect it against 

intruders. Some of the most common are presented here. 

The CQffin Man (NE thanadaemon [Bestiary 2]): Sometimes 

a skeletal figure can be found within the hut, seated in a 

dusty chair and playing out a game of cards upon a dry­

rotted coffin. He claims to be a cousin of the hut's owner 

and to have been waiting for those who arrive. With a bored 

demeanor, he dismisses the goals of others as no longer 

consequential and eventually uses the cauldron to open a 

gate to Abaddon, encouraging living creatures to enter-with 

his scythe if need be. The Coffin Man is a CR 13 threat. 

Gaj, the Gentleman ]otund (CE jotund troll [Bestiary 3]): His 

highest head nearly touching the ceiling, Gaj, a 16-foot-tall 



jotund troll, stands in the center of the hut stirring the cauldron 

with a Huge trident. Wearing a lumpy vest of wolf fur and a 

matching ushanka, the troll politely asks visitors to leave. If 

they refuse, he doffs his hat, deliberately removes and folds 

his vest-revealing his numerous snarling heads in doing 

so-and attacks with a savage roar. Gaj is a CR 15 opponent. 

Louhi (CE female human wizard zo+): A mysterious, 

raven-haired witch who smirkingly calls herself Louhi can 

sometimes be found here. Beautiful and knowledgeable of 

the Dancin.9 Hut's secrets, she's a poor guardian, frequently 

mocking the artifact's owner, claiming to be the hut's 

rightful inheritor and showing intruders how to make 

use of its varied abilities. Although highly unpredictable 

and maliciously unreliable, she occasionally employs 

adventurers to aid her in meddling in otherworldly politics. 

Although proud, Louhi refuses to engage in combat-often 

using her magic to abruptly depart-but demonstrates the 

powers of at least a zoth-level wizard. 

The Mistress: More so than any guardian or magical 

ward, or even the artifact's deadly abilities, the greatest 

threat presented by the Dancin.9 Hut is its owner and possible 

creator, Baba Yaga herself. A nearly immortal witch who is 

known on multiple worlds and possesses magical abilities 

to rival those of demigods, Baba Yaga embodies ancient 

secrets, planes-spanning intrigues, and magical mastery. 

Few can stand against the legendary crone, but fortunately, 

she cares little about most mortals or their agendas, rarely 

even bothering to slay trespassers. Those who win her favor 

might gain a hint of her arcane genius or cultic knowledge, 

while those who anger her face bitter, far-reaching curses. 

In either case, Baba Yaga's cunning, patience, and talent for 

ironic maliciousness cause wise denizens of untold worlds 

to dread even the hint of her passage-and rightfully so. 

Baba Yaga's statistics are currently undefined, but should 

rival those of even the highest-level PCs. 

Transport: The Dancin.9 Hut uniquely changes travel. 

Passengers can order the hut to walk in a direction, then 

simply take their ease inside. While the hut can't be 

commanded to seek out a specific destination, it can be 

given simple instructions and can travel over almost any 

terrain-even across the bottom of the sea. 

In addition, the Dancin.9 Hut has the power to travel 

magically across planes and other worlds on the Material 

Plane, but each location requires a specific pair of keys to 

open. Only those with knowledge and possession of such 

keys may make use of the hut's magical transportation. 

While blind experimentation with the hut's cauldron 

is possible, it might never result in two keys that open 

a portal-and even if it does, much of the multi verse is 

antithetical to mortal life. 
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ijARROW PECK OF f,1ANY THINGS 
This worn fortune-teller's deck bears a dreamlike or  unsettlin.9 

ima.9e upon each of its fifty:four cards, and every card is marked 

by one of six suits: crowns, hammers, keys, shields, stars, or tomes. 

HARROW D E C K  O F  MANY TH I N G S  

Aura strong  (a l l  schoo l s) ;  C L  zoth 

Slot none ;  Weight -

DESCRIPTION 

A Harrow Deck of Many Things is u su a l ly found  wrapped i n  

c loth or  velvet and  h idden away wit h i n  a s i m p l e  wooden case, 

but  noth i ng  ma rks it as be ing anyt h i ng  other  than a n  oft-used 

and treasu red focus of the  Va r i s i an  fortu ne-te l l i n g  a rt . As soon 

as one  of the  deck's ca rds i s  d rawn at random,  though,  i ts  

nature becomes appa rent and  a n  effect determ ined by 

the  chosen ca rd i s  bestowed upon the  user-often 

to l i fe-a lter i ng  effect. 

A bearer of a Harrow Deck of Many Things 

who wishes to draw a card m ust a n nounce 

how many cards he wi l l  d raw before do ing 

so. These cards  m ust be drawn with i n  1 

hou r  of each other, and  a cha racter can 

never d raw any more cards from the deck 

than he  announced (u n l ess the effect of a 

d rawn card states otherwise). If the cha racter 

does not wi l l i ng ly d raw his a l l otted 

n umber or i s  somehow prevented from 

do ing so, the cards fl i p  out of the deck 

on  their own after 1 hou r. Future 

attem pts to draw cards from the 

deck made by someone who has  

a l ready drawn h i s  a l l otted n umber 

revea l  on ly b lank cards. 

Each t ime a card is taken from 

the deck, it is rep laced, mak ing 

it poss ib le  to draw the same card 

twice. A Harrow Deck of Many 

Things conta ins  54 cards, with 

the effects of each deta i led i n  the 

fo l l owing Effects of the Harrow section .  

DESTRUCTION 

The Harrow Deck of Many Things possesses 

a stra nge sort of se lf­

preservation .  If the deck i s  

damaged-regard less of 

how much  damage 

it t akes-one ca rd 

is destroyed and  the  

deck randomly  te leports 

somewhere e l se on  the 

p l ane .  If  it i s  somehow 

pu rsued and  damaged 

aga i n  wit h i n  1 m i n ute, a nother  ca rd i s  destroyed and the deck 

te leports aga in .  I f  th i s  p rocess i s  repeated unt i l  no  cards a re 

rema i n i ng,  the  deck is destroyed.  If the deck is not ent i re ly 

destroyed,  destroyed ca rds reappear  at a rate of l per  hou r. 

<Effects of the Cflarrow 
The 54 cards in the Harrow Deck of Many Thin,9s possess 

wildly differing powers. While many effects occur 

instantaneously and are permanent, some can be delayed. 

Unless otherwise noted, effects caused by the deck are 

permanent and can only be undone by a miracle or wish 

spell, the powers of another artifact, or the intervention of 

a deity. Many of the deck's effects can alter elements of the 

game world, and thus should be integrated however the GM 

sees fit, keeping in mind the alignment and intention 

of each card. 

The Avalanche: The character becomes 

the focal point of an earthquake, 

as per the earthquake spell. In 

addition to saving versus this 

effect, the character must 

succeed at an additional 

Will save or be affected by 

the spell imprisonment. 

The Bear: The character 

gains the lycanthrope template, 

becoming a werebear (Bestiary 

z). He is considered a natural 

lycanthrope, and as such, cure disease 

and heal have no affect on this affliction. 

The Beating: While in combat, the 

character is always considered to be flanked. 

Attackers gain a +2 flanking bonus on attacks 

made against the character and may sneak 

attack him at will. 

The Betrayal: The character's animal 

companion, familiar, cohort, or other NPC ally is 

alienated and forever after hostile. If the character 

has no such allies, the enmity of some powerful 

personage, community, or religious order can 

be substituted. This hatred remains a secret until 

such a time that it might be most dramatically and 

perilously revealed. Upon drawing this card, the 

character knows that someone or something will 

turn against him, but nothing more. 

The Big Sky: Once per day, the 

character can add + 10 to his CMB or 

CMD for 1 round. When he does so, a 

piece of metal in close proximity shatters. 

The Brass Dwarf: The character 

becomes immune to one energy type of 

his choice, but gains vulnerability to another 

energy type of the GM's choice. 



The Carnival: Upon drawing The Carnival, the card is set 

aside and the GM draws nine additional cards from the deck. 

These cards are laid face up for the character to view, then 

flipped over and shuffled by the GM. The player draws one 

card from the nine, taking that card's effects as normal. 

The Courtesan: The character's favorite item­

preferably a magic weapon-becomes intelligent. Use the 

rules for intelligent items on page 532 of the Core Rulebook 

to randomly generate the item's abilities. If the character 

has no items, an intelligent item soon falls into the 

character's possession. 

The Cricket: Upon drawing this card, the character may 

choose to draw up to three additional cards. In addition 

to those cards' effects, the character's base land speed 

increases by +10 feet for each card he draws. 

The Crows: The character must choose between his 

most valuable item and a major ally of the GM's choice. 

Whichever is not selected is destroyed or slain and cannot 

be restored by mortal means. The character is made aware 

of the ramifications of this choice upon drawing the card. 

The Cyclone: An elder air elemental appears, and the 

character must fight it alone. If the character cannot 

defeat the elemental in 1d6+1 rounds, he is transported to 

the Plane of Air. 

The Dance: From this point on, whenever the character 

rolls initiative, he rolls twice and selects whichever result 

he prefers. 

The Demon's Lantern: The character's body disintegrates. 

All that remains are his items and a glowing gem containing 

his soul. This gem is worth an amount of gp equal to 2,500 x 

the character's level. A resurrection or stronger spell is required 

to restore the character, and doing so destroys the gem. 

The Desert: This card grants the character the one-time 

ability to travel to any location on the same plane instantly, 

bringing with him up to 10 allies and 2,ooo pounds of 

goods. The character must know exactly where he wishes 

to travel, such as a place he has been or a location on a map, 

but not a vague or hidden location, like the richest dungeon 

in the world or the Lost City of Ird. This transportation 

ignores all barriers against teleportation or other magical 

effects. The character may use this card's effect whenever he 

wishes, but only once. 

The Fiend: A powerful evil outsider takes notice of the 

character and sets plans in motion to destroy him. 

The Foreign Trader: The mysterious entity known as the 

Foreign Trader appears and offers the character any treasure 

he wishes in return for years of his life. If the character 

accepts, he must choose to age a number of age categories 

(Core Rulebook 169). The character takes all the ability score 

penalties for his new age, but gains none of the benefits. For 

each age category he advances, however, he gains 2o,ooo gp 

worth of credit with the Foreign Trader, which can be spent 

on any non-unique magic items. Any credit a character does 

not spend is lost. After the character is done spending 

his credit, the Foreign Trader vanishes. Years taken by 

the Foreign Trader cannot be restored by any means. The 

Foreign Trader does not trade with characters who cannot 

die of old age. If the character is immortal, the Foreign 

Trader vanishes, leaving behind another card. If the 

character declines to bargain with the Foreign Trader, the 

trader disappears in a puff of acrid yellow smoke. 

The Forge: The character must choose one weapon 

or armor in his possession to be reforged into another 

weapon or armor of equal or lesser gp value. For example, 

should a character choose to have a +3 lon.!Jsword (an 18,315 

gp value) reforged, he could have it transformed into any 

one of hundreds of items, like a +I axiomatic scimitar (also a 

18,315 gp value) or a suit of +J full-plate of silent moves (12,300 

gp). Any gp value not spent is lost. 

The Eclipse: From the hours of dusk to dawn, the 

character is treated as being one level lower than normal. 

If the character has multiple classes, he must decide upon 

drawing this card which class is affected. 

The Empty Throne: The character inherits a noble title 

and 15,ooo gp soon after drawing this card. The GM decides 

the particulars of when and how this occurs. 

The Hidden Truth: This card grants the character the 

one-time ability to call upon an omniscient spirit to fully 

answer any question or solve any single puzzle. Whether 

the information revealed can be effectively acted upon 

is another question entirely. The character may use this 

card's effect whenever he wishes, but only once. 

The Idiot: The character's Charisma, Intelligence, 

and Wisdom scores are all reduced by 1d4 points. Roll 

individually for each ability score. 

The Inquisitor: This card grants the character the one­

time ability to force another creature to answer a single 

question truthfully. The card does not grant the character 

or creature questioned any special insight, so a creature 

might still answer a question falsely if it believes the 

falsehood. If the creature is truly ignorant, it informs the 

character that it doesn't know the answer and this effect is 

wasted. The character may use this card's effect whenever 

he wishes, but only once. 

The Joke: Upon drawing this card, the character selects 

one of his allies. Three new cards are then drawn by the 

GM and made visible (the GM may choose whether or not to 

explain the cards' effects). The character's ally must choose 

one of these cards and immediately gains the effects. The 

character then selects one of the remaining two cards and 

gains that card's effects. The final card is discarded. 

The Juggler: The character gains a +2 bonus to two ability 

scores of his choice, but must swap them with one another. 

The Keep: The character gains a personal demiplane, 

as per a permanent create demiplane spell (Pathfinder RP G 

Ultimate Ma.9ic 213). 
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The Liar: The character's most powerful, most valuable, 

or favorite magic item (GM's choice) manifests a curse. Roll 

on Table 15-27: Common Item Curses on page 537 of the 

Core Rulebook to generate this effect, rerolling results for 

specific items. 

The Locksmith: This card grants the character the 

ability to open any one door, lock, set of bindings, or other 

locked barrier. This includes magical gates or portals that 

have specific requirements to activate. The character may 

use this card's effect whenever he wishes, but only once. 

Once used, the card's effect ends. 

The Lost: The character cannot gain another level in 

whichever class he currently has the most levels. This effect 

can be circumvented if the character is killed and returned 

to life, but the next time he is restored to life he is affected 

as if by the spell reincarnate, regardless of what spell was cast. 

The Marriage: A comely genie of the character's preferred 

gender appears and proposes marriage. Should the character 

accept, he must organize a lavish wedding ceremony by the 

end of the week and ever after be committed to this exotic 

outsider. If the character declines or breaks his wedding 

vow, the genie is heartbroken and returns to his or her 

home plane, provoking the ire of the associated elemental 

court. The genie's type, personality, actions, and possible 

retribution are determined by the GM. 

The Midwife: The character gains exactly enough 

experience to advance to the next level. 

The Mountain Man: The character grows one size 

category, gaining all the benefits and penalties of increased 

size. His equipment does not increase in size. 

The Mute Hag: The character permanently loses one of 

his senses-sight, hearing, or speech-becoming blind, 

deaf, or mute (player's choice). This aff liction cannot be 

cured by any effect short of a miracle or wish spell. 

The Owl: This card grants the character the one-time 

ability to scry on any target anywhere for 1 minute. The 

target, however, is immediately aware that it is being 

scryed upon by the character. The character may use this 

card's effect whenever he wishes, but only once. Once used, 

the card's effect ends. 

The Paladin: The character is granted a holy aven.!Jer. 

This weapon has all the properties of a normal holy aven.9er, 

along with a special ability that can be used once. Upon 

being thrust into the ground by its bearer as a standard 

action, the weapon transforms into a paladin two levels 

higher than the wielder. This paladin possesses her 

own holy aven.!Jer and aids the character in any way her 

alignment permits for 30 minutes. Once this time is over, 

the paladin vanishes and the sword reappears, though it is 

forever reduced to a +2 cold iron lon.!JSWord. 

The Peacock: The character's skin hardens, becoming 

rigid and pebbled. He gains a permanent +2 bonus to his 

natural armor, but takes a -2 penalty to Dexterity. 

The Publican: The GM chooses one of the character's 

enemies. This enemy has a complete change of heart and 

now favors the character. 

The Queen Mother: When the character draws this card, 

2d4 giant ants appear to serve the character until they 

are slain. These creatures eagerly seek to aid and protect 

the character. They understand the character's verbal 

commands, though they cannot respond. 

The R.abbit Prince: All attacks the character makes 

that threaten a critical hit are automatically confirmed. 

Likewise, all attacks made against the character that 

threaten a critical hit are also automatically confirmed. 

The R.akshasa: Anytime the character lies with the true 

intent to deceive, he turns into a random animal for 1 hour. 

Lying with the intent to trigger this effect never works. 

The Sickness: The character becomes afflicted with 

incurable leprosy (or another disease of the GM's choice). 

While the disease cannot be cured by any effect short of 

a miracle or wish spell, the effects of the affliction can be 

negated through the use of spells like restoration. 

The Snakebite: Anyone who touches the character must 

succeed at a Fortitude save or be poisoned by greenblood 

oil. The save DC is equal to 10 + the character's Hit Dice + 

his Constitution modifier. This poison affects even those 

who touch the character to administer aid or healing magic. 

The Survivor: The next time the character is reduced 

to -10 hit points, he is instantly restored to full hit points. 

If he is killed by an effect that slays him without dealing 

hit point damage (such as by disinte.9rate), the effect fails 

to kill him and he is restored to full hit points. If he is 

killed by a hostile environment (such as a lava flow or 

when teleporting to a dangerous plane), he is transported 

to his last safe location and restored to full hit points. This 

card does not save the character from effects that would 

permanently disable him, like petrification. 

The Tangled Briar: Once per day, the character can 

communicate as per the spell speak with plants and have 

a plant truthfully answer any single question. Using this 

ability upsets the surrounding flora, however, causing 

1d4+2 shambling mounds with the advanced template to 

erupt from the earth and attack the character, regardless 

of t he surrounding terrain. 

The Teamster: When the character draws this card, a 

powerful being appears before the character and tasks him to 

undertake a dangerous quest. If the character proves resistant 

to undertaking the task, he is affiicted by .9easjquest until the 

quest is completed. When the character completes the quest, 

the powerful being reappears, granting the character a lavish 

reward. The specifics of the quest, the powerful being's 

identity, and the character's reward are determined by the GM. 

The Theater: The next time the character defeats a 

creature, he is granted a +2 bonus to the same ability score 

as the creature's highest ability score. 



The Trumpet: This card grants the character the ability 

to summon an outsider of his alignment once per day. 

This outsider must be of a CR equal to or less than the 

character's level and serves for a number of rounds equal 

to the character's level. 

The Twin: The character physically becomes a member 

of the opposite gender. 

The Tyrant: The character gains the one-time ability to 

issue a single command to any creature in the multiverse and 

have the order obeyed. The target is affected as if by the spell 

dominate monster, and even orders for the target to kill itself 

are followed. Any creature targeted by this effect knows that it 

is acting against its will, and knows the identity and location 

of the character. Immortal creatures cannot effectively kill 

themselves, and the act only causes them considerable but 

fleeting pain. Additionally, creatures with the ability to 

grant such boons typically also possess the 

power to revoke them, and do so 

as soon as the command 

releases them. The 

GM ultimately decides 

what this command can 

accomplish. The character 

may use this card's effect 

whenever he wishes, but may 

only use it once. 

The Unicorn: This card grants 

the character the one-time ability 

to undo one past choice or regrettable 

action. The fabric of reality is unraveled and respun, 

potentially restoring creatures to life or altering the 

course of history, depending on how the character acted 

and how he wishes he would have acted. The player chooses 

what situation he would have acted differently in and the 

GM determines how reality changes to reflect that act. The 

change primarily affects the character, affecting others as 

little as possible. The character may use this card's effect 

whenever he wishes, but only once. 

The Uprising: Upon drawing this card, 3d6 unruly, 

accident-prone, 1st-level commoners appear to serve 

the character. If these followers are killed, the character 

takes the usual penalties on attracting further followers. 

Knowledge of these commoners' mistreatment or death 

spreads far, with the GM determining any repercussions. 

The Vision: The character receives two visions and the 

knowledge that one vision is true and the other false, though 

he does not know which is which. The GM determines the 

specifics of these visions. The visions may be views of the 

past, present, or future; cryptic omens; or total fantasies. 

The Wanderer: One of the character's mundane 

possessions becomes a magical item worth 2o,ooo gp or 

less. The GM determines which item manifests magical 

properties and what those properties are. 

The Waxworks: Upon drawing this card, 1d6 exact 

duplicates of the character appear within a 2o-mile radius. 

These duplicates have the alignment opposite to that of 

the original character and oppose his goals. 

The Winged Serpent: The character is granted a single 

wish. This wish functions similarly to the spell wish when 

it comes to affecting rules and statistics, but can also 

change reality in ways outside the bounds of the spell's 

effects-such as rerouting a river or ending a war. The GM 

decides what the wish can and cannot accomplish. 

�mifications 
Those who would dare a potentially life-changing draw 

from the Harrow Deck rff Many ThiniJs should consider the 

following. Additionally, Patlifinder CampaiiJn SettiniJ: 

Classic Treasures Revisited features a chapter on the 

Deck Iff Many ThiniJS, which elaborates in detail 

upon a treasure very much like the 

Harrow Deck of Many ThiniJs. 

Beating the Odds: Although 

what might qualify as a boon 

or a burden proves highly 

subjective, by one counting 

of the cards in the 

Harrow Deck of Many 

ThiniJs, there are 24 

mostly beneficial effects, 

16 detrimental effects, and 

14 relatively neutral effects. This 

means that someone drawing a 

card from the deck has roughly a 44% 

chance of drawing a beneficial card, a 30% chance 

of drawing a detrimental card, and a 26% chance of drawing 

a neutral card. These percentages skew slightly as some of 

the neutral effects lead to the redrawing of cards, but these 

figures might lend unreliable comfort to those cautious 

about drawing from the deck. Those who would make 

multiple draws should consider whether to do so carefully, 

however, as drawing twice increases the chance of drawing a 

dangerous card to so%, while drawing three times increases 

this chance to 65%. 

Seductive Destruction: Many of the effects of the Harrow 

Deck rffMany ThiniJS are particularly visible and may attract 

attention from a distance. Nearly any creature would be 

tempted by the chance to change its life by taking a draw 

from the deck, but while one draw might suggest the deck 

is filled with blessings, multiple draws typically end in 

destruction. This might be obvious enough to a small group 

of adventurers, but perhaps not to members of any sizable 

community where dozens might seek a draw. Those who find 

a Harrow Deck rffMany ThiniJs locked away likely find it in such 

a place because of one uncommon individual's discretion, or 

because the endangered deck teleported there. 
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ijORNX Of NARAGA 
This intimidatin.!J helm bears a pair of sweepin.!J dra.!Jon horns 

risin.!J from an imperious settin.!J of scarred, si.!]il-etched copper. 

H O R N S  OF NARAGA 

Aura overwhe lm ing varied; CL nnd 

Slot head ;  Weight 8 l bs .  

DESCRIPTION 

Whenever the wearer ofthe Horns ofNaraga touches a l iv ing 

creature (even as part of casti ng 

a spe l l  or  a touch attack), the 

touch dea ls an  addit iona l  sd6 poi nts of 

negative energy damage and the wearer 

gains these h it points as if she had cast 

vampiric touch. The wearer of the he lm is 

immune  to acid and can see perfectly 

in darkness of any kind, even that 

created by magic. When worn by 

an  undead creature, the Horns of 

Naraga reduces a l l  damage taken 

from positive energy by ha lf. 

Once per day, the wearer can 

order the he lm to transform i nto 

an ancient b l ack dragon that obeys 

unq uestion ingly for 1 hour  before reverti ng 

back to a he lm .  S l ay ing the dragon does not 

destroy the he lm,  but it does prevent th is ab i l ity 

from be ing used fon week. Whi le  the he lm is i n  

d ragon form, t he  he lm's owner does no t  receive any of 

the he lm's other benefits. 

DESTRUCTION 

The Horns ofNaraga can be destroyed by crush i ng  it between 

the jaws of a n  anc ient  b l ack  dragon's s ku l l  in the m idd l e  of a 

desert with the  s un  at its zen i th .  

