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You'll find something for your 

character in every Pathfinder Player 

Companion. This companion includes 

the following. 

FOCUS 
CHARACTERS 
This Player Companion highlights 

options specific to characters of the 

following classes, in addition to 

elements that can apply to other 

characters as well. 

BARDS 
One would be hard pressed to find 

a better volume for a character that 

has a class feature called 'jack-of-. 

all-trades." While versatile tricksters 

of all stripes can find more toys in 

this book than they'll know what to 

do with, bards can make particularly 

effective use of items such as the 

magical instruments sold at Warius 

Opera House (pages 30-31), and 

socialites need look no further for a 

suitable adventuring companion than 

the Laughing Sword (pages 16-17). 

FIGHTERS 
In addition to a slew of magic items 

invaluable to any master of martial 

combat, this book features over half 

a dozen new armor and weapon 

special abilities that can be applied 

to magical equipment, including 

powers that allow combatants to 

better swim in their armor (page 9), 

use bludgeoning weapons to break 

opponents' bones (page 15), and 

bounce thrown splash weapons off 

their shields (page 21). 

WIZARDS 
Wizards and any other spellcasters 

capable of creating magic items 

will have a heyday with Ma!J ical 

Marketplace, since each fantastical 

item also includes the requirements 

for constructing that item, enabling 

them to save significantly. In 

addition, wizards can make use of all 

the arcane items sold at eldritch shops 

like Magicka Esoterica (pages 18-19). 

FOR EVERY 
CHARACTER 
Certain game elements transcend 

the particulars of a character's race 

or class. The following elements 

work equally well for any character 

in the Pathfinder Roleplaying Game, 

regardless of the character's focus, 

type, or background. 

MAGIC hEM 1 NDEX 
This book introduces a lot of new 

magic items, and players who 

constantly need to reference their 

favorites will find the magic item 

index on the inside back cover an 

indispensable aid. 

MARKETPLACES OF THE 
lNNER SEA 
The inside front cover features 

an elaborate map of the Inner Sea 

region that includes the location 

of every merchant detailed in this 

book. Since these shopkeepers and 

peddlers are spread throughout the 

entire Inner Sea region, adventuring 

parties are never far from a place to 

buy new supplies. 

MERCENARY MISSIONS 
While payments of hard-earned gold 

work fine for most vendors, each 

profile of a shop in this book also 

includes several ways to earn store 

credit or get discounts on goods, 

allowing for all manner of rewarding 

side quests and antics! 

SHOP DESCRIPTlONS 
Every shop in this book includes 

details on the store itself as well as 

its primary proprietor-elements 

that can spawn an infinite number 

of lucrative exchanges, fascinating 

interactions, and lasting relationships 

with compelling NPCs and locations. 

NEW CHARACTER 
OP T10NS 
In addition to new magic items, this 

book features dozens of new rules 

options for characters of all classes, 

including new feats, spells, and 

interchangeable class features. The 

new character options introduced in 

this book and the pages they can be 

found on are listed below. 

Character Option Page 

A l chem i s t  d i scove r ies  20  
Arca ne  d i scover i e s  1 8  
Arca ne  s pe l l s  24  
Ba rd i c  ma sterp ieces 30  
Co m bat  feats 6 
D i v i ne  s pe l l s  8 
Eq u i pmen t  t r i cks  1 4  
G r i t  feats 22 
Hexes 28 
I n q u i s i t i o n s  1 0  
Magu s  a rcana  4 
Range r  tra ps 1 2  
Rog ue  t a l en t s  2 6  



US1NG TH1S BOOK 
Each two-page section of this book features a different 

shop located in the Inner Sea region that sells magical 

items and equipment. The following format is used for 

all the shops in this book. 

Shop Name: The name of the shop. This is followed by 

a short "in-world" quote from the shop owner. 

Shop Stat Block: This section details the name of the 

shop, a brief description, the name of the owner, the shop's 

location, mundane wares sold there, and magical specialties 

sold there. The table that follows lists markups and boons 

for use with the optional discounts system (see below). 
Description: This section relates common knowledge 

about the shop, such as its location and appearance, as well 

as information regarding its owner and clientele. 

New Character Options: In addition to items for sale, 

each shop in this book includes new character options such 

as spells, feats, and class abilities that are known to the 

shop owner. PCs can gain access to these using the optional 

boon system (see Discounts, below). At the GM's discretion, 

a character may acquire these abilities from other sources. 

Magic Items for Sale: Among each shop's inventory 

are a number of new magic items. The GM may decide 

whether these items are unique to the shop or are available 

elsewhere (or are even something a PC can learn to create). 
Also for Sale: This sidebar lists a variety of mundane 

and magical items that are always available at the shop. 

Each item is listed with its base price and the page number 

of the book it appears in (the abbreviations for cited books 

and their full names can be found on page i of this book). 
The GM should use this list to help determine what other 

items the shop owner has in stock and which she can 

make or acquire. 

Other Ways to Pay: This section lists ways a PC can 

earn store credit or discounts and unlock boons, other 

than spending money at the store. 

D1scouNTS 
Optionally, GMs may choose to use the special rules 

subsystem presented in this book wherein as the PCs 

patronize a particular store, they unlock access to certain 

rules options and gain discounts on future purchases. This 

system also allows PCs to earn store credit or discounts by 

performing special quests or missions specific to a store. 

When they visit a store for the first time, the PCs are 

treated as strangers and must purchase items there at 120% 

of the standard price. As the PCs spend money at the shop, 

the price of future purchases is lowered and character 

options (or "boons") become available to PCs who meet the 

prerequisites. Eventually, PCs who spend enough gold may 

purchase wares there for less than the standard price. 

Depending on the GM's and players' preferences, 

certain elements of the discount system may be 

implemented while others may be ignored. Players 

are encouraged to discuss this system with their GM 

to determine how item prices, character options, and 

discounts work in their game. 



"Gather 'round) gather 'ro11nd Arinna's Hfagon of Exotic 'Treasures! From the Cnrn n of' the Wi.Jr/d lo the Inner 
Sea) �'c bring yo11 wonders and oddities the likes of' which you have never seen. Impress yo11r friends and 
outshine your riv a.ls for the cost of a. frH coins at Arinna s ilfagon!" 

ARIN NA'S WAGON 

Itinerant Varisian Merchant Caravan 

Owner Ke l t i r  Ar i n n a  
Location Av ista n (see the  i n s i de  f ro n t  cove r) 
Mun dan e Wares fo re i g n  b r i c-a - b rac ,  fo r t une - te l l i ng ,  tat toos 
Magical Specialties d iv i na t i o ns, exot ic  i tems, extra p l a n a r  

storage, mag i c a l  tat toos 

Purchase Price 

Required Adjustment Unlocked Boon 

1 2 0 0/o  
1 5, 000  g p  1 2 0 0/o  Buys a t  550/o, d iv i n a tory 

st r i ke magus a rcana  
30, 000  gp  1 2 0 0/o  Buys at  650/o, scro l l  

mastery mag us a rca na 
60 ,000  gp 1 2 0 0/o  Buys at  750/o, k i  

Unlike most magic shops, Arinna's Wagon 

has no fixed location. This brightly colored 

Varisian wagon travels a circuit that covers 

much of Avistan, stopping anywhere 

there are buyers or sellers of magical (or 

seemingly magical) goods. Conspicuous 

signage in several regional languages 

invites the public to view and purchase 

magical wonders from around the world, 

to seek the sage counsel of the wagon's 

resident fortune-tellers, or to get tattoos 

from its skilled artisans. 

Arinna's Wagon appears larger on 

the inside than the outside. In fact, 

the clever use of extradimensional 

spaces allows the owner, Keltir 

Arinna, to store and display the wide 

variety of goods she collects in her 

travels. Other less colorful wagons 

follow behind to house Keltir's 

extended family, most of whom work 

for her as buyers, sellers, diviners, 

and tattooists. 

Items purchased from Arinna's 

Wagon always cost 120% of the 

normal price if you're using the 

optional discount rules (see page 3), 

though frequent customers may 

eventually sell their wares here for 

more than half the standard value. 

NEW MAGUS ARCANA 
Among Arinna's caravan are several well-practiced magi 

who may teach their methods to worthy customers. 

Divinatory Strike (Su): Whenever the magus scores a 

critical hit against an opponent with a melee attack, he 

can gain preternatural insight into his foe's strengths 

and weaknesses as though he had rolled a natural 20 

on a Knowledge check to identify the creature struck. 

Any bonuses or penalties the magus normally applies 

to such a Knowledge check are applied to this ability, 

including his Intelligence modifier, ranks in the 

requisite Knowledge skill, and other applicable 

modifiers. Depending on the final 

calculated outcome of this ability and 

the CR of the creature struck, the magus 

may still be unable to glean information 

about his enemy. This ability works even 

if the magus has already attempted a 

Knowledge check to identify the creature. 

K i  Arcana (Ex): The magus may use points 

from his arcana pool and ki points from a ki 

pool granted by another class interchangeably. 

The magus must be at least 6th level and must 

have levels in a class that grants him a ki pool 

before selecting this arcana. 

Scroll Mastery (Su): Whenever the magus 

uses a scroll, he may expend i point from his 

arcane pool to allow him to calculate the DC 

for any spell contained on the scroll using 

his Intelligence modifier, instead of the 

minimum modifier needed to cast a spell of 

that level. The magus must be at least 6th 

level before selecting this arcana. 

MAG1C 1TEMS 
FOR SAtE 
Keltir Arinna travels all over (and even 

under) Avistan collecting exotic and 

magical items. All of the new magic 

items in this book, as well as any 

other magic items the GM wishes to 

include, are available for purchase 

from Arinna's Wagon. The following 

items are from Keltir's homeland 

of Varisia. More information on 

magical tattoos can be found 

in Patlifinder Campa(gn SettinJJ: 

Inner Sea Ma.!Jic. 



AURA fa i n t  transmutat ion 

PRICE 
1 2,000 G P  
WEIGHT-

An animal totem tattoo is ded icated to a specif ic an ima l  totem. The 
bearer ga ins  the totem tra nsformat ion ab i l ity of a 5th- level d ru id  
w i th  the correspond ing an ima l  shaman a rchetype (a pe"', bat"', 
bea rAPG, boar"', d ragon"M, eag leAPG, l i onAPG, sauria n"M, serpentAPG, 
sha rk"M, or wolfAPG) . If the bearer a l ready has the correspond ing 
totem tra nsformat ion as a c lass  ab i l i ty, she is i nstead treated as a 
dru id of 5 leve ls h igher  for the pu rposes of th is  ab i l ity. 
CONSTRUCTION REQUIREMENTS I COST 6,000 GP  
I nscr ibe Mag ica l  Tattoo'5M, beast shape I 

AURA fa i n t  enchantment 

PRICE 
900 GP  

WEIGHT-

Th i s  a ra besq ue tattoo accentuates the bearer's movements. I f  
the tattoo i s  v i s ib le, the beare r  ga i n s  a +2 c i rcumstance bonus 
on  Perform (dance) checks. 

When the bearer  uses a Perform ski l l  o r  bard i c  performance, 
she ca n choose a crea tu re wi th in  90 feet that she can see 
and  that ca n see her hypnotic tattoo. That c reatu re ta kes a 
-2 pena l ty on Pe rcept ion and  Sense Motive checks wh i l e  the 
bearer performs. Th i s  i s  a m ind -affect ing effect. The bearer ca n 
change the target of th i s  effect as a free act ion on her  turn .  
CONSTRUCTION REQUIREMENTS I COST 450 GP  
I nscr ibe Mag ica l  Tattoo'5M, hypnotism 

AURA fa i n t  d iv inat ion 

PRICE 
1 , 000  GP  

WEIGHT-

Each of these tattoos is keyed to a s ing le  school of magic .  The 
bearer can use detect magic at w i l l, but on ly to sense au ras of 
that schoo l .  The bearer ga ins  a + 1 ins ight  bonus on saving th rows 
aga inst spe l l s  and spe l l - l i ke ab i l i t ies of the keyed school and knows 
when such a spel l  or spe l l - l i ke ab i l ity has been cast with in 60 feet. 
CONSTRUCTION REQUIREMENTS I COST 500 GP  
I nsc r ibe Mag i c a l  Tattoo15M, detect magic, guidance 

AURA fa i n t  conj u rat ion 

PRICE 
2,000 GP  

WEIGHT-

This s inuous tattoo appea rs to move when the 
bearer flexes h is  muscles. Three t imes per day 
when the bearer makes a successfu l  melee 
attack with a monk or performance weapon 
or  an  unarmed stri ke, he can cause the tattoo 
to lunge l i ke a snake at the creature hit. Th is 

a l l ows the bearer to perform a d i rty trickAPG combat maneuver as 
an  immediate action that does not provoke attacks of opportun ity. 
CONSTRUCTION REQUIREMENTS I COST 1,000 GP 
I m p roved D i rty Tr ickAPG, I nsc r ibe Mag i ca l  Ta ttoo'5M, summon 

monster I 

ALSO FOR SALE 
I n  a dd i t i o n  to a ny of the  new mag i c  i tems i n  t h i s  book, 
t he  fo l l ow i n g  i t ems  can  typ i ca l l y  be p u rchased  a t  

'" 
Ar i n n a 's Wag o n  . ., 

r \ Item Price Source "t ' Bag of holding Va r ies  UE  281  � 

� Caster's tattoo Va r ies  I SM 1 6  
Crystal ball Va r ies  U E  289 

� Efficient quiver 1 , 8 00  g p  U E  2 9 4  

., Handy haversack 2 ,000  g p  U E  3 0 1  

i: Ha rrow deck  1 00 gp  U E  66  

t Needles of fleshgraving 8 ,000 g p  U E  3 1 2  

;. Reservoir tattoo 1 0, 000  g p  I S M  1 6  J .. 
Seer's tea � \ 550  g p  U E  3 1 9  

"? Ta ttoo Va r ies  UE  74 � { ;. 

L · l AA-..-c:/ 

AURA fa i n t  transmutat ion 

PRICE 
1 1 ,400 G P  

WEIGHT 3 l bs .  

Th is two -ended too l  can  be used as  +1/+1 monk's spadeuE. 

F ive t imes  per  day as a sta nda rd ac t ion ,  the w ie l de r  can  sweep 
a n  ad jacen t  1 0 -foot squa re .  Th i s  ac t ion  c lea rs the a ffected 
a rea of obj ects and terra i n  that h i n de r  movement,  such as 
ca l tro ps, r ubb le, and unde rg rowth .  The trailblazer's spade has  
no  effect on  fea tu res more t h an  4 fee t  h i g h  o r  deep. I t  has  
no  effect on  terra i n  tha t  has  been mag i c a l l y  man i p u l a ted to  
i m pede movement .  
CONSTRUCTION REQUIREMENTS I COST 5,860 GP  
Craft Mag i c  A rms  a nd  Armor, soften earth and stone 

OTHER WAYS TO PAY 
Keltir Arinna collects not just exotic items, but also 

exotic tales. 

Replacement Stock: Although Keltir doesn't give 

discounts to repeat customers, she does pay more for 

items she buys off them. See the Unlocked Boons column 

in the table on the facing page for the percentage of the 

market price Arinna pays for rare or magic items sold to 

her by frequent customers. 

Stories: A character who impresses Keltir with a successful 

DC 20 Perform check earns at least 100 gp in store credit. If 

the result is 21 or higher, he earns the equivalent gp value 

of an encounter with an APL equal to the result - 20, but 

not higher than his character level (see Table 12-5 on page 

399 of the Patlifinder RPG Core Rulebook). A character can 

attempt this check no more than once per month. 



"}(Ju need the best; thickest a.rm or you ca.n ha.ndlc lo keep then orld:� monsters a.nd bca.sts out of'yotff inna.rds. 
Rut good a.rmor is just the sta.rt.1'1fonstcrs a.re cra.liy. 'They'll be 11111fer your skin or burrowing into your mind 
hcf(ire you know ii. }()(I need thorough protection1 a.nd tha.t:� why you've come to me." 

BERDREO'S ARMORY 

Respected Armorsmith and Defense Enthusiast 

Owner Berd red Lerede l  
Location V i g i l  (Lastwa l l )  
Mundane Wares med i u m  and  heavy a rmor, p rotect ive 

e q u i pment, sh i e l d s  
Magical Specialties a rmor  enha ncements, defens ive mag i c  

i tems, mag i ca l  a rmor  a nd  sh i e l d s  

Purchase Price 

Required Adjustment Unlocked Boon 

1 2 0 0/o  
1 5, 000  g p  1 1 0 0/o Q u i l l brea ker Defense feat 
3 0, 000  g p  1 0 0 0/o  
60 ,000  g p  9 0 0/o  Sh ie l d  Snag feat 

Berdred's Armory is a 

thick-walled, single-story 

building in the crusader 

city of Vigil, and previously 

served as a garrison. The inside 

is a stifling affair comprising 

numerous forges, anvil stations, and 

quenching pools. The armory's three 

forges are maintained by the middle-aged 

Berdred Leredel and her trusted apprentices. 

Berdred spent her youth as a squire to a 

famed knight in the war against Belkzen, 

where she gained an exaggerated paranoia 

regarding ores and other vicious monsters. 

Berdred retired to the most fortified city 

she knew to work as an armorsmith, and 

her skill in crafting sturdy protective gear 

has since earned her fame and respect. In 

addition to the armor she crafts, Berdred 

trades in magical and mundane defensive 

items and gear to mitigate the drawbacks of 

wearing such burdensome armor. Berdred 

is convinced that no amount of protection 

is too much, and she presses patrons to buy 

the heaviest armor they can handle. 

NEW FEATS 
Berdred's years of working with indomitable 

crusaders have taught her innovative 

ways to defend onesel£ She offers 

to teach the following feats to 

her frequent customers. 

ExTEND THE BULWARK (COMBAT, TEAMWORK) 
You can bolster a trained ally's defenses by interposing 

your own armored body. 

Benefit: If you are wearing medium or heavy armor 

and are adjacent to an ally who also has this feat, as a free 

action, you may give your ally a circumstance bonus to 

her AC equal to half the armor bonus provided by your 

armor. This bonus lasts for i round. During this round, 

you gain no bonus to your AC from your armor. 

Qu11tBREAKER DEFENSE (COMBAT) 
You know how to put armor spikes to defensive use 

by thrusting them into the path of an oncoming 

attack just in time. 

Prerequisite: Proficiency with armor spikes. 

Benefit: If you are wearing armor spikes, as 

an immediate action when you take damage 

from a nonmagical attack, you can give 

your armor spikes the broken condition to 

reduce the amount of damage you take by 5. 

If your armor spikes are already broken, 

they are destroyed when you take the damage. 

If you are wearing masterwork armor spikes, 

you instead reduce the damage taken by 10. 

You know how to navigate your shield around 

weapons and can use it to keep your balance. 

Prerequisites: Improved Shield Bash, Shield 

Proficiency, Two-Weapon Fighting, base 

attack bonus +6. 

Benefit: Any opponents hit by your shield 

bash are also targeted by a free disarm attempt, 

substituting your attack roll for the combat 

maneuver check. This disarm attempt does 

not provoke an attack of 

opportunity. You cannot use 

this ability during the same 

round as a bull rush attempt made 

with Shield Slam or with any other 

abilities that affect how your shield 

bash works. 

When using a shield, you gain 

a +4 bonus on Strength checks 

to avoid being blown away by a 

strong wind and on Climb 

checks to catch yourself on a 

wall or slope when falling. 



MAG1C 1TEMS FOR SALE 
Berdred sells all manner of magical defensive devices, 

including the following new items and armor special ability. 

4 l bs .  

rugged stone a rmbands s l i p  
on eas i l y  and swiftly adjust to  a size 
appropriate for the wearer. Once per day, 
the weare r  ca n create a wall of stone up  
to  2 inches th i ck  and 45 feet l ong  (o r  90 
feet long, i f  the th i ckness i s  reduced to 1 

inch) .  For the pu rpose of th is  effect, the bracelets of stone count  
as a stone su rface that  the wall of  stone can merge wi th ,  and they 
mag ica l ly provide the wearer the strength necessary to support 
a ny wall of stone so created. Thus, the wearer ca n create a br idge 
or  wa l l  i n  nea rly any locat ion as long as he i s  stand ing adjacent 
to a point where the bracelets ca n connect to i t .  I f  the brace lets 
a re used this way, the wearer can't move from this space and is 
cons idered f lat-footed du ri ng  th is  t ime, but may end the effect as 
a n  immed iate act ion ( thus destroying the wa l l) .  I f  e i ther brace let 
is taken off or  a port ion of the wa l l  i s  breached or  destroyed, th is  
effect immediately ends and the wall of  stone crumbles to d ust. 
CONSTRUCTION REQUIREMENTS I COST 1 3,380 GP  
Craft Wond rous  I tem, wall o f  stone 

SLOT armor 
AURA moderate tra nsmutat ion (see text) 

PRICE 
1 9,650 G P  

WEIGHT 30  l bs .  

