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EYES SLOT ITEMS

Artificer Goggles

CL:9th | Weight: 11b. | Price: 3,500 GP
Awura: moderate transmutation

Slot: eyes

These blue-tinted circular prisms are mounted in
brass hardware attached to sturdy leather straps.

A pair of artificer goggles let their wearer detect
minute details within the flow of magic around an
object, granting a +5 competence bonus on Use
Magic Device checks. It also aids in recognizing the
capabilities of enchanted items, adding a +$
competence bonus on spellcraft checks when
identifying magic items.

| Construction Requirements | Cost |

Craft Wondrous Item, identify, true 1,750 GP
seeing

Chains of Comprehension
CL: 12th | Weight: -- | Price: 6,000 GP

Aura: strong divination

Slot: eyes

This item is made up of a short silver chain connected
to two small silver rings, one at either end of the
chain.

Chains of comprehension are meant to be attached
to another set of eyewear, magical or otherwise. If
attached to another magical item that occupies the
eyes slot both the chains and the other item function
normally.

The chain can be attached to a piece of eyewear by
holding one of the silver rings against the item and
willing it to attach. This is a swift action, the chain

becomes attached to the item, and the item is not

damaged by this process. It can be removed by the

same process. The ring at the other end of the chain
can be attached and detached to a piece of armor,
clothing, or jewelry in the same manner

The chains allow the user to understand spoken and
written languages as if under the effects of
comprehend languages.

| Construction Requirements I Cost |
Craft Wondrous Item, tongues 3,000 GP
Eyes of Adaptation
CL: Ist | Weight: -- | Price: 2,000 GP

Aura: faint divination

Slot: eyes

This set of simple eye cups are carved from fine wood.
They are painted in bright colors to resemble eyes.
When placed over the wearer’s own eyes they adhere
in place and seemingly disappear.

Once in place the wearer must concentrate for ten
minutes to attune the eyes to a specific culture. Once
this has been done, the wearer gains the constant
effects of the cultural adaptation spell.

| Cost |

Craft Wondrous Item, cultural 1,000 GP
adaptation

| Construction Requirements

Eyes of Awareness
CL: 12th | Weight: --

Aura: moderate divination

Price: 20,000 GP

Slot: eyes

This unremarkable pair of spectacles never seem to
break or need cleaning and never fall off the wearer’s
face except when purposely removed by the wielder
or another intelligent creature.




These lenses draw the wearers attention to details in

her surroundings providing a +2 competence bonus
on Perception and Sense Motive checks.

Eyes of awareness also allow the wearer to add her
Dexterity modifier instead of her Strength modifier
when calculating her Combat Maneuver Bonus.

| Construction Requirements 1 Cost |
Craft Wondrous Item, true seeing 10,000 GP
Eyes of Forest Sight
CL:Sth | Weight: - [ Price: 4,000 GP

Aura: faint transmutation

Slot: eyes

These magical goggles seem to be constructed out of
twigs and leaves around a pair of green crystal lenses.
Despite their seemingly fragile construction they are
exceptionally sturdy. In fact, the materials used to
make them appear so freshly harvested that they still
seem to be living plant matter.

The wearer gains the ability to see up to 60 feet
through thick plant matter as though it were
transparent. Greenery, leaves, and vines—even
lichen, moss, and slime—offer no concealment to the
recipient’s sight, though her vision still can be
blocked by solid wood, such as trees or wooden
structures. Undergrowth does not grant concealment
to a creature wearing eyes of forest sight. This
functions exactly as the greensight spell

| Construction Requirements | Cost |
Craft Wondrous Item, greensight 2,000 GP
Explorer Goggles
CL: 15th | Weight: -- [ Price: 70,000 GP

Aura: strong divination

Slot: eyes

This thick pair of smoky quartz disks are set in a
rugged leather band that is inscribed with numerous
eldritch sigils. They fit securely around the head, and
despite appearing near-opaque the lenses do not
hamper the wearers vision in any way.

Explorer goggles grant the wearer darkvision 60 feet.
If the wearer already has darkvision its range is
extended by 60 feet.

The wearer also gains a climb speed and swim speed
of 10. This functions as a monkey fish spell but
without the physical alteration.