<History 
In the decades preceding Tar-Baphon's battle with Aroden, 

the wizard launched a stealthy campaign to claim the Isle of 

Terror, sensing a strange "thinness" there that he hoped to 

turn to his advantage. Resistance to his plot came in the form 

of a triune of deadly black dragons, Istravek, Naraga, and their 

lethal mother Karamorros, who claimed the island as their 

own. Tar-Baphon managed to negotiate with the dragons, and 

even enlist the younger wyrms in his plots, but Karamorros 

ever denied him passage into the island's interior, her personal 

realm. It wasn't until Istravek was wounded in Tar-Baphon's 

service that the wizard realized the extreme possessiveness 

Karamorros felt for her offspring, as the elder dragon razed 

one of his hermitages as punishment for jeopardizing her 

son. Tiring of the wrathful elder dragon, Tar-Baphon tricked 

the draconic siblings into one of his fortress laboratories and 

shackled them there, traveling soon after to the Isle of Terror, 

where he threw scales torn from her children at Karamorros's 

feet. Only the threat of further tortures stayed the elder 

wyrm's lethal response. Tar-Baphon demanded passage into 

Karamorros's sanctuary, and the dragon could not refuse. 

None know for how many years the dark wizard toiled at 

the heart of the Isle of Terror, digging through layers of the 

Darklands until his magic managed to tear a rift in the fabric 

of reality itself, opening a rent into the Negative Energy Plane. 

To test the passage, Tar-Baphon called upon Naraga, having no 

more need for shackles as his experiments had transformed 

both her and her brother 

into raveners. Mad with fury, 

Karamorros attacked Tar-Baphon, 

but was restrained by the claws of her 

rotting daughter. The black dragon 

and the ravener fought brutally but 

finally Naraga clutched her mother 

and dove into the Wizard-King's Pit, 

disappearing into the bottomless 

depths. When finally Tar-Baphon 

called upon his servant, Naraga 

came, but the ravener was crippled 

and broken by the battle, and the 

wizard blasted what remained to 

pieces. Splinters of her bones retained 

unexpected properties, however, imbued 

with negative energy, necromantic power, and 

some vestige of her mother's fury. These Tar­

Baphon took up, harnessing their might to craft 

what came to be known as the Horns oJNara.!Ja. 

As for Karamorros, no sign of the great wyrm ever 

reemerged from the cavity called the Wizard-King's Pit. But 

those few who have traveled to the Isle of Terror claim only 

Tar-Baphon's most minor holdings and guardians remain, 

and his greater secrets were stolen away by a force greater 

than any looter. Auguries also speak of great tunnels clawed 

from the deep earth, winding to connect with the deepest 

reaches of the Wizard-King's Pit, infusing these recesses with 

energies antithetical to life. Some speculate that Karamorros, 

or what's left of the dragon matron, seeks to avenge herself 

against Tar-Baphon and any who support his return. 

�mifications 
Anyone who would possess the Horns ojNara.9a has much 

to consider, particularly the helm's present owner. 

Imprisoned with the Dead: When Tar-Baphon was 

imprisoned within Gallowspire, so too were the Horns of 

Nara.9a. Claiming the helm would thus mean shattering the 

prison that keeps Golarion's most infamous lich locked away. 

Yet rumors have long persisted that Gallowspire is not an 

inescapable prison and the Whispering Tyrant's seneschal 

discovered a secret path to freedom. If this is true, who knows 

what other evils might seep from the accused tower? 



]NVIDIAN �YE 
A dazzling diamond ,glitters within this amulet's dark metal 

setting, its designs reminiscent qffangs and chains. 

INVI D IAN EYE 

Aura strong  a bj u rat ion and div i nat ion ;  CL 2oth 

Slot neck; Weight 1 l b .  

DESCRIPTION 

The lnvidian Eye rewards devotion and pun ishes betraya l .  When 

fi rst given to a creature, the neckl ace recogn izes members of 

the creatu re's race and gender-but not a specific ind ividua l-

as i ts  owner. The owner automatica l ly  fa i l s  any savi ng th row 

made to resist the effects of divinat ion magic, but the necklace 

seeks to protect the owner aga inst danger, reactively casti ng  

spe l l s  to  defend i t s  wearer aga inst effects that 

compromise her contro l .  The spel ls the 

amu let can cast (and when it does so) 

inc l ude freedom (in response to imprisonment, 

petrification ,  para lys is , and s im i l a r  effects 

described by this spel l), greater dispel magic (in 

response to any fear or m i nd-affecti ng  

effect), remove curse (i n 

response to cu rses), protection 

from chaos (i n response to any 

form of possession or s im i l a r  

control). The wearer has no 

control over when these spe l l s  a re 

cast and the target ofthese spe l l s  is a lways the 

wearer. The lnvidian Eye can cast each spel l 3 t imes per day. 

If the lnvidian Eye is worn by a creatu re not of the race and 

gender  it recogn izes as i t s  owner, it ceases to use i t s  defens ive 

properties. I n  addit ion, once every 1d6 days, the gem makes a 

se lf-destructive suggestion .  The wearer m ust succeed at a DC 

20 Wi l l  savi ng th row or make a casua l  attempt to harm herself 

dur ing the cou rse of the day. Th is  suggest ion does not dominate 

the wearer's act ions, but she might be com pe l led to cut herself 

if she's wie ld ing a weapon or j ump if she passes a high window. 

lfthe wearer resists th is  compu ls ion th ree t imes in a row, the 

lnvidian Eye takes more ser ious measures, conjur ing a m in iature 

prismatic sphere i nto the wearer's th roat, which causes the wearer 

to begi n suffocati ng  (Core Rulebook 445). The sphere can on ly 

be removed by ta rget ing the wearer with the same spe l l s  that 

norma l ly remove a fu l l  s ize prismatic wall. 

The race and gender the lnvidian Eye perceives as its owner can 

be reset by casti ng  mage's di�unction upon the a rtifact, though 

th i s  carr ies  the norma l  r isk of destroyi ng the artifact. Whoever 

the neckl ace is next given to determines the a rtifact's new owner. 

The lnvidian Eye is under  the effects of a permanent  

nondetection spe l l .  Th i s  affects o n ly the  a rt ifact, not the  wearer. 

DESTRUCTION 

The lnvidian Eye m ust be offered to 100 free-wi l l ed morta l s  

who know noth i ng  of  i t s  powers a nd  be rejected by  each .  

CHis tor� 
Envy shaped the Thassilonian realm of Edasseril into a land 

of suspicion and hollow vanities. The desires and obsessions 

of the last mistress of that land, Runelord Belimarius, 

drove her to burden even the least of her possessions with 

protections on par with fantastic treasures. This revealed 

a particular talent of t he final Runelord of Envy, a skill for 

crafting wards for those favored people she considered her 

"belongings" who needed to be defended from others who 

would covet their status. Thus, every one of Belimarius's 

consorts wore tokens of her desire and possession, emblems 

of honored slavery. Edasseril fell along with all of Thassilon, 

and most of its jealous wonders were lost-but not all. 

Long thought to be little more than a stack of rock 

within sight of Peridot Island 

in northern Varisia, a ruined 

spire of one of Belimarius's 

pleasure palaces, Lusbraid, 

still juts from the waves. 

When the disgraced 

nobleman Marcel Moulot 

explored the unnatural island 

in 4618 AR, his primary discovery was 

a small fortune in ancient trophies, 

the most impressive of these being a 

gigantic diamond set within an ominous 

necklace. Upon Moulot's return to 

his native U stalav, his new wealth 

reestablished his place in noble society and the 

diamond served as a lavish gift marking his betrothal to his 

second cousin Iesmein. Within a month, however, the newly 

married Iesmein lay dead, murdered in the Moulot home, 

yet mysteriously the diamond necklace remained. Three 

years later the gem passed to Moulot's new wife, and within 

a month, she too lay dead. This pattern repeated four times 

more, with the treasure passing through the hands of three 

generations of male Moulot heirs, along the way gaining a 

haunted reputation and ominous name, the Invidian Eye. 

�mifications 
Anyone who seeks out the Invidian Eye will likely face one 

or more of the following dangers. 

Jealous Artifact: The Invidian Eye currently perceives 

a male human as its owner-specifically the long dead 

Marcel Moulot-accounting for its morbid reputation 

and why it has not harmed any male owner of the Moulot 

family. This raises the question of what Marcel Moulot 

encountered in Lusbraid that granted him the jewel. 

National Treasure: The Invidian Eye currently rests at the 

Quarterfaux Archives, Ustalav's national museum in Caliphas. 

Anyone who seeks to possess the gem must wrest it from the 

famed institution, where it is guarded by varied defenses, 

along with other treasures that don't wish to be stolen. 
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LENS Of fjALUNDARI 
Countless miniscule runes wind endlessly in and out of one another 

alon.!J the silver band rin.!Jin.!J this disk of flawless .9lass. 

LE N S  OF GAL U N DARI 

Aura overwhe l m i ng  a bj u rat ion ;  C L  22nd 

Slot none ;  Weight 10 l bs .  

DESCRIPTION 

spe l l - l i ke ab i l it ies by spending a number of sou l  points eq ua l  to 

the spe l l - l i ke ab i l ity's spel l l eve l .  If the lens no longer has enough 

sou l  points to pay for a spe l l - l i ke ab i l ity's use, the ab i l ity cannot be 

used. If the imprisoned outsider can only use a spel l - l i ke ab i l ity a 

certa i n  number of t imes in an amount of t ime, the wie lder cannot 

emp loy that spe l l - l i ke ab i l ity more than that number oftimes i n  

t h e  amount oft ime specified, even if t h e  l e n s  h a s  enough sou l  

po ints to pay for the ab i l ity's use. The lens's tota l  n umber of sou l  

po ints rep len ishes every day. 

At its most basic leve l ,  the Lens of Ga l undari 

functions as the foca l  point for an i nward­

fac ing magic circle spel l of the user's choice. 

The magic circle varies i n  rad i us, but can ho ld 

one outsider ca l led i nto i ts  space by the 

The outsider with in the lens can be freed by spending 1 soul 

point. The released outs ider is exhausted, but is not contro l led 

ii�Stl� by the lens's bearer. The outsider with in the lens can a lso 

spe l l  planar binding, regard less of its size. 

Wh i l e  the lens improves the effectiveness 

of the spel l  planar binding, it does not 

actua l ly cast the spe l l ,  req u i r ing some 

outside agency to cast the spe l l  wh i l e  

emp loy ing the lens as an  additiona l  

focus component. The ta rget of the planar 

binding receives its norma l  Wi l l  save to 

resist, but once it appears with i n  the lens's 

magic circle, it cannot escape-the lens 

prevents the outsider from us ing i ts spe l l  

res istance or Char isma to escape, and locks 

it i n  p l ace as per the spe l l  dimensional anchor. 

Once trapped with in  the lens's magic circle, an  

outsider is trapped indefi n ite ly, unt i l  it agrees to 

the user's demands or a sentient creature touches the 

prison with i ntent to free the outsider-doing so releases 

the outsider immediately. Even ro l l s  of 1 on Char isma checks to 

coerce the outsider i nto service do not free the outsider. 

Wh i l e  the lens does not grant the user a bonus on Char isma 

checks made to infl uence creatu res trapped with i n  its pr ison, 

it does grant the user an additiona l  use for the outs ider :  The 

outsider can be bound with i n  the lens, transforming the a rtifact 

i nto an  arcane engine of sorts. The user must compe l  the outsider 

to submit to th is service, as described by the spel l planar binding. 

The outsider receives a +lO bonus on the opposed Char isma check 

made to resist enteri ng  i nto service. This bonus is reduced by 1 

for every week the outsider rema ins bound (min imum o). The 

lens can on ly ho ld one outs ider at a t ime, and it cannot employ its 

magic circle effect wh i le  an  outsider is trapped with in .  

If  an  outsider agrees to be bound i nto the lens ,  it becomes 

trapped i nside the lens and cannot free itse lf. Whi le bear ing 

the lens, the wie lder can emp loy any ofthe outsider's spe l l - l i ke 

ab i l it ies. How often the wie lder can use these spe l l - l i ke ab i l it ies 

is l im ited by the outsider's H it Dice and the frequency with 

which the imprisoned outsider can norma l ly use its spe l l - l i ke 

ab i l it ies. The outsider's H it  Dice become a pool of sou l  poi nts 

the wie lder has access to, with each Hit Die eq uati ng to 1 sou l  

po int .  The lens's bearer can emp loy the imprisoned outsider's 

communicate te lepathica l ly with a creature touching the 

artifact, though it exerts no control over the bearer. 

DESTRUCTION 

The Lens ofGalundari can on ly be destroyed 

if a deity is freed from with i n .  Although 

theoretica l ly poss ib le ,  it i s  unc lear if a deity 

can be bound i nto the lens by norma l  

means, but such a being's re lease wou ld  

be so explosive as to  shatter the lens .  

CHis tor� 
When the archmage Nex turned 

the full might of his kingdom to 

imperialism in the Age of Destiny, he 

bound the formless souls of powerful 

demon lords to a series ofmagical lenses 

mounted to an armada of sleek ships 

meant to bring conquest to the lesser, 

relatively primitive navies ofhis enemies. Most 

of the lenses in these so-called "demon ships" (such 

as the one housing Juval, legendary demonic paramour of 

the questing hero Durvin Gest) served as eternal prisons, 

but the infamous Lens f!f'Galundari's increased functionality 

made it a potent relic unlike any of t he others. 

�mifkations 
Those who find the Lens of Galundari inherit a nearly 

inescapable prison-with a single occupant. 

Galundari: The balor Galundari has been locked 

within the crystal that bears his name for more than 56 

centuries-several times his agreed-upon term of service. 

His rage smolders steadily as he waits for a mortal to find 

the lens and free him so he might take his revenge. 

The Nemesis Well: In 433 2 AR, the famed explorer 

Durvin Gest entered the city of Osibu in the Mwangi 

Expanse, and tossed the lens into the infamous Nemesis 

Well-a pit supposedly without bottom (see PatYifinder 

Campai.!Jn Settin.9: Heart of the ]un.!Jle). Yet no fall can destroy 

the Lens of Galundari, so where the lens has fallen-the 

depths of the Darklands, another plane, or into the prison 

of the god Rovagug himself-is up to the GM to decide. 



MOANING PIAMOND 
A balifuliJroan, as rif a stronlJ wind blowinlJ throu9h the hollows rif 

the earth, endlessly emanates from this uncut, fist-sized diamond. 

MOAN I N G  D I AM O N D  

Aura strong  t ransm utat io n ;  CL  2oth 

Slot none;  Weight 4 lbs .  

DESCRIPTION 

Th ree t imes per day, the bearer of the Moaning Diamond can 

reshape earth and stone  as if by the spe l l  stone shape, affecti ng  

s , o o o  cub ic  feet of  materi a l .  Once per day  the Moaning 

Diamond can a l so summon an e lder  earth e lementa l  

with maximum h i t  points that serves the 

caster unt i l  i t i s  s l a in ;  on ly one such 

e lementa l  can be sum moned at a t ime.  

The sound of the Moaning Diamond i s  

a l most impossi b l e  to d isgu ise, grant i ng  

creatures a +10 bonus on Perception  

checks to detect the d i amond's 

presence or that of its bearer. 

DESTRUCTION 

The Moaning Diamond m ust be 

smashed by the comb i ned power 

of the  e l ementa l  l o rds H s h u rha ,  

Ke l i z andri ,  a nd  Ymer i ,  a nd  the 

dust m ust be cast  i nto a p l ace where it wi l l  

never fa l l  u p o n  stone ,  o r  t h e  Moaning Diamond 

wi l l  eventu a l ly reconst itute i tse lf 

Cffistor� 
Before the worlds of mortals were scattered across the 

Material Plane, the Elemental Planes were already ancient 

beyond reckoning. Amid flame, stone, torrent, and tornado, 

primal beings mastered the forces of creation, and greatest 

among them were the Elemental Lords. Ruling over the 

Elemental Planes were the tyrants Ayrzul, the Fossilized King; 

Hshurha, Duchess of All Winds; Kelizandri, the Brackish 

Emperor; and Ymeri, Queen of the Inferno. Opposing them 

in all ways were their counterparts, each a true Elemental 

Lord in his or her own right: Sairazul, the Crystalline 

Queen; Ranginori, Duke of Thunder; Lysianassa, Empress 

of the Torrent; and Atreia, The Lambent Prince. The eight 

Elemental Lords proved evenly balanced, their agendas and 

passions countered and matched on each Elemental Plane, 

locking these near-infinite realms into equilibrium. 

The advent of mortal life shattered this balance. As the 

deities set about crafting worlds and igniting sparks of life 

upon the Material Plane, they stole from the Elemental 

Planes. While the transaction at first seemed one-sided, 

the exchange came in the form of mortal lives and thought, 

which began passing through the Elemental Planes en 

route to the Outer Planes. Where once there had been only 

the unchangeableness of reality's foundations there came 

imagination, motive, and ambition. 

In keeping with the balance of the multiverse, many 

elemental beings skewed from their natural neutrality toward 

certain philosophies, with the greatest of their kind proving 

most susceptible-four aligning with goodly motives, four 

with evil. Evil acted first. In a war that may have taken days 

or ages, good and evil struggled upon the Elemental Planes. 

But the fundamental balance of the multi verse would not 

be upset, and the goodly lords held their evil brethren at 

bay. Realizing that the Elemental Lords of a single 

plane proved too evenly matched, and 

that their opponents could never be 

utterly destroyed, Kelizandri, the 

Brackish Emperor, devised the 

plot by which the evil Elemental 

Lords would ally, each to lock 

away one of the allies' foes in a 

prison of elemental quintessence. 

While fire could never extinguish fire, 

Atreia proved utterly unprepared for 

Kelizandri's assault, and so on. In this 

short-lived union, the evil Elemental 

Lords conquered their foes. 

The prisons into which each good 

Elemental Lord was locked-which some 

claim were the very hearts of the evil 

Elemental Lords themselves-were then cast out 

of the Elemental Planes. In the ages since, only one has 

resurfaced: a gem of pure diamond through which 

Hshurha's shrieking winds can still be heard, endlessly 

lashing the essence of Sairazul, the Crystalline Queen, 

still trapped within. This is the MoaninlJ Diamond. 

�mifications 
Those who take up the MoaninlJ Diamond hold a piece of 

one of the greatest mysteries in the multi verse. 

Earth Master: The MoaninlJ Diamond makes the bearer the 

master of stone, allowing her to reshape hills into castles, 

coastal rocks into bridges, and so forth. The restrictions of 

the spell stone shape still apply, with any creation proving 

crude, as if formed of natural rock. Although this makes 

the artifact a useful, if not refined, tool for creation, none 

can deny its destructive potential, sinking islands, burying 

villages, crumbling castles, and diverting rivers with ease. 

Elemental Tetramer: Amid the strange stalagmite 

cathedrals deep within the Plane of Earth, ageless carvings 

depict what can only be the MoaninlJ Diamond, along with 

three other gems. This has led some planar scholars to 

theorize that the diamond is but one treasure in a lost 

collection, naming these other mythic treasures the Gasping 

Pearl, the Garnet Brand, and the Untouchable Opal-though 

many admit that gemstones might merely be metaphors. 
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ORBS Of VRAGONKIND 
Color shimmers within the smoky depths of this perfect crystalline 

sphere. Both the scintillatin.!J shade and emanations of an 

indifinable power SU.!J.!Jest the breathin.!J of a drowsin.!J dra11on. 

O R B  O F  D RAG O N  KI N D  

Aura strong  enchantment ;  C L  2oth 

Slot none ;  Weight 5 l bs .  

DESCRIPTION 

Each ofthese fab led orbs conta i n s  the essence and  persona l ity 

of an ancient d ragon of a d ifferent variety. The bearer of a n  

orb c an ,  as a standard action ,  dominate dragons  of  the orb's 

part icu l a r  var iety with i n  500 feet (as dominate monster), with 

the ta rgeted dragon be ing forced to make a successfu l  DC 25 

Wi l l  save to resist. Spe l l  resistance i s  not usefu l aga inst th i s  

effect. Each Orb ofDragonkind bestows upon the wie lder the 

AC and savi ng  th row bonuses of the dragon with i n .  These 

va l ues rep lace whatever va l ues the cha racter wou ld  otherwise 

have, whether they a re better o r  worse. These va l ues cannot be 

modified by any means short of deprivi ng  the cha racter of the 

orb. A cha racter possess i ng  an  Orb ofDragonkind i s  immune  

to  the breath weapon-but on ly the b reath weapon-of t he  

dragon va r iety keyed to  the o r b .  F ina l ly, a cha racter 

possess i ng  an  orb can use the breath weapon ofthe 

dragon i n  the orb th ree t imes per day. 

A l l  Orbs ofDragonkind can be used to 

commun icate verba l ly and  visua l ly with 

the possessors of the other orbs .  The 

owner  of a n  orb knows whether there 

a re dragons with i n  10 m i les at a l l  t imes. 

For d ragons of the orb's parti cu l a r  

variety, the range is  100 m i l es .  If  

with i n  1 mi le  of a dragon of the orb's 

variety, the wie lder can determine  

the dragon's exact locat ion and age. 

The bearer of one of these orbs earns 

the enm ity of dragon ki nd forever for 

profit ing from d racon i c  ens l avement, 

even if she later loses the item.  Each orb 

a l so has a n  i nd ividua l  power that can be i nvoked 

once per round at caster level wth .  

• Black Dragon Orb: Fly 

• Blue Dragon Orb: Haste 

• Brass Dragon Orb: Teleport 

• Bronze Dragon Orb: Scrying (Wi l l  DC 18 negates) 

• Copper Dragon Orb: Suggestion (Wi l l  DC 17 negates) 

• Gold Dragon Orb: The owner  of the  go l d  d ragon orb 

can ca l l  upon  any power possessed by one  of the  other 

o rbs-i nc l ud i ng  the  dominate monster and  b reath 

weapon a b i l i t ies ,  but  not AC, save bon uses,  or 

b reath weapon i m m u n ity-but can o n ly use 

a n  i nd ividu a l  power once per day. She can  use 

dominate monster on any other possessor of a n  orb wit h i n  

1 m i l e  (Wi l l  DC 23  negates). 

• Green Dragon Orb: Spectral hand 

• Red Dragon Orb: Wall of fire 

• Silver Dragon Orb: Cure critical wounds (Wi l l  DC 18 ha l f) 

• White Dragon Orb: Protection from energy (cold) 

DESTRUCTION 

An Orb ofDragonkind immediately shatters if it is caught in the 

breath weapon of a d ragon who is a b lood relative ofthe dragon 

trapped with i n .  Th is causes everyone with i n  90 feet to be struck 

by the breath weapon of the trapped dragon as the orb exp lodes. 

CHis tor� 
Certain knowledge exists in a state beyond time, distance, 

and the minds that struggle to possess it. The Orbs of 

Dra11onkind number among such timeless mysteries, spoken 

of through the ages and across empires and planes as things 

of wonder and devastation, physical legends to be pursued 

or destroyed for the world-shaking power they possess. 