Th is  dul l  b lack su i t  of +2 scale mail does not impose a n  a rmor 
check pena lty on the wea rer's Stea lth checks, though other  a rmor 
check pena l t ies  a pply as norma l .  Add i t iona l ly, infiltrator's mail 

reacts to detect magic as though it were nonmagica l  a nd, when 
worn, extends th is  effect to a l l  other mag ic  i tems worn or  he ld 
by the wearer u n less the viewer uses identify or a s imi lar  effect 
wh i le  exam in i ng the items. 
CONSTRUCTION REQUIREMENTS I COST 1 3,650 GP 
Craft Magic Arms and Armor, cat's grace, magic aura 

PRICE 
+2 bonus 

WEIGHT-

Mind buttressing a rmor g rants the wearer a +2 res istance bonus 
on Wi l l  saves and renders her immune to possess ion and menta l  
contro l  ( inc l ud ing charm and compu ls ion effects l i ke command 

and charm person) . If i t 's donned by a creature a l ready under the 
inf luence of such a n  effect, the creature immediately receives 
a nother savi ng throw ( if one was a l lowed to beg i n  with) aga i nst 
the spel l or  effect. I f  the check is successfu l ,  the effects a re 
suppressed unt i l  the creature removes the a rmor, after which they 
resume. This ab i l ity can be app l ied only to med ium or heavy a rmor. 
CONSTRUCTION REQUIREMENTS I COST +2 bonus 
Craf t  Mag i c  Arms and  Armor; protection from chaos, evil, good, 

or/aw 

ALSO FOR SALE 
I n  a d d i t i o n  to t he  new m a g i c  i t ems  i n  t h i s  se c t i on ,  ; t h e  fo l l ow i n g  i t ems  c a n  typ i ca l l y  be p u rcha sed  a t  

� Be rd re d 's A rmo ry. 
! ' "1 Item Price Source 
� � Ag i l e  h a l f- p l ate 850  g p  U E  1 0  , � A l chem i c a l  g rease 5 gp UE  1 0 0  1 Amulet of natural armor +1 2 ,000  g p  U E  2 5 6  

1 

Armor  o i n tmen t  3 0  gp  U E  1 02 
� Defoliant polish 800  g p  U E  2 9 1  
1 Owa rven p l ate 1 5,675 g p  U E  1 2 6  i F i re wa rd g e l  1 5 0  g p  U E  1 0 0  l 
: f � , Ring o protection +1 2 ,000  g p  U E  1 72 �. � Smoked gogg l e s  1 0  gp  U E  72 ' 

l; Swa rmsu i t  2 0  g p  U E  73 J 
' 1 
� . � ��J<.,,,.,.Jo.-:/. 

PRICE 
8, 1 57 GP  

WEIGHT 1 0  l bs .  

A shield of covered retreat i s  a wide wooden 
kite sh ie ld emb lazoned with the image of 
a m ig hty tree, the o ri g i na l  des ign of wh ich 
i s  thought  to come from N i rmathas .  Th ree 
t imes per day as a swift act ion, the bearer 
of th is +1 arrow deflection heavy wooden 

shield ca n select a s i ng le  square w i th i n  5 
feet ( i nc l ud ing  the square occup ied by the bea re r) and extend 
a barr ier of protective force a round  the square that lasts for  
1 d4  rounds .  The barr ier appears a s  a sh immer i n  the a i r, but  i t  
does not impede v is ion, movement, o r  other act ions .  As long 
as th i s  barr ier i s  i n  p lace, the creatu re occupyi ng the squa re 
ca n sta nd up from prone or leave the square without p rovok ing 
attacks of opportun i ty, even i f  the square i s  th reatened by 
another  crea tu re. Other act ions  provoke attacks of opportun i ty 
as norma l .  Large  or l a rger  c reatu res cannot benef i t  from th i s  
effect. A crea tu re occupyi ng the square i s  not h i ndered by the 
barr ier and  may make attacks of opportun i ty normal ly. 
CONSTRUCTION REQUIREMENTS I COST 4, 1 57 GP  
Craft Mag i c  A rms  a nd  Armor, shield 

OTHER WAYS TO PAY 
Berdred approves of customers who have a preference for 

adamantine, and she also seeks to understand how armor 

and shields fail in the field. 

Crafted of the Best Material: Berdred reduces her prices 

for adamantine armor by 5% and marks her prices down 

by 5% for customers wearing adamantine armor (to a 

minimum selling price of 90% of standard value). 
Ruined Defenses: In trade for broken armor and shields, 

Berdred provides store credit at half the base price (rather 

than half of only 75% of the base price), provided that the 

armor or shield was broken by a monster and the PCs can 

describe its destruction. 



"HHcomc a.boa.rd) ma.le. If'ycr need in' sa.iling supplies) you\'c come a.board the right ship. Ha.vc yoursclra. look 
'ro11111-/1 a.nd my ucn n ill be happy lo a.id you. If'yer here fo1· troublc) on the other ha.111:11 I suggest you turn right 
a.bout a.nd get ha.ck to the docks before we have a. problem." 

COLTAN'S FLOATING EMPORIUM 

Ex-Pirate-Owned Sailing Shop 

Owner Ca pta i n  Co l tan Menedr id  
Location va r ious oceans and  port c i t ies  (see the ins ide front cover) 
Mundane Wares d ried fru i ts  and  meats, fi s h i ng  gear, g rog, 

l u mber, p i tch, pu l leys, rope, sa i l s  
Magical Specialties d iv i ne  pot io ns, l i g ht b l ades, nau t i c a l  gea r  

Purchase Price 

Required Adjustment Unlocked Boon 

1 2 0 0/o  
1 5, 000  g p  1 1 0 0/o Hydrophobia spe l l  
25 , 000  gp  1 0 0 0/o  
35 ,000  g p  9 0 0/o  

Unlike most storefronts, Cohan's 

Floating Emporium has no 

set location. Instead, the ship 

that Captain Cohan Menedrid 

pilots-an armed merchantman Cohan 

affectionately calls Old Heidi

doubles as a shop from which the 

captain peddles his various nautical 

wares and magical trinkets. Old 

Heidi travels the Inner Sea region 

via a steady route for 8 months 

out of the year. During the winter 

months, Coltan takes his ship and 

crew southward around the mostly 

uncharted shorelines of Garund, where 

he gathers all manner of exotic wares, 

spices, and one-of-a-kind relics to sell to 

Inner Sea merchants come spring. 

His crew members whisper 

that Coltan was once a great 

pirate who wreaked havoc 

and plundered vast treasures 

throughout the Shackles, but 

the normally friendly captain 

becomes somber at any 

mention of his supposedly 

nefarious past. During clear 

nights when Old Heidi is 

at port, Captain Menedrid 

can sometimes be found 

slumped in the crow's nest of 

his beloved ship as he gazes at 

the stars. 

NEW SPELLS 
Captain Menedrid's elusive first mate, Winri Lemoore, can 

teach the following spells to Menedrid's best customers. 

HEAVY WATER 

School t ra n sm uta t i on  [water]; Level c l e r i c  4, d r u i d  4, ra nge r  4 
Casting Time 1 s ta n d a rd a c t i on  
Components V, S, D F  
Range med i u m  (1 00  f t . + 1 0  ft/ l eve l )  
Area cy l i n d e r  of water  (5 - f t .  ra d i u s/ leve l ,  3 0  f t .  deep) 
Duration 1 m i n u te/ leve l (D) 
Saving Throw none  (see text); Spell Resistance no  
You  cause a vo l ume of water t o  become heavier t h a n  norma l .  

Swimming  i n  o r  through  such  water 
requ i res a Swim check with a DC 
equa l  to the saving throw DC of th i s  
spe l l; even creatures with a swim 

speed must attempt th i s  check. Success 
a l lows a creature to swim at up to ha l f  
i ts speed as a fu l l - round act ion; a creature 

cannot swim as a move act ion wh i le  i n  
a n  a rea of heavy water. I f  a creature fa i l s  i ts 
Swim  check by 4 o r  less, i t  makes no progress. 

I f  i t  fa i l s  by 5 or  more, i t  goes underwater. 
A l l  Percept ion checks to see through the 

affected water ta ke a -1 0 pena lty. A l l  sh ips 
sa i l i ng  through a n  a rea of heavy water move at  ha l f  speed. 

HYDROPHOBIA 

School necroma ncy [emot ion, fea r, m i n d -affec t i ng]; 
Level ba rd 2, c le r i c  3, d ru i d  3, so rcerer/wiza rd 3, 

Casting Time 1 sta nda rd ac t i on  
Components V, S 
Range c lose (25 ft .  + 5 ft./2 l eve l s) 
Area 30 -ft . - ra d i u s  b u rst 
Duration 1 ro u nd/level 
Saving Throw Wil l  negates; Spell Resistance yes 
Ta rgets in the a rea mus t  succeed at a W i l l  save 
o r  become death ly  a f ra id  of d rown i ng .  I f  the 
ta rget  i s  swi m m i ng o r  o therwise submerged i n  
water, i t  m u s t  spend a l l  of i t s  efforts attempt i ng  

to esca pe f rom  the water. As l ong  as  a n  affected 
ta rget  rema i n s  i n  water, i t  ta kes 1 d 6  po i nts of 

non le tha l  damage  each ro und  as  i t  t h rashes  abou t  
a nd  swa l l ows water. Even ou t  of water, ta rgets  

cannot  i m b ibe  pot ions  o r  w i l l i n g l y  i n teract w i th  any  
fl u i d s  for the d u ra t i on  of th i s  spe l l .  



MAG1C 1TEMS FOR SALE 
The following armor special ability and new magic items 

are available for sale on Cohan's Floating Emporium. 

BUOYANT 
L ight  armor or sh ie ld  
Med i um  o r  heavy armor 
SLOT none 
AURA fa i n t  transmutat ion 

CL 5th 

PRICE 
va ries 

1 , 000  GP 
2,000 GP 

WEIGHT-

Buoyant armor and  sh ie lds  bestow no a rmor  check pena l ty on  
Swim  checks attempted by the wearer. A l l  o the r  armor check 
penalt ies a pp ly as norma l .  
CONSTRUCTION REQUIREMENTS COST va ries 
L iqht armor o r  sh ie ld  500 GP  
Med i um  o r  heavv armor 1 000 GP  
Craft Mag i c  A rms  a nd  Armor, water walk 

AURA fa i n t  transmutat ion 

PRICE 
va ries 

WEIGHT va ries 

This s i lk cloth is fo lded into a neat triang le and tied with a gold 
r ibbon. I f  the command word is spoken, a floating sail unfur ls up to 
its fu l l  s ize in  an  a rea chosen by the speaker and becomes a rig id 
sheet of cloth capable of supporting a la rge amount of weight .  
When the command word is uttered a second t ime, the floating sail 

fo lds up i nto a triang le in a space chosen by the speaker (this space 
must be one that the floating sail was touch ing whi le unfurled). 

I f  the floating sail i s  bea ri ng any weight  when commanded 
to fo ld up, i t  co l l apses and ta kes the form of a normal s i l k  sa i l ;  
depend ing on whether the sa i l  was p laced on water, over a gap, 
or in a s im i l a rly peri lous locat ion, any creatures sta nd ing on i t  
may become entang led i n  the sa i l ,  fa l l  to the i r  doom, or  worse 
(at the GM's d i scret ion, those who succeed at a Reflex save may 
avoid d i saster) .  S im i l a rly, a floating soil immediately co l l apses i f  
its we ight  capacity is exceeded. A co l l apsed floating sail must be 
p icked up  and refo lded by hand before i t  can be act ivated aga in .  

Size Weight 

1 0 -f t . - by-1 5- f t .  2 0  l bs .  
1 5 - f t . - by-3 0- f t .  2 5  l bs .  
1 5 - f t . -by-40- f t .  40 l bs .  
2 0 -f t . - by- 50 -f t .  SO l bs .  

CONSTRUCTION RE UIREMENTS 

Craft wond rou s  i tem, water walk 

AURA fa i n t  conj u rat ion 

Capacity Price 

800  l bs .  5,0 0 0  gp  
1 , 0 00  l bs .  1 5, 0 00  gp  
1 , 250  l b s .  2 0, 000  gp  
2 ,000  l bs .  32 ,000  gp 

COST va ries 
2 500 GP 
7 500 GP 
10 000 GP 
16 000 GP 

PRICE 
900 GP  

WEIGHT 1 /2 l b. 

The put r id  concoct ion  in t h i s  g l ass bott le sme l l s  fo u l  a nd  
tastes worse. Anyone who d r i n ks a dose  of saline purge m ust 

,• � ALSO FOR SALE 
.... 

I n  a d d i t i o n  to t he  new m a g i c  i t ems  i n  t h i s  s e c t i o n, t he  "' 

j 
' 

fo l l ow i n g  i t ems  c a n  typ i ca l l y  be p u rcha sed  at Co l t a n 's \ � F l o a t i n g  E m p o r i u m .  
' ' .... � 

Item Price Source � l ( Aquatic cummerbund 2 ,600 g p  U E  2 0 8  I 
.... B lock  a nd  tack le  5 gp U E  60  

l 

� Bottle of air 7,2 50  g p  U E  284  
"t Com pass 10 gp U E  62 � !,. Elixir of swimming 250  g p  U E  2 9 5  l .. F i s h i ng  net  4 gp U E  64  � .. 
i. Pirate's eye patch 2 ,600 g p  U E  2 27  f ... 
� Ring of water walking 1 5,000  g p  U E  1 77 
;.. I 1 � . l 
Y..-A.- .JI�-/-

succeed at a DC 1 4  Fort i t ude save or become 
nauseated for 1 d4+ 1  rou nds .  Whethe r  o r  not th i s  
save  i s  successfu l ,  the  imb i be r  i s  c u red of any  
cu rses o r  po i sons  affect ing h i m  as  h i s  body  pu rges 
the i l l  effects. 

CONSTRUCTION REQUIREMENTS I COST 450 GP  
Craft Wond rous  I tem, neutralize poison, remove curse 

AURA moderate a bj u rat ion 

PRICE 
1 5,000 G P  
WEIGHT-

Th i s  po l i shed i ron  band a l lows the wearer 
to wa l k  a long  the ocea n f loor as easi ly as 
on d ry l and .  The wearer  of a scavenger's 

ring s i nks to the bottom of any l a rge body 
of water at  a rate of 3 0  feet per round .  
Once on  the body of water's f loor, the  

wearer ca n move and  act as though she were on  land,  a l lowing 
her  to j ump, ro l l , attack,  and  run as normal ,  a l though she cannot 
swim  (nor can she contro l  her  ascent o r  descent underwater) as  
long as she wea rs the ri ng .  As soon as  the wearer  removes the 
r ing,  she may swim  as normal  and  i s  subject to a l l  the normal  
pena l t ies assoc iated with underwater act ion .  A scavenger's ring 

does not confer the ab i l ity to breathe wh i l e  underwater. 
CONSTRUCTION REQUIREMENTS I COST 7,500 GP  
Forge  R i ng, freedom o f  movement 

OTHER WAYS TO PAY 
PCs can impress Cohan in the following ways. 

Captain's Honor: Coltan Menedrid respects fellow 

captains. PCs who own and pilot their own ships pay 10% 

less when buying wares from Cohan's Floating Emporium 

(to a minimum price of 90% of standard value). 

Carpentry Lessons: Despite his prowess at sea, Captain 

Menedrid's carpentry skills are somewhat lacking. A 

PC who spends a day teaching Captain Menedrid about 

woodworking (which requires a successful DC i5 Craft 

[carpentry] check) can earn 100 gp in store credit. The DC of 

this check increases by 2 for each successful check so made. 



"HHcomc; pilgrims! 1\1."ay the blessings of' the cmpyrca1 lords be upon you; and may the Dawn flower il/11minalc 
yow· endeavors . .f11sl as each sunrise hrings new light, so the a.1Tival of'stoul souls such as yourselves brings new 
hope to a wounded world. What humble a.ssistancc may I provide?" 

DAWNFLOWER GOODS 

Provisioner of Religious and Faith-Based Tools 

Owner Cess i na  C l a re n roth 
Location Nerosya n (Mendev) 
Mundane Wares hea l i n g  s upp l ies, ho ly  water, re l i g i o u s  re l i c s  
Magical Specialties b lessed wea pons, c u ra t ive mag i c, ho ly  

i tems a nd  pa raphe rna l i a  

Purchase Price 

Required Adjustment Unlocked Boon 

1 2 0 0/o  
20 ,000  g p  1 1 0 0/o Ch i va l ry i n q u i s i t i o n  
40, 000  gp  1 0 0 0/o  
60 ,000  g p  Resto rat ion  i n qu i s i t ion 

Situated in a row of shop fronts in the Mendevian capital of 

N erosyan, Dawnflower Goods stands out for the distinctive 

sunbursts painted on its walls both inside and out. While 

the store primarily caters to followers of Sarenrae, holy 

symbols of many good and neutral religions hang beside 

the Dawnflower's religious paraphernalia-as long as 

they serve in the fight against evil, all holy warriors can 

find something to suit their needs here. 

The store's proprietor, Cessina Clarenroth, is a cleric of 

Sarenrae. She's wholly dedicated to defeating the demons 

of the Worldwound, and ministers to a small congregation 

ofSarenrae worshipers in her home above the shop. 

NEW 1NOU1S1T10NS 
Cessina initiates her most dedicated congregants 

and customers as inquisitors with the following new 

inquisitions (see Pathfinder RPG Ultimate Ma9ic). 

CHIVALRY 1 NQU1S1T10N 
Deities: Erastil, Iomedae, Sarenrae, Torag. 

Granted Powers: You embrace the spirit of chivalry, 

guarding your honor and training a noble mount. 

Mount (Ex): This ability acts as the cavalier ability of 

the same name. 

Faithful Steed (Su): At 8th level, when you use your 

judgment ability, your mount gains the benefit of one of 

your selected judgments. At i6th level, your mount gains 

the benefits of two of your selected judgments. 

RESTORATION 1 NQUIS1T10N 
Deities: Desna, Irori, Sarenrae, Shelyn. 

Granted Powers: You are a healer, not just of people but 

also of sacred sites tainted by enemies of your faith. 

Mend the Broken (Su): You can touch an object or creature 

as a standard action, healing it of id4 points of damage + i 

for every 2 inquisitor levels you possess. You can use this 

ability only on a broken object or a creature with fewer 

than half its maximum hit points. You can use this ability a 

number of times per day equal to 3 + your Wisdom modifier. 

Cleanse Impurity (Su): At 8th level, choose an alignment 

(chaotic, evil, good, or lawful) that is opposite to one axis 

of your own. Once chosen, this cannot be changed. Add 

your Wisdom bonus on caster level checks to overcome the 

spell resistance of creatures with the chosen alignment 

subtype; dispel effects with the chosen alignment 

descriptor; and remove curses, diseases, and poisons. A 

neutral inquisitor gains only the bonus on caster level 

checks to remove curses, diseases, and poisons. 



MAG1C 1TEMS FOR SALE 
Dawnflower Goods sells a variety of blessed tokens, 

magical and mundane healing supplies, and a few 

weapons specially crafted to fight demons. 

SLOT none CL 9th 

PRICE 
36,305 G P  

WEIGHT 4 l bs .  
AURA moderate conj u rat ion and  necroma ncy 

Th is + 1 bottle ospergillumu' has add i t iona l  powers when f i l led 
with holy water or unholy water (fi l l i ng i t  requ i res a move action). 
By swing ing a f i l led channeler's ospergillum i n  an  a rc, the wielder 
affects up  to n ine creatures i n  a 30 -foot cone as with mass cure 

light wounds ( i f  the asperg i l l um  is f i l led with holy water) o r  
moss inflict light wounds ( i f  the asperg i l l um  is f i l l ed  w i th  unholy 
water). Th is  act ion expends the ho ly or  unholy water with in .  

I f  the wie lder has the channe l  energy ab i l i ty, she can a lso use 
a channeler's ospergillum to i ncrease her effective c ler i c  leve l  by 
2 for the pu rpose of channe l ing energy. Each t ime the wie lder 
uses the channe ler's asperg i l l um i n  th is  way, the holy wate r 
(for channeled posit ive energy) or unholy water (for channe led 
negat ive energy) stored i n  the asperg i l l um  is expended. 