Furthermore, once per day on command, the wearer
can use moment of prescience, as per the spell.

| Cost |

Craft Wondrous Item, darkvision, 35,000 GP
moment of prescience, monkey fish

| Construction Requirements

Loremaster Spectacles

CL:2nd | Weight: - | Price: 2,600 GP
Auwra: faint transmutation

Slot: eyes

These slim crystal lenses are held by delicate frames
of gold wire.

The wearer of these lenses gains a +2 competence
bonus on Appraise and Linguistics checks. In
addition, once per day, the wearer of loremaster
spectacles can gain the effects of either erase or forced
quiet on command (wearer’s choice).

| Construction Requirements I Cost |

Craft Wondrous Item, erase, forced 1,300 GP
quiet




Mask of the Master

CL:2nd | Weight: 11b. | Price: 7,500 GP

Aura: faint divination

Slot: eyes

This featureless wooden mask is constructed of an
unbroken piece of rare wood. Despite its lack of holes
for eyes and mouth it does not obstruct sight or
breathing and only slightly muffles the wearers voice.
The wearer must remove the mask to eat and drink.

The mask is linked to two specially prepared
gemstones. These gemstones can be given away to
other individuals or left sitting in the open, on a desk
or bookshelf for example.

The wearer of the mask may speak a command word
to see through the eyes of a being carrying one of the
gemstones, or through the gemstone itself. The mask
functions only while the mask and the gem remain
within 500 feet of one another. Each gem has a
separate command word and the wearer of the mask
can switch between gems as a standard action. A third
command word ceases contact.

| Construction Requirements | Cost |

3,750 GP

Craft Wondrous Item, share senses

Mask of the Void
CL: 9th | Weight: 11b. | Price: 5,000 GP

Aura: moderate necromancy

Slot: eyes

This heavy black-leather half-mask completely
covers the wearers eyes, nose, and most of the
forehead. Set in the center of this mask is a single oval
shaped piece of black glass. The mask does not hinder
the wearers sight or breathing.

When commanded to open, this single eye reveals
itself as the terrifying, multi-pupilled eye of some
abomination from the dark spaces between the stars.

Once per day, the wearer can speak one of two
command words to open the eye. The first word
creates a gaze effect in a 30-foot cone. The second
word creates a gaze effect in a 15-foot sphere. Each
creature subject to the gaze must make a DC 16 Will
save; success means the creature is shaken for 1
minute, failure means it becomes frightened for 1
minute and takes 1d6 points of Wisdom damage.
This is a mind-affecting fear effect.

| Construction Requirements I Cost |

2,500 GP

Craft Wondrous Item, fear

Monocle of Mental Oppression
CL: 11th | Weight: - [ Price: 95,000 GP

Aura: strong enchantment

Slot: eyes

This thin and faceted topaz crystal fits over either of
the wearer’s eyes and is attached to a delicate gold
chain.

On command, the wearer can unleash an invisible
cone of despair causing great sadness in the targets.
Each affected creature takes a -2 penalty on attack
rolls, saving throws, ability checks, skill checks, and
weapon damage rolls. This functions as the spell
crushing despair (Will DC 19 to negate).

Also, once per day, on command, the wearer can use
smug narcissism (Will DC 20 to negate) instead.

| Construction Requirements | Cost |

Craft Wondrous Item, crushing 47,500 GP
despair, smug narcissism




Poison Sight Lenses
CL: 12th | Weight: -- | Price: 8,000 GP

Aura: strong divination

Slot: eyes

This set of slender crystal lenses has a slight green
tint. They are mounted in plain brass frames.

At all times, these lenses allow the wearer to
immediately notice any poison within S feet. This
effect is otherwise identical to the detect poison spell.

| Construction Requirements | Cost |

Craft Wondrous Item, detect 4,000 GP
poison

Spectacles of Interrogation

CL: 3rd ‘ Weight: -- ‘ Price: 2,500 GP
Auwra: faint divination

Slot: eyes

These lenses are made of special crystal and are fitted
into finely crafted silver frames. They are normally
found in a velvet-lined hardwood case.