Immortal historians among Heaven's Great Library trace 

the genesis of the orbs to the myth-shrouded history of 

dragonkind and a chaotic mother deity no dragon willingly 

names. Although the lines between truth and legend blur, 

fragments of epics claim the first orbs appeared in the 

aftermath of t he great war that marks the beginning of time 

and existence for dragons. As her son Dahak 

and her partner Apsu battled 

and the kaleidoscopic mortal 

beings created in their images 

slaughtered one another, the 

chaotic queen, Tiamat, shed 

10 tears. Through the ethers 

these tears fell, crystallizing 

the goddess's will, and each 

landing upon the fallen form 

of a different draconic hero. The 

souls of these dragons entered the 

tears, bestowing each with the power 

of and undeniable authority over its kin. 

Soon after, all of these perfect spheres, 

glistening with the varied hues of draconic 

paragons, were claimed by lesser dragons. Some 

were collected into hoards, and others fueled the 

conquests of draconic tyrants, but all were objects 

over which dragon killed dragon. Ultimately, as 

Apsu and his followers fled Dahak's hordes, journeying 

across endless planes and nameless worlds, the orbs 

followed and continued to sow conflict. Today the orbs 

persist as they have since the infancy of dragonkind, 

embodiments of the will of the near-forgotten dragon 

mother, the talons of clawed hands reaching 

through eons to manipulate and dominate 

dragonkind toward unfathomable ends. 



�mifications 
Those who would bear an Orb of Dra.9onkind should 

consider the following. 

Dragon Hatred: Few dragons view the Orbs q[Dra.!Jonkind 

as anything other than a weapon: a way to enslave them 

and their brethren, and a chink in even the best prepared 

dragon's defenses. When a dragon raises an orb against her 

brethren-even those of opposed breeds-it is betrayal, 

and for a lesser creature to control of an Orb q[Dra.9onkind 

is an abomination. Dragons will not stand for a non­

dragon possessing one of the orbs, and their reaction to 

such an occurrence varies from demands to brutal attacks, 

depending on the breed of dragon taking action. 

Eyes of tbe Dragons: The bearer of an Orb of Dra.!Jonkind 

can communicate verbally and visually with those who 

possess the other orbs. While several of these objects are 

locked away in absolute darkness, giving no hint as to their 

location or owners, such is not the case with all of them. 

Multiple orbs rest in the clutches of good and evil dragons, 

powerful individuals who guard their wards against abuse 

and purposefully monitor the other orbs for disruptive 

new bearers or discovery by non-dragons. Those who claim 

an Orb of Dra.9onkind must prove especially careful lest 

they reveal themselves and their locations to the mighty 

and cunning bearers of the other orbs. (The methods of 

communication an Orb q[Dra.!Jonkind employs are vague and 

thus left to GMs to define. At the very least, these abilities 

should mimic the effects of .9reater scryin.!J with the other orb 

being concentrated upon serving as the scrying sensor.) 

The Slumbering Masters: Every Orb rif Dra.9onkind 

possesses the essence and personality of an ancient 

dragon paragon, yet accounts differ as to what extent these 

dragon spirits are aware and willing to interact with an 

orb's bearer. One theory posits that the essences within 

regularly slumber, entering ages-long torpors as bearers 

who disinterest them or don't share their philosophies 

make use of their powers. The orbs function as described 

while in the hands of such bearers, but are little more than 

potent tools. When a more worthy bearer claims an Orb 

of Dra.!Jonkind, though, or one proves his worth through 

use of the artifact, it's possible the dragon within the orb 

makes itself known. Typically, only dragons of the same 

breed of the dragon whose essence inspires the orb-and 

even then usually only direct descendants of that dragon­

cause the spirit within to awake. However, other creatures 

of singular worthiness or those imploring an orb in a 

time of world-shaking need might also awaken the spirit 

within. These ancient dragon personalities bring with 

them powers of potent intelligent items (Core Rulebook 532), 
but also possess overwhelming egos. One who awakens an 

orb's personality should be exceptionally wary, for unless 

his agenda coincides with that of the orb, he might find 

himself slave to the orb's ageless will. 

7\fternatc �ans of <])cstruction 
The method of sh atteri ng  an Orb ofDragonkind has  been 

passed down by scho l a rs across wor lds fo r eons, but  t h i s  

i s  not the o n ly way one  of  these a nc ient a rt ifacts m i ght 

be destroyed. On  Go I ar ion a l one  there a re m u lt i p l e  other 

ways of destroyi ng  one  of these m ighty treasu res. 

Tools of the Dragon lords: Congregations  of the 

d ragon lords Apsu and Dahak have both sought out Orbs 

ofDragonkind, as wel l  as methods of destroyi ng those orbs 

dangerous to their a l l ied d ragons. Both groups c l a im the ir 

lords possess devices capab le of smash i ng  these a rtifacts, 

namely Apsu's Mirrored Anvil in the I m mortal Ambu latory 

and Dahak's Well ofVenoms. 

Ways of the Water Lord: An entity known as Ragadahn ,  

one of  the unfathomab le  E ldest of  the Fi rst World and  

the self-proc la i med Father of  Dragons, c l a ims  to  know a 

thousand ways to destroy an Orb of Dragonkind. Among 

these methods a re to bury it u nder the exact weight of every 

coi n  every dragon has ever hoarded, for a kobold to trick it 

i nto be l ievi ng  it has lost its powers, or to crush it in the jaws 

of a great wyrm who never hatched. 

%sscr Qr&s of q)raBonldnd' 
The Orbs of Dra.!Jonkind number among the most legendary 

of all artifacts, spanning not just the lore of different 

cultures but the epics of distant worlds and far-flung 

planes. Yet the number of these reports openly defies the 

existence of a mere 10 Orbs oJDra.9onkind. Such conflicting 

tales likely arise from the existence of lesser variants, 

potent creations with appearances and powers similar 

to the true orbs, but more limited despite their greater 

number and variety. Thus, many who seek the Orbs of 

Dra.9onkind unwittingly discover one of the following. 

O R B  OF D RAG O N  MAST E RY 

Aura strong  enchantment ;  CL 2oth 

Slot none ;  Weight 4 l b s .  

DESCRIPTION 

These gr im orbs swi rl hypnotica l ly with shades of cr imson and 

the co lor of the dracon ic breed whose minds they can ensnare. 

The bearer of an  Orb of Dragon Mastery can,  as a standard action ,  

dominate dragons of the orb's particu l a r  variety with in  250 feet 

(as dominate monster), the target dragon be ing forced to make 

a DC 23 Wi l l  save to resist. Spe l l  resistance is not usefu l  against 

th is effect. By steeping the orb for 1 hour i n  the b lood of a true 

dragon that has been dead for no more than a day, the DC to 

resist the orb's dominate monster effect can be i ncreased by an 

amount equal to the s la in dragon's age category. (Thus, steep ing 

the orb i n  the b lood of an  o ld d ragon wou ld  i ncrease the DC by 

+8.) Th is bonus decreases by -1 every day unt i l  the orb returns 

to its norma l  DC or i s  aga in  steeped i n  a d ragon's b lood. An Orb 
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of Dragon Mastery cannot be steeped in the b lood of mu lt ip le  

d ragons for an  i ncreased benefit. The b lood may come from any 

breed of true dragon, not just dragons of the orb's co lor. 

DESTRUCTION 

A d ragon of the  co lor  the Orb of Dragon Mastery contro l s  

m ust wi l l i ng ly swa l l ow the o rb ,  a n  ac t  t h a t  ki l l s  the  d ragon but  

a l so  s h atters the a rt ifact. 

O R B  O F  D RAG O N  KI N 

Aura strong  enchantment ;  CL 19th 

Slot none ;  Weight 4 l b s .  

DESCRIPTION 

Each ofthe Orbs ofDragonkin ho lds  

power over a spec ific race of lesser 

dracon i c  creatu res with the 

dragon type (except for true 

dragons). The bearer of an  

Orb ofDragonkin can ,  as a 

standard action ,  dominate a 

creature of the orb's part icu l a r  

variety with i n  200  feet (as dominate 

monster), with the ta rgeted creatu re be ing 

forced to make a DC 23 Wi l l  save to resist. Spe l l  

res istance i s  not usefu l aga i n st th i s  effect. Each 

Orb ofDragonkin grants the wie lder the AC and 

savi ng  th row bon uses of the dracon ic  creature 

the orb is associ ated with. These va l ues 

rep l ace whatever va l ues the cha racter wou ld  

otherwise have, whether better o r  worse. 

These va l ues cannot be modified by a ny 

means short of r idd i ng  the cha racter of the orb. 

The owner of an  orb knows if there are dracon ic  creatures of the 

type the orb i s  rel ated to with i n  10 m i les at a l l  t imes .  Each Orb 

ofDragonkin a l so has  an i ndividua l  power that can be i nvoked 

once per round at caster level 10th .  

• Kongamato6' Orb: Sound burst (Fort i tude DC 13  part i a l )  

• Dragon Turtle Orb: Control water 

• Drake Orb: Expeditious retreat 

• Faerie Dragon63 Orb: Stinking cloud ( Fort i tude DC 14 negates) 

• Gorynych6' Orb: Scorching ray 

• jabberwock6' Orb: Confusion (Wi l l  DC 16 negates) 

• Lin norm Orb: Bestow curse (Wi l l  DC 16 negates) 

• Pseudodragon Orb: Deep slumber (Wi l l  DC 14 negates) 

• Spine Dragon' swG Orb: Telekinesis 

• Tatzlwyrm63 Orb: Ray of exhaustion (Forti tude DC 14 part ia l )  

• Wyvern Orb: Poison (Fort itude DC 16 negates) 

DESTRUCTION 

An Orb ofDragonkin shatters if subjected to the b reath weapon 

of a true d ragon of the same a l ignment as the orb's associ ated 

dracon i c  creatu re. 

ORB OF D RAG O N  S H A P E  

Aura strong  t ransm utat io n ;  C L  19th 

Slot none ;  Weight 4 l b s .  

DESCRIPTION 

Once per day, the bearer of one  of these sc int i l l at i ng, 

1-foot-d i ameter orbs can tran sform i nto a H uge dragon 

of a spec ific var i ety. Th i s  effect i s  s im i l a r  to that created by 

form of the dragon I l l, but  the  bearer a l so 

" 

ga i n s  spe l l  res ista n ce 21 a nd  the 

fo l l owi ng  a b i l i t ies l i n ked the  orb's 

d ragon type, u s ab l e  th ree t imes 

dur ing the  transformat ion .  

The transformat ion l asts fo r 10 

m i n utes and  can not be ended prematu rely. 

• Black Dragon Orb: Darkness 

' • Blue Dragon Orb: Ghost sound (DC 10), 

minor image (DC 13), ventriloquism 

(DC n) 

• Brass Dragon Orb: Endure 

elements, speak with animals, 

suggestion (DC 14) 

• Bronze Dragon Orb: Create 

food and water, fog cloud, speak 

with animals 

• Copper Dragon Orb: Grease (DC n), 

hideous laughter (DC 13), stone shape 

• Gold Dragon Orb: Bless, daylight, 

• Green Dragon Orb: Charm person 

(DC n), entangle (DC n) , suggestion 

(DC 14) 

• Red Dragon Orb: Detect magic, 

pyrotechnics (DC 13), suggestion (DC 14) 

• Silver Dragon Orb: Detect evil, feather fall , fog cloud 

• White Dragon Orb: Fog cloud, gust of wind (DC 13) 

DESTRUCTION 

To destroy an Orb ofDragonshape that  t ransforms the user 

i nto a good-a l i gned dragon,  a n  evi l d ragon m ust use the orb 

to transform and  sacr ifice i t se lf  to save another. To destroy 

an orb t ied to evi l dragons ,  a good dragon m ust use i t  to 

tran sform and go on  a ram page resu l t i ng  in the death of more 

than  100 i n nocents . 

(�own Qr&s of <])ragonfdnd 
The locations of several Orbs of DraJJonkind-or, at least, 

variants and remnants of these artifacts-are currently 

known or suspected. Noted here is but a sampling of those 

that have made their power felt within recent years. 

The Broken Promise: Mengkare, the gold dragon ruler 

of Hermea, stands as one of the few members of his kind to 

openly dabble in the politics of the Inner Sea's nations. While 

few countries are comfortable dealing with the purportedly 

altruistic draconic despot, Andoran, Druma, and Taldor 

have all sent multiple envoys to the island country, courting 

Mengkare's favor and seeking alliances, only to receive polite 



refusals each time. However, these countries' ambassadors 

have not returned home empty-handed. Mengkare presents 

each diplomat with a sliver of golden crystal upon their 

departure, treasures he claims are pieces of a most ancient 

and powerful gold Orb ifDra.fjonkind, given to prove his noble 

intentions toward the peoples of the Inner Sea. Although 

none can say how many of these shards exist, research 

suggests the truth of the dragon's claim. Thus, the useless 

pieces of this potent Orb ifDra.fjonkind lie scattered through 

the national vaults of several Inner Sea nations, with the 

lion's share likely held by Mengkare himself. 

Jaikzam, the Dragon Breaker: Jaikzam was born for 

greatness, his glacier-white fur and massive size making 

him the favored mammoth mount of Loakzeem, the revered 

leader of the Ice Chasm Following. Even when Jaikzam fell 

in battle against the white dragon Zeidz the Bone Shriel,er, 

the Ice Chasm's shamans refused to let his legend end. 

From his mighty bones, his ghostly hair, and the skeletons 

of dozens of other lesser mammoths, the mystics created a 

massive zoic fetish in the shape of a mighty mammoth. Ever 

since, the Ice Chasm Following has traveled the deadliest 

passes of the Tusk Mountains, claiming that the white 

dragons that hunt those peaks fear Jaikzam. 

Yet, having recently returned to Absalom 

after numerous years in the North, the 

Pathfinder Ivdra "Red" Zarroka describes 

in her recently published journals the 

gigantic mammoth totem and 

"the twin treasures in its fabulous 

eyes, one an ice diamond larger 

than a wolf's skull, and the 

other, a storm of fury and ice 

locked within an orb." 

Song of the Dawning Star: In 

4707 AR, Sheiheth Rafzammi of 

Thuvia finally allowed 

herself to succumb to 

death, foregoing her 

seventh draught of sun 

orchid elixir. Having never 

mothered a child, Rafzammi 

left detailed instructions concerning the distribution 

of her fabulous wealth, among which her servants were 

shocked to discover the copper Orb ifDra.fjonkind spoken of 

in Thuvian lore as the Son.fj of the Dawnin.fj Star. Rafzammi's 

nephew, Raffiet, a Nethys-worshiping ascetic, declined the 

entirety of his significant inheritance except for the orb. 

Regarding the artifact, Raffiet Rafzammi contacted the 

copper dragon Mierusildas and her kin, who had long 

laired on the shores of the Inner Sea near Glasswall Isle, 

and arranged that the orb be entrusted to them. Yet while 

the armed caravan transporting the Son.fj of the Dawnin.fj 

Star crossed the desert from Sheiheth's palace near Pashow, 

sPrima[ and qmperia[ ()r&s 
Some ta les te l l  of Orbs of Dragonkind with the power to 

control true d ragons other  t han  c h romat ic a nd  meta l l i c  

d ragons.  S hou l d  these a rt ifacts exist, they wou l d  h ave the 

same propert ies as Orbs of Dragon kind, but wi th  a ltern ate 

powers l i n ked to the d ragons over wh ich they ho ld  power. 

The fo l l owi ng  a re the  a b i l i t ies l i n ked to i m pe ri a l  a n d  

p rima l  d ragons.  

Imperial Orbs 
• Forest Dragon Orb: Entangle (Reflex DC 15 pa rti a l )  

• Sea Dragon Orb: Call lightning (Refl ex DC 17  h a lf) 

• Sky Dragon Orb: Gust of wind (Fort i tude DC 16 negates) 

• Sovereign Dragon Orb: Shout (Fort i tude DC 18 pa rt i a l )  

• Underworld Dragon Orb: Spike stones (Reflex DC 18 parti a l )  

Primal Orbs 
• Brine Dragon Orb: Water breathing (self on ly) with a swi m 

speed of so feet 

• Cloud Dragon Orb: Gaseous form (se lf on ly) with a fly 

speed of so feet 

• Crystal Dragon Orb: Prismatic spray (DC 21) 

• Magma Dragon Orb: Fire shield 

• Umbra/ Dragon Orb: Shadow walk 

a great sandstorm swept over 

them and the artifact was lost. 

None have seen the orb since. 

Stormsheart: Locked away 

within the depths of Erebus, 

the nighted vault of Hell, 

gigantic sphere known as 

Stormsheart is no normal 

Orb of Dra.fjonkind-the 

massive crystal measures 

over 250 feet in diameter. 

Those who near the orb in 

its cathedral-like vault tell of a 

deafening, thought-overwhelming static. 

In truth, this "static" is the endless roaring of 

more than 1,ooo blue dragon souls that were sacrificed to 

create this bloated device. Few mortals can stand to draw 

near Stormsheart, and of those who can, most who attempt 

to use the profane orb are driven mad by the furious, 

tortured dragon spirits locked within. Those who do retain 

their sanity, though, find that the nearly immovable orb 

possesses all the powers of a normal blue Orb ifDra.fjonkind, 

and can determine the location of any blue dragon in 

existence and attempt to dominate such dragons from any 

distance as per a normal Orb oJDra.fjonkind, forcing the target 

to make a successful DC 35 Will save to resist the effect. 
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�EUCX Of «AZAVON 
Crafted from ancient dra.9on bones, this col lection of .9ruesome 

relics includes varied arms, armor, and the trappin.!JS of a 

tyrant's merciless re.9ime. 

�e Seven �[ics of 
C�savon 
Seven blasphemous artifacts 

compose the Relics of Kazavon, 

all crafted from the remains of 

the dreaded wyrm Kazavon, 

and all bearing sentient 

fragments of Kazavon's foul 

spirit. Each relic is a potent 

intelligent artifact in its 

own right, but if collected, 

they reveal the lingering essence of the 

infamous dragon from whose bones they 

were forged. Should one of the artifacts be 

destroyed, the original relic-a piece of 

the dragon Kazavon itself-still remains. 

The relic loses all of its powers, while 

retaining the lingering consciousness of 

Kazavon. To truly destroy all of the Relics 

of Kazavon, the dragon must be brought 

back to life and then slain. 

ARM O R  OF S K U L L S  

Aura strong  a bj u rat ion and  t ransm utat ion ;  C L  2oth 

Slot a rmor ;  Weight 30 l bs .  

STATISTICS 

Alignment LE ;  Ego 10 

Senses 30 ft. 

l nt 10, Wis 12, Cha 10 

Com munication em pathy 

Powers 3/day-fear (DC 16), freedom of 

movement, protection from energy, shout 

(DC 16) 

DESCRIPTION 

Crafted from t he  s k u l l  of t he  d ragon  

Kazavo n ,  t h e  Armor of Skulls i s  a La rge 

i n te l l i gen t  +4 greater electricity resistance 

breastplate t h a t  g ran t s  i ts  wearer  a +4 

e n h a ncement  b o n u s  to Strength  a n d  

Const i tu t i o n .  O n ce pe r  d ay, t h e  

wea rer  c an  u n l e a s h  e i t he r  a b o l t  o r  

b u rst o f  e l ect r i c i ty. The  bo l t  i s  a 

120-foot l i n e  of e l ectr i c ity t h at de a l s  

2 4d8  po i nts  of e l ect r i c i ty d a m age 

(Reflex DC 37 fo r h a l f) .  The  b u rst dea l s  6d8 po i nts  of 

e l ectr i c i ty d a m age to a l l  c reatu res wit h i n  a 30-foot- rad i u s  

b u rst ( Reflex DC 37 fo r h a l f) .  

DESTRUCTION 

One who has  never ki l l ed another  creatu re m ust b i nd  the 

Armor of Skulls i n  go l d  cha ins  (worth 1 ,ooo,ooo gp), then 

s l owly sh atter the  a rmor  by sho rten i ng  the  cha in  by one  l i n k  

every d a y  for 1 ,000 days. 

B O U N D  B LA D E  

Au ra strong  necromancy; C L  2oth 

Slot none ;  Weight 6 l bs .  

STATISTICS 

Alignment LE ;  Ego 10 

Senses 30 ft. 

l nt 10, Wis 10, Cha 12 

Com m u nication em pathy 

Powers consta nt­

deathwatch 

3/day-deeper darkness, rage, 

slow (DC 14) 

The  Bound Blade is a +3 unholy adamantine 

bastard sword, fo rged from the  c l aws of 

l<azavon .  For wors h i pers of Abada r, t he  

Bound Blade i s  h e resy made  man ifest .  

The  sword grants  t he  user  a +6 

e n h a ncement  bonu s  to Strength .  As 

a free act i o n ,  upon  u s i ng  the sword to 

reduce  a sent ient  l iv i ng  creature to o 

or fewer h i t  po i nts ,  t he  w ie lde r  c an  cast 

soul bind, fo rci ng  tha t  creatu re to m a ke 

a s uccessfu l  DC 25 W i l l  s ave or h ave its 

sou l  trapped with i n  t he  sword.  Wh i l e  t he re 

is a sou l  t r apped with i n  t he  sword, t he  Bound 

Blade eman ates t he  effects of t he  s pe l l  desecrate 

i n  a so -foot- rad i u s  a u ra .  Th i s  a u ra l a sts fo r a n u m ber  

of days eq u a l  to t he  n u m be r  of H i t  D i ce t he  s l a i n  

creature possessed.  Afte r  t h a t  per iod passes ,  t h e  

sou l  with i n  t he  sword i s  destroyed a nd  c a nnot b e  

restored b y  a ny method s ho rt o f  d iv i n e  i ntervent i o n .  T h e  

sword w ie lde r  c an  re lease a t r apped sou l  b y  u s i ng  the  b l ade's 

soul bind a b i l i ty on a nothe r  creature .  

The Bound Blade sh atters if used by a pa l ad i n  of Abadar 

to s l ay a fa l l e n  pa lad in ded icated to Zon - Kuthon .  

STATISTICS 

C ROWN OF FAN G S  

Aura strong  encha ntment ,  i l l us ion ,  necromancy; 

C L  2oth 

Slot head; Weight 4 l b s .  

Alignment LE ;  E g o  10 

Senses 30 ft. 

l nt 10, Wis 10, Cha 12 

Com munication em pathy 



Powers 3/day-alter seif, dominate person (DC 17), major image 

(DC 17), mirror image, mislead (DC 19) 

DESCRIPTION 

Kazavon 's teeth were set i nto a jewe led c i rc l et of go ld ,  

creat i ng  t he  Crown of Fangs. The  c rown g r an t s  i ts wearer a 

+6 e n h a ncement  bonu s  to Const i tut i o n  a nd  Ch a r i sma ,  as 

we l l  as  regene rat ion 20.  O n ly t he  b lade Serithtial (see page 

61), a holy avenger, o r  a p a l ad i n 's smite evil a b i l i ty c an  dea l  

l e th a l  d am age to t he  wearer. Add i t i o n a l ly, t he  wearer ga i n s  

t he  person a l  benefits of t he  s pe l l  foresight. 

DESTRUCTION 

The Crown of Fangs is destroyed if struck by 

a ho ly  sword forged by a once-morta l  god. 

H OW L I N G  H O RN 

Aura strong  evocat ion ;  CL 2oth 

Slot none ;  Weight 12 l b s .  