Regard less of which of these ways the channeler's ospergillum 

is used, it can on ly be f i l led with holy or unho ly water up to three 
times per day. A channeler's ospergillum can ho ld only one f lask's 
worth of holy or unho ly water at a t ime. 
CONSTRUCTION REQUIREMENTS I COST 1 8,305 GP 
Craft Mag i c  Arms and  Armor, moss cure light wounds, moss 

inflict light wounds, creator must  be ab le  to channe l  energy 

PRICE 
32,400 G P  

WEIGHT 1 /2 l b. 

The hand le  of th is  magn i fy ing g lass is 
shaped l i ke a holy symbol  of Sa renrae. 
When used to treat deadly wounds, the 
g lass provides a +4 c i rcumsta nce bonus 
on Heal  checks. Once per day, i t  ca n be 
used to affect a touched creature with 
regenerate (as the spe l l ) .  The user 

must be i n  a n  a rea of br ight l ight to use e i ther funct ion. 
CONSTRUCTION REQUIREMENTS I COST 1 5,000 GP 
Craft Wondrous  I tem, regenerate 

PRICE 
1 8,235  G P  

WEIGHT 4 l bs .  

Th i s  f ine ly crafted +2 bastard sword has th ree b lood-red gems 
embedded i n  its pommel .  When the wielder k i l l s a l iv ing 
creatu re (even herself) with the sacrificial sword, she ca n 
tra nsfer the l i fe fo rce of that creatu re i nto the body of a dead o r  

� ALSO FOR SALE ] 1n a dd i t i o n  to the  new mag i c  i tems i n  t h i s  sec t i on ,  i 
� t he  fo l l ow i n g  i t ems  can  typ i ca l l y  be p u rchased  at ? £ Dawnf lower Goods .  t 

� } 
; 

Item Price Source ; 
.,, Bondages of rapid recovery 200  g p  U E  2 20  i 1 Celestial shield 1 3,1 70 g p  U E  1 3 1  rf' � 

i' 
, Evert/owing ospergillum 7, 805 g p  U E  1 5 4  J Healer's gloves 2 ,500  g p  U E  2 3 8  f Hea le r's k i t  50  gp UE  77 
� Ho ly  symbo l  Va r ies U E  66  £ 

E�f :����::non 

,:iI��:P �:':':1 t t Phylactery of faithfulness 1 , 000  g p  U E  252  f 
'1 Potion of cure moderate wounds 300  g p  l 

� Restorative ointment 4,000  g p  U E  3 1 7  � t R. 
� • 1 �---���-/ 
dy ing a l l y  up to 50 feet away as a swift act ion .  The t ra nsferred 
l i fe fo rce acts a s  a reochAPG breath of life spe l l .  Each t ime th i s  
ab i l ity i s  act ivated, a l l  co lo r  d ra i n s  from one of the embedded 
gems.  When a l l  th ree gems a re c lear, the sacrificial sword can 
no longer  tra nsfer l i fe ene rgy, but  i t  can st i l l  be used as a +2 

bastard sword. 

CONSTRUCTION REQUIREMENTS I COST 1 4,2 1 5  G P  
Craft Mag i c  Arms a n d  Armor, Reach Spe l lAPG, breath of life 

SLOT wrist CL 3 rd 
AURA moderate conj u rat ion 

PRICE 
1 , 500  GP  

WEIGHT-

A copper d isc attached to th is  brace let bea rs the image of a f igure 
in re l i g ious  ga rb. The wearer ga i ns a + 1 def lect ion bonus to AC 
and a + 1 res istance bonus on saves. These bonuses app ly on ly 
aga i nst attacks made or  effects created by extrap lanar  creatures. 
CONSTRUCTION REQUIREMENTS I COST 750 GP  
Craft Wond rous  I tem; protection from chaos, evil, good, o r  low 

OTHER WAYS TO PAY 
Cessina is most accommodating toward fellow devotees and 

adventurers willing to recover sacred relics from old Sarkoris. 

Congregants: Cessina offers an additional 5% discount 

(to a minimum selling price of 90% of standard value) to 

members of her congregation. PCs must attend at least one 

service each week they are in town to receive this discount. 

Idols and Icons: Cessina is fascinated with the religion 

of old Sarkoris, especially the cults of the empyreal lords. 

She offers her wares in exchange for Sarkorian relics 

recovered from the Worldwound. A single large item or 

several smaller items could earn the PCs an amount of 

store credit equal to the standard amount given for an 

encounter of their average party level (see Table 11-5 on 

page 399 of the Patlifinder RPG Core Rulebook). 



"No) m>1 no. }(111 just don't get it-that dirt is the key! Do you want a sparkly) spit-shined meta.I mouth stickin' 
0111/a the ��ecds1 ��am in' your prey lo wa.tch their step? Or do you Hant a dirty set of"spikes hidden in the bnish1 
look in' no diffrrcnt than the grass itself'? I make 'cm dirty li>r a reason!" 

THE DIRTY TRAP 

Frontier Trading Post 

Owner Thog G rogsp l i t  
Location E l ede r  (Sa rgava) 
Mundane Wares exped i t i on  s upp l ies, mecha n i c a l  t raps 
Magical Specialties mag i ca l  tra ps, p rotect ive c lo th i n g  

Purchase Price 

Required Adjustment Unlocked Boon 

1 2 0 0/o  
1 0, 000  g p  1 1 0 % Wou n d i n g  tra p 
25 , 000  g p  1 0 0 %  Penet ra t i n g  tra p 
50, 000  g p  9 0 %  Q u i c k sand  tra p 

A rusted bear trap hanging from a chain marks the 

door to the trading post known only as The Dirty Trap. 

Located in Eleder's Portside district in the shadow of 

the city walls, The Dirty Trap hardly stands out among 

the various shops that line the street. At first glance, 

the wares inside seem neglected, many deeply crusted 

with dirt or rust. Yet closer inspection reveals all of 

the devices to be in fully working condition, a point 

the owner, Thog Grogsplit, 

prides himself on. 

Thog's customers come 

from all strata of society, 

from poor fur trappers 

to highborn big game 

hunters. Surveyors working 

for trading companies such 

as the Aspis Consortium 

or the Ivory Cross in 

Eleder buy supplies 

here, as do private 

adventurers in search 

of lost treasures in 

one of the region's 

many jungles. Not 

just a supplier, Thog 

also buys the valuable 

raw materials that these 

explorers bring back from 

the wilderness. 

NEW RANGER 
TRAPS 
A patron who happens to 

spend enough 

gold at The Dirty Trap might convince Thog to share his 

trapmaking skills. When a character could learn a new 

ranger trap (Pathfinder RPG Ultimate Ma.Die 64), Thog can 

teach her one of the following. Ranger traps marked with 

an asterisk (*) add to or modify the effects of another 

trap; a ranger can add one of these trap types to any 

standard ranger trap (this costs one additional use of the 

trap ability). 

PENETRATING TRAP .. (EX OR SU) 

Effect A ra nge r  ca n on l y  add  t h i s  to a wound i n g  t ra p. The 
damage d i e  of a penetra t i ng  tra p i n c reases to 1d8 .  Choose 
e i ther  adama nt i ne, co l d  i ron, o r  s i l ve r. The tra p cou nts a s  that  
mater i a l  for the pu rposes of overcom i ng  damage red uct ion .  I f  
th i s  i s  a n  extrao rd i n a ry tra p, the ra nger  must  p rov ide 1 pound 
of the chosen mater i a l  d u r i n g  the tra p's construc t i on .  

QUICKSAND TRAP (SU) 

Effect The tra p a nd  a l l  adjacent s qua res become q u i cksand 
(Pathfinder RPG Core Rulebook 427)  as  l ong  as  they conta i n  
loose s a n d  o r  s o i l .  T h e  Sw i m  DC  t o  move i n  t h i s  q u i cksand i s  
e qua l  t o  t h e  tra p's save DC, a nd  t h e  Swi m  DC  t o  tread i n  the 
q u icksa nd  i s  equa l  to the tra p's DC  - 5 .  T he  q u i c k sand  l a s t s  

fo r a n u m be r  of ro u nd s  equa l  to t he  ra nge r's leve l .  When 
t he  e f fec t  end s, a ny c rea t u re s t i l l  i n  t he  q u i c k sand  i s  
retu rned to t he  s u rfa ce p rone .  

WOUNDING TRAP (EX OR SU) 

Effect Th i s  t ra p  m a kes  a me l ee  a t tack  
a g a i nst  t he  t a rget  us i ng  the  ra nge r's 
base  a t tack  bonu s  + h i s  W i sdom 

mod i fi e r  fo r  t he  a t tack  ro l l .  I t  dea l s  
a n  amoun t  of  d amage  e q u a l  t o  
1 d6  + 1/2 the  ra nge r's leve l .  
T he  ra nge r  chooses  whethe r  t h i s  
d amage  i s  b l u d geon i ng ,  p i e rc i ng ,  

o r  s l a s h i ng .  I f  t h i s  i s  a su pe rna tu ra l  
t ra p, t he  a t tack  co u n ts  a s  mag i c a l  
fo r t he  p u rposes of  ove rco m i n g  

d amage  red uc t i o n .  

The Dirty Trap specializes 

in magical traps and 

other equipment to 

aid both hunters 

and explorers. 



AURA fa i n t  a bj u rat ion 

PRICE 
3,200 GP  

WEIGHT 1 l b. 

Th i s  co l o n i a l -sty le he lmet  p rotects 
the wearer from j u ng l e  nu i s a nces.  
The wearer i s  affected by a consta n t  
endure elements effect (as the 
spe l l ,  hot  weathe r  on ly) a nd  ga ins  a 

+4 competence bonus on sav ing th rows aga i nst the d i stract ion 
a b i l i ty of swa rms. In add i t i on, once per  day the wearer can 
conj u re a n  i nv i s i b l e  porter that  acts a s  e i ther a floating disk or  
a n  unseen servant (wearer 's cho i ce) .  
CONSTRUCTION REQUIREMENTS I COST 1,600 GP 
Craft  Wondrous I tem, endure elements, floating disk, hide from 

animals, unseen servant 

open th i s  mag i ca l ly enhanced 
sp ide r  egg sac (a sta nda rd act ion) conj u res a 
mass ive sp ide r  web in a squa re adjacent to 
the user. The web is 5 feet th i ck  and  u p  to 2 0  

feet w i d e  and  h i g h .  T h e  sp i de r  w e b  i s  near ly i nv i s i b l e; spott i ng  
i t  req u i res a successfu l  DC 2 0  Percept ion  check i n  b r i gh t  l i g h t .  
Th i s  DC  i ncreases by  4 fo r  eve ry s tep  be low br igh t  l i g h t  i n  
wh i c h  the s p i d e r  web  i s  p laced .  Th i s  effect otherwise acts a s  
the web spe l l  (DC 1 3) .  A l ternat ive ly, the user  can  enha nce 
a web created by a nother  orbicular soc. Each add i t i ona l  sac 
i ncreases the d u ra t ion  of the web by 30  m i n utes and the 
Reflex and g rapp l e  DCs by 2 (max i m u m  i ncrease of + 1 0) .  
CONSTRUCTION REQUIREMENTS I COST 250  GP  
Craft Wondrous  I tem, invisibility, web 

fa i n t  conj u rat ion (creat ion) 

PRICE 
700 GP  

WEIGHT 2 l bs .  

Th i s  squ i shy, ge l - fi l led sack i s  the s ize of a fist, and  its exte r ior i s  
covered with count less t iny meta l  studs .  When set on  the g round 
o r  somewhere e lse w i th i n  l i ne  of s ig ht, a poison popcushion ca n 
be ta rgeted with a melee or ra nged attack (hardness O, AC 7). 
A successfu l  attack causes the poison popcushion to explode, 
send i ng  a spray of need les everywhere wi th in  a 1 0 -foot
rad i u s  bu rst and dea l i ng 1 d4+ 1  po i nts of p ie rc ing damage 
to creatures ca ught  i n  the a rea each round  for 1 d3  rounds .  A 
successfu l  DC 1 3  Reflex save ha lves th i s  damage.  Add i t i ona l ly, a 
poison popcushion can be loaded with an i nj u ry po ison before 
it is p laced. Fu l l y  load ing  a poison popcushion takes 3 doses 
of po ison (not i nc luded i n  the pr ice) . In add i t ion  to dea l i n g  
damage, a loaded poison popcushion affects struck creatu res 
with the po ison stored wi th in ,  though the Fort i tude save DC to 
save aga i nst th i s  po ison i s  4 lower than the poison's usua l  DC .  
CONSTRUCTION REQUIREMENTS I COST 350  GP  
Craft Wondrous  I tem, arrow eruption•PG 

,• ALSO FOR SALE } I n  add i t ion to the new mag ic  items in th is  sect ion, the 
� fo l lowing  items can typica l l y  be pu rchased at The D i rty Tra p. 
f 
\ � 
� 

Item Price Source 

Bea r tra p 2 g p  U E  76 
Belt of foraging 6 ,000 g p  U E  2 0 8  

2 ,400  g p  U E  2 2 8  _1 Boots of friendly terrain 

Hunter's bond 1 1 , 000  g p  U E  2 5 2  } Iron bonds of binding 26 ,000  g p  U E  305  

f 

1 Kaava mu s k  40  g p  S L C  24  } t Snag  net  3 0  g p  UE  37  ·z 
.. � l S u rv iva l k i t  Va r ies  U E  73 i 
\ Tropmoker's sock 20, 000  gp ARG 1 37 �l 1.: ? • Trap-stealer's rod 1 3, 5 0 0  g p  U E  1 87 2 � ( 
1�����/_,.�J 
AURA moderate conj u rat ion 

PRICE 
1 8,000 G P  

WEIGHT 5 l bs .  

A trophy box i s  a Hoot-wide c lay box used to tra p and re lease 
beasts too dangerous to confront d i rectly. As soon as the trophy 

box is p laced and the fi rst command word is spoken, the trap  is 
r igged to trigger whenever a Med i um or l a rger  an ima l  comes 
within 20  feet of the box. The target must succeed at a DC 17 Wi l l  
save or  be d rawn i nto a n  extrad imens iona l  space w i th i n  the box, 
where i t  is he ld in a state of suspended an imat ion for up to 24  
hours. A trophy box c an  ho l d  o n l y  o ne  such vict im at a t ime. The 
fi rst command word can be used once per day. 

If the second command word is spoken, any an ima l  trapped 
with in the trophy box appea rs adjacent to the box either 
immediately or when a Tiny or la rger creature (other than the user) 
comes with in 20 feet (user's cho ice). A creature with in 20 feet that 
speaks the password (set when the box is fi rst activated) does not 
tr igger the box. I f  the user is within SO feet of the re leased an ima l, 
she can control it for 1 m inute after its re lease as the dominate 

animal spe l l .  Otherwise, the re leased an ima l  attacks the nearest 
creature for 1 minute, after which its normal i nst incts take over. 
CONSTRUCTION REQUIREMENTS I COST 9,000 GP  
Craft Wondrous  I tem, alarm, dominate animal, secret chest 

OTHER WAYS TO PAY 
Most of Thog's regular customers pay in trade goods and 

services rather than coins. 

Exotic Hides: For the hide of a magical beast, Thog offers 

an amount of store credit equal to the standard treasure 

value for a creature of that CR. A character must succeed 

at a Survival check (DC 20 + the creature's CR) to properly 

skin a magical beast. Even so, the manner of death may 

render the hide unsalable at the GM's discretion. 

Guild Members: Thog supports groups that encourage 

exploration and exploitation of the surrounding region. 

Members of the Ivory Cross and the Pathfinder Society 

receive a 5% discount at The Dirty Trap (to a minimum 

selling price of 90% of standard value). 



"'There's nothing like the feel of a good weapon in your hand) H hat ever manner ofbeastie you're facing. DH arves 
hwe a heavy hammer 01· a sharp axe, but I've got weapons for noble elves and sneaky ha/flings too. l\'lrntever 
your need) friend) I have just the right tool for you." 

EARTH AND ORE SMITHY 

Genial Dwarven Blacksmith 

Owner Kroga r  Ge l t he im 
Location H ighhe lm (F ive K i ng s  Mou nta i n s) 
Mundane Wares meta l h a rdware, too l s, wea pons  
Magical Specialties mag i c  wea pons, wea pon enha ncements  

Purchase Price 

Required Adjustment Unlocked Boon 

1 2 0 0/o  
2 5,000  g p  1 1 00/o Anvi l equ i pment  tr icks 
50 ,000 gp 1 000/o 
1 00,000  g p  9 0 0/o  

Earth and Ore Smithy sits in  an unobtrusive corner of 

Helmsborough in Highhelm, the subterranean capital 

of the Five Kings Mountains. Krogar Geltheim, its 

proprietor, works diligently each morning, the ringing 

of his hammer adding to the rhythm of industry echoing 

throughout Highhelm's vaulted halls. In the afternoons, 

Krogar enjoys the comfort of his well-appointed shop 

connected to his smithy. Although Krogar is an affable 

host, the ceiling of his shop is low, even for dwarven 

sensibilities, so many visitors find Krogar pleasant but 

his shop a bit claustrophobic. 

NEW EQU1PMENT TR1CKS 
Krogar has discovered creative ways to put an anvil to work, 

even while adventuring. He teaches these anvil equipment 

tricks to his favorite customers. For convenience, the 

Equipment Trick feat (which first appeared in Pathfinder 

Player Companion: Adventurer's Armory) is reprinted below. 

EouiPMENT TmcK (COMBAT) 
Choose one piece of equipment, such as boots, a cloak, 

rope, a shield, or a heavy blade scabbard. You understand 

how to use that item in combat. 

Prerequisite: Base attack bonus +i. 

Benefit: You may use any equipment tricks relating to 

the item if you meet the appropriate trick requirements. 

If the item would normally be considered an improvised 

weapon, you may treat it as a normal weapon or an 

improvised weapon, whichever is more beneficial for you. 

Special: You can gain the Equipment Trick feat 

multiple times. Each time you take the feat, it applies to 

a new type of equipment. 

ANVIL EOUlPMENT TRlCKS 
In addition to the feat or skill requirements listed for each 

of these tricks, you must have the Equipment Trick (anvil) 

feat. You may use these tricks with any anvil weighing 50 
pounds or more. 

Counterweight (Climb 5 ranks): You can use your anvil 

as a counterweight when you climb a rope or chain to 

reduce your Climb DC by 5 .  
Improve Armor {Craft [armor] 5 ranks): You can spend 

an hour with your anvil and a suit of nonmagical metal 

armor to temporarily increase the armor's armor bonus 

by 1. This bonus ends after the next time the wearer is hit. 

Quick Fix (Craft [any] 5 ranks): You can spend i minute 

with your anvil and a metal item with the broken condition 

to remove the broken condition from the item for 1 hour. 

The item does not recover any hit points, and at the end 

of the hour it regains the broken condition and loses an 

additional id6 hit points (unless properly fixed by then). 

Smash Through (Improved Bull Rush): When you end 

your move adjacent to a closed door, you can open the door 

as part of your move action (instead of as a separate move 



action) by smashing it with an anvil as you move. If the door 

is stuck or locked, you must succeed at a bull rush combat 

maneuver check that exceeds the door's break DC. 

MAGl C lTEMS FOR SALE 
Krogar loves crafting tools of any kind-especially 

weapons-and sells the following magic items and 

weapon special abilities at his shop. 

AURA moderate tra nsmutat ion 

PRICE 
+2 bonus 

WEIGHT-

A legbreaker wea pon reduces the base l and  speed of a 
struck creature by 1 O feet for 1 d4 rounds .  Mu l t i p le  h i ts from 
a legbreaker wea pon do not reduce a creatu re's land speed 
fu rther, but  they do extend the d u rat ion of the pena l ty. Th i s  
speed pena l ty can be removed with a successfu l  DC 15  Hea l  
check. On a cr i t ica l  h i t, i n  add i t ion dea l i ng  cr it ica l damage and 
imped ing the vict im's speed, the wie lder  may perform a free t r i p  
combat maneuver aga i nst the struck creature. Th i s  ab i l ity can 
on ly  be p laced on b ludgeon ing melee weapons. 
CONSTRUCTION REQUIREMENTS I COST +2 bonus 
Craft Mag ic  Arms a nd  Armor, touch of  grocelessnessAPG 

PRICE 
1 5,7 1 5 G P  

WEIGHT 3 l bs .  