They grant a +5 competence bonus on Sense Motive
checks. The lenses can be worn without the frame but
both lenses must be worn to gain the benefit.
Wearing only one causes a character to become dizzy
and stunned for 1 round.

| Construction Requirements | Cost |

Craft Wondrous Item, 1,250 GP
clairaudience/clairvoyance

Tracker’s Goggles

CL:3rd | Weight: --

Aura: faint divination

| Price: 2,500 GP

Slot: eyes

The lenses of this item are made of dark crystal, its
band woven with patterns of metallic thread in the
image of wolves and big cats.

When placed over the eyes of the wearer, the lenses
enable her to see much better than normal when
hunting and tracking, granting her a +5 competence
bonus on Survival checks to track. Both lenses must
be worn for the magic to be effective.

| Construction Requirements | Cost

1,250 GP

Craft Wondrous Item, true seeing;

Treasure Hunter’s Eyepatch
CL:2nd | Weight: - [ Price: 3,000 GP

Aura: faint divination

Slot: eyes

When worn, this well used leather eye patch does not
hinder the wearer’s vision and gives her the ability to
concentrate and detect secret doors just like the spell.
The eyepatch also grants their wearer a +5 bonus to
Appraise checks to identify the value of found
treasure.

| Construction Requirements | Cost |

Craft Wondrous Item, detect secret 1,500 GP
doors




OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All Rights Reserved.

1. Definitions: (a) "Contributors" means the copyright and/or trademark owners who have contributed Open Game Content; (b) "Derivative Material" means copyrighted material including derivative works and translations (including
into other computer languages), potation, modification, correction, addition, extension, upgrade, improvement, compilation, abridgment or other form in which an existing work may be recast, transformed or adapted; (c) "Distribute"”
means to reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or otherwise distribute; (d) "Open Game Content" means the game mechanic and includes the methods, procedures, processes and routines to the extent
such content does not embody the Product Identity and is an enhancement over the prior art and any additional content clearly identified as Open Game Content by the Contributor, and means any work covered by this License,
including translations and derivative works under copyright law, but specifically excludes Product Identity. (e) "Product Identity" means product and product line names, logos and identifying marks including trade dress; artifacts,
creatures, characters, stories, storylines, plots, thematic elements, dialogue, incidents, language, artwork, symbols, designs, depictions, likenesses, formats, poses, concepts, themes and graphic, photographic and other visual or audio
representations; names and descriptions of characters, spells, enchantments, personalities, teams, personas, likenesses and special abilities; places, locations, environments, creatures, equipment, magical or supernatural abilities or
effects, logos, symbols, or graphic designs; and any other trademark or registered trademark clearly identified as Product identity by the owner of the Product Identity, and which specifically excludes the Open Game Content; (f)
“Trademark" means the logos, names, mark, sign, motto, designs that are used by a Contributor to identify itself or its products or the associated products contributed to the Open Game License by the Contributor (g) “Use", "Used" or
"Using" means to use, Distribute, copy, edit, format, modify, translate and otherwise create Derivative Material of Open Game Content. (h) *You" or "Your" means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that contains a notice indicating that the Open Game Content may only be Used under and in terms of this License. You must affix such a notice to any Open Game
Content that you Use. No terms may be added to or subtracted from this License except as described by the License itself. No other terms or conditions may be applied to any Open Game Content distributed using this License.

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

4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive license with the exact terms of this License to Use, the Open Game Content.

5. Representation of Authority to Contribute: If You are contributing original material as Open Game Content, You represent that Your Contributions are Your original creation and/or You have sufficient rights to grant the rights
conveyed by this License.

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the exact text of the COPYRIGHT NOTICE of any Open Game Content You are copying, modifying or distributing, and
You must add the title, the copyright date, and the copyright holder's name to the COPYRIGHT NOTICE of any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility, except as expressly licensed in another, independent Agreement with the owner of each element of that Product
Identity. You agree not to indicate compatibility or co-adaptability with any Trademark or Registered Trademark in conjunction with a work containing Open Game Content except as expressly licensed in another, independent
Agreement with the owner of such Trademark or Registered Trademark. The use of any Product Identity in Open Game Content does not constitute a challenge to the ownership of that Product Identity. The owner of any Product
Identity used in Open Game Content shall retain all rights, title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that you are distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may use any authorized version of this License to copy, modify and distribute any Open Game Content originally
distributed under any version of this License.