STATISTICS 

Alignment LE ;  Ego 10 

Senses 30 ft. 

STATISTICS 

Alignment LE ;  Ego 10 

Senses 30 ft. 

l nt 10, Wis 12, Cha 10 

Com munication em pathy 

Powers 3/day-deeper darkness, shadow walk (DC 19), symbol of 

pain (DC 17) 

DESCRIPTION 

Kazavon's sh attered r ibs  were twisted i nto a mant l e  

of bone  fragments known as the Shredskin. The 

mant l e  gra nts its wearer  a +6 e n h ancement bonus 

to Wisdom, a +s resista n ce bonus  on  a l l  

savi ng  th rows, and  the  a b i l i ty t o  h i d e  i n  

p l a i n  s ight  as p e r  the  sh adowdancer  c l ass  

feature .  The wearer  can  speak  wi th  

any shadow, i n  a way s im i l a r  to 

the effects of the  spe l l  stone tell. 

Shadows wi l l i ng ly te l l  the wearer 

what dangers they obscure and  what 

l nt 10, Wis 10, Cha 12 

Com munication em pathy Crown of (fangs 

creatu res h ave come in contact with 

them i n  the  past 24 hou rs .  The s h adows 

can o n ly re l ate i nformat ion a bout  creatu res 

they've en sh rouded .  Creatu res beari n g  Powers 3/day-circle of  death (DC 19), 

repulsion (DC 19), waves of exhaustion 

DESCRIPTION 

Sh a ped from Kazavon 's ho rns  i nto a dead ly  m us i c a l  

i n s t rument ,  t he  Howling Horn gran t s  t he  bea re r  a +4 

e n h a ncement  bonu s  to Dexterity a nd  Cha r i sma .  S ound i ng  

the  Howling Horn fo rces a l l  nonev i l  creatu res with i n  40  feet 

to m a ke a s uccessfu l  DC 25 Fo rt i tude save o r  be  deafened fo r 

2d6 ro unds .  A user  who succeeds at a DC 20 Perform (wi nd  

i n stru ments) check  wh i l e  u s i ng  t he  ho rn  s u m mons  fo rth t he  

roar  of Kazavo n ,  a b l ast  tha t  affects creatu res 

in a 40-foot cone ,  dea l i n g  2od6 po i nts of 

son i c  d am age a nd  deafe n i n g  them 

fo r 4d6 ro unds  ( a  s uccessfu l  DC 

25 Fort i tude save red uces t he  

d am age by  h a l f  a nd  negates 

the deafen i ng). U n attended 

c rysta l l i n e  objects t a ke doub l e  

d am age.  Nonev i l  creatu res with i n  

1 0  feet o f  t he  h o r n  w h e n  the  roar  

i s  s ounded m u st s u cceed at an  

add i t i o n a l  DC 25 Wi l l  s ave o r  be 

affected as  per  t he  spe l l  insanity. 

DESTRUCTION 

A performer m ust use the Howling Horn to make 

a successfu l  DC 40 Perform (wi nd instruments) 

check to enterta i n  a good-a l igned deity. 

S H RE D S KI N  

Aura strong div inat ion and  i l l us ion ;  C L  2oth 

Slot chest; Weight 20 l bs .  

a l i gh t  source a re not u su a l ly touched by shadows, though 

shadows can  te l l  when they've been d i s rupted by pass i ng  l i ght .  

DESTRUCTION 

The Shredskin m ust be taken  to the Posit ive 

Energy P l a ne  or  S a ren rae's doma in  on  N i rva na  

a nd  exposed to d i rect l i ght for 1 month .  

STA F F  O F  T H E  S LAI N 

Aura strong  evocat ion ;  CL 2oth 

Slot none ;  Weight 6 l bs .  

STATISTICS 

Alignment N G  (Kolwyddon), LE  

(Kazavon); E g o  10 

Senses 30 ft. 

l nt 12, Wis 10, Cha 10 

Com munication em pathy 

Powers at wi l l-detect magic, 

ventriloquism (DC n) 

3/day-create water, dimension door 

(dur ing the day), lightning bolt (at n ight ;  

DC 14), major image (DC 14), veil (DC 19) 

1jday-hallucinatory terrain (DC 16), mirage 

arcana (DC 17) 

DESCRIPTION 

Crafted from the  t a i l bones of Kazavon ,  

the  Staff of the Slain i s  a n  i nte l l igent + 5  spell storing shock 

quarterstaffthat grants its w ie lder  a +4 e nh ancement bonus  to 

I nte l l i gence .  I n  add i t ion ,  the staff a l l ows the  wie lder  to change 

the  energy type of a ny spe l l  he casts that  dea l s  energy damage 

to e l ectr ic ity (such as caus i ng  a .fireball to deal e l ectr ic ity 
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damage). The staff h a rbors two persona l i t ies :  the neutra l  good 

wizard Ko lwyddon (dom i n a nt du r i ng  the  day) and the  dragon 

Kazavon (dom i n ant  at n ight). Some of the staff's powers 

change depend i ng  on  the t ime of day and wh ich  persona l ity 

i s  in contro l .  

DESTRUCTION 

U n known to e ither persona l ity, destroyi ng 

the staff req u i res submergi ng it 

for 24 hou rs i n  a pool of s i lver 

dragon tears. 

TH RO N E  OF NALT 

Aura strong  d iv inat ion and  

enchantment ;  C L  2oth 

Slot none ;  Weight 3 .475 l bs .  

STATISTICS 

Alignment LE ;  Ego 10 

Senses 30 ft. 

l nt 10, Wis 12,  Cha 10 

Com munication em pathy 

Powers at wi l l-detect evil, detect good, discern 

lies (DC 16) 

3jday-dismissal (DC 17), greater command 

(DC 17) 

1jday-planar binding (DC 19) 

DESCRIPTION 

G reat horns  of go ld ,  a mass ive sea serpent's s ku l l ,  a nd  the 

wings of Kazavon form the  ornate Throne ofNalt. The throne 

grants  whoever i s  seated upon  i t  a +6 enh ancement bonus 

to Char i sma and  Wisdom. Once per 

day, the  user can cast geasf 

quest. Any creatu re with 

the  evi l su btype takes 

a -6 pena lty on  savi ng  

th rows to resist th i s  effect. 

DESTRUCTION 

The Throne ofNalt cru m b les 

to dust if a person who wants 

noth i ng  s its upon it and bequeaths 

a l l  he  has  to another. 

Cffistory 
In 4043 AR the vile blue dragon 

Kazavon ushered in an 

age of blood, forging 

an empire of atrocities 

in the heart oft he Hold 

of Belkzen. Disguised 

as an enterprising 

human mercenary and 

tasked with defending Ustalav's western border, Kazavon 

gathered an army of sellswords and criminals to his banner 

and fought back the orcs, slaughtering them in their own 

homeland, and claimed a realm of his own. Raising the 

accursed Castle Scarwall in the easternmost arm of the 

Mindspin Mountains, the disguised dragon terrorized 

Belkzen, Lastwall, Ustalav, and Varisia, dedicating his 

empire to his dark lord Zon-Kuthon. The 

dragon's blasphemies persisted until the 

heroic soldier Mandraivus-united 

with Lastwall mercenaries, Shoanti 

mystics, and Ustalavic arcanists­

pointed his sacred sword Serithtial 

and led the assault on Scarwall. 

Beating back the tyrant's legions, 

the heroes faced Kazavon and 

discovered his true nature, that of 

an ancient and tortured draconic 

champion of the god of pain. The 

toll in lives proved staggering, but 

in the end the dragon fell. Yet his terrible 

essence was guarded by Zon-Kuthon, 

and Kazavon lived on within his own 

shattered form. Thus, the surviving 

champions took up the bones of Kazavon 

and scattered them across Golarion, 

swearing to ensure the evil dormant 

within could never be reunited. 

The barbarian prince Kuraigh carried away 

the skull of Kazavon, burying it in an ancient shrine of his 

people's ancestors atop the Mountain of Frozen Echoes. Six 

hundred years later, the frost giant jarl Yensiir Rimeblood 

freed the dragon's skull from its 

tomb of ice and crafted it 

into an emblem of his 

growing empire. 

A stern paladin of 

Abadar named Roianda took 

charge of Kazavon's claws, 

carrying them far into the 

southern reaches of Garund on 

an epic 18o-year journey. Before she 

died, Roianda bound the claws in 

chains of adamantine and interred 

them in molten gold. Centuries 

later, a lone choker found its way into 

tomb and discovered 

the Bound Blade lying 

atop her bier. 

Coja Eyes-Aflame, a 

Shoanti shaman of 

the Sklar-Quah, took 

possession of Kazavon's 

fangs, hiding them deep beneath an ancient pyramid in 

southern Varisia called the Grand Mastaba-a site now 

located in the city of Korvosa. 



The elven sorcerer Laizuriel planned to carry Kazavon's 

horns back to Kyonin. His journey came to an end, 

however, when he was ambushed by the blue dragon 

Cadrilkasta, who placed the horns in her hoard hidden 

among the sea cliffs of Razmiran. 

A Qadiran scholar-priest of Irori named Vahahn 

took Kazavon's ribs to countless worlds and 

impossible realms in an attempt to destroy 

the bones. His fate remains uncertain, 

but the ribs-now the relic known as the 

Shredskin-are now thought to be in the 

possession ofZon-Kuthon himself. 

The wizard Kolwyddon of Taldor sought 

to commune with the consciousness residing 

in Kazavon's tailbones, but the dragon's spirit 

overwhelmed his mind. In desperation, 

Kolwyddon blasted his own body to ashes, 

denying Kazavon a living vessel, but ensnaring 

his own intellect in the Staff of the Slain. 

The dervish Kallad of Rahadoum took the wings 

of Kazavon, but his ship was lost before he reached 

Azir. The wings were later found by the smuggler 

N alt Tar brow, who proclaimed himself a pirate prince 

of the Shackles and crafted the wings into an ornate 

throne on the island of Eel's Skull. 

In the centuries since, the bones of Kazavon have 

attracted despots and lunatics, and have been reshaped 

into the armaments and accoutrements of rule. The 

cruelty of Kazavon lies locked within these relics, and 

each fragment is drawn to the others, relentlessly seeking 

a blasphemous reunion and the day they might be reborn 

to forge a new empire of suffering. 

�uniting tftc �[ics 
Each of the Relics of Kazavon bears a vestige of the 

ancient dragon tyrant's invincible spirit. Although the 

Relics of Kazavon have no ability to unify themselves, the 

servants of Zon-Kuthon have long sought to restore the 

foul wyrm. While the artifacts currently lie scattered 

across Golarion, should two of the Relics of Kazavon 

United Abilities: Upon the reunion of his pieces, 

Kazavon's mental powers increase. For the purposes of 

determining the unified relics' ability scores, treat their 

base Intelligence, Wisdom, and Charisma scores as 10.  

For each of the artifacts' mental scores that is higher than 

10, add +2 to the combined mental score of the relevant 

ability. If this is the same ability for two reunited items, 

the increase stacks. For example, as the Howlinjj Hom has 

Charisma 12 and the Staff of the Slain has Intelligence 12, 

their combined stats would be lnt 12, Wis 10, Cha 12. If 

the Crown of Fan9s was to joined with these two relics, 

their unified stats would become Int 12, Wis 10, Cha 14 .  

United Senses: When multiple Relics of  Kazavon 

reunite, the dragon's spirit regains a portion of its 

sentience, strength of will, and ability to inf luence 

the world. Thus, the relics' combined ego, methods of 

communication, and senses increase as noted on the 

following chart. 

# Of 

Relics Com m u nication Senses Ego 

1 

2 

3 

4 

5 

6 

7 

Em pathy 30 ft. 10 

Em pathy 6o ft. 12 

Speech 120 ft. 14 

Speech 120 ft. ,  da rkv i s ion 16 

Speech 120 ft. ,  da rkv i s ion 18 

Speech, te lepathy 120 ft. ,  da rkv i s ion 20 

Speech, te lepathy 120 ft. ,  b l i n dsense ,  22 

da rkvi s ion  

United Purpose: Upon the reunification of  at least 

three of the Relics of Kazavon, the wyrm has recovered 

enough of its sentience and personality to realize its 

situation. At this point, the artifacts gain a unified 

purpose: the recovery of Kazavon's remaining parts. 

Either through the domination of bearers or subtle 

manipulations, the relics seek out their brethren in 

an attempt to resurrect Kazavon. 

ever be reunited, the dragon's shattered 

spirit would increase in power-a first 

step toward the tyrant's resurrection. 

Scattering the Relics: If one Relic of Kazavon is 

ever taken farther than 100 feet from the others, 

the relic reverts to its normal statistics and the 

group of assembled artifacts decreases 

in ability scores, communication, senses, 

and ego. 

Staff of the S£ain 

If two of the relics are donned by 

the same individual, or if two of the artifacts (even just 

the bones) ever come within 100 feet of one another, the 

fractured intelligences instantly reconnect, forming a 

unified and more lucid facet of the dragon's scattered 

mind. At this point, the two Relics of Kazavon are treated 

as having the same ability scores, senses, and methods 

of communication-essentially, one intelligence now 

controls both items. In addition, the reunited relics gain 

several increased benefits and abilities. 

�storing C�savon 
Should all the Relics of Kazavon be united at a site holy 

to Zon-Kuthon, a lengthy and bloody ritual might be 

conducted to resurrect the dragon. Numerous mortals, an 

adult dragon, and a blood relative of one of Mandraivus's 

cabal must be sacrificed as part of t his lengthy ceremony. 

At the end, all seven Relics of Kazavon are destroyed, 

uniting to unleash Kazavon reborn, a unique being easily 

as potent as a great wyrm blue dragon ravener. 
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�lNG Of NINE fACETS 
A ,9emstone unlike any other ,9listens within the .9rip of this copper 

and obsidian rin.!J. The,9em is cut with nine facets, each sparklin.!J 

a distinct color, the one facin.!J upward ,9limmerin.!J most vibrantly. 

RI N G  OF N I N E  FAC ETS 

Aura strong abj u ration ,  conju rat ion, and transm utation ;  C L  19th 

Slot r i ng ;  Weight -

DESCRIPTION 

The gem set with i n  th i s  rema rkab ly a ncient ri ng  is d i st i nct ly 

cut to exh i b it nine perfect facets, each of a d ifferent h ue. Each 

day at s un rise, the gem rotates to d i sp l ay a d ifferent facet. The 

active facet determi nes the r ing's power 

for that day. Each day, ro l l 1d10 on  the 

R ing of N ine Facets Powers tab le  to 

determ ine  which facet-and thus  

which power-is active. 

The wearer of the ring can, with 

a great dea l of menta l  exertion ,  

attempt to change the active facet 

away from one she does not desi re. 

The gem can on ly be turned in 

a particu l a r  order that sh ifts the active 

facet to the next h ighest facet, and each facet is a 

particu l a r  number of steps away from one another 

(see the R ing of Nine Facets Powers tab le). To change 

the facet, the wearer must succeed at a Wisdom 

check as a fu l l - round action ,  and the wearer takes 

non letha l  damage, regardless of success. The DC 

of the Wisdom check to turn the gem is 15 + 5 per 

1-step i ncrease, whi le the non letha l  damage dealt 

eq ua l s  1d6 per 1-step i ncrease. For examp le, ifthe facet ofthe day 

were ye l l ow, the wearer cou ld attempt a DC 20 Wisdom check 

and take 1d6 poi nts of non letha l  damage to sh ift it to copper, or 

attempt a DC 25 Wisdom check and take 2d6 poi nts of non letha l  

damage to sh ift it to green .  The r ing's facets cannot be sh ifted 

backwards (th us, ye l l ow cannot turn d i rectly to wh ite; it must sh ift 

through a l l  seven other co lors to reach white). The r ing's facet can 

on ly be changed once per day. 

Any nongood creatu re that  wears the  Ring of Nine Facets 

immed i ate ly t akes 2d6 po ints of non let h a l  d amage and  

a nother  2d6 po i nts of  non l eth a l  d amage every m i n ute i t  

cont i n ues to wea r  the  ri ng. 

DESTRUCTION 

If the  wea rer of the Ring of Nine Facets successfu l ly sh ifts it 

through a l l  n i n e  facets twice (req u i r i ng  a DC 105 Wisdom 

check and  i n cu rr i ng  18d6 po ints of non let h a l  damage) a 

tenth ,  b l ack  facet is revea led .  Th i s  causes the  r i ng  to dea l  2d6 

po i nts of l e tha l  d amage to any non  neutra l  (not so le ly  neutra l )  

wearer every round  it i s  wo rn .  The other powers of th i s  new 

facet a re a myste ry, but  the  wea rer can use the tenth facet to 

comp l ete ly destroy the Ring of Nine Facets. 

Ring of Nine Facets Powers 
1d10/Step Facet Color Active Facet Power 

l G reen Wea rer i s  immune  to d isease 

2 I n d igo Wea rer needs no  a ir to s u rvive 

3 Orange Wea rer ga i ns  a +5 natura l  a rmor  

bonus  

4 Vio let Wea rer ga i ns  l ow- l ight  v is ion 

5 Red Wea rer ga i ns  fast he a l i ng  1 

6 B l u e  Wea rer can u se  fly at wi l l  

7 White Wea rer ga i ns  cold res istance 30 

8 Ye l l ow Wea rer ga ins  freedom of movement 

9 Copper Wearer ga ins a +5 resistance bonus 

on savi ng th rows 

10* Ro l l  aga i n .  

* Th i s  step doe s  no t  count  as a facet for the pu rposes of 

adjust ing the r ing's da i l y  a b i l ity. 

of Old Mage Jatembe and 

his Ten Magic Warriors still color the 

legends of Garund, though much of the 

truth of these heroes has been lost. For all 

of their mystery and impossible deeds, one of 

the best-known facts of the Old Mage is that 

he departed Golarion, leaving his followers 

behind to guard his people. Some tales claim 

that his disciples begged him to stay, saying 

that he represented the best of each of them 

and united them as the guardians of the 

realm. J atembe bid each of t he Ten Magic 

Warriors cut open their palms, then passed 

his ring of copper and stone to each. As it was 

passed between them, the blood, honor, and 

magical might of nine of the Warriors poured into 

the ring, empowering it with the strength of their shared 

cause. The tenth Warrior realized what his master was doing 

and feared being stripped of power, and so gripped the ring 

with his unbloodied hand, relinquishing none of his might. 

All night, Jatembe worked over the ring, wet with the blood 

of most of his followers, and in the morning emerged with 

the Rin.9 of Nine Facets. He bequeathed it to his Ten Magic 

Warriors, telling them that it would share their power and 

bind their devotion and power to whoever needed it most. 

�mifications 
Anyone who discovers the Rin.!J of Nine Facets inherits the 

might of heroes, but risks taking up their crusade. 

Precision at a Price: The RinlJ of Nine Facets has a mind of 

its own, which manifests as its daily random power. While 

this ability often proves advantageous, the ring's wearers 

often expend health to influence it. While the cost of altering 

the ring's power slightly is minor, more significant changes 

come with a greater cost and greater chance of failure. 



5AINT (liTHBERT'S MACE 
This simple wooden mace bears the scars and splinters of 

frequent use, and looks like the weapon of a travelin.9 monk or 

military chaplain. 

SAI N T  C UT H B E RT'S MAC E 

Aura strong abju ration ,  conj u ration ,  and  transm utation ;  CL 2oth 

Slot none ;  Weight 8 l bs .  

DESCRIPTION 

Despite its ragged appearance, Saint Cuthbert's Mace is a +5 

axiomatic holy disruption heavy mace that a l lows the bearer to 

cast the spe l l  searing light at wi l l .  Any evi l  creatu re that attem pts 

to wie ld the Mace i s damaged as though it were struck by the 

weapon's searing light ab i l ity every round  it wie lds the a rt ifact. 

On  the 2oth of Pha rast every yea r, the mace makes use of 

greater teleport, interplanetary teleport (The Inner Sea World 

Guide), o r  plane shift to i n stant ly trave l to a locat ion a nywhere 

i n  the m u lt iverse where it is needed, typica l ly appeari n g  

where a worthy l awfu l  good wie lder  wi l l  s oon  pass .  The mace's 

bearer has no  contro l  over th i s  effect and  i s  not i n c l uded i n  

the  a rt ifact's te l eportatio n .  

DESTRUCTION 

One who has  borne Saint Cuthbert's Mace for a tota l  of 

3 years m ust use it to s l ay an evi l demigod or greater 

power, c aus i ng  the weapon to sh atter. 

Cflistor� 
The history of Saint Cuthbert's Mace has 

its origins far from Golarion, on a far­

flung, magic-starved world. On that 

globe a remarkable man was born 

to a simple life and a path that 

would lead him to be a pious 

soldier, spiritual leader, and 

eventually worker of miracles. Throughout multiple tests 

of courage and faith, he remained devoted to comforting 

the sick, righting injustices, and enkindling the light of 

righteousness in a world beset by darkness. As the priest 

aged, he came to accept that his days as a warrior were past 

and took his trusted weapon, a simple wooden mace, to the 

top of a hill and prayed that the mace would find another 

who would use it to defend that which is good against evil. 

When he opened his eyes, the mace had vanished. 

Since then, Saint Cuthbert's Mace has appeared on untold 

worlds, always along the path of a virtuous hero or a pious 

soul with the promise or need to be a champion against 

villainy. Its most famed appearances across the multiverse 

include the following. 

• Appeared under the bed of the shepherd Pol, who carried 

it into battle to dethrone the King of Many Crowns. 

• Almost carved into by the artisan Loaib Stormchild, 

who was thrown into the Volcano Iomo as a sacrifice 

to Peyakiaia, used the mace to slay the ancient magma 

dragon, and emerged unscarred. 

• Dug up by Horner, the dog of Prince Anlost, who 

resisted the legions of the Archdevil Moloch, delaying 

his world's conquest by diabolical armies by 3 centuries. 

• Employed by the child hero Ouphineil to destroy the 

Salvation Machine. 

• Used by the blood slave Durrinmad to slay the vampiric 

Emperor Jaddienul, Vision of the Eternal Eclipse, within 

5 minutes of appearing on his world. 

• Served as a replacement for the Nightlock, barring the way 

of the choker hordes of the Undermaw for 4 months while 

the original ward could be repaired. 

Flung by Quinizhal Zhihita 

to shatter the teeth of the giant 

protean Zolo of Hungry Shapes 

when he nearly consumed the 

Elysian realm of Silvermists. 

In Golarion, used by the hero 

Endri of Uir to slay the Ghol-Gan 

advisor Xholakhad, revealing his undead state 

and ending his manipulation of the imperial 

family's prophecies. 

None can say how many similar world-changing 

feats the mace has performed in its ages of existence. 

�mifications 
Anyone who discovers Saint Cuthbert's Mace discovers the 

weapon of a true hero, with all the challenges such a title 

often demands. 

Hero Seeker: Saint Cuthbert's Mace is a legend that seeks out 

legends, uncannily appearing in the lives of those who need 

it most, even if those who discover it don't realize they have 

the calling to be heroes. No record exists of the mace ever 

making a mistake or falling into the hands of an unworthy 

bearer, though it often comes into a hero's possession before 

it becomes needful. Although it does not cause evil itself, the 

mace's appearance often presages dark days. 