The pommel of th i s  +1 shocking gladius"' i s  
shaped l i ke the head of a l i gh tn i ng -breath ing  
l i n norm. The wie lder  a utomat ica l l y  detects 
any e lectr ica l d i scharges wi th in  1 00 feet, 
and as a move act ion can concentrate on  a 

creatu re w i th i n  60 feet to determ ine  whether it has a res i sta nce 
o r  immun i ty to e lectr ic ity damage .  

Once per day, the wie lder  can speak the lizordmarked blade's 

command word to cause the weapon to dea l  damage as if i t 's one 
s ize category l a rger  than i t  actua l l y  i s  (effect ively i n creas ing the 
g lad ius's damage d ie from 1d6 to 1 d8) . Th is  lasts for 10 m inutes. 
CONSTRUCTION REQUIREMENTS I COST 8,0 1 5  GP  
Craft Mag i c  A rms  a nd  Armor, lead bladesAPG, lightning bolt 

PRICE 
2 8,3 1 2  G P  

WEIGHT 5 l bs .  

Marrowcracker i s  a +2 mighty cleaving 

warhammer wi th  a ha ft ca rved to 
l ook  l i ke a sto u t  fem u r. Wheneve r the 
wie lder  confi rms a c r i t i ca l h i t  a g a i nst  

a co rporea l  c rea t u re w i th  a ske le ta l  syste m, the c rea t u re 
st ruck takes 1 d 4  po i nts of S t reng th  or Dexte r i ty d amage  
(wi e l de r's cho i ce ) .  
CONSTRUCTION REQUIREMENTS I COST 1 4,3 1 2  G P  
Craft Mag i c  Arms a n d  Armor, colcific touchAPG, divine power, 

ray of enfeeblement 

., J ALSO FOR SALE 
; I n  add i t i o n  to the new mag i c  i tems i n  th i s  sect ion,  the 
� fo l l ow ing  i tems can  typ ica l l y  be p u rchased at Ea rth a nd  
) O re Sm i t hy. ') 
,. � Item 
' \ Adamant i ne  batt l eaxe 

� Anvi l ' -1 Armor  s p i kes 
� B l a degua rd 

Price 

3,0 1 0  g p  
s g p  

+ S O  g p  
40  g p  

Source 

U E  1 S O  
U E  76 
UE 1 0  

U E  1 0 0  

l _o_w_a_rv_e_n_d_o_r_n_-d_e_rg_a_r����-s_o�g p���-
D_O_G_2_1_ 1. Dwa rven u rg rosh  SO  gp  

Dwarven  wa raxe 30  g p  1 Earthenflail 

i,. Oil of returning weapon 
"' 

Silversheen 4 Wea pon  b l a� 
� Whetsto ne  

1 1 , 3 1 S  gp  
so gp  

2 S O  gp  
Va r ies  
2 cp  

PRICE 
+1 bonus 

WEIGHT-

A weapon with the rusting spec i a l  a b i l ity is so bad ly  tarn ished 
that no amount of c lea n i ng ca n resto re i t .  Although  the wea pon 
consta nt ly sheds f lecks of rust and  corroded meta l ,  i t  rema ins  
structu ra l l y  sound .  When the wie lder  conf i rms a cr i t i ca l  h i t  w i th  
a rusting weapon, she can forgo any extra damage to i n stead 
deal normal damage to the ta rget and affect the ta rget o r  the 
ta rget's armor with the rusting grasp spe l l .  A rusting wea pon 
cannot be used aga i nst u nattended i n an imate objects. A rusting 

wea pon is immune  to mundane or mag ica l  rust, i n c l ud i ng  the 
attack of a rust monster. 
CONSTRUCTION REQUIREMENTS I COST +1 bonus 
Craft Mag ic  Arms a nd  Armor, rusting grasp 

OTHER WAYS TO PAY 
Krogar is loyal to his city as well as his craft, and 

customers who know as much might strike a deal with 

the friendly dwarf 

Local Influence: Krogar was born and raised in 

Highhelm, and he appreciates adventurers who have done 

services for his beloved city. He provides a 5% discount 

to any PC that has performed a notable deed or service 

for one of Highhelm's public figures, including High 

King Borogrim the Hale or members of the city's high 

council (to a minimum selling price of 90% of standard 

value). For more information on the city of Highhelm, 

see Pathfinder Campa(gn SettinJJ: Castles of the Inner Sea. 

Ore Smelter: Krogar purchases raw ore and other 

workable materials (including unusual materials such 

as mithral, gold, and adamantine) at 60% of their typical 

selling price (rather than 50%). A PC who commissions 

a weapon made from material she provides to Krogar 

always pays 90% of the weapon's standard price. 



Owner Peren Amberg ross 
Location Absa l om (Absa l om) 
Mundane Wares l egends, l o re, sto r ies  
Magical Specialties i n te l l i gen t  mag i c  i tems 

MAG1C 1TEMS FOR SALE 
Among the myriad of intelligent items for sale, the following 

can be purchased at The Laughing Sword. 

_........._..,,_.. ___ ���� 

Peren Ambergross is a slender' gnome with sea-green hair and 
0
an 

assortment of cheap but tidy three-piece suits. Peren has a compulsion ���!!!����!!!t=��!!!!�i!!��� 
to "find a good fit" between items and people. Normally gregarious, 

the gnome becomes unusually evasive when questioned about the 

origins of the intelligent wares he sells at The Laughing Sword, a tidy 

SENSES 60 ft. 
CHARISMA 1 4  EGO 6 

bea rs the symbol of 
lomedae .  Three t imes per day, the sca bbard ca n cast bless 

weapon on a ny weapon sheathed wi th in ,  but  does so 
re l ucta nt ly on  any weapon other than a longsword. Wh i l e  
the user i s  i n  combat, the scabbard h u rl s  th reats of r ighteous 
retri but ion i n  a loud,  c lea r vo ice as i t  attempts to demora l ize 
opponents ( I n t im idate bonus of + 7). The consc iousness wi th in  
the crusader's scabbard i s  va lo rous  and  strident ly condemns 
d i sp lays of cowa rd ice or  d i shonesty. 

D ISCOU NTS AT THE LAU G H I N G  SWORD 
Peren does not u sua l l y  negot ia te on h i s  pr i ces, c l a i m i n g  
t o  have se lected the p rice t h a t  i s  j u s t  r i g h t  f o r  the object .  
Howeve r, he  ta kes the t ime to get  to know h i s  cus tomers 
a nd  p rovides  a 1 0 0/o  d i scoun t  on a n  i tem that  he be l i eves i s  
the pe rfect f i t  for a cus tomer's persona l i ty o r  background .  
Peren 's concept of a su i t ab l e  match i sn 't s imp l y  i dent ica l ������� 
a l i g nment  or concordant  d i spos i t ions; i n  fact, he often pa i rs 
customers a nd  i tems w i th  comp l ementa ry or contras t i ng  
persona l i t i es, so they ca n both  l ea rn  f rom  one  ano the r. 



AURA moderate conj u rat ion and  i l l us ion  
ALIGNMENT chaot i c  neutra l  SENSES 120  ft. 
INTELLIGENCE 1 4  WISDOM 1 0  CHARISMA 1 4  EGO 7 

LANGUAGE speech (Au ra n, Ce lest ia l ,  Common) 

Th i s  sky-b l ue  su i t  of mistmaifAPG has the glamered armor speci � I 
a b i l i ty, and  ca n once per day create a d ramat i c  spectac le of 
twink l i ng  l i gh ts, as the rainbow pattern spe l l .  The a rmor  i s  
prone to d ra mat ic  so l i l oqu ies  a bout  i ts "prophet ic  v i s ions" 
and  "s ight beyond the myst ica l ve i l s"; however, i t  l acks actua l  
d iv i natory powers. 
CONSTRUCTION REQUIREMENTS I COST 1 0,075 GP 
Craft Mag i c  Arms and Armor, disguise self, obscuring mist, 

rainbow pattern 

AURA moderate enchantment and evocat ion 
ALIGNMENT neutra l good SENSES 1 2 0  ft .  
INTELLIGENCE 10 WISDOM 16 CHARISMA 1 4  

LANGUAGE speech (Common, Ha l f l i ng)  
EGO 1 0  

Th i s  stone of good luck i s  weathered and resemb les  noth i ng  
so much as a ha rd p iece of sha le .  The stone can cas t  good 

hope once per day, and  i ts bearer ga i n s  a +2 i n s i gh t  bonus on  
sav i ng  th rows aga i nst fea r effects and  effects with the emot ion 
descr iptor  (Pathfinder RPG Ultimate Magic 1 3 7). The stone i s  
ve ry chatty, mak ing  friend ly  observat ions about  i ts bea re r  and  
offe r ing unso l i c i ted advice about  the bearer's cu rrent  s i tuat ion .  
The stone speaks with a s l i gh t  d rawl and uses s imp le words, 
but  i ts adv ice i s  usua l l y  q u ite sound .  Around' obvious fo l l owers 
of Zon-Kuthon, the stone is i n stead s i l en t  and  shudders s l i gh t ly. 
CONSTRUCTION REQUIREMENTS I COST 1 7,500  GP  

ALIGNMENT neutra l SENSES 60 ft., da rkv is ion 
INTELLIGENCE 12  WISDOM 16  CHARISMA 10  EGO 1 3  

LANGUAGE speech (Common, Ore, Ska ld)  

Th i s  +2 disruption morningstar's meta l  head resemb les  the 
face of a ha l f-o re .  The wea pon can cast remove paralysis t h ree 
t imes per  day. Skullduster ra re ly spea ks, and then u sua l l y  on l y  
to u t te r  g r im p red ic t ions .  The wea pon craves the destruct i on  o f  
u ndead creatu res, a nd  i t  u ses  death ward a t  w i l l  so long as its 
owner d i l igent ly pu rsues this goa l .  I f  Skullduster's owner eve r 
pa r leys wi th a n  u ndead creatu re, the wea pon w i thho lds  any  
fu r the r  a i d ,  g rumb les  consta nt ly  i n  O re bout  treachery, and  
seeks a new owner. 
CONSTRUCTION REQUIREMENTS I COST 52,408 GP 
Craft Magic Arms and Armor, death ward, heal, remove paralysis 

SENSES 60 ft. 
CHARISMA 1 2  EGO 7 

i n  a ny l a ng uage .  The  pe rson a l i ty w i th i n  the  r i ng  is d i st rus t fu l  
of  eve ryone, a nd  i t  pesters i t s  wearer w i th  i n crea s i n g l y  
e l a bo rate con sp i racy theor ies .  Beca use of i t s  u n re l en t i n g  
pa ra no i a, t he  r i ng  p rov ides i t s  wea re r  w i th  occa s i o na l  we l l 
t i m e d  g u i d a nce a n d  can  u s e  timely inspirationAPG u p  to t h ree 
t imes pe r  day  on  the wearer. 
CONSTRUCTION RE UIREMENTS COST 7 300  GP  
Forge  R i ng, nondetection, read magic, timely inspirationAPG 



"� A1·a1'<>r 'Iblfotnie11sJ having gleaned the deepest arcane secrets from the ha.flowed ha1/s of' Serivenbo11ghJ and 
having 11sed dark divinations known to fon morta.ls) have determined that one may find the bla.nk spellbooks . . .  in 
a.isle the third) just past the foathcr tokens. )(,s) over there. 1'\fo) that's aisle two. Look-tha.t's the one. Idiot ba.rharians." 

MAGICKA ESOTERICA 

Perspicacious Purveyor of Arcane Vendibles 

Owner Aravo r Te lfetn i cu s  
Location Quan t i um (Nex) 
Mundane Wares h i sto r i ca l  tomes, sma l l  fa m i l i a rs, spe l l books, 

spe l l  com ponents 
Magical Specialties magica l  jewel ry, rods, scro l ls, staves, wands 

Purchase Price 

Required Adjustment Unlocked Boon 

1 2 0 0/o  

2 5 , 0 0 0  g p  1 1 0 0/o Alchem ica l  a f f i n i ty a rcane d i scovery 
5 0 , 0 0 0  g p  1 0 0 0/o  Res i l i e n t  i l l u s i o n s  a rcane  d i scovery 
1 0 0 , 0 0 0  g p  9 0 0/o  I n fec t i ou s  cha rms  a rcane  d i scovery 

Magicka Esoterica is a small shop located a mere 

jaunt away from Warlock's Walk in the center 

of Quantium. Unlike most of the city's other 

magic shops, which provide magical goods of 

middling quality to the droves of clueless 

academy students who reside in the city, 

Magicka Esoterica caters mostly to the 

faculty of those same adepts. Run by 

former universalist professor Aravor 

Telfetnicus, the shop is a haven 

for true arcanists looking for 

quality reagents, rare finds, and 

invaluable expertise. 

While the quality of Magicka 

Esoterica's goods surpasses that 

of the other nearby shops' wares, 

the surly attitude and arrogant 

demeanor of its owner drive 

most would-be customers away. 

Aravor prefers to cultivate an air 

of exclusivity in the shop, and he 

treats everyone except his equally 

snooty friends like morlocks. 

Those wizards willing to endure 

Aravor's condescension are often 

rewarded with a variety of rare 

bargains in his shop. 

NEW ARCANE 
01SCOVER1ES 
Aravor Telfetnicus may be a 

pompous retailer, but he's 

also quite a talented 

arcanist. The ex-professor is willing to share a few of his 

personal arcane discoveries (see Pat1ifinder RPG Ultimate 

Magic) with visiting wizards if offered the right price . . .  

and a bit of flattery. 

Alchemical Affinity: Having studied alongside 

alchemists, you've learned to use their methodologies to 

enhance your spellcraft. Whenever you cast a spell that 

appears on both the wizard and alchemist spell lists, you 

treat your caster level as i higher than normal and the 

save DC of such spells increases by i. Additionally, you 

may copy spells from an alchemist's formula book into 

your spellbook just as you could with another wizard's 

spellbook. You must be at least a 5th-level wizard to select 

this discovery. 

Infectious Charms: Your charms are so smooth 

that they're contagious. Anytime you target and 

successfully affect a single creature with a charm 

or compulsion spell and that creature is within 30 
feet of another opponent, your spell has a chance of 

affecting the second creature as well. As a swift 

action immediately after affecting a creature 

with a charm or compulsion spell, you can 

cause the spell to carry over to the nearest 

creature within 30 feet. The spell behaves 

in all ways as though its new 

target were the original 

target of the spell. You must be 

at least an nth-level wizard to select 

this discovery. 

Resilient Illusions: You are able 

to conjure illusions so lifelike 

that they defy disbelief. Anytime a 

creature tries to disbelieve one of 

your illusion effects, make a caster 

level check. Treat the illusion's save 

DC as its normal DC or the result of 

the caster level check, whichever 

is higher. You must be at least 

an 8th-level wizard to select 

this discovery. 

MAG1C 1TEMS 
FOR SALE 

Magicka Esoterica has 

all manner of wizardly 

items, including the 

following uncommon 

Nexian pieces. 



PRICE 
22,000 G P  
WEIGHT-

AURA moderate evocat ion 

An arcane battery i s  a f ist-s ized 
lead conta i ne r-typ ica l ly a sphere, 
pyra m id, or cyl i nde r-that  sto res 
mag i ca l l y  t reated sa l twater. When 
affixed to the head of a mag ica l  staff 
with the attached l ash i ngs, an arcane 

battery i n c reases the maximum number  of charges the staff 
ca n hold to 1 1  ( i nstead of 1 0) .  An attached arcane battery a lso 
a l lows the wie lder  of a staff to imbue  a staff with u p  to two 
charges per day. In order  to do so, the wie lder  must expend 
two prepared spel ls o r  spe l l  s lots that meet the prerequ i s ites 
for recharg i ng  a staff. 

A staff may on ly  have a s i ng le  arcane battery attached to 
it, and an arcane battery must be adjo ined to a staff for 24  
hours before i t s  powers a re attuned t o  t he  staff. I f  a n  arcane 

battery is removed from a staff by the staff's wie lder, it must be 
reattached and rema i n  so for 24 hou rs before i t 's attuned aga i n .  
CONSTRUCTION REQUIREMENTS I COST 1 1 ,000 GP 
Craft Wond rous  I tem, imbue with spell ability 

AURA fa i n t  evocat ion 

PRICE 
900 GP  

WEIGHT 1 /2 l b. 

T h i s  sma l l  sto ne  a p pea rs to be a no rma l  r iver rock shot  
t h ro ugh  w i th  ve i n s  of wh ite marb l e .  At  the  beg i n n i n g  of 
each day, a n  elemental storing stone act ivates and ca n beg i n  
sto r i ng  e l emen ta l  ene rgy. I f  t h e  w ie l de r  of  t h e  sto ne  ta kes 
1 0  o r  mo re po i nts of a s i n g l e  type of  ene rgy damage  (ac id ,  
co ld ,  e lec t r i c i ty, fi re, o r  son ic) ,  t he  sto ne  becomes cha rged  
w i th  tha t  ene rgy. A c h a rged elemental storing stone can  be 
used to l a u nch a s i n g l e  ray attack of  the  ene rgy type stored 
w i t h i n .  The  ray i s  a ra nged touch attack with a ra nge  of  60 
feet that dea l s  2d6 po i nts of  d amage  o n  a success fu l  h i t .  An 
elemental storing stone may be used once pe r  day. I f  the 
stone  i s  c ha rged and not  used by the  beg i n n i n g  of  the  next 
day, t he  c ha rge  i s  wasted and the  stone  must be c ha rged  
aga i n  to f unc t i on .  
CONSTRUCTION REQUIREMENTS 
Craft Wond rous  I tem, elemental touchAPG 

AURA strong a bj u rat ion 

I COST 450 GP  

PRICE 
5,000 GP  

WEIGHT-

A spell-capturing gem appea rs as a 
sma l l  c h unk  of azu rite, l a p i s  l a zu l i ,  
o r  t u rq uo i se .  Th i s  sma l l  b l ue  gem i s  
i mbued with the power to capture a 
spe l l  a nd  make it ava i l a b l e  for l a ter  

use .  Once act ivated, a spell-capturing gem wa its i ndefi n i te ly  
for i ts  owner to successf u l ly coun te rspe l l  a spe l l  by us i ng  
e i the r  dispel magic or  other  means .  The gem's owner may 

,. 
... ALSO FOR SALE } � £ I n  a dd i t i o n  to the  new mag i c  i tems i n  t h i s  sec t i on ,  

} r' t he  fo l l ow i n g  i t ems  can  typ i ca l l y  be p u rchased  a t  
\ Mag icka Esote r i ca .  ; 
,,. \ Item Price Source 

J 
, Bat  5 gp UE  80  

� B l a n k  s pe l l book  15  gp  U E  79 � -. ' 
Feather token Va r ies  UE  297 ,. 

} Lesser metomogic rod Va r ies  UE  1 87 r _:1' Mi th r a l  ca u l d ro n  1 , 2 5 1  g p  U E  6 1  

1 1 { Raven 2 g p  U E  8 5  

� Ring of protection Va r ies  U E  1 72 

I., Rod of ice 8, 500  g p  U E  1 82 
.... Spe l l  co mponen t  pouch  5 gp  U E  79  .,, 1 -----
.. Stoff of minor arcana 8 ,000 g p  U E  1 98 "\ 
� Wand of cure light wounds 750 g p  U E  383  I i' ' . �J. \ �A 
then  choose to capture the fo i l ed  spe l l  i n  the gem, where i t  
rema i n s  for a n u mber  of days  equa l  to the owne r's caster level 
m i n u s  the spe l l 's spel l  level ,  m i n i m u m  1 day. (For exa mp le, 
if a 1 0th - l evel spe l l caster successfu l l y  d i spe l s  and  captures a 
fireball spe l l  w i th  th i s  i tem, the spe l l  cou l d  rema i n  i n  the gem 
for u p  to 7 days.) A t  any  t ime d u ri ng  that  per iod, the w ie l de r  
of the gem may use i t  to cas t  the captured spe l l ,  reg a rd l ess 
of whether  she wou ld  norma l l y  be ab l e  to do  so. A spe l l  
cast i n  t h i s  way uses t h e  m i n i m u m  caster level necessa ry to 
determ i ne  a l l  leve l -dependent  effects. 