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

11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any Contributor unless You have written permission from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to some or all of the Open Game Content due to statute, judicial order, or governmental regulation then You may not Use
any Open Game Material so affected.

13. Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure such breach within 30 days of becoming aware of the breach. All sublicenses shall survive the termination of this
License.

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

15. COPYRIGHT NOTICE

Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc.
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Pathfinder Roleplaying Game Occult Adventures. © 2015, Paizo Inc.; Authors: John Bennett, Logan Bonner, Robert Brookes, Jason Bulmahn, Ross Byers, John Compton, Adam Daigle, Jim Groves, Thurston Hillman, Eric
Hindley, Brandon Hodge, Ben McFarland, Erik Mona, Jason Nelson, Tom Phillips, Stephen Radney-MacFarland, Thomas M. Reid, Alex Riggs, Robert Schwalb, Mark Seifter, Russ Taylor, and Steve Townshend.

Pathfinder Roleplaying Game Pathfinder Unchained. © 2015, Paizo Inc.; Authors: Dennis Baker, Jesse Benner, Ross Byers, Logan Bonner, Jason Bulmahn, Robert Emerson, Tim Hitchcock, Jason Nelson, Tom Phillips, Stephen
Radney-MacFarland, Thomas M. Reid, Robert Schwalb, Mark Seifter, and Russ Taylor.

Pathfinder Roleplaying Game Ultimate Magic. © 2011, Paizo Publishing, LLC; Authors: Jason Bulmahn, Tim Hitchcock, Colin McComb, Rob McCreary, Jason Nelson, Stephen Radney-MacFarland, Sean K Reynolds, Owen
K.C. Stephens, and Russ Taylor.

Pathfinder Roleplaying Game Ultimate Campaign. © 2013, Paizo Publishing, LLC; Authors: Jesse Benner, Benjamin Bruck, Jason Bulmahn, Ryan Costello, Adam Daigle, Matt Goetz, Tim Hitchcock, James Jacobs, Ryan
Macklin, Colin McComb, Jason Nelson, Richard Pett, Stephen Radney-MacFarland, Patrick Renie, Sean K Reynolds, F. Wesley Schneider, James L. Sutter, Russ Taylor, and Stephen Townshend.

Pathfinder Roleplaying Game Ultimate Combat. © 2011, Paizo Publishing, LLC; Authors: Dennis Baker, Jesse Benner, Benjamin Bruck, Jason Bulmahn, Brian J. Cortijo, Jim Groves, Tim Hitchcock, Richard A. Hunt, Colin
McComb, Jason Nelson, Tom Phillips, Patrick Renie, Sean K Reynolds, and Russ Taylor.

Pathfinder Roleplaying Game Ultimate Equipment. © 2012 Paizo Publishing, LLC; Authors: Dennis Baker, Jesse Benner, Benjamin Bruck, Ross Byers, Brian J. Cortijo, Ryan Costello, Mike Ferguson, Matt Goetz, Jim Groves,
Tracy Hurley, Matt James, Jonathan H. Keith, Michael Kenway, Hal MacLean, Jason Nelson, Tork Shaw, Owen KC Stephens, and Russ Taylor.

Pathfinder Campaign Setting: Technology Guide. © 2014, Paizo Inc.; Authors: James Jacobs and Russ Taylor.

The Book of Experimental Might. © 2008, Monte J. Cook. All rights reserved.

Tome of Horrors. © 2002, Necromancer Games, Inc.; Authors: Scott Greene, with Clark Peterson, Erica Balsley, Kevin Baase, Casey Christofferson, Lance Hawvermale, Travis Hawvermale, Patrick Lawinger, and Bill Webb;
Based on original content from TSR.

Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc.




" asun ' co
Ca”‘Lij ac!.Ljsm engu

popu W : y o
to bgt replaécd }35 alien S Horw'd o)

&

A e - dlogss

g \ - _I | . -
- T : Z = N B 4 = ) Y See = ok : -
- .- 4 i’ o Tea® ¥ i -
3 = Fad



	Front Cover
	Front Matter
	Eyes Slot Item
	Open Game License
	Aeon Forge