Temporary Ally: On the zoth of Pharast, Saint Cuthbert's 

Mace typically vanishes to aid another hero in more dire 

need-some say it seeks out the most needful or worthy hero 

in the Great Beyond with each teleportation. The mace will 

not abandon a bearer in a moment of crisis, though, even if 

this means putting its mysterious disappearance off by a few 

days. In extreme cases, the mace has delayed seeking a new 

owner for as much as a week, though as soon as its current 

wielder is out of immediate danger it departs to aid another. 

Ultimate Warrior: Some suggest the mace isn't seeking 

to combat the greatest dangers in the multiverse, but 

rather is testing heroes, seeking a wielder as worthy as its 

first. Should it find such a paragon, its long search could 

hypothetically end, and its true mission-if it has one­

can finally begin. 
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5CEPTER Of �fiEX 
Stran.!Je metal pron.9s and rune-marked teeth jut at weird an.9les 

from this sword-len.9th key. At one end, numerous .!]em-studded 

hoops and disks make up a head similar to an orrery. 

S C E P T E R  OF AG E S  

Aura overwhe l m i ng  tra nsm utat io n ;  C L  25th 

Slot none ;  Weight 8 l bs .  

DESCRIPTION 

The Scepter of Ages can be wielded as a +4 heavy mace with a 

crit ical th reat range of 18-20. I n  addit ion to the damage th is  

weapon dea ls ,  any creature struck by the scepter ages a number 

of yea rs eq ua l  to the damage taken .  On a crit ical h it, not on ly 

does the scepter dea l  greater damage, but the victim ages 2 years 

for every point of damage taken .  Creatu res aged in this manner  

might have the i r  physica l  ab i l ity scores reduced; consu l t  Tab le  

7-2 on page 169 of the Core Rulebook for the effects of ag ing on 

common humanoids. For the wide range of un l isted humanoids 

and non-humanoids th is ag ing might affect, GMs shou ld use 

the i r  judgment, genera l  knowledge, and creature descri ptions 

to dec ide how the effects of ag ing app ly on a race- by­

race basis . GMs looking  for a q u ick way to approximate 

the ages of minor  opponents shou ld a lter Strength, 

Dexterity, and Const itut ion by -1 for every 10 

years aged and consider +40 years to 

be a creatu re's maximum age. Any 

creature aged to greater than 

its maximum age immediately 

dies. Constructs, outsiders, 

and undead a re immune to the 

effects of ag ing. The menta l  

ab i l it ies ofthose affected by 

th is form of aging do not i ncrease. Creatu res that ga in ab i l it ies 

dependant on their age ga in these ab i l it ies as norma l  (though,  

at the GM's d iscret ion, these ab i l it ies might not be immediately 

usab le). The spe l l  regenerate restores 1 yea r  of prematu re agi ng 

for every h it point it hea ls .  Creatu res k i l led by agi ng can on ly be 

restored by true resurrection, miracle, or wish, but even these spe l l s  

do not hea l  ag ing,  retu rn ing the ta rget to l ife on ly 1 yea r  younger 

than h is  maximum age. 

In addit ion to its use as a weapon,  the Scepter of Ages 

can open a porta l  through t ime.  To do th is ,  the scepter's 

bearer m ust spend 10 m i n utes precisely a l i gn i ng  the de l icate 

mechan isms with i n  the a rtifact's head to the exact dates she  

w i shes  to  travel to .  Th is  req u i res the bearer to make e i the r  a DC 

30 l<nowledge (h istory) check to program a precise date or  a DC 

30 Wisdom check to travel to a genera l  per iod .  The bearer can 

rush th rough ca l i b rati ng  the scepter, activat ing it i n  1 m i n ute, 

but do ing so i ncreases the associ ated DCs by +10. Rega rd less of 

whether or not th i s  check i s  successfu l ,  a s-foot-wide g lowi ng 

tea r i n  t ime opens with i n  15  feet. Th is  r ift  cannot be used as a 

weapon or to destructive effect. What t ime the passage opens 

to i s  determ ined by whether the bearer succeeds at the check 

(open ing a porta l  to the desi red t ime) o r  fa i l s  (open ing a porta l  

to the i ncorrect t ime,  determi ned by how s ign ificantly he  fa i l ed ,  

as shown on the Accidenta l  T ime Trave l Resu lts tab le  on page 

43). The t ime beyond the porta l  cannot be viewed and can on ly 

be d iscovered by pass i ng  comp letely through .  The rift rema ins  

open  for 1 m i n ute before c los ing. What creatu res o r  condit ions 

l i e  beyond the porta l  a re determined by the G M  (see the Ages of 

Go l a rion tab le  on  page 43 for exam ples of 

d ifferent t imes on  Go l a rion). 

DESTRUCTION 

Adher ing to l aws beyond those 

ofth i s  rea l i ty, The Scepter 

of Ages cannot be 

destroyed, on ly carr ied to 

a t ime beyond the reach of 

modern users. Some say th i s  has  

happened dozens of t imes, yet sti l l  the scepter 

has been rediscovered ages later, unea rthed 

among ancient ru ins o r  by geo log ica l  u pheava ls .  

<His tor� 
Numerous ancient and contradictory records refer to 

powerful travelers with mastery over time and distinctive 

keylike scepters. During the height of Azlant, the artist 

known only as the Sculptor of the Seafoam Dome 

predicted the rise of a new empire of wizardry in the east, 

sculpting each depiction along with a key like symbol. In 

-4003 AR, the insane seers Casmos and Cielas appeared 

in the home of Patrician Pavotia Lartisia bearing a 

strange staff They were promptly apprehended and 

imprisoned, and lived out long lives making numerous 

uncanny predictions. In -z zs6 AR, the Shory aeromancer 

Viddon of Jidran killed his son, supposedly following 

the warning of his future daughter that the boy would 

destroy an entire sky city. He made several leaps in the art 

of aeromancy soon after. The Scepter of A.!JeS most recently 

appeared in -919 AR in the hands of a strange, beetle-like 

semi-humanoid who was promptly smashed by one of the 

harem guards of governor Haldazhai of the Ninshabur 

province of Azahoud. The noble offered the mysterious 

scepter to his liege in tribute, who promptly committed 

it to the temple-vaults of Tabsagal where it was forgotten, 

at least until those ruins were raided by the Pathfinder 

Durvin Gest in 4328 AR. In the sixth volume of the 

Patlifinder Chronicles, Gest vaguely quips about the scepter's 

properties, and having only barely avoided losing it to a 

Garundi bandit prince. Like the famed Pathfinder, the 

artifact's current whereabouts are unknown. 

�mifications 
Those who use the Scepter rif Afjes may step through time, 

with all the dangers and repercussions that might entail. 



Accidental Time Travel Results 
DC Rol l  Time Beyond Portal* 

DC or h igher  I ntended t ime 

DC -1 to -5 I ntended time mod ified by 1d10 years (1-10) 

DC -6 to -10 I ntended t ime mod ified by 1d10o yea rs (1-100) 

DC -11 to -15 I ntended t ime mod ified by 1d10o x 100 years (10o-10,ooo) 

DC -16 to -20 I ntended t ime mod ified by 1d10o x 1,ooo years (1,ooo-10o,ooo) 

DC -21 to -25 I ntended t ime mod ified by 1d10o x 10,ooo years (10,ooo-1,ooo,ooo) 

DC -26 to -30 I ntended t ime mod ified by 1d10o x 10o,ooo years (10o,ooo-10,ooo,ooo) 

DC -31 to -35 I ntended t ime mod ified by 1d10o x 1,ooo,ooo years (1,ooo,ooo-10o,ooo,ooo) 

Time warp. Ro l l  sepa rately for every creatu re that passes th rough the gate 

* GM ra ndomly determ ines whether the resu l t  i s  added or  su btracted from the i ntended t ime.  

Ages of Golarion 
Approximate Time 

Pr imeva l  past 

Preh istoric past 

Pr im itive past 

Legendary past 

Ages past 

Distant past 

Recent past 

Present day 

Near  future 

Distant futu re 

Fa r future 

Extreme 

Dates 

Ear l i e r  t han  -5o,ooo,om 

-5o,ooo,oo to -1,ooo,oo1 

-1,ooo,ooo to -1o,oo1 

-10,ooo to -4,295 

-4,294 AR to -1 AR 

1 AR to 4 ,605 AR 

4,606 AR to 4 ,711 AR 

4 ,712 AR to 9,999 AR 

10,000 AR to 99,999 AR 

100,000 AR to 999 ,999 AR 

Beyond 1,ooo,ooo AR 

Laws of Time: The Scepter of A.ges is the key to time 

traveling adventures, and all the perils and conundrums 

such stories entail. If a GM does not want time traveling 

elements in her game, is it strongly recommended that she 

not use the Scepter of AIJes. 

That said, time travel can be as simple or as complicated 

as a GM pleases. Nothing says a game has to become 

bogged down with split timelines, temporal paradoxes, 

and existence-shattering repercussions. GMs who want 

the effects of time travel to be like the ripples of a pebble 

dropped into a still pool might enjoy tracking every deed 

and ramification. Alternatively, some GMs might prefer 

the effects of time travel to be like a pebble dropped into a 

swift moving stream, having minor effects near the point 

of contact, but ultimately having no effect on the course 

of the water. Still other GMs might want to do away with 

popular rules of time travel entirely and invent their own, 

perhaps making time itself resistant to changes or revealing 

guardians of time (like the hounds of Tindalos in Bestiary z). 

Beyond the mundane rules of time, GMs should consider 

how they want to handle other issues like magic. For 

example, can a cleric of a god who hasn't been born yet 

gain her magic in the distant past? Does magic change, 

and will it be as reliable in the far future as it is currently? 

Notable Events/Dangers 

Preh i stor ic beasts a nd  l eth a l  envi ron ments 

Beasts and  dragons dominate 

Serpentfo l k  and  non -human  dominat ion 

He ight of Azl ant &. Thass i l on ,  Age of Darkness 

Ancient emp i res dominate (Anc ient Osi rion , J istka, others) 

Apotheosis of Aroden 

Death of Aroden 

Modern day (as deta i l ed in The Inner Sea World Guide) 

Modern day with po l it ica l  changes 

New cu l tures, new techno logies 

Tota l l y  a l ien cu l tures and sc ience 

Non -humano id  dominance, revised geography 

Additionally, a GM should decide whether or not the key 

can ever open to a time totally antithetical to the scepter's 

bearer-such as a past before the creation of the Material 

Plane or a future where the entire planet has decayed to dust. 

Time travel opens the door to innumerable new 

adventures, but also requires considerable forethought on 

the laws of reality and the cultures that might be visited. 

GMs should feel free to create these details to suit the 

stories they want to tell, but are encouraged to remain 

consistent so players can enjoy the mystery of discovering 

these secrets of reality. 

Travels in Time: GMs who wish to take their campaigns 

into Golarion's past can find ample details in The Inner Sea 

World Guide. Many ancient empires still have significant 

inf luence on the modern world, and details on cultures 

like Azlant, Thassilon, and Ancient Osirion can be found 

in varied sources, particularly Pafiifinder CampaiiJn SettiniJ: 

Lost KiniJdoms, Patlifinder CampaiiJn SettiniJ: DuniJeons of 

Golarion, and the Rise of the Runelords Adventure Path. 

The future of the Inner Sea is a far more mysterious 

time, which might be a setting as fantastical, futuristic, or 

similar to the real world as GMs please. Traveling far enough 

essentially opens the door to new campaign settings, which 

GMs can design however they see fit. 
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5CROLL Of «AKISHON 
This tattered piece of ancient parchment bears no mark other than 

a sin.!Jle lar.!Je, ele.9ant rune. 

S C RO L L  O F  KAKI S H O N  

Aura overwhe l m i ng  conj u rat io n ;  C L  23rd 

Slot none ;  Weight 3 l b s .  

DESCRIPTION 

This i nnocuous- looki ng scrap is noth ing less than the physical 

man ifestat ion of a man-made demip lane known as 

Kakishon, and the rune cover ing the scro l l  is i n  fact a 

representation ofthe p lane's severa l  i s l and regions .  

To open the gate, one must unfurl the scro l l  and 

speak the names Al i ski ren, I s les of N ight, l sma izade, 

Kakishon, Khandelwal ,  Khosravi, and Serpent 

I s l es, each t ime touch ing  the sect ion of the rune 

corresponding to the named is land group.  Once, 

this process a l l owed the user to choose where 

to appear with i n  the rea lm ,  but the scro l l  

is now damaged, and upon  activat ion, a l l  

creatu res with in  s o  feet with l i ne  of  effect 

to the scro l l  must make a DC 40 

Reflex save. Those who fa i l  

a re sucked i nto t he  scro l l  a nd  

bodi ly transported to  one of  the 

waypoints with i n  the demip lane 

of Kakishon (see map). At the same instant 

creatu res enter the plane, any be ing that previous ly entered the 

p l ane i nvo lu ntar i ly may choose to depart, be ing expel led from the 

scro l l  back to the Materi a l  P lane.  Once i ns ide Kakishon, escape 

can prove difficu lt, req u i r ing those trapped with i n  to wait for 

others to enter, for the casti ng of a spe l l  s im i l a r  to plane shift, or 

for the discovery of one of the foundations of Kakishon's real ity, 

a l l  of which transport the subjects back to the Materia l  P l ane to a 

point with i n  10 feet of the Scroll ofKakishon. 

DESTRUCTION 

Conta i n i ng  even a sma l l  group  of chaot ic be ings such as azatas, 

proteans ,  o r  demons wi l l  gradua l ly cause Kak ishon to un rave l ,  

wh i l e  a l a rger group  or  a more powerfu l ch aotic ent ity can rend 

the dem ip l ane  to s h reds i n  moments. 

(1\e:,fdsfton <)?[anar Cfraits 
The demiplane of Kakishon has the following traits. 

Normal Gravity 

Erratic Time: Time varies wildly within Kakishon. GMs 

seeking to determine how time in Kakishon corresponds 

with that on the Material Plane during any particular visit 

should roll on the table on page 185 of the GameMastery Guide. 

Finite Shape: Any who sail one of Kakishon's galleys 

toward the horizon for 12 hours eventually reach a cataract 

that drops into the half-real realm called the Andakami, 

or the Isles of Not. 

Alterable Morphic: Although Kakishon adheres to most 

of the laws of the Material Plane, several self-propelled ships 

that appear to be Nexian galleys provide transport about the 

demiplane, ferrying passengers between specific waypoints. 

Mildly Chaos-Aligned 

Limited Magic: The following spells do not function at all 

when cast within Kakishon: astral projection, blink, ethereal jaunt, 

etherealness, phase door, and secret chest. Instead of banishing 

a target, dismissal, banishment, and other effects that attempt 

to force non-natives of Kakishon back to their home planes 

merely stun their targets for 1 round if successful. 

Cffistor� 

Impeded Magic: The following 

spells require a successful 

DC 15 caster level check to 

be cast within Kakishon: 

dimension door, weater 

shadow conjuration, weater 

teleport, project ima.!Je, shades, 

shadow conjuration, shadow 

evocation, shadow walk, teleport, and 

teleportation circle. The following 

spells have their durations halved, 

and require successful DC 20 caster 

level checks to be cast at all: creepin.!J 

doom, elemental swarm, insect pla.!Jue, 

instant summons, mount, storm of ven.!Jeance, 

summon instrument, all summon monster 

spells, all summon nature's ally spells, 

summon swarm, and trap the soul. 

Kakishon was the wizard-king Nex's attempt to create a 

world of his own. A paradise of exotic pleasures and wonders, 

Kakishon holds more than a dozen distinct magical island 

sanctuaries. Yet Kakishon was forgotten during Nex's rivalry 

with the necromancer-king Geb, and eventually lost entirely. 

The Scroll of Kakishon later appeared in Katapesh, where the 

desperate wizard hero Andrathi sought to use the demiplane 

as a trap against the efreeti warlord Jhavhul, trapping the 

genie and his army within. The wizard's plot worked, trapping 

not only the efreeti and his legion, but also Andrathi himsel£ 

Soon afterward, the scroll-bound realm was lost again, now 

prison to an entire army of fury and flame. 

�mifications 
Kakishon is an entire plane with possibilities for a whole 

campaign worth of adventures. It also potentially serves as 

a prison to an ancient efreeti tyrant and his army, which 

could be released by any who enter the plane, while at the 

same time trapping those who seek out the pleasure realm's 

wonders. These possibilities and the native inhabitants 

of Kakishon are detailed at length in Patlifinder Adventure 

Path #22: The End of Eternity. 
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5HADOWXfAff 
This staff of black wood seems to be partially made from actual 

shadow, its len .9th darkly iridescent and at times transparent. 

SHADOWSTAFF 

Aura strong conjuration; CL 2oth 

Slot none; Weight 5 lbs. 

DESCRIPTION 

The Shadowstaff makes the wielder slightly shadowy and 

incorporeal, granting him a +4 bonus to AC and on Reflex saves 

(which stacks with any other bonuses). However, in bright light 

(such as that of the sun, but not a torch) or in absolute darkness, 

the wielder takes a -2 penalty on all attack rolls, saves, and 

checks. The Shadowstaff also has the following powers. 

o Shadow Bolt: Three times per day, the staff can project a 

ray attack that deals wd6 points of cold damage to a single 

target. The shadow bolt has a range of wo feet. 

o Shadow Form: Three times per day, the wielder can 

become a living shadow, with all the movement powers 

granted by the gaseous form spell. 

o Summon Nightshade: Once per month, the staff can summon 

a nightcrawler nightshade (Bestiary 2) that serves the wielder as 

if called by a summon monster IX spell cast at 2oth level. 

o Summon Shadows: Three times per day, the staff may 

summon 2d4 shadows. Immune to turning, they serve the 

wielder as if called by a summon monster V spell cast at 

2oth level. 

DESTRUCTION 

The Shadowstajffades away to nothingness if 

it is exposed to the sunlight of Nirvana for a 

continuous 24-hour period. 

Cffistor� 
While Sarenrae's aspects as a goddess of 

healing and light are accentuated in 

many of Avistan's cultures, in Kelesh 

her roles as a redeemer and scourge of 

evil dominate, making her a goddess of 

goodness, but rarely of mercy. A crippled heretic bearing the 

sun goddess's brand upon her cheek, Sadiqa Shaorhan sought 

to give her people respite from the Dawnflower's endless 

summer. A merciful woman who limped on crutches, she 

taught a philosophy of balance-that for every labor under 

the sun there must be a moment's respite in the shade. 

Inspired by the philosophies of the west, particularly of the 

goddess Sivanah, she sought to transform her home into an 

oasis far from the heat of the desert, the scrutiny of Keleshite 

culture, and the flame of the Dawnflower. So the Cult of the 

Seventh Veil rose amid the shadowed places ofShadun. 

After years of peaceful worship, the accidental death of a 

Sarenite inquisitor at the hands of one of Sadiqa's initiates 

sparked public condemnation of the cult and, soon, a 

murderous hunt for its members. Her students and allies 

falling around her, Sadiqa abandoned her home and was 

forced to hide amid nameless ruins outside the city. In 

that dark place a gentle voice spoke to her, prophesying an 

eclipse that could end Sarenrae's hold on the city for all 

time. All Sadiqa had to do was carry tokens of her faith 

to the tops of the nearby mountains ofZhobl and Zhonar 

under the pall of the eclipse. As the 

voice faded, Sadiqa found her legs 

healed and her crutches transformed 

into staves of dark wood. 

At the appointed time, Sadiqa and 

her few remaining followers climbed 

Zhobl and Zhonar. As they reached 

the summits, light drained from the 

world. Raising their staves high, they 

called out praises to Sivanah. The goddess 

did not answer, but something else did. In 

the lightless noon the mountains quaked and 

shattered, spewing black smoke into the sky. 

Ruin rose and fell over the people of Shadun, 

and darkness claimed the city as its own. 

Weeks later, amid the darkness and seemingly 

endless rain of ash, Sadiqa Shaorhan alone descended the 

slopes of Zhobl and entered the ruins of Shadun, using 

a staff of glistening shadows to drag her again-crippled 

legs. Those who saw her claimed the brand upon her face 

had turned black as the skies over Shadun, and when she 

tried to aid the city's poisoned people, all she touched were 

consumed by shadows. Eventually she wandered into the 

deserts of the east, from whence she never emerged. 

However, the Shaorhan Staff-or Shadowstaff as it is called 

by non-Keleshites-reappeared some years later among the 

markets of Sedeq. Like Sadiqa, the staff was cursed to be a 

bane rather than balm, with the shadow-tainted souls of 

all who died under the eclipse in Shadun roiling within, 

emerging in waves of darkness and cold hunger at the will of 

the staff's bearer. A thing of darkness, the Shadowstaffhas had 

dozens of wielders, some powerful planes-walking arcanists, 

some desperate cads, but all losing the staff after instigating 

some tragic calamity. As often as not, the staff reappears soon 

after amid the shadowed market stalls ofSedeq. 

As for its twin, the staff carried up the slopes of Mount 

Zhonar, its fate remains unknown. 

�mifications 
Those who carry the Shadowstaff risk having their souls 

cast into darkness. 

Revised Relic: The Shadowstaff offers its user a host 

of sinister abilities, but does not intrinsically threaten 

good-aligned users. GMs should decide for themselves the 

moral implications of using an artifact that relies on such 

tortured souls for its powers. 



5HIELD Of �RODEN 
A carvin.9 of a win.9ed, radiant eye stares from the surface of this 

sturdy wooden shield, unj1inchin.9 throu.9h the scars and .9ashes 

of innumerable battles. 

SHIELD OF ARODEN 

Aura strong abjuration; CL 2oth 

Slot shield; Weight 10 lbs. 

DESCRIPTION 

The Shield of Aroden is a +5 light fortification spell resistance 

(17) heavy wooden shield. Once per day, the bearer can invoke 

a form of fire shield that protects against cold attacks and 

damages opponents with fire and holy damage similarly to 

the spell flame strike. Once per round as an immediate 

action, if an adjacent ally is hit by a ranged or melee 

attack, the bearer can use the shield to redirect 

the attack to himself, taking all effects from 

that attack as if he were the intended 

target. All allies within 100 feet of the 

bearer gain the effect of bless and 

prayer. Additionally, all allies within 100 

feet of the bearer know his relative 

position and condition, as per the 

spell status. 

Beyond these properties, the 

Shield of Aroden is designed to 

protect its bearer from death. Any 

attack that would kill the bearer (not 

merely make him unconscious or 

dying) triggers this ability, redirecting 

the lethal attack fully upon the shield 

and leaving the bearer unharmed (even 

if the attack normally only works on living creatures). For 

example, if the bearer failed a saving throw against .flesh to 

stone, the shield would turn to stone and shatter instead, 

whereas if the bearer failed his save against horrid wilting, the 

shield would turn to dry splinters. This power always destroys 

the shield, reducing it to 1d2o nearly invulnerable shards that 

suggest the way in which it was last destroyed. 

The Shield of Aroden bestows two negative levels on any 

chaotic creature that attempts to wield it. These negative 

levels remain as long as the shield is held or carried. These 

negative levels never result in actual level loss, but they cannot 

be overcome in any way (including restoration spells) while the 

creature possesses the shield. 