A spell-capturing gem i s  a s i ng l e - use item. Once the 
captured spe l l  has been re leased o r  o nce the storage  d u ra t i on  
of the gem i s  reached, the gem loses  i ts  sheen and  t u rns g ray, 
becom i ng  a worth l ess pebb le .  
CONSTRUCTION REQUIREMENTS I COST 2,500 GP  
Craft Wond rous  I tem, spell turning 

OTHER WAYS TO PAY 
Aravor is always on the lookout for curious items and 

people to keep the drudgery of shopkeeping at bay. 

Ancient Relics: Aravor is a retired professor and 

specialized in dead civilizations; he's always on the lookout 

for relics of Ninshaburian, Thassilonian, or Azlanti 

origin. Such items need not be magical-Aravor is also 

interested in studying ancient pottery, historical tomes, 

and mundane weaponry. He pays full price for authentic 

relics from these ancient civilizations, up to 25,000 gp 

worth of relics per week. 

Wizardly Companionship: Beneath his condescending 

exterior-or perhaps because of it-Aravor is a very lonely 

man. He yearns for a companion with whom to share 

his arcane secrets, and is grateful to anyone able to find 

someone who can match his caustic wit. If the PCs manage 

to find a compatible friend or possible love interest who 

agrees to have dinner with Aravor, they receive a 10% 

discount on their next purchase (to a minimum selling 

price of 90% of the standard value). 



"iVIwt; that? Don't mind that! .lt'.<; supposed to explode. My wares are guaranteed to fonction as intended; and 
tliat one was definitely intended to go off at tl1e slightest touch . .l'm; uh; SlllJH'ised you didn't know th11t! You call 
vourself an alchemist?" 

OULUR'S ALCHEMICAL WARES 

journeyman's Alchemy Supply Store 

Owner Hesa m O u l u r  
Location Merab (Thuv ia) 
Mundane Wares a l chem i ca l  i tems, l a b  e q u i pment, raw 

a l chem i ca l  reagents  
Magical Specialties mag i ca l  a l chemy too l s, p rotect ive a ids  

Purchase Price 

Required Adjustment Unlocked Boon 

1 2 0 0/o  

2 , 5 0 0  g p  1 1 0 0/o D i rected bomb  d i scovery 
5 , 0 0 0  g p  1 0 0 0/o  Hea l i n g  b omb  d i scovery 
2 0 , 0 0 0  g p  9 0 0/o  E l emen t a l  mu t agen  d i scovery 

Vendors of alchemy and of magic are far from unknown in 

Merab, but Oulur's Alchemical Wares is unusual in that it 

combines these two disciplines. Oulur's sells both alchemical 

items and the tools to create them, and the arcane devices 

here cater to alchemists, whether novice or expert. Bottles 

and vials are arranged haphazardly on the store's shelves; 

remedies for ailments may be stocked next to deadly acids, 

and explosive thunderstones lie next to delicate glassware. 

Only the scatterbrained (and self-taught) Oulur himself 

understands his unfathomable sorting method. 

For more information on the city of Merab, see 

Patlifinder Player Companion: People of the Sands. 

NEW 01SCOVER1ES 
Hesam is willing to teach the following discoveries 

(Advanced Player's Guide 28) to regular customers who share 

his enthusiasm for alchemy. Discoveries that modify bombs 

marked with an asterisk (*) do not stack. Only one such 

discovery can be applied to an individual bomb. 

Directed Bomb: The alchemist can cause his bombs to 

splash in a i5-foot cone instead of a 5-foot-radius burst. The 

alchemist chooses the direction of the cone. If the attack 

misses, roll an additional id8 to determine the direction of 

the blast from where the bomb lands. This discovery can't 

be combined with the explosive bomb discovery. 

Elemental Mutagen: The alchemist chooses an element 

(air, earth, fire, or water). Whenever the alchemist imbibes a 

mutagen, he gains resistance 5 to the associated energy type 

and a +2 competence bonus on an associated skill check. This 

resistance increases by 5 and the competence bonus by 2 for 

each of the following discoveries the alchemist possesses: 

grand mutagen, greater mutagen, and true mutagen. 

The elements and their associated energies and skills are 

air (electricity, Fly), earth (acid, Climb), fire (fire, Acrobatics), 
and water (cold, Swim). An alchemist can select this discovery 

up to four times, but must choose a different element each 

time. An alchemist can gain the benefits of only one elemental 

mutagen at a time, selected when he imbibes the mutagen. 

Healing Bomb*: When the alchemist creates a bomb, 

he can choose to have it heal damage instead of dealing it. 

Creating a healing bomb requires the alchemist to expend 

an infused extract (Advanced Player's Guide 31) or potion 

containing a cure spell. A creature that takes a direct hit from 

a healing bomb is healed as if she had imbibed the infusion 

or potion used to create the bomb. Creatures in the splash 

radius are healed for the minimum amount of damage the 

cure spell is capable of healing. A healing bomb damages 

undead instead of healing them. 



MAG1C 1TEMS FOR SALE 
Oulur's Alchemical Wares sells all manner of magic items 

that pertain to alchemists and their craft, as well as a new 

armor special ability. 

AURA fa i n t  i l l us ion  

PRICE 
1 , 800  GP  

WEIGHT 1 l b. 

A copycat siphon is a s imp le- look ing 
meta l  tube that ca n be connected to 
two f lasks, bott les, beakers, or  v ia l s  
of standa rd s i ze .  Th ree t imes per day 
wh i l e  two conta i ne rs a re connected to a 

copycat siphon, the user ca n spea k the item's command word 
wh i l e  pour ing a l i q u i d  ( i nc l ud ing  mag ica l  l i q u i d s  l i ke pot ions 
o r  e l ix i rs) i nto one of the conta i ne rs .  I n  do ing so, the other 
conta i ne r  attached to the s iphon a l so fi l l s  up  with a n  exact 
rep l ica of the poured l i q u id, appear ing to a l l  normal  senses 
( i nc l ud ing  touch, sme l l, ta ste, and  s ig ht) a s  i f  i t  were a n  exact 
copy of the ori g i na l  l i q u i d .  However, when imb i bed, the copy 
acts only as fresh water, and has none of the other effects of the 
o ri g i na l  l i q u i d .  The created l i q u i d  reg i sters to detect spe l l s  a s  i f  
i t  were the o ri g i na l  l i qu id  (as the magic aura spe l l ,  W i l l  DC 1 4) .  
CONSTRUCTION REQUIREMENTS I COST 900 GP  
Craft Wondrous  I tem, create water, magic aura, major image 

AURA moderate tra nsmutat ion 

PRICE 
4, 1 00 GP  

WEIGHT 1 l b. 

If a mutagen is poured onto th i s  f ist-s ized l ump  of d ry c lay 
(a sta ndard act ion that provokes attacks of opportu n i ty), 
i t  tra nsforms i nto a homuncu l us .  I t  t reats the a l chemist  who 
provided the mutagen as its creator. The homuncu l us  ga i n s  
the benefits of the mutagen .  Fo r  every 2 po i nts i t s  Const i tut ion 
wou ld be i ncreased, i t  i n stead ga ins 1 add i t iona l  h i t  po int  per 
H i t  D ie  and  a + 1 bonus on  Fort i tude saves, and  the DC of its 
poison i ncreases by 1 .  When the effect of the mutagen ends or 
the homuncu lus  i s  s l a i n, i t  reve rts to a l ump  of c lay that can be 
used aga i n  at  a later t ime .  I f  the homunculus clay i s  broken or 
destroyed i n  i ts i nact ive form, i t  i s  fo rever ru ined .  
CONSTRUCTION REQUIREMENTS I COST 2,050  GP  
Craft Construct, Craft Wondrous  I tem, animate objects, arcane 

eye, mending, mirror image, creator must have 2 ra n ks in Craft 
(a lchemy) and 2 ra n ks in Craft (scu lp tu res) 

AURA fa i n t  a bj u rat ion 

PRICE 
+1 bonus 

WEIGHT-

A rebounding sh ie ld  provides an add i t i ona l  +2 enhancement  
bonus to AC aga i nst th rown weapons, and  i t  adds i ts tota l 
enhancement bonus to the wie lder's touch AC aga i nst sp lash 
wea pons.  I f  a n  opponent ta rgets the wie lder  of a rebounding 

sh ie ld  with a sp lash wea pon and  m i sses, the wie lder  may 
choose the m i sd i rect ion of the sp lash weapon .  

,. 
... ALSO FOR SALE } � £ I n  add i t i on  to the new mag i c  i tems i n  t h i s  sect ion ,  Hesam 

} r' se l l s  a var iety of a l c hem i ca l  e q u i pment  a nd  c reat io ns, 
\ i n c l u d i n g  the fo l l ow ing .  ; 
,,. \ Item Price Source 

J 
, Ac i d  1 0  g p  U E  1 0 6  

� Admixture vial 5,0 00  g p  U E  2 76 � -. ' 
A l chem i st's f i re 2 0  g p  U E  1 0 6  ,. 

} Alchemy c ra f t i ng  k i t  2 5  gp  U E  76 r _:1' F i re wa rd ge l  1 5 0  g p  U E  1 0 0  

1 1 { Formula alembic 2 0 0  g p  U E  2 9 9  

� Hybridization funnel 2 0 0  g p  U E  3 0 4  

I., Porta b le a l chem ist's l ab  75 gp  U E  79 
.... Preserving flask Va r ies  U E  3 1 6  .,. 1 -----
" Tangle bait 2 2 6  g p  U E  1 62 "\ 
� Volatile vaporizer Va r ies  UE  324 I i' ' • �J. \ �A 
CONSTRUCTION REQUIREMENTS 

Craft Mag i c  Arms and  Armor, shield 

AURA fa i n t  conj u rat ion 

I COST + 1 bonus 

PRICE 
750 GP  

WEIGHT-

When bu rned, th i s  fi rework produces smoke 
as a smokest ick .  It a l so expa nds i n to a tube 
of ash that, after 1 round,  ta kes the form of 
a thoqqua  (Pathfinder RPG Bestiary 2 262) .  
The thoqqua attacks the use r's opponents to 
the best of its ab i l i ty. If the user spea ks l gnan, 

she ca n d i rect the thoqqua  to not attack, to attack part icu l a r  
enemies, o r  t o  perform o the r  act ions .  After 5 rounds o r  when  i t  
i s  reduced to O h i t  poi nts (wh ichever comes fi rst), the thoqqua 
co l l a pses i nto a p i l e  of nonmag ica l  ash .  
CONSTRUCTION REQUIREMENTS I COST 375 GP  
Craft Wondrous  I tem, summon monster Ill 

OTHER WAYS TO PAY 
Ever busy in his shop, Hesam needs agents to bring him 

materials and deliver his finished goods. 

Deliveries: Hesam offers the PCs store credit equal to the 

gp value of an encounter at their average party level (see Table 

i2-5 on page 399 of the Pathfinder RPG Core Rulebook) if they 

agree to make an important delivery to a customer within the 

city of Merab or beyond. These deliveries are rarely as easy as 

Hesam implies, as his clients can be as volatile as his wares. 

Rare Plants: Hesam may periodically send the PCs 

on missions to retrieve rare and delicate plants from 

exotic lands. Extracting such plants (which are typically 

guarded by beasts or foes) requires a successful DC 20, 25,  
or 30 Knowledge (nature) or Profession (herbalist) check, 

depending on the nature of the plant. In exchange for these 

plants, Hesam grants 500 gp, i,ooo gp, or 2,500 gp in store 

credit respectively. 



"Yeah) d1e e11gineers of the Gumvodis and them dwarves at .Oongun llold might fool you into believi11' they know 
all the secrets of black powde1; but they don't see eve11 lwlf tl1e gHns that come out ofAlkenstw: 'l'here'.� gear here 
bevo11d even the teclmomancers' wildest dre<uns if vou k11ow where to look. And .l k11ow wl1ere to look." . / 

THE RUSTY GLOVE 

Barkeep-Owned Gun Shop 

Owner Bru ne r  Derwel 
Location Alkensta r (Ma na Wastes) 
Mundane Wares a l e  a nd  sp i r i ts, a m m u n i t i on, fi rea rms, 

g u nsm i t h i ng  too ls, spa re parts  
Magical Specialties bu l l e tp roof a rmors, exp los ive a rmaments, 

mu l t i p u rpose h andgun s  

Purchase Price 

Required Adjustment Unlocked Boon 

1 2 0 0/o  

2 0 , 0 0 0  g p  1 1 0 0/o W h i p -Shot  Deed feat 
40,000 g p  1 0 0 0/o  

6 0 , 0 0 0  g p  9 0 0/o  B l owout  Sho t  Deed feat 

From the outside, the famed Rusty Glove 

seems little more than a rundown tavern 

in Alkenstar's grimy Ferrous Quarter. 

Its ramshackle facade belies the chaotic 

splendor to be found within, however

all manner of brass cogs, clockwork 

wheels, and broken firearms hang from 

every wall. In the middle of the sizable 

common room stands an enormous 

furnace that remains lit day and night 

during Alkenstar's harsh winters. 

The Rusty Glove is named after Bruner 

himself, who sports a clockwork prosthesis 

where his right hand was. "A keepsake 

from an old friend," he says with a wry 

grin to anyone who inquires about the 

weathered armament. In addition to selling 

Alkenstar ice wine, ale, and other spirits (the 

most popular of which is the house brew-a 

concoction with the consistency of oil that 

Bruner slyly calls "gear grog"), Bruner 

trades in firearms and spare firearm 

parts. His staid business partner, 

Ashina Croves, serves as the tavern's 

barkeep. Ashina is also a talented 

clockwork prosthesis crafter, merchant, 

and installer, and for the right price 

she takes patrons into the back room 

to equip them with her own brand of 

mechanical limbs-brass and steel

colored contraptions stamped with an 

ornate "AC" maker's mark. 

NEW FEATS 
Bruner was a talented gunslinger before he became a 

merchant. He offers to teach the following new grit feats 

to his favorite customers as long as they know how to 

properly wield a firearm. 

BLowouT SHOT DEED CGmT) 
By using a specially prepared mix of reagents, you can 

create concussive blasts with your firearm. 

Prerequisites: Craft (alchemy) 3 ranks, grit class feature 

or Amateur Gunslingeruc feat. 

Benefit: Spend i grit point to retrieve a specially prepared 

dose of black powder from your person. The next time 
��"!!llto. you use the firearm you've loaded with this special 

black powder, the concussive blast knocks you back 

5 feet from the direction at which you were aiming. 

If there is no available space behind you, you brace 

yourself against the obstacle and do not move 

from your square. Any creatures within the first 

range increment of the firearm struck by this 

attack take damage as normal and must 

succeed at a Reflex save (DC = 10 + i/2 your 

gunslinger level + your Int modifier) or 

be pushed back 10 feet. Creatures within 

two range increments are pushed back 5 
feet, while creatures farther away than this 

are unaffected by the concussive blast. 

You can fire your weapon and strike with it at 

the same time. 

Prerequisites: Grit class feature or Amateur 

Gunslinger"c feat, pistol-whip deed. 

Benefit: Whenever you use your pistol-whip 

deed, you can fire a single bullet from your 

firearm at the same time that you strike a foe 

with the butt of your firearm. You must spend a 

total of 2 grit points to use the pistol-whip deed 

in this way, and must still succeed at a ranged 

touch attack against the target of your pistol-

whip deed to hit. You cannot use the scatter 

weapon quality of a firearm when you use this feat. 

MAG1C 1TEMS FOR SALE 
The Rusty Glove has a place for all manner of 

firearms, magical or not, as well as magic 

items and weapon special abilities that aid 

in the use of these volatile instruments. 



PRICE 
6,400 GP  

WEIGHT 2 5  l bs .  

Acc idents a re common  i n  the C i ty of 
Smog, and i n  a p l a ce where hea l i ng 
mag i c  is d i strusted at best and  
haphaza rd a t  worst, a mputat ion i s  
ofte n the on ly  remedy for a mang led 
hand  o r  smashed l eg .  For those 
who can afford them, clockwork 

prostheses-m i racu lous  meta l l i c extrem i t ies  fused wi th a 
sma l l  amoun t  of p rima l  mag i c-offe r a n  e legan t  so l u t i on  to 
m i s s i ng  l i mbs .  

Once pu rchased, a clockwork prosthesis i s  a t tached to the 
a rea where a l imb once was-a prosthes i s  can 't be added i n  
a dd i t i o n  t o  a n  a l ready exist i ng  l i m b. On ly  humano i d  crea t u res 
can  equ i p  themse lves wi th  clockwork prostheses, which m ust 
be i nsta l l ed by a t ra i ned p rosthes i s  merchan t .  As a clockwork 

prosthesis is i nsta l l ed  (a p rocess that  takes no less than  1 

hou r) , the  beare r  must succeed at a DC 1 8  Fort i tude save o r  
the p rosthes i s  doesn't ta ke ho ld .  E i t h e r  way, the bearer ta kes 
2 po i nts of Const i t u t ion  damage  from the s u rge ry. Clockwork 

prostheses common ly  come i n  two types-a rms and  legs .  
Clockwork Arm: A clockwork arm a l l ows its bearer to l i ft up 

to 1 -1 /2 t imes h i s  max im u m  load ove r h i s  head .  A h umano id  
wi th  two clockwork arms can l i ft u p  to twice h i s  maxi m u m  load 
ove r h i s  head .  I n  add i t i on, a clockwork arm a l lows i ts bearer 
to dea l  letha l  damage  rather  than non le tha l  damage  wi th  an 
u n a rmed str i ke and p rov ides a + 1 0  bonus to i ts  bea re r's CMD 
aga i nst attempts to d i s a rm a weapon he ld  i n  that  hand.  For 
the app rop ri a te pr i ce, a c lockwork a rm can be encha nted wi th 
any  wea pon spec i a l  a b i l i ty so l ong  as  the ab i l i ty can  be app l ied 
to u n a rmed attacks. 

Clockwork Leg: A clockwork leg a l l ows i ts bearer to l i ft up 
to 2-1  /2 t imes h is maxi m u m  load off the ground ( i nstead of 
doub le) . A h u mano i d  wi th  two clockwork legs can l i ft u p  to 3 

t imes h i s  maxi mum load  off the ground and  stagger  a round 
wi th  i t .  I n  add i t i on ,  each i nsta l l ed  clockwork leg g ra nts i ts  
bearer a + 4  bonus to CMD aga i nst t r i p  and  b u l l  rush attem pts. 

The clockwork prostheses deta i l ed  here a re only the 
most common types of clockwork prostheses. Other, more 
spec i a l ized clockwork prostheses capab le  of t ra nsfo rm ing  i n to 
fi rearms, p i n n i n g  opponents, and  even channe l i n g  mag i ca l  
ene rgy a re a l so rumored to exist .  
CONSTRUCTION REQUIREMENTS I COST 3,2 00 GP  
Craft Wond rou s  I tem, bull's strength, regenerate, creator mus t  
have 8 ra nks  i n  Craft (c l ockwork) 

AURA fa i n t  necromancy 

PRICE 
1 0, 5 3 0  G P  

WEIGHT 4 l bs .  

Th is  brass-co lored + 1 double-barreled pistol has a dark oaken 
gr ip  and ornate mus ica l  motifs etched i nto the ent i re su rface. 
Three t imes per day, when the wie lder fi res a loudshot pistol 

at a creature with in 2 0  feet, she ca n command the p istol to 

,• ALSO FOR SALE } I n  a dd i t i o n  to the  new mag i c  i tems i n  t h i s  sec t i on ,  
� t he  fo l l ow i ng  i tems can  typ i ca l l y  be p u rchased  a t  The  
f 

Rusty G l ove. \ 
Price Source � Item 

� Alchemica l  cartr idges Va r ies  UE  42 

_1 Black powder keg 1 , 0 0 0  g p  U E  43 

Dry load cartridge 30 g p  U E  1 4 0 } F i re l a nce 2 5  g p  U E  45 

f 

1 F i rea rm b u l l e t  1 gp  U E  45 } t Gea r  g rog 5 s p  ·z 
.. � l G u ns l i n ge r's k i t  2 6  g p  U E  6 5  i 
\ G u nsm i th 's k i t  1 5  gp  U E  6 5  �l 1.: ? • P i s to l  1 , 0 0 0  g p  UE  4 6  l 
� ( 
1�����/_,.�J 

emi t  a son ic boom at the creatu re, 
permanent ly deafen ing  it if it fa i l s  a DC 
13 Fort i tude save. I f  the wie lder f i res 
both ba rre ls of this p istol i n  the same 
round she commands i t to deafen a 
creatu re, the DC of the Fort i tude save 

increases to 1 5 . I f  the wie lder is a guns l i nger  with the pistol
whip deed, she can a l so command a loudshot pistol to deafen 
the creature she is pisto l -wh ipp ing .  Th is  counts towa rd the tota l 
number of t imes per day she can use th is  ab i l i ty with the pistol .  
CONSTRUCTION REQUIREMENTS I COST 6,2 90 GP  
Craft Mag i c  A rms  a nd  Armor, blindness/deafness, crafter mus t  
be a g u ns l i n ge r  w i th  the p i s to l -wh i p  deed 

PRICE 
+2 bonus 

WEIGHT-

Th i s  wea pon spec i a l  a b i l i ty ca n on l y  be p l a ced on a m m u n i t i o n .  
A c rea t u re s t r u ck  by a p i ece of  penetrating a m m u n i t i o n  
mus t  succeed a t  a DC  1 7  Fort i t ude  save o r  the a m m u n i t i o n  
p roceeds to t rave l i n to a no the r  c rea t u re i n  l i ne .  The at tacker  
mus t  be ab le  to t race a l i ne sta rt i n g  a t  he r  space a nd  pass i n g  
t h ro ugh  bo t h  t a rgets  to m a ke t h i s  a dd i t i o n a l  a t ta ck .  T he  
second  at tack i s  made  a t  a - 4  pena l ty, i n  add i t i o n  to a ny  
mod i fi e rs for  added  ra nge .  
CONSTRUCTION REQUIREMENTS I COST +2 bonus 
Craft Wond rous  I tem, mirror strikeuc 

OTHER WAYS TO PAY 
Bruner is always in need of more scrap, and he's got a soft 

spot for individuals who share his handicap. 