DESTRUCTION 

The Shield of Aroden is designed to be destroyed, but the 

supposedly invulnerable shards left by its destruction can 

be utterly destroyed if they are consumed by a chaotic 

neutral being at least as powerful as a demigod, such as the 

proteans' Speakers of the Depths or the Eldest known as 

Count Ranalc. 

CHis tor� 
In the final battle between the Whispering Tyrant and 

General Arnisant, the lich unleashed terrible magic in an 

attempt to murder the mortal hero. The Shield of Aroden 

saved the general's life, but in so doing, shattered into a 

dozen fragments, one of which pierced the lich's hand, 

searing him with holy fire. Struck by the might of his 

ancient foe, Aroden, the archlich retreated to the depths 

of Gallowspire, where the armies of the Shining Crusade 

erected a great seal, binding him within his dungeons for 

all time. Soon after, n of the Shield if Aroden's shards were 

collected and passed to the first watcher-lord of Vigil in 

the newly established nation of Lastwall, where 

they have remained ever since. 

Today, the shards of the Shield of Aroden 

are on display amid the collections 

of the Crusader War College. Few 

still call these shards by the name 

they once bore-especially since 

Aroden's death-instead referring 

to the pieces as the Shattered Shield 

if Arnisant. Although still harboring 

Aroden's divine protection, the 

shards themselves are little more 

than historic relics. Only if reunited 

with the lost twelfth piece might the 

legendary Shield of Aroden be reforged. 

�mifications 
Those who would take up the Shield of Aroden must 

first restore it-a nigh-impossible challenge. 

A Legend Reforged: Those who possess all of t he Shield if 

Aroden's shards can attempt to recreate the shield in one of 

two ways. The most difficult method is to petition a deity to 

personally intervene and recreate the shield. Barring this, 

lawful neutral mortals can recreate the shield by casting a 

wish spell upon the shards in an area consecrated to a lawful 

neutral deity. It requires a week to reforge the shield, and the 

creator must spend the entire time within the consecrated 

area, each day succeeding at a DC 35 Craft (armor) check. 

While a deity can recreate the Shield of Aroden perfectly, 

even the most talented mortal's attempt has a subtle flaw. 

Anytime the bearer fails a saving throw by rolling a 1, the 

shield must also attempt the same saving throw. If the shield 

fails this save by rolling a 1, it shatters into 1d2o pieces. 

Restoring the Shards: Eleven of the Shield of Aroden's 12 

shards currently rest in the city of Vigil. The twelfth is 

said to be locked away within the haunted prison tower 

of Gallowspire, possibly still within the palm of the 

Whispering Tyrant. If this is true, recreating the Shield if 

Aroden would require the breaching of the Great Seal that 

bars the ancient lich's prison, potentially releasing the 

Whispering Tyrant back upon the world. 
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5KULL Of YDERSIUS 
The skull of this impossibly hu.9e viper seems to weep darkness 

from its ancient fanlJS in an endless, pestilent breath. 

SKULL OF YDERSIUS 

Aura overwhelming all; CL 3oth 

Slot none; Weight 150 lbs. 

DESCRIPTION 

More than just a powerful artifact, the Skull ofYdersius is 

the actual skull of a deity, the vessel through which the 

much-diminished god of serpents perceives and influences 

existence. Ydersius's clerics still receive spells from their 

prayers, granted by the skull regardless of its location or 

ownership. There is no way a mortal can block this effect. 

Possession of the skull grants several abilities. 

Blessing of Scales: All reptilian creatures (including 

worshipers ofYdersius, sorcerers with the serpentine 

or draconic bloodline, and druids wild-shaped into 

reptilian forms) within 160 feet of the Skull of 

Ydersius gain spell resistance 25 and fast 

healing 10. 

Unholy Aura: The skull treats the 

8o-foot-radius area around it as 

though an unhallow spell had been 

cast with the Skull ofYdersius as the 

point of origin. This effect carries 

with it two linked spells that affect 

only worshipers ofYdersius (death 

ward and freedom of movement), 

and two linked spells that affect all 

non-worshipers ofYdersius (bane and 

dimensional anchor). 

Voice of the Serpent: Once per day, a creature that 

touches the skull may cast commune to speak with Ydersius. 

A non-worshiper ofYdersius who uses this power must make 

a successful DC 25 Will save each time the power is used to 

avoid succumbing to afeeblemind spell. 

Any good-aligned creature that carries the Skull ofYdersius, 

even via an extradimensional space such as a portable hole, gains 

three negative levels. These negative levels remain as long as the 

skull is carried and disappear when the skull is released. These 

negative levels never result in actual level loss, but they cannot be 

overcome in any way (including restoration spells) while the skull 

is carried. A creature that suffers from these negative levels has a 

so% spell failure chance on all divine spellcasting attempts. 

DESTRUCTION 

The only way to destroy the Skull ofYdersius is to reunite it with 

Ydersius's mindless, decapitated body. Doing so returns Ydersius 

to life, though in a weakened state. This manifestation can be 

combated and even slain, though it regenerates from nearly any 

wound short of re-decapitation. For an instant, before the whole 

body begins to regenerate, Ydersius's spirit is untethered from 

his form. lfYdersius is dragged to the Boneyard and slain in 

Pharasma's presence, the goddess of death can judge the serpent 

god, causing his body and skull to disintegrate to dust. 

Cffistory 
When the first human cultures rose upon Golarion, the 

empire of the serpentfolk already sprawled across the surface 

and Darklands. Throughout the Age of Legend, humans did 

battle with the serpentfolk and their dark god, Ydersius, and 

in the shadow of their menace forged the empire of Azlant. 

The wars between humans and serpentfolk escalated as the 

innovative humans grew mighty in the ways of magic and 

prophecy. Eventually, the seers of Azlant became convinced 

of a great doom facing their people. Blaming their reptilian 

enemies, they launched a crusade against 

the serpentfolk that led them all 

the way to the jungles of Garund 

and the subterranean city of 

Ilmurea. There the Azlanti hero 

Savith came face to face with the 

Ydersius himself. In the battle that 

ensued, Savith managed to behead 

Ydersius, sending his undying body 

thrashing into the lightless abysses 

of Orv, and casting his venom­

spewing head into a pool of magma. 

Though she was mortally poisoned by 

the god's lethal venoms, Savith had won, 

and the serpentfolk empire dwindled. 

Though Ydersius was defeated, the serpent 

god is not dead, but merely locked away in his skull. 

There he remains, fuming endlessly as he waits to be 

discovered and restored to his monstrous frame and 

deific status. 

�mifications 
The Skull of Ydersius is nothing less than the corpse of a 

deity. Those who meddle with the skull meddle in the 

dealings of the gods themselves. 

Cult of the Snake: Many who seek the Skull of Ydersius 

quickly discover they are not alone in their search. Although 

most of the remnants ofYdersius's faith hibernate in the 

depths of the Darklands, fanatical serpentfolk priests 

slink amid the cities of the surface world, seeking rumors 

of t heir god's remains and paving the way for his return. 

Undying Power: The Skull ofYdersius allows the nearly dead 

god to retain his grip on existence, and the deity's followers 

to continue to tap into his dark might. Its destruction would 

finish the job of slaying Ydersius and leave his followers 

powerless-yet destroying the skull means first restoring 

Ydersius to life, albeit in a weakened state. Full details on 

the just-restored incarnation of Ydersius can be found in 

Patlifinder Adventure Path #42: Sanctum rj'the Serpent God. 



50Nfi Of �XTINCTION 
Ima.9es of ruin wind like worms across the suiface of this midni.9ht 

blue box-its size just lar.9e enou.9h to contain a human skull. 

SONG OF EXTINCTION (MUSIC Box) 

Aura strong transmutation; CL 2oth 

Slot none; Weight 3 lbs. 

DESCRIPTION 

Winding this music box causes it to play a haunting, 3D-second­

long melody. However, a bard can learn this tune as though it 

were a masterpiece (Ultimate Magic 21). When performed by 

a bard, the tune becomes the Song of Extinction masterpiece 

(see below). Once per week, as a standard action, the wielder 

can command the music box to perform the Song of Extinction 

masterpiece itself, affecting all within range except the 

bearer. After being used in this way, the 

music box cannot be reactivated 

in any way for 1 week. 

DESTRUCTION 

Any creature that makes a 

successful DC 35 Craft (traps) 

check while manipulating the 

music box can rig the device to 

play in reverse once. In this way, 

a bard can learn the Song of 

Extinction masterpiece, but 

backwards. Performing this 

reverse version of the Song 

of Extinction causes the music 

box to implode, but also kills the performer. The 

performer cannot be brought back to life by any means short of 

divine intervention. 

Song of Extinction Masterpiece (Sing, String, Wind) 
The clarion of the end times, this masterpiece is a 

meticulous cacophony that ends all life. 

Prerequisite: Perform (sing, string, or wind) 15 ranks. 

Cost: Feat or 6th-level bard spell known. 

Effect: The area within 100 feet of the performer begins 

quaking and moaning as if the earth itself were in pain. 

The affected area is treated as per the spell earthquake. In 

addition, all creatures in the area except for the performer 

must make DC 25 Reflex saves, as individual earthen maws 

open beneath each. Those who fail fall into a wo-foot-deep 

pit that quickly grinds shut, trapping them as if they were 

in the bury zone of an avalanche and trapped without air 

(Core Rulebook 429). If any living, sentient creature is killed 

by the Son.!] of Extinction's effects, the performer ceases to 

age for 1 year. 

Use: All of the performer's uses of bardic performance 

for that day. 

Action: 5 full rounds. 

CHis tor� 
When the heretical shaman Tyruwat forsook the totems of 

his people-the residents of the Mwangi city of Dokeran­

his sickened soul turned to the seductive worship of 

the Midnight Lord, Zon-Kuthon. Tyruwat's poisonous 

evangelizing led the city's elders to exile him into the wilds. 

In his banishment, Tyruwat called out to his deity night 

after night, but no divine voice answered his prayers­

rather, a mysterious melody did. Possessed by the music, 

he recreated it however he could, by his voice, on paper, 

and finally in the wood and iron of a delicate music box. 

So the Son.!] of Extinction, the music that brought ruin upon 

Dokeran and an unholy, endless life to Tyruwat, was born. 

The music box is not the only manifestation of this 

dreaded song, though. Some of the few 

crippled worshipers of Zon-Kuthon 

who have entered their deity's 

darkened, pain-wracked realm 

and returned claim to have 

heard music played upon 

bone and blade, the dark 

harmony of kyton demagogues 

channeling the torments of 

countless worlds into notes of 

clarion suffering. They are the true 

composers of a song that never ends, 

the Son.!] rfExtinction. From such doomsaying 

visionaries the Son.9 rf Extinction occasionally slips 

into Golarion, tattooed upon a scrap of flesh, scrawled upon 

a madhouse cell, or hidden within a greater piece. Always 

such snippets of this apocalyptic score cause unprecedented 

destruction, yet they are but a piece of the true symphony of 

suffering still being composed, the dirge that will ring as the 

last of the multiverse's stars dies in cinders. 

�mifications 
Anyone who opens the Son.9 of Extinction potentially 

unleashes the very sound of death. 

Insubstantial Artifact: The Son.!] of Extinction is in part a 

bardic masterpiece of artifact-level power. As difficult as 

artifacts can be to destroy, revoking the Son.!] rfExtinction once 

a character has attained it can be even more challenging. 

GMs should carefully consider allowing the song to fall into 

PC hands, lest a character gain great and dangerous power. 

Intangible Weapon: Any bard with the ability to learn and 

perform the Son.!] of Extinction carries with her an incredibly 

powerful and completely undetectable weapon. A performer 

needs less than a minute to unleash the dangerous harmony, 

which in and of itself sounds just like music, albeit eerie 

and haunting. Performed in a crowded area-or even woven 

into a greater work performed in a packed concert hall­

this music can turn even the most innocuous artist into a 

walking calamity. 
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5WORDS Of 51N 
Ancient Thassilon was not ruled by wizards and spells 

alone, for even the runelords had their martial champions. 

Also known as the Alara'hai or the Seven Blades q[Conviction, 

the Seven Swords of Sin were the weapons of those champions, 

assorted blades imbued with the deadly might of the schools 

of magic that dominated Thassilon. 

C)Fte Seven Swords of Sin 
The following introduces all of the Seven Swords of Sin in 

their fully awakened states, along with details on their 

first wielder, the blade masters who served as the first 

champions of their respective runelord masters and from 

whom each blade takes its name and imbued intelligence. 

Asheia 
Accepting the burning blade intended for her 

champion, Runelord Sorshen strode directly 

into her harem and buried it between the legs 

of her least favorite consort. To the hundreds 

of shocked courtesans remaining, Sorshen 

made a simple promise: whoever 

returned the cleaned blade to her 

charmed by the sword, the first is freed from this effect. If the 

sword instead scores a critical hit, the target must succeed at 

a DC 25 Will save or be affected by a dominate monster spell. 

Baraket 
Runelord Xanderghul had 

intended to personally 

wield the blade crafted by his 

servants at Runeforge. For weeks 

he studied the weapon, and though 

he would never admit a personal 

failing, he found his martial skills 

lacking. For a time he sought to further 

ensorcell the blade to allow it to wield itself, 

or create a simulacrum swordsman to wield it, 

but ultimately he settled on enslaving a peerless 

creature to serve as his guardian. The runelord 

conjured a princess of the ghaele azatas to his court, 

and for years subtly courted her while wrapping her in 

a phantasmagoria of masterful illusions and deceptions, 

twisting her perception of reality until she accepted the 

runelord as her master. Baraket rose as one of the most 

unlikely of the runelords' champions, a deceived celestial 

being whose consciousness 

in her private chambers would be 

deemed her most devoted servant 
.7\sfteia lingered on even after she was 

slain over a century later by 

the agents of the empyreal lord 

Chadali-emissaries attempting 

to liberate her. 

and gain the honor-among 

others-of being named her 

champion. Shouts and shrieks followed the runelord from 

her seraglio. Few survived that night, and none save one 

were fit to please their mistress in the aftermath. When 

they emerged from the royal chambers days later, Sorshen 

dubbed the exotic swordswoman Asheia her champion. 

ASHEIA, SWORD OF LUST 

Aura strong enchantment; CL 16th 

Slot none; Weight 6 lbs. 

DESCRIPTION 

This beautiful blade is a +5j/aming 

longsword. While bearing the weapon, the 

wielder is immune to all enchantment 

effects. Any creature that casts an 

enchantment spell upon Asheia's 

wielder is led to believe its spell or 

effect worked as normal and 

BARAKET, SWORD OF PRIDE 

Aura strong illusion; CL 16th 

Slot none; Weight 2 lbs. 

DESCRIPTION 

Although known as the Sword of Pride, in appearances, 

Baraket is nothing more than an elegant basket hilt 

seemingly made of glass or highly polished crystal with 

no blade, as the deadly length of this +5 spell storing speed 

rapier is invisible. Baraket grants its wielder a +5 bonus on 

Bluff checks made to feint, so long as his opponent cannot see 

through invisibility. Additionally, on a critical hit, the sword 

casts weird upon the target and all of that creature's allies 

within 30 feet. 

Chell an 
For that the sword's bearer is under 

its control, allowing the wielder 

to deceive his opponent if he so CJ3arak:et 

centuries the transmuters of Shalast idealized the 

arcane pursuit of transfiguring lead into 

gold. Upon unlocking that secret, they 

chooses (and doesn't give his enemy a reason to 

believe its magic failed). Whenever Asheia strikes an opponent, 

the target must succeed at a DC 20 Will save or fall under 

the effects of a charm monster spell. Only one creature can be 

charmed in this way at a time. If another creature becomes 

sought even more challenging and dangerous 

transformations, among which was the quest to turn 

gold into living flesh. Presenting their master with the 

petrifying blade they'd created, the arcanists of Runeforge 

included a second wondrous gift, a woman of living gold 



they called Chellan. She excelled at all things-art, dance, 

song, magic, swordsmanship-and it seemed fitting 

that she would bear the blade that birth from Runeforge 

made her sibling. But Chellan's time 

proved short, and after 5 brief years 

of reducing the enemies of Shalast to 

rubble, her unperfected animating forces 

dissipated-all except for those vestiges 

of calculating fanaticism that imprinted 

upon the blade that came to bear her name. 

(HELLAN, SWORD OF GREED 

Aura strong transmutation; CL 16th 

Slot none; Weight 25 lbs. 

DESCRIPTION 

A blade of magically hardened gold tempered to incredible 

durability, Chellan is a +5 keen scimitar that functions as 

an adamantine weapon for purposes of overcoming damage 

reduction and bypassing hardness. The ornate sword is incredibly 

dense, causing it to deal 1d8 points of damage as though it were 

a Large scimitar, but it can only be properly wielded by characters 

with a Strength of 18 or higher-all other characters must either 

wield it as a two-handed weapon or take a -2 penalty on attack 

rolls with the weapon. Whenever 

DESCRIPTION 

This scarred piece of crimson stained metal functions similarly 

to a +5 returning throwing greatsword. Instead of the normal 

benefit of the throwing weapon special ability, Garvok can be 

thrown with a 25-foot range increment. Additionally, whenever 

Garvok strikes a foe, the target must succeed at a DC 20 Reflex 

save or take an additional 5d6 points of fire damage. If the sword 

scores a critical hit, it explodes in a fireball centered on the 

wielder's opponent. All creatures within the .fireball's 2o-foot­

radius spread-including Garvok's wielder and allies, if within 

range-take wd6 points of fire damage ( DC 25 Reflex for half). 

The wielder has no control over the sword's eruption and cannot 

prevent it from exploding. The sword returns to its wielder's 

hand, fully reformed, just before the beginning of his next turn. 

When the conjurers of Runeforge presented 

Runelord Ilthyrius with the blade he had bid them 

create, he immediately ordered their executions. 

The tales he had heard of golden weapons 

and fortress-leveling might far exceeded 

the stunted short sword his lazy wizards 

had presented to him. Unable to enter 

Chef/an strikes a foe, the target Cftdfatt 
Runeforge himself, he unleashed a 

contingent of xill raiders into his 

own servants' midst, and bid the 

alien warband's leader personally gut 

must succeed at a DC 20 

Fortitude save or be affected by 

the spell slow. If the sword instead 

scores a critical hit, the target must 

make a DC 25 Fortitude save or be 

turned into a crystalline statue, as if by 

flesh to stone. Characters turned to crystal 

by Chellan appear to be made of ruby, diamond, 

or some other valuable gem, but are in fact merely 

colored quartz of little value. 

Garvoh 
Garvok was merely the first wielder to be cremated 

by the blade that took his name and consciousness. A 

particularly brutal member of the Shoanti caste, he was 

granted the weapon crafted by the evokers of Runeforge and, 

to display its might to the Rune lord of Wrath, entered the 

his lead arcanist with the disappointing blade. The xill did 

as commanded, but in wielding the weapon, discovered the 

extent of its remarkable properties. After carrying out their 

murderous rampage, they reported their victory and the 

versatility of the extraordinary sword their leader had come 

to call Shin-Tari-the Quicksilver Talon. In a rare display of 

thanks, Runelord Ilthyrius commanded the new conjurers 

he installed at Runeforge to etch the blade with images of 

their slain predecessors, whose collective intellects had 

take up residence within the sword. 

SHIN-TARI, SWORD OF SLOTH 

Aura strong conjuration; CL 16th 

Slot none; Weight 2 lbs. 

DESCRIPTION 

arena of Xin-Bakrakhan. Facing wave after wave 

of soldiers, Garvok was finally brought down not 

by the spears of his foes, but by the explosions of 

his own sword and the resulting collapse of the 

Garvok: 
A scene of imperial decadences depicted in 

fantastically fine etchings-which seem 

to change upon each consideration-

royal arena. When the sword was dragged from the rubble, 

drops of Garvok's blood still boiled upon the blade's shattered 

edge-a fitting christening for the sword of wrath. 

GARVOK, SWORD OF WRATH 

Aura strong evocation; CL 16th 

Slot none; Weight 10 lbs. 

covers the surface of this +5 short 

sword. Every time Shin-Tari 

successfully damages a creature, 

it gains the bane weapon special 

ability, with the target's creature 

type being its designated foe. This additional weapon quality 

actives after the weapon first strikes an opponent, granting 

additional damage to subsequent attacks but not the first attack. 
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The bane weapon special ability persists for the rest of the day, 

or until the sword strikes a foe of a different creature type. 

Additionally, whenever Shin-Tori strikes a Large or smaller foe, 

the target must succeed at a DC 20 Will save or be affected as 

per the spell dimension door. This effect functions as the spell, but 

Shin-Tori's wielder determines where his opponent is transported 

to, and the destination must be within the wielder's line of sight. 

The wielder cannot teleport an opponent into a space occupied 

by another creature or a solid object. Only one creature can be 

affected by this ability each round, and the target can act as 

normal on its next turn. If the sword scores a critical hit, the 

target must succeed at a DC 25 Will save or be affected by the 

spell teleport. The sword's wielder determines the destination, 

which must be very familiar to him. 

Tannaris 
One of the early bearers of the title Runelord of 

Envy, Runelord Tannaris sought to master every 

pursuit he applied himself to, harboring vicious 

jealously toward experts of fields he'd not 

personally conquered. Unwilling to let the 

skills of others exceed him in any capacity, 

Tannaris sought to prove his bloodline's 

endless potential, and upon having 

wielder's Armor Class, the sword's enhancement bonus does not 

cease augmenting attacks and damage. Additionally, whenever 

Tannaris strikes a creature under the effects of a spell, the target 

must succeed at a DC 20 Will save or 

have the highest level spell currently 

affecting it instantly dispelled (as if by 

the spell dispel magic; no additional dispel 

check is required). This ability has no 

special effect on summoned creatures or 

persistent spell effects. If the sword scores 

a critical hit, the target must succeed at a DC 

25 Will save or have all of the spells currently 

affecting it dispelled (as per the spell greater dispel 

magic; no additional dispel checks are required). 

llngarato 
With the completion of their work, the necromancers of 

Runeforge set forth for Xin-Gastash amid a contingent 

of their most potent-and conspicuous-undead 

attendants. While skirting the northern ridge of the 

Kodars, the necromancers fell under attack by savage 

northland barbarians aided by ferocious white dragon 

twins. Few of the wizards survived, and those who escaped 

lived only long enough to report to Runelord 

Sl1in-C}ari his first son left him in the care of 

Edasseril's most talented weapons 

Goparlis the loss of their 

masterpiece and the name of 

the blood-haired barbarian 

dragon master: Ungarato. 

masters. Raised to be a champion of 

envy-and a strong host for Tannaris's 

consciousness should such ever be needed-the child, 

named Tannaris as well, grew along the paths the rune lord 

dictated, becoming both a phenomenally skilled warrior 

and devoted bodyguard to his father, eventually accepting 

his lord's newly crafted dispelling blade. Yet for all his 

son's talents, Runelord Tannaris could not share in his 

offspring's accomplishments, and grew resentful of his 

skills. Finally the runelord attempted to murder his son, 

but Tannaris the swordsman was prepared. Expecting 

his father's betrayal, he was able to catch the runelord 

off guard and instigate a lengthy battle that left 

both slain. Yet one consciousness remained, 

trapped within the blade of the champion 

of envy, though it remains unclear whether 

it is the intellect of the fallen soldier or the 

scheming mind of his runelord father. 

Runelord Goparlis sent a legion 

of his finest soldiers in pursuit of 

the blade, and when they fell, he sent 

a contingent of slaves and necromancers 

to reanimate their bones so they could 

march on. Ungarato's forces struck like axes of 

glacial ice-lethal, but melting away after every 

attack. The runelord spent much of his remaining 

reign pursuing Ungarato, but never captured the 

savage warlord or laid hand upon the blade crafted 

for him. Goparlis's distraction and obsession eventually 

cost him his rule, when his apprentice, Krune, betrayed 

him and took up the mantle of Runelord of Gluttony. Soon 

after Runelord Krune's ascension, Ungarato sought to meet 

with the new tyrant. Exposure to the twisted energies of the 

evil sword, the endless assault of Goparlis's 

C}annaris magic, and his own drive for vengeance against 

the runelord-who for so long had harvested TAN NARIS, SWORD OF ENVY 

Aura strong abjuration; CL 16th 

Slot none; Weight 7 lbs. 

DESCRIPTION 

A purely cosmetic magical effect causes the elegant blade of this 

+s defending bastard sword to cycle through distinctive colors and 

textures, making it appear to be crafted from massive pieces of 

gemstone, coral, or precious metals. When used to augment the 

the northland tribes as materials for profane 

experiments-had warped Ungarato. Upon a chariot pulled 

by twin skeletal dragons, Ungarato revealed that he had 

fallen years ago, but conviction and rage had restored him as 

a graveknight. The warlord offered to trade his Thassilonian 

blade for Goparlis's body, so the northlanders might have 

a trophy of the tyrant's fall. Although impressed, Runelord 



Krune proposed a different exchange: his predecessor's 

corpse in exchange for the blade and Ungarato's service as 

his personal champion. The graveknight accepted and took 

the fallen runelord's body north. When he returned, he did 

so at the head of an army of his kinsmen, who to show their 

devotion had sacrificed themselves upon his blade so they 

might follow their master even in death. Centuries later, 

when Ungarato finally fell-bearing with him a portion of 

his master's final creation, the Gluttonous Tome, amid the 

ruin of Thassilon-his essence and devotion passed on into 

the foul blade that now bears his name. 

UNGARATO, SWORD OF GLUTTONY 

Aura strong necromancy; CL 16th 

Slot none; Weight 8 lbs. 

DESCRIPTION 

This +5 ghost touch vicious falchion has 

a misty, ethereal quality that makes it 

appear to be spectral in nature despite 

being perfectly tangible to the touch. 

Anytime Ungarato's wielder takes damage 

from the weapon's vicious special ability he 

adds an amount equal to that damage to his next 

attack roll. Ungarato faintly glows a sickly, unsettling 

green anytime there is an undead creature within so feet 

of the wielder. Whenever the falchion strikes a foe, the 

target must succeed at a DC 20 Fortitude save or take an 

additional 1d6 points of damage, which the sword's wielder gains 

as bonus hit points that last for the next hour. If the sword scores 

a critical hit, the target must succeed at a DC 25 Fortitude save 

or be slain outright, with half of its remaining hit points passing 

power immediately, demanding their wielder seek out the 

restored runelord and swear eternal fealty. 

Intelligence: In addition to the unique powers possessed 

by each blade, every one of the Alara'hai is a sentient servant 

of a runelord. Fanatical in the extreme, the swords seek 

to force their wielders into serving the lords of Thassilon 

and furthering the ancient empire's goals. To enforce this 

purpose of their existence, each can manifest as a lawful 

evil intelligent item with 18 Intelligence, 25 Ego, telepathy, 

senses up to 30 feet, the ability to speak and read Common 

and Thassilonian, and the ability to cast create food and water, 

endure elements, and cure serious wounds 3 times per day. These 

properties only manifest while the sword is active, however. 

Destruction: Each of the Seven Swords of Sin can be 

destroyed merely if commanded to break. That command, 

however, must come from the rightful runelord of the 

nation and school of magic associated with the blade. 

CHis tor� 
The Seven Blades if Conviction share a common creation, 

forged in the arcane crucible known as Rune forge at the 

height of the Thassilonian Empire. With the empire's 

destruction at the start of the Age of Darkness, the Seven 

Blades rf Conviction were lost. In modern times, some 

of the blades-now more commonly known as the 

Seven Swords of Sin-have resurfaced, typically 

in close proximity to Thassilon's ancient 

borders, though some may have wandered 

much farther from their fallen homelands. 

�mifications 
Those who seek out the Seven Swords to the sword's wielder as bonus hit points. Any 

creature slain by Ungarato-either as the effect 

of a critical hit or otherwise-reanimates as a juju 

zombie (see Bestiary 2) 1d4 rounds later under the 

Vngarato of Sin adopt the power of Thassilon, 

but also the potential to share in 

its grim end. 

control of the sword wielder. The sword can control up to 32 H D  

worth of juju zombies i n  this way. If this amount is exceeded, 

undead are released from control as per animate dead. 

Shared Properties 
Despite their broad range of differences, the Seven Swords 

of Sin share a variety of powers. 

Dormancy: The Alara'hai were crafted to serve the 

runelords of Thassilon. In modern times, however, these 

runelords lie dead or dormant. With no lords to serve, the 

weapons of their champions lie dormant as well, reducing 

each to a +2 weapon with the noted weapon special abilities 

(those detailed on page 469 of the Core Rulebook) but 

no other properties. The only way to awaken one of the 

blades is to restore its runelord master to active life or have 

some other legitimate ruler take up its master's mantle 

(the weapon determines what is considered legitimate). 
The swords can detect such restorations and f lare to full 

Return of the Runelords: 

Although significant weapons even when dormant, the 

swords reveal their true power only when active, states 

that require the reawakening of Thassilon's infamous 

runelords. Either dead or locked in the grips of millennia­

old dormancy, these runelords number among the most 

ingenious villains ever to walk the face of Golarion, and 

even the most selfish of the Alara'hai's wielders seek to 

awaken these archmages-even if only to empower their 

weapons. However, the swords also serve as a warning of 

the runelords' restoration, with an awakened Sword of Sin 

presaging a far greater threat. 

Slave ofThassilon: Any creature who wields an awakened 

Sword of Sin constantly runs the risk of being dominated 

by the intelligent weapon (see page 535 of the Core Rulebook). 

For many characters, a Sword of Sin is only a boon if two 

runelords are awake and the blade is being employed in 

one's battle against the other. 
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THORNCROWN OF ]OMEDAE 
Shards of broken metal pierce this splintered wooden circlet, as 

thounh it were once part if a helmet that violently shattered. 

THORNCROWN OF IOMEDAE 

Aura overwhelming conjuration and evocation; CL 21st 

Slot head; Weight 1 lb. 

DESCRIPTION 

The Thorn crown of lomedae functions as a major crown of blasting 

that grants the wearer a deflection bonus to her Armor Class 

equal to her Charisma modifier. In the hands of a paladin, the 

Thorncrown reveals its true powers, bursting into flames and 

spinning above the wearer's head in a halo of divine power. 

Paladins of any faith who wear the Thorn crown 

have their class abilities enhanced for as long 

as they wear it, gaining three additional 

mercies (from levels they 

have access to but have 

not selected), healing 

the maximum amount 

possible every time they use 

lay on hands, and gaining a 

number of additional uses of 

smite evil equal to their Charisma 

modifier. Additionally, if a paladin wearing the 

Thorncrown is slain, she may choose to instantly be 

restored to full hit points for a number of minutes equal to her 

Charisma modifier. She may act as normal for this period, but 

at the end of this time she dies and cannot be restored by any 

means short of a miracle cast by a cleric of her faith. 

The Thorncrown oflomedae bestows two negative levels on 

any evil creature that wears it. These negative levels remain as 

long as the Thorncrown is held or worn-though they never 

result in actual level loss, they cannot be overcome in any way 

(including restoration spells) while the creature possesses the 

Thorncrown. Additionally, paladins who either break their code 

of conduct while wearing the Thorncrown or do not have access 

to their class features when they don the artifact must succeed 

at a DC 30 Will save or instantly be disintegrated. Those slain 

by the Thorncrown cannot be brought back to life by clerics 

with good or lawful components to their alignment-their 

spells simply fail-though clerics of other alignments can 

restore a paladin as normal. Even those who succeed at this 

save are treated as though they were evil creatures and gain 

negative levels. Paladins who receive atonement can wear the 

Thorncrown again without fear of ill effects. 

DESTRUCTION 

If a paladin temporarily restored to life by the Thorncrown of 

lomedae forsakes her deity and, of her own free will, swears 

herself to an evil force, the crown consumes the wearer in holy 

flames, destroying itself and its wearer utterly. Nothing can 

restore a traitorous paladin killed in this way. 

CHis tor� 
As Iomedae stepped from the Starstone Cathedral, her 

armor dripped from her body in streams of molten metal. 

Only after her departure from the world to enter the service 

of her patron Aroden did her new worshipers pay mind to 

the slag that marked the goddess's steps. Although much 

of this metal was crafted into relics of Aroden's church, 

a portion of the goddess's helmet survived the Test of 

the Starstone along with its mistress, becoming imbued 

with righteous power. This splintered band of wood, 

jagged with exploded shards of the goddess's helmet, 

became known as the Thorncrown of Iomedae, or among 

her worshipers, the Truecrown ofiomedae. 

Upon their return to Lastwall, the Knights of Ozem began 

construction of the first cathedral dedicated 

to their leader, the Sancta Iomedaea. On 

the sanctuary's completion, 

the Thorncrown was meant 

to be installed within and 

permanently displayed. But 

on the eve of the dedication, 

the artifact's guardians were 

slain, and the Thorncrown 

went missing. Who stole it 

and how remain mysteries, but 

when the Thorncrown reappeared in 

Absalom in the hands of the Pathfinder 

Society 15 years later, Iomedae's church demanded its 

return-and was ignored. 

For the following 8 centuries, the Thorncrown was 

smuggled from lodge to lodge across the Inner Sea as 

Pathfinders hoped to glean some insight into the Test of 

the Starstone and uncover the mystery of divine apotheosis. 

During Galt's Red Revolution, however, the Thomcrown was 

caught at the lodge in Woodsedge and disappeared. Since 

then it is rumored to have appeared in diverse hands from 

Qadira to Varisia. Today, both the Church oflomedae and the 

Pathfinder Society search for the Thorncrown ifiomedae, with 

both groups willing to sacrifice anything for its recovery. 

�mifications 
Those who take up the Thorncrown of Iomedae gain great 

power and a centuries-old conflict. 

A Single Clue: The remnant oflomedae's helm is the only 

object known to have emerged from the Test of the Starstone, 

and like its owner achieved remarkable power. Many believe 

that the Thorncrown may hold some hint to the powers within 

the Starstone Cathedral-and how to survive them. 

Symbol of the Faith: Iomedae's faithful number the 

Thorncrown if Iomedae among the holiest relics of their 

religion. The fact that it lingers in the hands of nonbelievers is 

a festering insult to the church, and paladins and inquisitors 

of Lastwall often quest for the lost relic. 



OESPER'S �APIER 
This ele.9ant blade is tin.9ed blue, a color repeated in the facets of 

three cabochons set in the cross!Juard. Scaly .9reen-black leather 

wraps a hilt seemin.9ly made of woven, hair-thin metallic fibers. 

VESPER'S RAPIER 

Aura strong conjuration; CL 2oth 

Slot none; Weight 2 lbs. 

DESCRIPTION 

Despite its best-known name, Vesper's Rapier is not 

necessarily a rapier. This weapon is a +3 keen speed 

sword, with the type of sword varying from wielder to 

wielder. Upon being taken up by a new owner, the weapon 

transforms into any type of sword of the wielder's choosing, 

mundane or exotic. From that point on, the weapon always 

transforms into that type of sword whenever it is held by that 

individual. While bearing Vesper's Rapier, the wielder gains a 

+4 bonus on Bluff and Diplomacy checks made to influence 

humanoids, and can use the rapier like a compass to point 

in the direction of the closest collection of gems, silver, or 

drinkable water as a standard action at will. 

The sword also grants the wielder the ability to either 

slip or tighten the bonds of the physical world, granting 

her the ability to cast dimension door, dimensional lock, 

or greater teleport. These powers have limits, though, 

as they can drain the sword's magical abilities for the 

day-dimensional lock and greater teleport can be 

used once per day and drain the sword immediately 

after their use; dimension door can be used at will, 

but drains the sword after 3 uses, though the 

wielder can continue to use dimension door even 

if the sword is drained (this is the only effect 

that functions even when the sword is drained). 

If the sword becomes drained, it loses all of 

its magical properties (aside from dimension 

door), including its +3 enhancement bonus, skill 

bonuses, and the keen and speed special abilities. 

All of these properties are restored every day at midnight. 

DESTRUCTION 

Vesper's Rapier is destroyed if it is taken into a demiplane 

where time doesn't pass. Although this is the end of 

the sword, its true owner's existence is such that earlier 

incarnations of the weapon will continue to exist for ages. 

CHis tory 
As shameless a self-promoter as any bard ever was, Vesper 

arrogantly held his own legend above that of any other. 

In doing so, though, he effectively obscured the most 

remarkable element of a life full of adventures, renaming 

his stolen sword after himself For ages untold, both those 

past and those still to come, Vesper's Rapier didn't belong to 

Vesper-it belonged to Shyka the Many, one of the Eldest. 

Belonging not to one individual but to an untold number, 

the name "Shyka" is a title held by all who have ever and will 

ever claim the name and its position of rulership among 

the Eldest. This multitude shares dominion over Shyka's 

realm anachronistically, allowing each the opportunity 

to rule for short periods at all points in existence, from 

the ancient past to modern times to the distant 

future. Most who visit Shyka's realm find the 

seemingly ageless being different with every 

visit, sometimes changing mid-conversation. 

So it was when Vesper entered Shyka's realm, 

where he met Shyka as a being with rust­

colored skin and hair like fire. Unlike 

most visitors, however, Vesper found that 

Shyka had been waiting for him. Cryptically, 

the Eldest informed the mortal that his 

time hadn't yet come, that he still had much to 

learn on Golarion, and that if he was to survive to his 

"determined moment," he would need a protector. With 

that, Shyka granted Vesper his blade, a weapon that was at 

once his and also a host of swords carried by all those who 

were and would be Shyka. In Vesper's hands the weapon 

took the shape of a rapier-the weapon of one of Shyka's 

incarnations that the blade mistook him for. 

Vesper's travels eventually led him back to Golarion 

and to numerous other well-documented adventures. 

Despite Shyka's prophetic words, Vesper's life ended on 

the waters of Mist Lake in Bloodsworn Vale, when a group 

of demonic assassins ambushed him seemingly without 

provocation. Vesper's Rapier somehow eluded the demons, 

though, and years later turned up at the Pathfinder lodge 

in Woodsedge for a brief period. The weapon proves 

maddeningly difficult to track, as its shape-but not its 

rich decorations-changes from wielder to wielder. 

�mifications 
Any who claim Vesper's Rapier find themselves embroiled 

in a mystery spanning lives and ages. 

Eldest Enigma: Any fey creature that sees Vesper's Rapier 

recognizes it as being of First World craftsmanship, a blade 

more grown than forged. Although they don't immediately 

recognize the weapon's pedigree, gnomes-being relatives 

of the fey-find the weapon enthralling and vaguely 

familiar. Gnomes gain a +2 bonus on Knowledge or 

Spellcraft checks made to identify the weapon. 

Shyka's Sword: Although unknown to Vesper or any 

other mortal, Shyka didn't give his blade away to Vesper­

rather, Vesper was simply one of Shyka's embodiments 

who hadn't yet joined his brethren. Something appears 

to have gone wrong, though, as Vesper died before 

performing whatever deed would elevate him to Shyka's 

level and fulfill his destiny. What effects this will have on 

Shyka's existence and that of his sword remains a mystery. 





W
hile nearly all major artifacts are unique, minor 

artifacts are typically distinguished as artifact -level 

treasures of which multiple copies exist. This doesn't 

mean minor artifacts actually prove significantly more 

common or less dangerous than major artifacts, 

though, or that GMs shouldn't consider the same 

issues when choosing to add such potent magic 

items to their game. The following pages present 

numerous minor artifacts from across Golarion. 

These artifacts supplement those presented on 

page 300 of The Inner Sea World Guide. As many 

of these artifacts have had less of an impact on 

Golarion's history than those in Chapter 1, they are 

presented in a more concise format. 

BoNE HousE 

Aura strong conjuration and necromancy; CL 17th 

Slot none; Weight 2 lbs. 

DESCRIPTION 

A bone house is a variant form of instant fortress 

most often employed by elite agents of Nidal and 

influential members ofZon-Kuthon's faith. 

These grim statuettes appear as skull-topped 

fortresses the size of a clenched fist. When 

activated by speaking a command word, a bone 

house grows to form a tower 20 feet square and 30 feet high, 

with arrow slits on all sides and a crenellated battlement 

on top. The bone walls extend 10 feet into the 

ground, rooting it to the spot and preventing it 

from being tipped over. The fortress has a small 

door that opens only at the command of the 

owner of the fortress-even knock 

spells can't open the door. 

The bone walls are magically enhanced 

to be as hard as stone, and have 

100 hit points and hardness 10. A 

bone house can be repaired by casting 

inflict spells on the walls, with every 

10 points of negative energy repairing 1 

point of damage. A bone house springs up in 

just 1 round, with the door facing the device's 

owner. The door opens and closes instantly 

at his command. People and creatures 

nearby (except the owner) must be careful 

not to be caught by the fortress's sudden 

growth. Anyone caught in the area takes 

10d6 points of damage (DC 19 Reflex save for half damage). 

The interior of a bone house is under the constant effects of a 

desecrate spell and is considered an altar to Zon-l<uthon for the 

purposes of determining the desecrate modifiers. 

Once a bone house is expanded into tower size, its owner 

can create up to four mummies per month from the drifts of 

bone ash and detritus that litter the inner rooms. Creating a 

mummy in this manner takes 10 minutes, and the owner must 

be inside of the bone house the entire time. Due to the desecrate 

effect, mummies created inside gain +2 hit points per Hit Die. 

These undead guard the contents of t he bone house without 

needing to be commanded. If the owner wishes to 

command these mummies to perform other tasks, he 

must use other means to do so. No more than four 

mummies may be active at one time. 

A bone house is deactivated by speaking a 

command word (different from the one used to 

activate it). It cannot be deactivated unless it is empty. 

DESTRUCTION 

A bone house has hit points and hardness and can 

be destroyed largely by mundane means. However, 

to fully destroy a bone house, its final hit point must 

be taken by a positive energy effect, requiring a 

cure spell or similar effect to be cast on the nearly 

ruined structure. 

CROWN OF THE SIMURGH 

Aura strong divination and transmutation [good]; 

CL 18th 

Slot head; Weight 1 lb. 

DESCRIPTION 

A crown of the simurgh grants the wearer the 

protection of the simurgh ( Bestiary 3) who created it. The 

crown only works for a single creature for whom the crown 

was specifically crafted. A simurgh can create one crown 

of the simurgh every soo years. 

While wearing a crown of the simurgh, the wearer is 

constantly affected by the spell protection 

from evil. Once per day, the wearer of this 

crown can spend a full-round action 

concentrating to mentally contact 

the simurgh who created the crown. 

If the simu rgh allows this connection 

to be made, the wearer instantly 

knows the distance and direction of the 

simurgh and can communicate with it as 

per the spell sending. Should the simurgh be 

on the same plane and both parties wish it, the 

crown's wearer can teleport to the simurgh's 

location. Ten minutes after teleporting to 

the simurgh's side, however, the crown's 

wearer teleports back to wherever he was 

before teleporting (or the nearest safe 

square), whether he wishes to or not. 

As a final effort or in a time of great need, the wearer can 

take a full-round action to hold the crown to the sun and call 

out to the simurgh that created it. This summons the simurgh 

as per the spell summon monster IX. The simurgh remains for 

1 minute, and follows the wearer's commands. At the end of 

this time, the simurgh vanishes and the crown is destroyed. 
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Cflarrowcd �a[m wranar Cfraits 
The Harrowed Realm possesses the following traits: 

Normal Gravity 

Ageless: Time itself passes normally here, but creatures 

in the Harrowed realm do not age, though they must eat, 

drink, and sleep normally. 

Self-Contained Shape: The Harrowed Realm's flat expanse 

stretches roughly 8o miles across, but wraps back 

in on itself at the farthest edges. 

Mildly Neutral-Aligned 

Limited Magic: Spells that 

transport a character to another 

plane, such as ethereal jaunt, plane 

shift, or shadow walk, only function 

if the caster succeeds at a DC 30 caster 

five or more individuals within 24 hours of regaining its 

properties, the helm permanently loses its magic properties. 

DECK OF HARROWED TALES 

Aura strong conjuration; CL 2oth 

Slot none; Weight 1 lb. 

DESCRIPTION 

The Deck of Harrowed Tales is a unique 
-=r:r.n"""';Jii!l!ii"'l"��._"!''ll. Harrow deck linked to the Harrowed 

Realm, a fantastical demiplane 

populated by whimsical and nefarious 

manifestations of characters from 

a Harrow deck's illustrations (see 

the sidebar for more details on this 

realm). Once per day, at a mental 

command from its wielder, the 

Deck of Harrowed Tales can create 

a swirling vortex to the Harrowed 

Realm, as per the spell gate. This ability 

does not function while the deck is 
'I)eck of CHarrowed' 6)afcs in the Harrowed Realm, requiring 

those within to find another method 

of escape. The Harrowed Realm is detailed in Pathfinder 

Module: The Harrowing. 

level check. Conjuration spells of the 

(summoning) subschool only function if the 

caster succeeds at a DC 20 caster level check. A 

failed spell produces no effect, and still 

expends a spell slot. 

DESTRUCTION 

Aside from making use of the crown of the simurgh's 

summoning ability, this artifact is also destroyed if it is taken 

onto the Plane of Shadow. 

DECEMVIRATE HELM 

Aura strong abjuration; CL 2oth 

Slot head; Weight 3 lbs. 

DESCRIPTION 

The members of the Pathfinder Society's 

administrative body, the Decemvirate, 

retain their anonymity by wearing close­

faced, magically empowered helmets while 

fulfilling their official roles. The helms not 

only mask the wearers' faces, but also 

function as helms of telepathy combined 

with amulets of proof against detection and 

location. The wearer of a Decemvirate helm 

can use disguise self at will and benefits 

from discern lies and true seeing at all times. 

The helm provides 100% protection from 

all gaze attacks and all forms of magical 

control. Specific Decemvirate helms may 

have additional powers and all are said to 

be unique in physical appearance. 

DESTRUCTION 

Whatever their original purpose, Decemvirate helms seem 

designed to function as mantles of office. If one of these 

helms is worn by five or more individuals in one 24-hour 

period, it ceases to function for 1 day. If it is again worn by 

DESTRUCTION 

The Deck of Harrowed Tales can only be destroyed by 

completing a mythical series of 54 quests tied to each of the 

Harrow cards within. Only then can the final ssth quest be 

revealed, upon the completion of which the 

deck and the Harrowed Realm cease to exist. 

HOURGLASS OF SHADOWS 

Aura strong necromancy [evil]; CL 17th 

Slot none; Weight 350 lbs. 