Prostheses: For every prosthesis a character possesses, 

Bruner marks his prices down for that PC by 2% (to a 

minimum selling price of 90% of standard value). 
Scrap Materials: Bruner's associates in Alkenstar can 

make good use of scrap metal by melting it down and selling 

the ingots. For every 100 pounds of scrap metal brought to 

Bruner, he gives the party i,ooo gp in store credit. 



"iVelcome. llave a look arnund. Of course) please understand tbis is neutral territory wbatevel' issues you bave 
witb tbe otl1er patrons must be left outside. lf you find you!'self 1mable to follow tbis simple rule, you'll lwve to 
deal witb my friends <Wer tl1ere) and 1 assure you) they're a lot less foq;iving than l." 

THE SECRET HEARTH 

Inconspicuous Black Market Stall 

Owner Rahanet  N a h u rr 
Location Kata pesh (Kata pesh) 
Mundane Wares contracts for h i re, d rugs, po i sons, p rost i t u t i on, 

t h i eves' too l s, wea pons 
Magical Specialties assass i na t i on  equ i pment, d i a bo l i c  

contra cts, p o i s o n  a i d s, pot i on s  

Purchase Price 

Required Adjustment Unlocked Boon 

1 2 0 0/o  
30, 000  g p  1 1 0 0/o Imbue with addiction s pe l l  
6 0 , 000  g p  1 0 0 0/o  Blood boil spe l l  
9 0 , 000  gp  9 0 0/o  

Even by the standards of Katapesh, some stores' 

wares are too nefarious to be sold under the 

light of day. Such is the case of The Secret 

Hearth, one of the many hidden shops 

operated among Katapesh's infamous black 

market known as the Nightstalls. The 

Secret Hearth's proprietor, Rahanet 

Nahurr, is a mid-ranking member of 

the city's renowned Poison Makers' 

Guild, and her potent toxic goods 

are proof that her status in that 

organization is no mistake. 

Access to The Secret Hearth 

is controlled through a passage 

behind the kitchen fireplace in 

a seedy, nameless tavern along 

the banks of the River Scorpius. 

One must have an invitation or 

otherwise be recognized by the 

cook-a burly, mute gnoll with a 

temper as short as the burnt hairs on 

his back. The passage leads deep under 

the city, to an abandoned tunnel complex. 

Here, business is booming at all hours of 

the day and night. 

NEW SPELLS 
Rahanet has numerous connections, 

especially among spellcasters interested 

in nefarious acts; she can arrange for 

the following spells to be taught to her 

favorite customers. 

BLOOD BOIL 

School necromancy; Level magus  5, so rcerer/wiza rd 5, witch 5 
Casting Time 1 sta nda rd ac t i on  
Components V, 5, M (a  d rop  of me rcu ry) 
Range to uch  
Target one  l i v i ng  crea t u re 
Duration 3 ro unds  
Saving Throw Fo r t i t u de  nega tes  ( see  text); Spell 

Resistan ce yes 
The t empe ra t u re of  the t a rge t  c reatu re's b l o od  (o r o t he r  
s i m i l a r  body  fl u i d )  b e g i n s  to r i se  ove r t he  next  3 ro u n d s  

d u r i n g  t he  caste r's t u r n .  E a c h  ro u n d  s t a r t i n g  
w i t h  t he  fi rst, t h e  t a rge t  crea t u re a t tempt s  
a new sav i n g  t h row a t  t he  s ta r t  o f  t h e  
cas te r's t u r n  to re s i s t  t h a t  ro u n d 's ef fect .  
A s u ccess f u l  save does  no t  end t he  s pe l l  
ef fect ,  b u t  does  p reve n t  t h a t  ro u n d 's 
ef fect .  O n  t he  ro u n d  t ha t  t h i s  s p e l l  i s  

c a s t ,  t h e  t a rge t  beco mes  fa t i g u e d .  O n  
t he  n e x t  ro u nd ,  a s  t he  b l o o d  te m pe r a t u re 

beg i n s  to r i se ,  t h e  t a rge t 's ca p i l l a r i e s  b u rst, d ea l i n g  
1 d 6  po i n t s  o f  Co n s t i t u t i o n  d a m a g e  t o  t h e  t a rge t .  O n  
t he  t h i rd a n d  fi n a l  ro u nd ,  t h e  t a rg e t 's b l o od  beg i n s  
t o  b o i l ;  t h e  s p e l l  d e a l s  1 d 6  p o i n t s  o f  d a m a g e  p e r  
cas te r  l eve l  (to a max i m u m  of 1 5 d 6}, a nd-i f  t h e  
t a rge t  i s  s t i l l  a l i ve-the t a rge t  becomes  exha u s ted 

ra t h e r  than fa t i g u e d .  

IMBUE WITH ADDICTION 

School t ra nsm utat ion; Level a l chemis t  2, so rcerer/ 

Casting Time 1 sta nda rd ac t i on  
Components V, S, M (a  dose of  an  a dd i c t i ve d rug  

o r  su bsta nee) 
Range touch 

Target one  l iv ing c rea tu re 
Duration i nsta n taneous  
Saving Throw For t i tude negates; Spell Resistance yes 
The ta rget  i m med iate ly  becomes  add icted to the d rug  used 
d u r i n g  the cas t ing  of the spe l l  (see pages  2 3 6-2 37 of the 
Pathfinder RPG GameMastery Guide for ru les  o n  d rugs  and 
add i c t i on) .  I f  the  ta rget  was ever  add icted to the d rug  a t  any  
po i n t  i n  the pa st, i t  ta kes a -4 pena l ty on  i t s  sav i ng  th row. 

MAG1C 1TEMS FOR SALE 
The Secret Hearth has several items ideal for those 

who rely on stealth or guile for survival, as well as a 

new weapon special ability. 



PRICE 
900 GP  

WEIGHT 1 l b. 

I n  mag i ca l  soc iet i es, speak with dead has  captured many a 
m u rde re r, and  so th i s  serum was i nvented by assass i n s  to 
s i l e nce the i r  v ic t ims .  Murderer's silence prevents a corpse from 
com m u n ica t i ng  v ia  speak with dead by d i sso lv ing  the v ict i m's 
voca l o rgans .  To use th i s  i tem, the th i ck  b l ack  l i q u i d  must be 
s l owly poured down the t h roat  of the corpse (a f u l l - round  
a c t i on  that  p rovokes attacks of opport un i ty) . The fo l l owing 
ro und ,  the corpse's tong ue, voca l cords, and  l i ps deter iorate 
and the corpse becomes i n capab le  of respond i ng  to speak with 

dead. Other  means  of i n terrogat i ng  the sp i r i t  of the depa rted 
st i l l  f unc t ion  norma l ly. The pr i ce l i sted i s  for a s i ng l e  dose. 
CONSTRUCTION REQUIREMENTS I COST 450 GP  
Craft Wond rous  I tem, contagion 

AURA fa i n t  necromancy 

PRICE 
3,000 GP  

WEIGHT 1 l b. 

Favored by assass i ns, th i s  mag ica l  v ia l  a l lows the app l i cat ion of 
po isons at a ra nge of up to 30 feet. The po ison must be supp l ied, 
and  must be a contact or  i ngested po ison .  The user adds the 
po ison to the v ia l  and  then shakes i t  i n  the d i rect ion of the i tem 
o r  creatu re she wishes to affect, making a ra nged touch attack 
(a poison viol of distance provides a +4 c i rcumstance bonus on 
th i s  ro l l ) .  I f  the at tack i s  successfu l ,  the po ison i s  successfu l l y  
de l ivered to  the object or  c reatu re i ntended.  
CONSTRUCTION REQUIREMENTS I COST t500 GP 
Craft Wond rous  I tem, moge hand 

PRICE 
1 0,000 G P  

WEIGHT 1 l b. 

The wearer of a pa i r  of quick action 

slippers may sta nd up from p rone as 
a f ree act ion .  Such movement  st i l l  
p rovokes attacks o f  opportun i ty a s  
norma l .  I f  t h e  wearer h a s  t h e  sta nd 
up  rogue ta lent, the act of sta nd ing  u p  

from prone no longer  provokes attacks of opportu n i ty. 
CONSTRUCTION REQUIREMENTS I COST 5,000 GP  
Craft Wondrous  I tem, haste, creator mus t  have t he  sta nd up  
rogue ta lent  

2 l bs .  

Whenever a n  assass i n  d raws a 
wea pon from the scabbard of true 

death and  makes a successfu l  death 
attack aga i nst her  target, the DC of 
her  true death ab i l ity i ncreases by 4. 

,. 
... ALSO FOR SALE } � £ I n  add i t i o n  to the mag i c  i tems presented i n  t h i s  sect ion ,  

I r' the fo l l ow ing  ca n be p u rchased a t  The Secret Hea rth .  
\ 
; Item Price Source ,,, \ Assass inat ion contract Va r ies  

J 
, Brass knuck l e s  1 gp  U E  24  

� E a r  t r um pet 5 g p  U E  6 3  � -. ' 
Plague rot belt 5,2 0 0  g p  U E  2 1 3  ,. 

} Po i sons  Va r ies  UE  1 1 1  r _:1' 
Quickchonge cloak 1 , 5 0 0  g p  U E  267  

1 1 { Repeat ing hand crossbow 800  g p  U E  3 5  

� Slaying arrow 2 ,282  g p  U E  1 6 0  

I., Ske le ton key 85  g p  U E  72 
.... Th ieves'  too l s  3 0  gp  UE  79 .,. 1 " 

"\ Rahanet  a l so  se l l s  s l aves; t he i r  p r i ce va r ies depend i ng  on  
� t he i r  t ra i n i n g  a n d  i n te nded p u rpose. I i' ' • �J. \ �A 
I n  add i t ion,  rega rd less of whether the wie lder  has leve l s  i n  
t h e  assass i n  c lass, t h e  wie lder  g a i n s  t h e  b leed i ng  attack rogue 
ta lent  as though she had a sneak at tack that dea l t  1 d6 po i nts 
of damage (thus, attacks that qua l i fy as snea k attacks deal 1 
po int  of b leed damage); if the wie lder  a l ready has the b leed i ng  
attack rogue  ta lent, the b leed  damage caused  by tha t  t a l en t  i s  
i ncreased by 1 .  
CONSTRUCTION REQUIREMENTS I COST 1 6,000 GP 
Craft Wondrous  I tem, bestow curse, creator must have the 
b leed i ng  attack rogue  ta lent  

AURA moderate tra nsmutat ion 

PRICE 
+2 bonus 

WEIGHT-

Th i s  spec ia l  ab i l i ty can on ly  be p laced on ra nged weapons.  
Whenever the wie lder attempts to make a sneak attack with 
a sniping wea pon, the maxi mum d i stance she can be from her  
ta rget i ncreases to 45 feet .  Th i s  ab i l ity does  not s tack  with o ther  
ab i l i t ies that i ncrease the d i stance at wh ich a ra nged sneak 
attack may be made .  
CONSTRUCTION REQUIREMENTS I COST +2 bonus 
Craft Mag i c  Arms and  Armor, longshatuc 

OTHER WAYS TO PAY 
Rahanet Nahurr has all she could possibly want, yet 

she has many jobs that need doing and she is still vain 

enough to accept gifts. 

Assassination Contracts: Rahanet can hire the PCs to 

perform personal assassination jobs for her. Rather than 

accepting payment as normal, PCs can opt to perform 

these jobs for store credit, earning 120% of the normal rate. 

Lotus Flowers: Nahurr's favorite perfume is made by 

extracting the nectar from lotus flowers. She uses the scent 

as a perfume on her body, and also around her abode and in 

her carriage. For every 10 pounds of lotus flowers brought to 

The Secret Hearth, Nahurr gives PCs 100 gp in store credit. 



".l know your type. You're the type who likes to make things easier for yoursel£ Your neighbor has nicer things than 
you) and tliat'.� just not right. Your enemies show their arrogant faces around you, a11d that'.� also not riglit. You 
need tools to remedy these wrongs) and in that regard, .l have some good news for you right behind this counter." 

STRONGSWILL TRICKS fr TOOLS 

Devices for Unscrupulous Individuals 

Owner Lady Stro ngswi l l  
Location P i tax (R iver K i ngdoms) 
Mundane Wares d i s gu ise k i t s, po i sons, t h i eves' too l s  
Magical Specialties p i e rc i ng  wea pons, stea l th  gea r, 

s u rve i l l a nce e q u i pment  

Purchase Price 

Required Adjustment Unlocked Boon 

1 2 0 0/o  

1 0, 0 0 0  g p  1 1 0 0/o 

30 ,000  g p  1 0 0 0/o  Sneaky maneuver rogue  ta l en t  
5 0 , 0 0 0  gp  9 0 0/o  Hamstring strike advanced rogue talent 

Strongswill's Tricks 

in the heart of Troutmouth in 

Pitax's harbor district. This 

den of iniquity is run by Lady 

Strongswill, a masked bandit of 

notable skill whose true identity 

is rumored to be known to none. 

Some claim she was a Kellid 

warlord who was exiled for 

breaking her tribe's code of honor 

by poisoning a rival chieftain. Others 

say she was once the greatest rogue in 

all of Katapesh before she was forced 

to f lee that nation for treason against 

the Pactmasters. Regardless, this 

mysterious bandit is hailed as one 

of the deadliest people in Pitax, 

and though she swears allegiance to 

none, all of Pitax's Bandit Houses vie 

for her attention. 

Built with Lady Strongswill's ill

gotten nest egg, her namesake shop 

boasts a variety of goods for rogues 

and ne'er-do-wells of all stripes. 

To the average rube, Strongswill's 

appears to be a normal tinker's 

shop with an odd assortment 

of tools and mechanical parts. 

However, those who know how 

to disable traps, pick locks, 

or break into buildings can 

recognize much-needed 

accessories and illicit 

gadgets amid the clutter. For clients with more nefarious 

designs, Lady Strongswill keeps a variety of toxins, drugs, 

and poisonous instruments behind the counter-wares 

she reveals only to those who prove their intent and their 

non-affiliation with any organizations that oppose her. 

NEW ROGUE TALENTS 
For promising customers who earn her trust with their 

cunning and their coin, Lady Strongswill has a bevy of 

talents to teach. Talents marked with an asterisk (*) add 

effects to a rogue's sneak attack. Only one of these talents 

can be applied to an individual attack, and the decision 

must be made before the attack roll is made. 

R.ogue Talent: The following new rogue talent can be 

taken by any rogue who meets the prerequisites. 

Sneaky Maneuver* (Ex): Anytime a rogue with this 

talent could hit an opponent with a melee sneak attack on 

attempt a dirty trickAPG, disarm, 

stealAPG, sunder, or trip combat 

maneuver instead of dealing sneak 

attack damage. If the attack succeeds, 

the rogue deals weapon damage as normal 

and then attempts a combat maneuver 

check as a swift action (the -2 penalty 

only applies to the initial attack roll, 

not the combat maneuver check). This 

combat maneuver still provokes attacks 

of opportunity unless the rogue has a 

feat or ability that allows her to perform it 

without provoking attacks of opportunity. 

Advanced R.ogue Talent: The following 

new advanced rogue talent can be selected 

by any rogue of 10th level or higher who 

meets the prerequisites. 

Hamstrin11 Strike'' (Ex): Anytime a rogue 

with this talent successfully hits an 

opponent with a sneak attack, she may forgo 

her sneak attack damage to try to hamstring 

her opponent. If the attack succeeds, the 

rogue deals weapon damage as normal, 

but instead of the rogue dealing sneak 

attack damage, the target is knocked 

prone and is unable to take move actions 

during its next turn. A successful 

Fortitude save (DC = 10 + i/2 the 

rogue's level + the rogue's Dexterity 

modifier) negates this effect. 



MAG1C 1TEMS FOR SALE 
Strongswill's Tricks &. Tools has a variety of standard 

rogue fare, as well as a few atypical magic items and a 

new armor special ability useful to sneaks, pickpockets, 

and other unscrupulous individuals. 

AURA fa i n t  i l l us ion  

PRICE 
1 ,  1 00 GP  

WEIGHT 1 /2 l b. 

Th is  F ine brass construct is made to 
look l i ke a beetle, and i s  sometimes 
pa i nted i n  g reen, brown, or  g ray 
camouf lage. A clockwork bug can 
record a l l  nea rby sounds with i n  a 

2 0 -foot-rad ius  spread onto a low-qua l ity gemstone worth 1 0  gp, 
which is embedded in its body. The bug can record up to 1 hour  
of sound ,  which must be cont inuous; i f  the record ing  is stopped 
early, i t  cannot be resta rted.  Making the c lockwork bug replay the 
recorded audio is a swift act ion. 

Once a gemstone i s  impri nted with a n  audio record i ng, i t  
cannot be reused, and must be rep laced with a fresh gemstone i n  
order  fo r  the bug to  make a new record ing .  Replac ing a gemstone 
is a fu l l - round act ion that req u i res a DC 2 5  Disable Device check. 
Fa i l i ng  th is  check causes the used gemstone to become cracked 
and erases a ny recorded sounds on that gemstone. 

Though a clockwork bug i sn't treated as a creature and cannot 
move or  perform other act ions by itself, i t  can cl ing i ndefi n i te ly 
to any su rface onto which i t  i s  p laced, inc lud ing the unders ide of 
objects. These bugs a re a l so equ ipped with a t imer that can de lay 
the sta rt of record ing process by up to 24 hours. Add i t iona l ly, 
the bug is equ i pped with an opt iona l  se lf-destruct t imer with 
a maximum du rat ion of 72 hours. I f  engaged, the self-destruct 
sequence causes the bug to erase a ny i nformat ion on its cu rrent 
gemstone and then send a su rge of energy through its f i laments, 
render ing itself use less and i rreparab le .  
CONSTRUCTION REQUIREMENTS I COST 550  GP  
Craft Wond rous  I tem, ghost sound, crea tor mus t  have 4 ra nks  
i n  C ra f t  (c l ockwo rk) 

PRICE 
1 0,302 G P  

WEIGHT 4 l bs .  

The blade of th i s  +1 rapier i s  imbued with the ab i l ity to change 
form s l i g ht ly when used to snea k at tack foes, a l lowing the 
wie lder  to h i t  mu l t i p l e  targets. 

Th ree t imes per day when the wie lder  makes a snea k attack 
aga i nst a foe that i s  adjacent to a nother crea tu re, she may 
choose to attack both opponents with a s i ng le  str ike as the 
b lade unwinds, lengthens, and  bends to meet the i r  f lesh .  The 
wie lder  uses the same attack ro l l  resu l t  to h i t  both creatu res. I f  
successfu l ,  the at tack dea ls  wea pon damage to any creatu re i t  
h i ts, though on ly  the fi rst c reatu re ta kes sneak at tack damage .  