DESCRIPTION 

The Hourglass of Shadows is a foul artifact that 

allows the user to process a creature's remains 

into an undead shadow. The unwieldy, s-foot­

tall device rests suspended on an iron stand 

fitted with pivots that allow its user to rotate 

a central chamber of etched, smoke-colored 

glass. To operate the device, the user must 

place the ashes of a Small, Medium, or Large 

sentient creature into the glass chamber 

along with a crushed onyx worth 100 gp. 

After the ashes have flowed through the 

chamber three times-a process that takes 3 

hours-the contents can be emptied. If deposited into a clay pot 

filled with grave dirt and brackish water, the ashes transform the 

mundane container into a shadow urn. A creature whose remains 

have been defiled in this way cannot be restored to life by any 

method short of a miracle or wish until the shadow urn containing 

its spirit has been destroyed. 



A shadow urn contains an unquiet spirit befouled by the 

Hourglass of Shadows. These fragile urns can be thrown, have 

a range increment of 10 feet, and shatter on contact with 

any creature or solid surface. When a shadow urn is broken, 

the single greater shadow contained within is released. This 

shadow is free-willed-owing no allegiance to the 

owner of the Hourglass of Shadows or whoever broke 

its urn-and typically attacks the nearest 

creature, seeking to sate its hunger for life 

energy. A shadow urn is destroyed when 

it is used. If not shattered, a shadow urn 

contains the soul within indefinitely. 

DESTRUCTION 

Casting a spell with the light descriptor 

on the Hourglass of Shadows renders it 

inoperative for 1 day per level of the spell. 

Casting sunburst on the Hourglass under 

the light of the noonday sun causes it to 

shatter. Similarly, a shadow urn broken in an 

area of full natural sunlight destroys the 

shadow within rather than releasing it. 

ID PORTRAIT 

An id duplicate can be of a different class from the subject 

creature, and it has average hit points for that class, the same 

number of Hit Dice as the subject creature, and the same 

basic knowledge and goals as the subject creature (modified 

by any ability score changes). It is an average member of its 

class, with appropriate skills and feats. Reallocate the 

subject creature's ability scores to make them 

appropriate to the new class chosen. 

A duplicate can carry out whatever tasks the original 

creature desires. If all duplicates are destroyed, the 

original creature is ejected from the id portrait 

and permanently loses 1 point of Charisma 

(this cannot be replaced by any means short 

of a miracle or wish). In addition, he is under 

the effects of slow and dimensional anchor 

for the following 24 hours. These effects 

cannot be dispelled. The portrait is usually 

placed somewhere hidden and safe, or in the care 

of trusted guardians, since the subject creature 

Aura strong enchantment, necromancy, 

and universal; CL 2oth 

Cffourg(ass of Sftadows 

is significantly weakened until he recovers 

from the magical effects. When a duplicate 

has lived out its allotted time, it simply dies. 

Even if the duplicate is slain or dies before 

its duration expires, the body remains and 

Slot none; Weight so lbs. 

DESCRIPTION 

This 4-foot-by-8-foot oil-on-wood masterwork painting depicts 

an elegant high-backed padded chair in the foreground 

of a gothic study with heavy curtains, polished tables 

supporting decorative lamps, plush rugs, and 

hundreds of books on shelves. The silver-and-

gold frame is equally elegant and etched 

with faintly glowing arcane symbols. 

The painting is a powerful minor 

artifact that can be used to create one or 

more duplicates of any living creature 

that has a Charisma score of at least 10. 

By touching the painting and uttering 

a command word, the subject creature 

is drawn into the painting and appears 

seated in the chair. The subject is under 

the effects of a binding spell. 

behaves as a normal corpse. Spells such as 

miracle, raise dead, and resurrection fail to affect a duplicate corpse 

created by the id portrait. 

An id duplicate has a challenge rating equal to the base 

creature's CR -1. 

DESTRUCTION 

The id portrait can only be destroyed by 

painting a fresh portrait seated in the 

chair with marvelous pigments. The subject 

of this painting must be the original creator 

of the artifact. 

MALEFICUS SPIKE 

Aura strong abjuration; CL 2oth 

Slot none; Weight 16 lbs. 

DESCRIPTION 

A malejicus spike is an ancient item forged of 

cold iron with an adamantine core designed to keep 

demons at bay. When driven into the wall of a building, 

a malejicus spike infuses the walls of the Delving into the subconscious mind, 

the painting creates a duplicate of the 

subject that lasts for 1 day per Hit Die the 
�afcficus SpiKe structure with a dimensional lock effect 

and a ward that repels evil outsiders. Any 

creature possesses. If the subject creature 

has a positive Charisma modifier, additional duplicates equal to 

its Charisma modifier may be created. Each of these duplicates 

represents an alter ego of the subject. Some beings may have 

multiple alter egos. In this case, the subject creature determines 

exactly how many id duplicates he wants the id portrait to 

create, up to a maximum determined by his Charisma modifier. 

outsider with the evil subtype that tries to 

enter or damage the warded building must attempt a DC 30 

Will save. If it fails, the outsider takes 12d6 points of damage 

and becomes nauseated for 1 hour. An outsider that remains 

inside a building warded in this manner must make a new Will 

save each round to avoid damage and nausea. The effect is 

lessened against non-outsider evil creatures, but they too are 
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affected-such creatures gain a +4 bonus on their Will saves, 

take only 4d6 points of damage on a failed save, and 

are nauseated for only 1 minute. 

The stone and doors of a structure warded by 

a maleficus spike are considered to be magically 

treated (+20 to Break DCs, double hardness, and 

double hit points). Additionally, the structure 

self-repairs damage at the rate of 5 points of 

damage per round, provided the damage 

was inflicted while the maleficus spike was 

functioning; the spike can't repair existing 

damage when it is installed. 

A maleficus spike consumes an enormous 

amount of magical energy. It contains enough 

energy to ward a structure for 24 hours, after which 

it becomes dormant until recharged. Recharging a 

maleficus spike requires a spellcaster to spend 10 minutes 

in contact with the spike, after which the spellcaster selects a 

number of spell slots totaling no fewer than 24 spell levels to 

expend to infuse the artifact with enough energy to ward the 

structure for another 24 hours. Prepared spells in these slots 

are lost for a day, and for spontaneous spellcasters those slots 

are used for a day. Spell-like abilities cannot be used to fuel a 

maleficus spike. 

may already have. When a creature is wounded with the blade, 

as a swift action the wielder can activate the blade's bane 

weapon special ability (granting the weapon an additional +2 

enhancement bonus and causing it to do an extra 2d6 points 

of damage, but only against the type of creature struck; see 

page 469 of the Core Rulebook). The bane ability lasts for 10 

minutes and is usable once per day. Sacred to the faith of the 

mantis god Achaekek, the Mantis Blade also grants bonuses 

to a Red Mantis assassin who wields it. A Red Mantis assassin 

wielding the Mantis Blade gains a +2 bonus to the DC of 

her prayer attack, and may use her red shroud and fading 

abilities each an additional time per day. (See page 282 of 

The Inner Sea World Guide for more details on the Red 

Mantis assassin prestige class). 

DESTRUCTION 

If a single wielder uses the Mantis Blade to slay nine 

rightful ruling monarchs, the weapon can be 

destroyed by a successful sunder maneuver. 

OVINRBAANE, ENEMY OF ALL ENEMIES 

Aura strong evocation; CL 2oth 

Slot none; Weight 12 lbs. 

STATISTICS 

DESTRUCTION ()vinr&aanc 
Alignment CN; Ego 25 

Senses 6o ft. 

To destroy a maleficus spike, it must be hammered 

into a structure on the Abyss using a tool bearing the unholy 

symbol of any demon lord. 

MANTIS BLADE 

Aura strong evocation; CL 2oth 

Slot none; Weight 2 lbs. 

STATISTICS 

Alignment LE; Ego 16 

Senses 6o ft., darkvision 

lnt 10, Wis 12, Cha 14 

Communication telepathy 

Special Purpose slay all 

Spell-Like Abilities (CL 2oth, 

concentration +22) 

3/day-alter seif, darkness, 

spider climb, true strike 

1jday-clairaudiencej 

clairvoyance, deeper 

darkness, dimension door, 

greater invisibility 

lnt n, Wis 12, Cha 15 

Communication empathy 

Special Purpose defeat/slay all 

Dedicated Power wielder gains freedom of movement and 

dispel magic (CL 2oth) against opposing attacks 

and effects (the dispel magic power attempts to 

dispel any offensive effect only once and only 

as it first takes effect on the sword's wielder) 

Spell-Like Abilities (CL 17th, concentration +19) 

3/day-aid 

1jday-modify memory 

DESCRIPTION 

Ovinrbaane (literally 

translated as "enemy 

of all enemies") is a 

cursed, intelligent 

+3 wounding 

greatsword. When 

Ovinrbaane succeeds 

DESCRIPTION 

The Mantis Blade is an intelligent +2 
�y£act� of the Cfai(cd' 

at a contest of will 

(Core Rulebook 535), it 

uses modify memory to mislead its 

wielder into believing he's the barbarian 

axiomatic sawtooth sabre ( Inner Sea World 

Guide) made of red chitin that forms a curved, serrated blade. 

It grants its wielder the ability to make a +1d6 sneak attack. 

This ability functions exactly like the rogue ability of the same 

name, and stacks with any sneak attack bonuses the wielder 

warlord Armag and that anyone around 

him who isn't obviously a member of his tribe is a mortal 

enemy. The cursed greatsword also slowly changes the 

features of the wielder over the course of several days or 

even weeks to appear as those of the original Armag. If left 



unchecked, these powers seemingly bring the warlord back 

to life, recreating the savage warrior it deems to be its own 

true wielder. 

DESTRUCTION 

To destroy Ovinrbaane, its wielder must 

bring it to the Boneyard and strike three 

blows against his own gravestone, 

causing the sword to shatter. 

PHYLACTERY OF THE FAILED 

Aura strong necromancy [evil]; CL 18th 

Slot none; Weight 5 lbs. 

DESCRIPTION 

Not every lich that attempts the transition to undeath 

succeeds. For most, this means an excruciating, spell­

blasted death; for a small fraction of others, this means a 

typically brief but painful existence as a failed lich; but for 

an exceedingly rare few, this means something in between. 

A phylactery of the failed has a minute chance of coming into 

being anytime a spellcaster attempts to achieve lichdom 

and fails (equivalent to 1 in 100). In such cases, the magic­

user's body is destroyed, but the phylactery he prepared 

remains and is invested with a remnant of his shattered 

consciousness. The creature that opens a 

phylactery of the failed must immediately 

succeed at a DC 30 Will saving throw or be 

affected by a disease-like curse known as a 

parasitic soul (detailed below). Those affected by a parasitic 

soul have their own personality and sanity overwhelmed 

by the remnant ambitions and memories of the would-be 

lich whose destruction created the phylactery. If the cursed 

creature is killed by the parasitic soul, her body is animated 

1 day later as a lich with the same memories and abilities 

of the magic-user who created the phylactery, essentially 

allowing that spellcaster to finally achieve lichdom. The 

cursed creature cannot be returned to life until the lich 

is destroyed. 

lf the parasitic soul is excised from a victim, 

it returns to the phylactery and attempts to 

infect the next creature to open the box. 

The parasitic soul can only infect one 

creature at a time. While a creature 

is infected by a parasitic soul, 

the phylactery the soul is 

bound to has no dangerous 

properties and cannot 

infect other creatures. 

The invasive nature of phylacteries of the failed has 

spawned the creation of several other pernicious magic 

items, such as the disease-spreading death's head coffer (see 

Pathfinder Adventure Path #8). 

Parasitic Soul Curse and disease; save Will DC 3o;frequency 

1jday; effect 1d6 Intelligence damage; cure a parasitic soul can 

only be cured by casting both a spell that prevents the target 

from being mentally controlled (like protection from evil) and 

remove curse. 

DESTRUCTION 

Casting resurrection upon a phylactery of the failed restores 

the would-be lich to life as a living spellcaster with the 

statistics the magic-user had before attempting the 

transformation into lichdom. This destroys the phylactery, 

but brings a powerful evil spellcaster back into being. 

RAVEN'S HEAD 

Aura strong conjuration (healing); CL 2oth 

Slot none; Weight 8 lbs. 

DESCRIPTION 

Holy to the church of Pharasma, this gold-plated +3 

undead bane heavy mace was the symbol of office for 

the Bishop of Caliphas until Prince Adamondais 

Virholt lost it in battle against the Whispering 

Tyrant. A character with the ability to channel 

positive energy gains the Channel Smite 

feat while wielding Raven's Head, if she 

does not already possess the feat. In 

the hands of a cleric of Pharasma, 

Raven's Head gains the disruption 

weapon special ability, and the wielder 

can use the Channel Smite feat as if she were 

a cleric of four levels higher (+2 on the DC and 

+2d6 damage) and an extra three 

times per day. 

DESTRUCTION 

If successfully used as a component 

in the creation of a lich or other 

undead, Raven's Head's power is 

broken forever. 

SERITHTIAL 

Aura strong abjuration; CL 17th 

Slot none; Weight 5 lbs. 

STATISTICS 

Alignment LG; Ego 14 

Senses 6oft. 

lnt 13, Wis 10, Cha 13 

Communication empathy 

Special Purpose defeat followers ofZon-Kuthon 

Dedicated Power wielder gains death ward 

and freedom of movement against attacks and 

effects from followers of Zon-Kuthon 

Spell-Like Abilities (CL 17; concentration +18) 

3/day-cure moderate wounds, zone of truth (DC 13) 

DESCRIPTION 

Serithtial is a +4 holy Zon-Kuthon bane bastard sword used in 

several crusades from Cheliax against Nidal, and finally used by 

the hero Mandraivus in his assault on Scarwall. Although made 
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of steel, Serithtial is treated as being made of both cold iron 

and silver for the purposes of overcoming damage reduction. 

Serithtial glows with the equivalent of continua/flame, but her 

wielder can extinguish or ignite this glow as a move action. In 

addition, the weapon gains a further +2 enhancement bonus 

and deals an extra 2d6 points of damage against foes who serve 

or worship Zon-Kuthon. 

Although Serithtial is lawful good, as long as her wielder 

is dedicated to the defeat of the dragon l<azavon and those 

he has corrupted (see page 36), she does not attempt to 

seize control of her wielder. If her wielder does go against 

her wishes, she tries to force him to relinquish her to a more 

appropriate wielder. 

DESTRUCTION 

Serithtial can only be destroyed if 

Kazavon-restored to life-or a great 

wyrm shadow dragon worshiper of Zon­

Kuthon uses its breath weapon on the 

blade while it is unattended. 

TORC OF KOSTCHTCHIE 

Aura overwhelming conjuration and 

enchantment [evil]; CL 25th 

Slot neck; Weight 2 lbs. 

DESCRIPTION 

STATISTICS 

Alignment CE; Ego 18 

Senses 30 ft. hearing and tremorsense, true seeing 

lnt 7, Wis 14, Cha 13 

Communication empathy 

Special Purpose slay all non-Angazhan worshipers 

Spell-Like Abilities (CL 2oth, concentration +21) 

At will-weird (DC 20) 

1jday-reincarnate (charau-ka; see description) 

1jyear-reincarnate (dire ape; see description) 

DESCRIPTION 

Dangerous artifacts created by the demon lord Angazhan, 

several totems of Angazhan lie hidden in the depths of 

the Mwangi Expanse. Each is an intelligent artifact 

largely in control of itself. A totem radiates 

an aura that forces all non-worshipers 

of Angazhan within 30 feet to make a 

successful DC 15 Will save or become 

panicked for 1 round. This is a mind­

affecting fear effect. A totem can also 

make use of its own spell-like abilities 

as it pleases, frequently lashing out 

with weird to attack. Its size and direct 

connection to Angazhan's power 

prevents it from easily being used by 

other creatures. Any who would employ 

its powers must touch the totem. Those 

who aren't chaotic evil worshipers 

of Angazhan must also enter into a 

contest of wills with the totem to make 

use of its powers for that day (see page 535 

of the Core Rulebook). If a creature wins 

This golden collar contains a piece of the 

demon lord Kostchtchie's mortal soul, 

entrapped within by the witch Baba Yaga. 

The tore grants its wearer immunity to 

cold and the ability to command frost 

giants at will. This ability functions as 

dominate monster, but affects only frost 

giants, who take a -10 penalty on their 

saves. In addition, the wearer can cast 

giant form II three times per day. Anyone 

@Ore ofCKe,stcfttcftic the contest, that creature can direct the 

totem to use its abilities. Additionally, 

who wears the tore for 1 week also gains the ability to summon 

an aspect of Kostchtchie's dark hunger once per day. This aspect 

takes the form of a wendigo ( Bestiary 2) who faithfully serves the 

wearer of the tore for 1 hour. Using the tore in this way alerts 

Kostchtchie to the tore's whereabouts. 

In addition, anytime one of the Tore ofKostehtehie's powers is 

used, there is a cumulative s% chance the wearer goes berserk 

(gaining all the benefits and drawbacks of the barbarian's 

rage ability), attacking the nearest non-giant creature until 

unconscious or dead, or until no living non-giant remains 

within 30 feet. 

DESTRUCTION 

The Tore ofKostehtchie dissolves if boiled for 24 hours in the 

cauldron within the Dancing Hut ofBaba Yaga. 

TOTEM OF ANGAZHAN 

Aura strong necromancy and transmutation; CL 2oth 

Slot none; Weight 150 lbs. 

the creature is immune to the totem's 

panic aura for 24 hours and the totem cannot use its spell-like 

abilities against the creature for that day. 

Once per day, a totem of Angazhan can reincarnate a single 

creature that dies within 30 feet of it. Unlike the spell of the 

same name, the reincarnated creature always returns to 

life as a chaotic evil charau-ka ( The Inner Sea World Guide). 

A creature reincarnated as a charau-ka gains +4 Str, +2 Dex, 

and +4 Con. Once per year, the totem may instead use its 

reincarnate ability to bring a creature back to life as a chaotic 

evil dire ape-it is this ability that creates the creatures that 

go on to become Gorilla Kings. A creature reincarnated as a 

dire ape gains +8 Str, +4 Dex, and +6 Con. When a new dire 

ape champion is created, it becomes infused with a desire 

to seek out the current Gorilla King and challenge him to 

a fight to the death-the survivor rules as the Gorilla l<ing 

for another year. As with all reincarnate effects, the creature 

being restored to life must be willing for the effect to 

work-the creature to be reincarnated knows that accepting 



the offer to come back to life enslaves its soul to Angazhan 

(resulting in the shift to chaotic evil and the drive to seek out 

and replace the current Gorilla King). 

If a totem of Angazhan is placed upon or adjacent to an altar 

of Angazhan that is under the effect of an unhallow spell cast 

by a worshiper of Angazhan, the totem of Angazhan's sensory 

range extends to 300 feet, and it can use its abilities in this 

extended range as long as it has line of sight to its target. 

DESTRUCTION 

A totem of Angazhan can be destroyed only by a Gorilla King 

(either acting on his own volition or while under the effects 

of magical control), who can damage the totem as if it were 

a normal item with hardness 8 and 100 hit points (or by 

succeeding at a DC 30 Strength check to break the totem in 

half ). Of course, once a Gorilla King makes his first attack 

upon one of these totems, the blasphemy 

against Angazhan causes that Gorilla 

King to no longer count as a worshiper 

of Angazhan, and he can now be affected 

by the totem's panic aura. Worse, the 

affront allows the totem of Angazhan 

to attempt once per round to revoke 

that Gorilla King's reincarnated body. 

Each round the blasphemous Gorilla 

King remains within reach of the totem's 

senses, the Gorilla l<ing must make 

a successful DC 2S Fortitude save to 

avoid being transformed back into 

whatever race the creature was before 

he was reincarnated. Once this occurs, the 

target is no longer a Gorilla King and can no 

longer damage the totem, but the totem can 

continue to use weird to attempt to slay the 

creature as long as it is able. 

VERNAL KEY 

Aura strong transmutation; CL 2oth 

Slot none; Weights lbs. 

DESCRIPTION 

The Vernal Key consists of three lattice orbs, one inside the 

other, all carved from a single piece of blue mineral. The key 

was created to unlock a jarl's prison, but as a side effect it also 

protects the region around it from the ravages of winter. 

Within a s-mile radius of the Vernal Key, otherwise cold 

weather (below 40° F) becomes moderate, while severe cold 

(below 0° F) becomes only cold. A mild wind demarcates 

the edge of this effect. The key must remain stationary 

(unattended) to produce this effect; it takes 24 hours for the 

artifact to attune itself to its locale. The key only ameliorates 

natural weather; it has no effect on magically created effects 

or extra planar environments. 

DESTRUCTION 

The power of the Vernal Key is intrinsically tied to the 

Elemental Plane of Air, where it was created. It can only be 

destroyed by returning it to that plane and then using a rod of 

cancellation on it. 

VISIONARY LENS 

Aura strong divination, enchantment, and illusion; CL 2oth 

Slot none; Weight so lbs. 

DESCRIPTION 

This ornate mirror measures 4 feet in diameter, framed in 

gold and embellished with silver. The frame depicts dozens 

of stylized eyes from fey creatures that alternately open and 

close in wakefulness or slumber. During the day, these eyes 

influence the mirror's surface to act as a crystal ball with 

telepathy. At night, the eyes can cast scrying (looking into the 

dreams of subjects) and nightmare instead. Lastly, 

during the twilight hours between day and night, 

the eyes can be commanded to bestow one of the 

following effects upon any single person gazing 

DESCRIPTION 

into the mirror: 

• geas (DC 21) 

• maze (DC 22) 

• vision 

The mirror does not function outside 

of the First World or demiplanes that 

share characteristics of the First World 

(such as the Fell night Realm). 

DESTRUCTION 

The visionary lens shatters if exposed to a 

wail of the banshee cast by someone wearing a 

medallion of thought projection. 

WARDING Box 

Aura strong abjuration; CL 2oth 

Slot none; Weights lbs. 

A warding box is a powerful magical container built to 

obscure and confound any attempt to locate objects kept 

inside. The box can hold one object no larger than 8 inches 

by 8 inches by 3 inches (or up to 2S pounds) in each of its 

three compartments at any one time. The box's lid and 

additional compartments are sealed, but the box can be 

opened or closed as a full-round action. While the lid is 

closed, the warding box and all objects inside it are protected 

from all divination spells. In this state, no divination spell 

save for those employed by the gods can detect the warding 

box or its contents. 

DESTRUCTION 

A warding box can be destroyed by placing a portable hole 

inside it, closing the lid, and then placing the box inside a 

second portable hole. This second portable hole must be closed, 

and then a wish must be used to switch the two portable holes. 

Doing so destroys both portable holes and the warding box 

along with them. 
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Swords of Sin grant wielders the tools to raise or devastate nations, magical 

wonders like the Codex r:ifthe Infinite Planes and the Book of the Damned unlock 

secrets no mortal was meant to control, and unbelievable treasures like the Orbs 

r:if'Dra,gonkind and the time-shattering Staff of A,ges grant bearers mastery over the 

laws of reality. Power to rival the gods and the truths behind the Pathfinder campaign 

setting's deepest secrets lie within-but are only for the bold. 
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� Metagame artifacts, giving GMs campaign-altering tools to tackle common 

game table concerns such as forgotten familiars and rebuilding characters. 
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