ALSO FOR SALE 
I n  add i t i o n  to the new mag i c  i tems i n  th i s  sect ion,  the ; fo l l ow ing  i tems can  typ ica l l y  be p u rchased at Strongsw i l l 's 

� Tr icks & Too l s .  
! ' "1 Item 
� � Belt of tumbling 

, 

Price Source 

800  g p  U E  2 1 1  
1 g p  U E  60  � Ca l t rop s  

( Dagger of venom 8,302 g p  U E  1 53 1 
Deat hb l a de  1 , 8 00  g p  U E  1 1 1  

� D i s g u i se  k i t  5 0  gp  U E  76 
1 Forge r's k i t  2 0 0  gp  U E  77 i Masterwork th ieves' too ls 1 0 0 g p  U E  7 9  l 
; Murderer's blockcloth 1 2 ,405  g p  U E  1 2 8  � 
� Slippers of spider climbing 4, 800  g p  U E  2 3 3  ' l; Zerk 50  g p  GMG 237 J 
' 1 
� . � ��/..,,,.,.Jo.-:/ 
CONSTRUCTION REQUIREMENTS I COST 5,302 GP  
Craft Wond rous  I tem, greater magic weapon, mirror strike"' 

AURA moderate necroma ncy 

A suit of a rmor  with this ab i l i ty becomes po isonous to the touch.  
The user must s l ip a v ia l  of 1 dose of the i nj u ry o r  i ngested 
poison to be used i nto a h idden s lot a long  the a rmor's i nne r  
th i gh .  Th ree rounds afterwa rd, the ent i re su i t  of armor becomes 
i n fused with the poison; any creatu re that g ra pp les with the 
wearer ( i f  a n  i nj u ry po ison i s  used) o r  that successfu l l y  h i ts 
the wearer with a b i te attack (if an i ngested po ison i s  used) is 
immed iate ly exposed to the po ison and must save accord i ng ly. 
Whether or not the vict i m successfu l l y  saves, the po ison i s  
d i scharged from the armor and the wearer  must  load a new v ia l  
i n to the armor to  recharge th i s  ab i l i ty. 
CONSTRUCTION REQUIREMENTS I COST + 1 bonus 
Craft Mag ic  Arms a nd  Armor, poison 

OTHER WAYS TO PAY 
Lady Strongswill has ample black market contacts, and 

she's usually willing to trade store credit for information 

or illicit goods. 

Blueprints: Lady Strongswill's many dodgy contacts 

are always willing to pay handsomely for the blueprints 

to any building that houses valuable artwork or weaponry, 

or whose owners store a significant amount of gold there. 

Any characters who are able to provide copies of such 

blueprints can earn themselves up to a 10% discount on 

their next purchase at Strongswill's Tricks &. Tools (to a 

minimum selling price of 90% of the standard value). 

Narcotic Contacts: Lady Strongswill disdains drug 

use, but she's more than happy to support the narcotic 

habits of others. She gives PCs up to i ,ooo gp in store 

credit if they introduce her to a reliable drug dealer with 

a consistent supply of f layleaf, pesh, or scour. 



"iVelcomeJ welcome to our humble store! .llow may we meet your needs? 1 see from your outfandish clothing 
that you are new to Xinwlwynin. Migl1t .l attire you in tlie fashion of our city? Or perhaps you require something 
more practical for your continued journey? The finest works of the drow are yours for the rigl1t price." 

AN UMBRAL PAGE 

Boutique of Drow Art and Croft 

Owner Ne l axr ia  L i r i um  
Location Z i rna kayn i n  (Seka m i na, Da rk l a nd s) 
Mundane Wares mater ia l  components, po isons, sp ider s i l k  ga rbs 
Magical Specialties co ldwarp i ng, t leshwa rp ing ,  l i t h i c raf t ing ,  

sporec ra f t i ng  

Purchase Price 

Required Adjustment Unlocked Boon 

1 2 0 0/o  

4 0 , 0 0 0  g p  1 1 0 0/o D i s co rd hex 
8 0 , 0 0 0  gp 1 0 0 0/o  P a r i a h  maj o r  hex 
1 2 0, 0 0 0  gp 900/o Abom i na te g ra n d  hex 

An Umbral Page is located at the south end 

Cocyrdavarin-the largest of the populated caverns 

within Zirnakaynin-not far from the infamous 

Pale Market. This boutique specializes in 

several forms of art and craft unique to the 

drow. The relatively conventional items are 

displayed in the front showroom: spider silk 

clothing, coldwarped jewelry, and lithicrafted 

statues. Those looking for more exotic wares 

are directed to the back rooms, where they 

can peruse the works of alchemists and 

poisoners as well as spore- and fleshcrafters. 

Though its customers are mostly drow, An 

Umbral Page also attracts members of other 

Darklands races desirous of the dark elves' 

fine wares. On occasion, even the agents of 

wealthy surface dwellers make their way 

here in search of exotic luxuries for their 

debased masters. The owner, Nelaxria 

Lirium, ingratiates herself with all 

visitors to her shop-as long as they 

appear to have money to spend. 

NEW HEXES 
Not just an advocate 

magical crafts, Nelaxria is an 

accomplished witch in her own 

right. She is willing to teach the 

following hexes to her favorite 

customers. The save DC to 

resist a hex is equal to io + 

1/2 the witch's level + the witch's 

Intelligence modifier. 

Hex: The following hex is available to all witches and 

uses the standard rules for hexes. 

Discord (Su): The witch can make an animal or humanoid 

within 30 feet distrust another creature within line of sight. 

The target's attitude toward the other creature decreases 

by one step. A successful Will save negates this effect. The 

effect lasts for a number of rounds equal to the witch's 

Intelligence modifier. The duration can be extended with 

the cackle hex. Whether or not the save is successful, a 

creature cannot be the target of this hex again for 1 day. 

At 8th level, this effect decreases the attitude of the target 

creature by two steps. This is a mind-affecting charm effect. 

Major Hex: Starting at ioth level, a witch can select the 

following major hex whenever she could select a new hex. 

Pariah (Su): The witch can cause a creature within 60 

feet to be shunned by its allies for a number of rounds 

equal to the witch's Intelligence modifier. Any other 

creature attempting to directly assist the target 

with a harmless spell or aid another action must 

attempt a Will save. If the save succeeds, the aiding 

creature is unaffected by this hex. If the save 

fails, the aiding creature can't follow through, 

the action is lost, and the aiding creature can't 

directly aid the target for the duration of this 

hex. This hex does not prevent the target 

from benefiting from area of effect spells. 

Grand Hex: Starting at i8th level, a 

witch can select the following grand hex 

whenever she could select a new hex. 

Abominate (Sp): The witch transforms a 

creature within 30 feet into an aberration. 

This hex acts as baleful polymorph, except 

the target is transmuted into a Small, 

Medium, or Large aberration. The 

target's abilities are modified as 

monstrous physique IV (see Pathfinder 

RPG Ultimate MaJ3ic). Whether or not its 

save is successful, a creature cannot be 

the target of this hex again for 1 day. 

MAGl C l TEMS FOR 
SALE 
Many of the items sold at An 

Umbral Page are made with or utilize 

magical crafting techniques unique 

to the drow. More information on these crafts can 

be found in Pathfinder Adventure Path #15: The 

ArmaJ3eddon Echo. 



PRICE 
45,700 G P  

WEIGHT 5 l bs .  
derate conj u rat ion and  tra nsmutat ion 

Th is  f langed i ron rod is much heavier  than i t  looks, and 
g ra nts the wie lder  a port ion of the ski l l  of a master 
coldwarper. The wielder ga ins  a +S competence bonus 
on Craft checks i nvo lv ing meta l .  

A coldwarp key has three charges, wh i ch  a re 
renewed at m idn ight every n ight  and can be expended 
to create a var iety of effects. Expend ing one charge 
from a coldwarp key a l lows the wie lder to use fabricate 

(as the spe l l )  to affect metal on ly. If the wie lder is in a natura l  
underg round environment, s he  c a n  expend two charges from a 
coldwarp key to d raw raw metal ore from the su rround ing stone 
and shape it to her l i ki ng .  Th is  ab i l i ty acts as the major creation 

spe l l, except the wie lder can create on ly base meta ls  and the 
du rat ion i s  instantaneous. 
CONSTRUCTION REQUIREMENTS I COST 22,850 GP 
Craft Rod, fabricate, major creation 

CL 9th 

PRICE 
1 8,505  G P  

WEIGHT 3 l bs .  
AURA moderate tra nsmutat ion 

Th i s  +1 scorpion whipu' i s  made from 
the tai l of a g i an t  cave scorp ion .  Th ree 
t imes per day, i t  a l lows the wielder to 
use a poison effect (as the spel l ,  save 
DC 1 5) upon a creature struck by the 

wh ip. The wie lder can dec ide to use the power after she has 
struck .  Do ing so i s  a f ree act ion ,  but  the poison effect must  be 
i nvoked i n  the same round that the wh ip  strikes. 

In add i t ion, the fleshwarped scorpion's tail can be attached to 
(or removed from) a w i l l i ng  or  he lp less creature with 1 hour  of 
su rgery and a successfu l  DC 20  Heal check. Whether o r  not the 
su rgery i s  successfu l ,  the creature ta kes 1 d4  poi nts of Const i tut ion 
damage. Whi le the ta i l  i s  attached, the creature ga ins a natura l  
st ing attack t h a t  dea ls  damage as t he  f/eshwarped scorpion's toil 

( i nc l ud ing the enhancement bonus and ab i l ity to use the poison 

effect three t imes per day). The save DC for the poison effect 
becomes 1 0  + 1 /2 the creatu re's Hit D ice + its Constitut ion modif ier. 
CONSTRUCTION REQUIREMENTS I COST 9,505 GP  
Craft Mag i c  Arms and  Armor, beast shape Ill, poison 

SLOT none CL 5th 
AURA fa i n t  conj u rat ion 

PRICE 
1 , 500  GP  

WEIGHT 4 l bs .  

Th i s  brown hemp sack i s  fi l l ed with mold spores, so i l ,  and 
chemica l reagents. I t  can be th rown as a splash weapon with 
a ra nge i ncrement of 1 O feet .  U pon  break ing open, a sack of 
sporecrafter's kindness re leases russet mold spores i n  a 5 -foot
rad i u s  bu rst and u n leashes 1 d4+1  vegepygmies in the nearest 
adjacent squares. The vegepygm ies a re not under  the control 
of the user, and immed iate ly attack the nearest creatu res for 5 
rounds, after wh ich they co l l a pse i n to nonmag ica l  p l an t  matter. 

,. 
... ALSO FOR SALE } � £ I n  a d d i t i o n  to t he  new m a g i c  i t ems  i n  t h i s  se c t i on ,  

} r' t h e  fo l l ow i ng  i t ems  c a n  typ i ca l l y  be  p u rcha sed  a t  An  
\ U m b ra l  P age .  ; 
,,. \ Item Price Source 

J 
, Ant i tox i n  s o  g p  U E  1 0 0  

� Bottled misfortune 5 0 0  g p  U E  2 8 5  � -. ' 
Cackling hag's blouse 6 ,000 g p  U E  2 2 0  ,. 

} Cloak of arachnida 1 4, 000  g p  U E  262 r _:1' 
Corset of dire witchcraft 22 , 000  g p  U E  2 1 4  

1 1 { Death  b l a de  1 , 8 00  gp  U E  1 1 1  

� D row po i son  75 gp  U E  1 1 1  

I., L iving garments 5,0 0 0  g p  A R G  1 0 6  
.... Pu rp l e  worm po i son  700 gp  U E  1 1 1  .,, 1 -----
" Sp i de r  sac  3 0  gp  ARG 1 05 "\ 
� Sp i de r's s i l k  rope 1 00 g p  U E  7 3  I i' ' . �J \ �A 
CONSTRUCTION REgUIREMENTS I COST 750 GP  
Craft Wondrous  I tem, poison, summon nature's ally Ill 

PRICE 
750 GP  

WEIGHT 1 /2 l b. 

These dense pebb les a re somet imes used by d raw sk i rmishers 
for both offense and defense. If a stalagmite seed is th rown, i t  
has a ra nge i ncrement  of 2 0  feet .  I f  i t 's s l u ng,  treat i t  a s  a s l i ng 
bu l let .  I f  the at tack m i sses, ro l l  for m i sd i rect ion as  i f  i t  were a 
sp lash weapon .  

When a stalagmite seed strikes a natura l  stone su rface, a 
stone sta lagmi te immediately emerges where it la nded, fi l l i ng  
the 5-foot square and g rowing to 1 O feet i n  he ight .  Any  creature 
occupying the square takes 5d6 poi nts of p ierc ing and b ludgeoning 
damage and is knocked prone. Any creature that succeeds at a 
DC 1 4  Reflex save takes half damage and i s  not knocked prone. 
CONSTRUCTION REgUIREMENTS I COST 375 GP  
Craft Wondrous  I tem, magic stone, stone shape 

OTHER WAYS TO PAY 
Like all drow, Nelaxria believes herself superior to other 

kinds of humanoids-though she isn't above using them as 

spies against her rivals. 

Drow: The markups listed on page 29 apply only to non

drow. Drow never pay more than market price (100%) and 

drow nobles pay even less (90%). While a character might 

avoid paying the markup by disguising herself as a drow, 

she faces execution or worse if exposed. 

Secret Dealer: As well as trading in magic, Nelaxria also 

trades in secrets. Nelaxria awards store credit in exchange 

for secrets that could be used to blackmail influential 

residents of Zirnakaynin. The amount varies based on the 

prestige of the subject and the significance of the secret. 

For more information on Zirnakaynin, see Patlifinder 

Adventure Path #16: Endless Ni.Bht. 



"lfyou seek a few magical gewgaws, .l will deign to provide them to you, for rnnning a world-class performance 
venue such as this carries considerable expense . .But if 1 rnn look within you and connect to the soul ofa fellow 
artist, then l can offer more than lrnicldrnacks: 1 can offer deific music, boundless beauty, and exquisite fame!" 

WARIUS OPERA HOUSE 

Diva-Owned Theatrical and Musical Establishment 

Owner Maestro Quend l e  Str i k r unne r  
Location Egor i an  (Che l i ax) 
Mundane Wares costumes, mus i c a l  i nstru ments, sheet  mus i c  
Magical Specialties ba rd i c  e q u i pment, mag i c a l  i ns t ruments  

Purchase Price 

Required Adjustment Unlocked Boon 

1 2 0 0/o  

1 2 , 0 0 0  g p  1 1 0 % Rat  q u a d r i l l e  maste rp iece 
2 4 , 0 0 0  g p  1 0 0 %  

4 8 , 0 0 0  g p  9 0 0/o  

The Warius Opera House is a grand, ivy

draped building in Old Egorian that 

holds performances most evenings 

of the week. Baroque symphonies 

currently draw large crowds as 

the latest artistic fad. The venue's 

owner, chief conductor, master 

composer, and prima donna is a 

short but imposing woman named 

Maestro Quendle Strikrunner. Her fiery 

temper is known throughout the entire 

musical community of Cheliax, and stories 

of the maestro hurling sheet music stands 

at incompetent musicians are second in 

popularity only to wistful regalements of her 

powerful, emotionally charged compositions. 

Several years ago, Maestro Quendle converted 

a small, run-down salon into a shop for actors, 

musicians, and wealthy patrons of the arts. 

Although she doesn't stoop to the pedestrian 

task of handling money-leaving that chore 

to her sycophantic assistants-Maestro 

Quendle chats ceaselessly with customers 

about the Chelish art scene, upcoming 

performances, and grandiose anecdotes 

from her past. Despite her facade as 

a loquacious diva, however, she has 

a keen eye for artistic talent and is 

a shrewd businessperson. Personal 

lessons typically come at a staggeringly 

high price, but for musicians who are 

repeat customers and whom she deems 

worthy of the honor, Quendle is 

sometimes willing to make a deal. 

NEW BARD1C MASTERP1ECES 
Maestro Quendle can teach those who convince her that 

they're worthy the following bardic masterpieces (see 

Pathfinder RPG Ultimate Ma11ic). 

RAT 0UAOR1LLE (PERCUSSION, 51NG) 
This repetitive, distracting melody wears down foes. 

Prerequisite: Perform (percussion) or Perform (sing) 

4 ranks. 

Cost: Feat or 2nd-level bard spell known. 

Effect: You tap out or sing a diverting tune that 

sticks in the mind of the target, causing the target 

to take a -2 penalty on attack rolls and a -4 penalty 

on concentration checks for 10 minutes. A successful Will 

save halves the penalties and reduces the duration to i 
minute. This ability is a mind-affecting compulsion 

effect and relies on audible components. 

Use: 3 bardic performance rounds. 

Action: i standard action. 

V1N01cT1vE SouLoouY (AcT, 
ORATORY, SlNG) 
Your bombastic speech creates booming 

reverberations of sound. 

Prerequisite: Perform (act), Perform 

(oratory), or Perform (sing) 10 ranks. 

Cost: Feat or 4th-level bard spell known. 

Effect: You provide an impassioned monologue 

from the point of view of a noble queen, voicing 

her inner turmoil at being betrayed by her 

own sister and calling for justice to strike 

from the heavens. If you perform this 

masterpiece with the Perform (sing) 

skill, it is a tempestuous aria instead 

of a rousing soliloquy. 

Upon completing the performance, 

you may conjure bolts of lightning as 

though you had cast call li11htnin.!J storm, 

except the bolts are made of elemental thunder 

and deal sonic damage rather than electricity 

damage. The bolts do not increase in damage 

if outdoors in a stormy area. Instead, in any 

environment, you may attempt a DC 25 

Perform check as part of the standard action to call 

a bolt. If your Perform check is successful, that bolt 

deals 5d10 points of sonic damage instead of 5d6. 

Use: 5 bardic performance rounds. 

Action: 5 full rounds. 



MAG1C 1TEMS FOR SALE 
Maestro Quendle sells the following magical instruments 

and equipment for bards and fellow thespians. 

AURA moderate enchantment 

PRICE 
1 6,000 G P  

1 /2 l b. 

Th i s  b r i gh t  s i lver p i cco l o  has  a n  uncanny connect ion to 
the a l i e n  Da rk Ta pestry and  p rod uces on ly  d i sjo i nted 
notes when p l ayed, no matter how ta le nted the 
user. I n  fact ,  ta lented pe rfo rmers p roduce more 
d i ssonan t  notes. If the  user  succeeds at a DC 1 5  
Perform (wi nd  i nstru ments) check wh i l e  p l ay ing  the 
discordant piccolo, one  ta rget c reatu re wi th in  3 0  
feet i s  s i ckened f o r  1 round  (Wi l l  DC  1 4  negates) .  
I f  the  user  succeeds at  a DC 2 5  Perform check,  the 

ta rget  i s  i nstead nauseated for 1 ro und  (Wi l l  DC 16 redu ces the 
effect to s i ckened) .  A crea tu re that  successfu l l y  saves cannot 
be a ffected by the discordant piccolo for 2 4  hou rs . Th i s  i s  a 
m i nd -affect i ng  effect. 
CONSTRUCTION REQUIREMENTS I COST 8,000 GP  
Craft Wond rous  I tem, cacophonous ca/JAPG 

SLOT none CL 5th 
AURA moderate conj u rat ion 

PRICE 
6,000 GP  

WEIGHT 5 l bs .  

Th i s  concert i na  was created by the notor ious Chel ish bard 
Vid l i a n  the Reve ler. It can be used l i ke a maste rwork concert ina ,  
provid i ng  a +2 bonus on  Perform (keyboa rd i nstruments) checks. 
At any one t ime, Moster Vidlian's squeeze-box i s  e ither more 
compressed than extended or more extended than compressed, 
and switch i ng  between the two i s  a free action (and i n  fact, 
happens regu l a rly when the i nstrument i s  p layed) .  When the 
concert i na  i s  compressed and held in a hand,  the wie lder  ga i n s  
the compress ion ab i l i ty. When the concert i na  i s  extended and  
he ld  i n  a ha nd, the wie lder  i s  immune to constr ict ion damage 
(as from constr ict attacks) and  damage from be ing bu r ied, 
a l though the wie lder  ga i n s  no p rotect ion  from suffocat ion .  
CONSTRUCTION REQUIREMENTS I COST 3,000 GP  
Craft Wond rous  I tem, cushioning bands"M, grease 

AURA moderate enchantment 

PRICE 
2 0, 1 60 G P  

WEIGHT 2 l bs .  

A s i l h o uette of a m i n i a tu re 
Va r is i a n  da ncer g races the 
center of t h i s  s imp le mus i c  box .  
When opened,  the mus i c  box 
p l ays a de l icate t une  on ly  a few 
notes l ong .  A l though worth 200  

g p  as  a work of a rt, the mus i c  box's t r u e  va l ue  i s  as  a spe l l  
re pos i tory. A spe l lcaster can  sto re a s i n g l e  ta rgeted m i n d 
affect ing s p e l l  of u p  t o  4 t h  level i n to a c losed music box trap 

that  is not cu rrent ly  sto r i ng  a spe l l .  Thereafter, when the music 

., J ALSO FOR SALE 1 

I 
Price Source 

' \ Alchem is t 's k i nd ness 1 gp U E  1 0 0  

' 
Clamor box ; � D i sgu ise k i t  

� Ba rd's k i t  41 g p  U E  5 9  
2 ,000 g p  U E  2 8 9  

so  g p  U E  76 
} Hat of disguise 1 , 800  g p  U E  243 1-� -M
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Musica l  i nstrument, masterwork 1 0 0  g p  U E  78 :f 1 Mus i c  lessons (1 - h ou r  sess i on) 2 50  g p  � i,. Pipes of haunting 6,000  g p  U E  3 1 5  1. "' 
Pipes of sounding 1 , 800  g p  U E  3 1 5  J. 4 -
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lendor 300  g p  � � Word bottle 1 , 500  g p  U E  3 2 5  J � � 
� . � ��_,.�/v'-�./ 
box trap i s  opened and  a l l owed to p lay fo r 1 rou nd, the stored 
spe l l  ta rgets the crea tu re that opened the box. I f  this wou l d  
resu l t  i n  the spe l l  b e i n g  cast at  a n  i n app rop ri a te ta rget,  o r  i f  
the crea tu re moves fa rthe r  than  the spe l l 's ra nge away f rom 
the mus i c  box d u ri ng  the Hound  de lay, the spe l l  i s  d i scharged 
wi th  no effect. 

The ori g i na l  spe l l caster rema ins  the caster of the stored spe l l ;  
for exa mp le, a charm person spe l l  successfu l l y  de l ivered onto a 
ta rget from a music box trap makes the creatu re we l l  d i sposed 
to the spe l l caster, even i f  the spe l l caster i s  long gone .  

There i s  no obvious i nd icator that the music box trap de l ivers 
a stored spe l l  onto the creatu re open ing  the box, but  wh i l e  the 
box i s  open, those who succeed at  a DC 2 5  Pe rcept ion check 
not ice that the m in i a tu re dancer i s  keep ing  her  gaze f ixed upon 
the pending target. C los ing the music box trap i s  a move act ion.  
I f  the mus ic box i s  c losed before i ts sto red spe l  I i s  de l ivered, the 
spe l l  rema ins  stored with in the music box trap to awa i t  the next 
creatu re to open the box. 
CONSTRUCTION REQUIREMENTS I COST 1 0, 1 80 GP  
Craft Wond rous  I tem, permanency, spiteAPG 

OTHER WAYS TO PAY 
Maestro Quendle is always looking for true artists who 

share her vision of a culturally enlightened populace. 

Theatrical Style: Maestro Quendle disdains brute 

warriors but respects fighters with a sense of f lair. For 

each performance feat (Patlifinder RPG Ultimate Combat 

i78) a customer possesses, Maestro Quendle marks her 

prices down for that customer by 2% (to a minimum 

selling price of 90% of standard value). 

Up-and- Coming Talent: Maestro Quendle recognizes 

performers who have played well in public. She provides 

a one-time store credit of 100 gp to a PC who has given 

a memorable performance, per the Perform skill, in 

Cheliax. She provides 500 gp in store credit for an 

extraordinary performance. 



Explore the lands of Osirion, Thuvia, and Rahadoum-ancient nations with fierce 

traditions born from the heart of vast, merciless deserts-in Pathfinder Player Companion: 

People of the Sands. Discover the ways of northern Garund's storied peoples and learn 

details that'll help you play a native from those shining nations, all the while 

making use of the new traits, feats, equipment, spells, and more detailed in this 

book. Make sure you're equipped with the right tools, tricks, and tactics to ensure 

you survive against thirst, vicious storms, ancient monstrosities, and worse. This 

is a perfect companion to The Mummy's Mask Adventure Path! 

WOULD YOU UKE TO KNOW MORE? 
Looking to sink your teeth into even more of Golarion's plethora of magic items? 

Ready to tap into facets of power and push your character to the next level? Take a 

look at these other products available at your local hobby store or online at paizo.com! 

Pathfinder RPG Ultimate Equipment 

contains nearly all of the items listed 

in the sidebars of this book, as well 

as thousands of other indispensable 

wondrous items, impervious armors, 

magic weapons, and more! 

Still looking for that one special item 

to set your character apart from the 

average adventurer? The Inner Sea 

region's most powerful relics are 

yours to claim in Pathfinder Campa(gn 

Settin,g: Artifacts 81. Le,gends. 

The merchants in Ma,gical Marketplace 

aren't the only small business 

owners on Golarion-discover some 

of the Inner Sea region's most storied 

locales in Pathfinder Campai,gn Settin,g: 

Towns of the Inner Sea. 

OPEN GAM E LIC E N S E  VERSION LOA 
The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, 

Inc ("Wizards"). All Rights Reserved. 
�o�t���(b�?,�r�a;���!��r��?-'��:��sc�h;�J{���:�e�{�ri��1�d�a����;a���ew!�r��end;:;���t:n��i�� 1�d�: 
into other computer languages), potat1on, modification, correction, add1t1on, extension, upgrade, improvement, 
compilation, abridgment or other form in which an existing work may be recast, transformed or adapted; (c) 
"Distribute" means to reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or otheiwise distribute; 
(d) "Open Game Content" means the game mechanic and includes the methods, procedures, processes and routines 
to the extent such content does not embody the Product Identity and is an enhancement over the prior art and any 
��i�:����funJ�� �:�J'a�1i�:i�� d5e�:�:��rksc��:1:p�rieg��la�,

bb��r����fi�e
l��cl�J'�r��0d:�d�n�� 

(e) "Product Identity" means product and product line names, logos and identifying marks including trade dress; 
artifacts, creatures, characters, stories, storylines, plots, thematic elements, dialogue, incidents, language, artwork, 
symbols, de;igns, depictions, likenesses, formats, pose;, concepts, themes and graphic, photographic and other visual 
or audio representations; names and descriptions of characters, spells, enchantments, personalities, teams, personas, 
likenesses and special abilities; places, locations, environment.s, creatures, equipment, magical or su\:rnatural abilities 
��o1ue�t�d��ffy ��t�e�r�f�h� �:iJ�� fSedn:i� ��e���cte����fi� 1l;g!i�d�;�a�ee���� c�:;Zi���t:�� (f) 
'.'Trademark" means the logos, names, mark . . sign, motto, designs t�at ar� used by a Contributor to identift itself or 
its products or the associated products contributed to the Open Game License by the Contributor (g)uUse ', "Used" 
or "Using" means to use, Distribute, copy, edit, format, modify, translate and otherwise create Derivative Material of 
Open Game Content (h) "You" or "Your'' means the licensee in terms of this agreement. 

2. The License: This License applies to any Open Game Content that contains a notice indiuting that the Open 
�:�: ���;:�; ."h:t\��lyut;:. ��e�e���e�:;���Jd��o�;��b����de.f�0� thi�sCi���:���t ����bed ��h� 
License itself. Noolher termsor conditions may be applied lo any Open Game Content distributed using this license. 

3- Offer and Acceplance: By Using the Open Game Content You indicate Your acceptance of the terms of 
this License. 

4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a perpetual, 
worldwide, royalty-free, non-exdusive license with the exact te011s of this License to Use, the Open Game Content. 
Yo�· ������t���i° Y��������%��i�n°sn;�i���e� �f o�f�i::i c�����u;i�J/�;i��nualh�:et�����e��;h�::e gC:�{�h� 
rights conveyed by this License. 

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to 
include the exact text of the COPYRIGHT NOTICE of any Open Game Content You are copying, modifying or 

��� l��i�f�����i��n�lu����d d���t����:��:i�itt!i���t:�d the copyright holder's name to the COPYRIGHT 
7. Use of Product l?entity: �ou agree n?t to Use any Product ldentio/, including as an indication as to compatibility, 

except as expressly licensed m another, independent Agreement with the owner of each element of that Product 
Identity. You agree not to indicate compatibility or co-adaptability with any Trademark or Registered Trademark 
in conjunction with a work containing Open Game Content except as expressly licensed in another, independent 
Agreement with the owner of such Trademark or Registered Trademark. The use of any Product Identity in Open 
Game Content does not constitute a challenge �o the owner�hip of that Product ldentiih The owner of any Product 
lde

8�tl��:i���o��p;�di:t�b��:����l�=��n ��;::�:i��I���� �l�;e:i;��dic��� !0
hf ch��:,�� �1�h!1��rk that 

you are distributing are Open Game Content. 
9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. You 

may use any authorized version of this License lo copy, modify and distribute any Open Game Content originally 
distributed under any version of this License. 

10. Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content 
You distribute. 

11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any 
Contributor unless You have written permission from the Contributor to do so. 
so:n� �ra:i; 1�f tthe �;;;� 1B���i���f:�s��: !�rsi;t�t�j�0dr:1J�j ;��r:�; ;����n ���:al�:��laltii�:":he�i����a���� 
Use any Open Game Material so affected. 
su�� �����:h� �ida;1�f b��i����:�: �f����� �i�uub��i���:shfi����:�lh�e�����;��n a;f�:f � 1L���us� 

i4. Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed 
only to the extent necessary to make it enforceable. 

15. COPYRIGHT NOTICE 
Open Game License v i.oa © 2000, Wizards o( lhe Coast, Inc. 
System Reference Document © 2000, Wizards of the Coast, Inc; Authors: Jonathan Tweet, Monte Cook, and 

Skip Williams, based on material by E. Gary Gygax and Dave Arneson. 
Russet Mold from the Tome of Horrors Complete © 2011, Neaomancer Games, Inc., published and distributed 

by Frog God Games; Author: Scott Greene, based on original material by Gary Gygax. 
Vegepygmy&om the Tome of Horrors Complete@ 2011, Necromancer Games, Inc., published and distributed by 

Frog God Games; Author: Scott Greene, based on original material by Gary Gygax. 
Lu��hfn��t:���J:���:c�:!ri�z�'a�aJ!�:�rf?iich�13, Paizo Publishing, LLC; Authors: John Ling, Ron 
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Item Price Description Page 

Animal totem tattoo 1 2 , 000  g p  Bearer  g a i n s  totem t rans fo rmat i o nAPG a b i l i ty  of  a 5 t h - l eve l d r u i d  5 
Arcane battery 22 , 000  g p  Stores a n d  i m bues  a dd i t i o n a l  c h a rges  i n  a s taf f  1 9  
Bracelets of stone 26,760 g p  Wea rer c a n  c reate a wall of stone u p  t o  2 i n ches  t h i c k  a n d  4 5  feet l o ng  7 
Buoyant (a rmor  spec i a l  a b i l i ty) 1 , 0 00-2, 000  g p  Wea re r ta kes no  a r m o r  pena l ty on  Sw i m  checks  9 
Channeler's ospergillum 36 ,305  g p  + 1  battle ospergillum"' wi th  a dd i t i o n a l  powers w h e n  f i l l e d  w i th  h o l y  o r  u n ho l y  water  1 1  
Clockwork bug 1 ,1 0 0  g p  C a n  reco rd a n d  rep l ay  u p  t o  1 h o u r  o f  s ound  w i th i n  a 2 0 -foot ra d i u s  27  
Clockwork prosthesis 6 ,400 g p  G ra nts  a dd i t i o n a l  l o a d  capac i t i e s  a n d  bonu ses  depend i n g  o n  l i m b  type 23 
Coldwarp key 45,700 g p  W i e l d e r  g a i n s  a b i l i ty  t o  co ldwarp  a n d  b o n u s  on  Craf t  checks  i nvo l v i n g  meta l 2 9  
Copycat siphon 1 , 8 0 0  g p  Creates f a l se  copy of  a ny  l i q u i d  t h a t  ac t s  a s  fresh water  w h e n  i m b i bed  2 1  
Crusader's Scabbard 8, 500  g p  I n te l l i g en t  m a g i c  sca bba rd c apab l e  of  b l e s s i ng  wea pons  a n d  i n t im i da t i n g  foes 1 6  
Discordant piccolo 1 6, 000  g p  Na useates o r  s i ckens  t a rget  c rea t u res  w h e n  p l ayed 31 
Elemental storing stone 900  g p  E ne rgy d amage  dea l t  t o  w i e l de r  c h a rges  a ray a t tack  1 9  
Explorer's pith helmet 3,2 0 0  g p  Wea re r g a i n s  +4 com petence b o n u s  on  saves a g a i n st  t h e  d i s t ra c t i o n  a b i l i ty  of  swa rms 1 3  
Flesh warped scorpion's toil 1 8, 505  g p  + 1  scorpion whip"' c apab l e  of  po i so n i n g  s t ruck  c rea t u res  2 9  
Floating sail 5 ,00 0-32 ,000  g p  U n fu r l s  to form a f l o a t i ng, l o ad - bea r i n g  sheet  of c l o th  9 
Gossamer Shrouds of the Clairvoyant 2 0,1 5 0  g p  
Healer's burning glass 32 ,400 g p  
Hollis's Lucky Rock 35 ,000  g p  
Homunculus cloy 4,1 0 0  g p  
Hypnotic tattoo 900  g p  
Infiltrator's moil 1 9, 650  g p  
Lacerating rapier 1 0, 3 02 g p  
Legbreoker (weapon  spec i a l  a b i l i ty) +2 bonu s  
Lizardmarked blade 1 5,71 5 g p  
Loudshot pistol 1 0, 5 30  g p  
Marrowcracker 2 8, 3 1 2  g p  
Master Vidlion's squeeze-box 6 ,000 g p  
Mind buttressing (a rmor  spec ia l a b i l i ty) +2 bonu s  
Murderer's silence 900  g p  
Music box trap 2 0,1 60  g p  
Orbicular sac 5 0 0  g p  
Penetrating (wea pon  spec i a l  a b i l i ty) +2 bonu s  
Poison popcushion 700 g p  
Poison viol o f  distance 3 ,000  g p  
Poisoning (a rmor  spec i a l  a b i l i ty) +1 bonu s  
Quick action slippers 1 0, 0 00  g p  
Rebounding (a rmor  spec i a l  a b i l i ty) +1 bonu s  
Runeword tattoo 1 , 0 00  g p  
Rusting (wea pon  spec i a l  a b i l i ty) +1 bonu s  
Sacrificial sword 1 8, 2 35  g p  
Saint's protection charm 1 , 5 0 0  g p  
Saline purge 900  g p  
Scabbard of true death 32, 000  g p  
Scavenger's ring 1 5, 000  g p  
Serpentine tattoo 2 ,000  g p  
Shield o f  covered retreat 8,1 57  g p  
Skullduster 1 04, 5 08  g p  
Sniping (weapon  spec i a l  a b i l i ty) +2 bonu s  
Spell-capturing gem 5,0 0 0  g p  
Sporecrofter's kindness 1 , 5 0 0  g p  
Stalagmite seed 750 g p  
Thoqquo snake 750 g p  
Trailblazer's spade 1 1 , 400  g p  
Trophy box 1 8, 000  g p  
Wary Ring 1 4, 6 00  g p  

I n te l l i g e nt, su pposed ly  c l a i rvoya nt  c ha i n m a i l  c apab l e  of  bedazz l i n g  opponen t s  17  
G ra nts  bonu s  o n  Hea l  checks  a n d  ca n regene rate a to uched  c rea t u re on ce pe r  day 1 1  
I n te l l i g en t  luck stone c apab l e  o f  embo l d e n i n g  a l l i e s  17  
Tra nsforms i n to a h o m u n c u l u s  when  wet ted  w i th  a n  a l c hem i s t  m utagen  2 1  
Ta rget  ta kes -2 pena l ty o n  Pe rcep t i on  a n d  Sense  Mot ive checks  w h i l e  bea re r  per forms 5 
+2 scale moil wi th  no a rmo r  pena l t y  o n  Stea l t h  checks  7 
W i e l d e r  of t h i s  +7 rapier may st r i ke two opponen t s  w i t h  a s i n g l e  s neak  a t tack  27  
Red u ces the  b a se  l a n d  s peed  of  a s t r u c k  c rea t u re by 1 0  f ee t  fo r  1 d 4  ro u nd s  1 5  
+ 1  shocking glodius t ha t  c an  dea l  d amage  a s  i f  o ne  s i z e  catego ry l a rg e r  fo r 1 0  m i n .jday 1 5  
+ 1  double-barreled pistol t ha t  c a n  e m i t  s on i c  boom 3 t imes  p e r  day  23  
+2 mighty cleaving worhammer c apab l e  of  dea l i n g  1d4  po i nts  of  S t r  o r  Dex d amage  1 5  
P rov ides  i m m u n i ty t o  cons t r i c t i on  o r  co m p ress i on  depend i n g  o n  how i t 's p l ayed 31 
G ra nts  wearer  +2 bonu s  o n  W i l l  saves and i m m u n i ty to possess i o n  and men ta l  contro l  7 
P revents  a corpse f ro m  co m m u n i ca t i ng  v i a  speak with dead 2 5  
Stores a s i n g l e  m i n d -affect i n g  s pe l l  t a rget i n g  t h e  c rea t u re t h a t  opens  t h e  box 31 
Conj u res a mass ive s p i de r  web 1 3  
Ta rget m ust succeed a t  a For t i tude save o r  a m m u n i t i on  con t i nues  th rough  to a nother  ta rget  2 3  
Exp l od i n g  s a c k  tha t  s p rays need l e s  a n d  po i son  w i th i n  a 1 0 -foot ra d i u s  1 3  
A l l ows po i son  t o  be a pp l i e d  w i t h  a ra nged  touch  a t tack  25  
I m bues  a rmo r  w i t h  po i son  tha t  a f fec t s  c rea t u res b i t i ng  o r  g r a pp l i n g  t he  weare r  27  
Wea re r may sta nd  u p  f ro m  p rone  a s  a f r ee  a c t i o n  2 5  
P rov ides  bonu s  t o  to u ch  A C  a n d  A C  a g a i ns t  t h rown wea pons  2 1  
Bea re r  ga i n s  l i m i ted detect magic effect a n d  bonu ses  o n  saves 5 
W ie l de r  may forgo cr i t i ca l h i t  d amage  to affect ta rget  or ta rget 's a rmor  w i th  rusting grasp 1 5  
+2 bastard sword c apab l e  o f  tra nsferr i n g  l i fe fo rce o f  s l a i n  c rea t u res  i n to a n  a l l i e s  1 1  
Wea re r g a i n s  bonu s  to AC a n d  o n  saves a g a i ns t  extra p l a n a r  c rea t u res 1 1  
C u res i m b i be r  o f  a ny c u rses o r  po i sons  9 
W i e l d e r  g a i n s  b l eed i n g  a t tack  rog u e  t a l e nt, i n c reases  DC of assass i n s '  t r ue  dea th  a b i l i ty  25  
Wea re r s i nks  to the  bot tom of a ny  l a rge  body of  water  9 
Bearer  may m a ke extra d i rty t r i c kAPG com bat  maneuvers 3 t imes  pe r  day  5 
+1 arrow deflection heavy wooden shield t ha t  c an  create ba r r i e r  of p rotect ive fo rce 7 
I n te l l i g e nt, u ndead - ha t i n g  mo rn i ng sta r 1 7  
I n c reases  sneak  a t tack  d i sta n ce o f  ra nged  wea pon  t o  4 5  feet 2 5  
Stores one  s u ccessf u l l y  cou ntered s pe l l  f o r  f u t u re use 1 9  
C a n  b e  t h rown as  sp l a s h  a t tack; u n leashes  1 d 4+1 vegepyg m ie s  2 9  
F i l l s  a 5- foot sq u a re w i t h  a 1 0 -foot- h i g h  sta l a gm ite t h a t  d e a l s  5 d6  p o i n t s  of d a m a g e  2 9  
F i rework t h a t  expa nds  i n to a t u b e  of  a s h  tha t  forms a t hoqqua "' 2 1  
+ 1  monk's spade"' t ha t  c a n  c l e a r  m u ndane  o bs tac les  a n d  g ro u n d  haza rd s  5 
Tra ps a Med i u m  o r  l a rge r  a n i m a l  i n  a n  extra d i mens i o na l  space for  l a te r  re lease  1 3  
I n te l l i g en t  bu t  p a ra n o i d  r i ng  somet imes  c apab l e  o f  g ra n t i n g  s o und  adv i ce 1 7  
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