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EXTRA-DIMENSIONAL ITEMS

Belt of Pouches

CL:9th | Weight:2Ibs | Price: 4,000 GP
Aura: moderate conjuration

Slot: belt

This large belt is covered in small pouches and is a
variation of the Handy Haversack. The belt has 24 of
these pouches. Each pouch opens into individual
extra-dimensional spaces. Each of these spaces can
hold up to 1 cubic foot of material or 10 pounds in
weight.

While such storage is useful enough, the belt has an
even greater power. When the wearer reaches into it
for a specific item, that item is always on top. Thus,
no digging around and fumbling is ever necessary to
find what a pouch contains. Retrieving any specific
item from a belt of pouches is a move action, but it
does not provoke the attacks of opportunity that
retrieving a stored item usually does.

| Construction Requirements ' Cost |

Craft Wondrous Item, secret chest 2,000 gp

Book of Lodging
CL: 13th | Weight: 2Ibs | Price: 110,000 GP

Aura: moderate conjuration and transmutation

Slot: none

This heavy traveling spell-book functions in all ways
as a standard Blessed Book, typically no more than 12
inches tall, 8 inches wide, and 1 inch thick. All such
books are durable, waterproof, bound with iron
overlaid with silver, and locked.

A spellcaster that uses a spellbook can fill the 1,000
pages of ablessed book with spells without paying the
material cost.

The book of lodging has two additional functions.

Upon command the book will assume a small,
innocuous, form such as a cloak-pin, glass-marble, or
similar. A second command will return it to book
form.

Hidden inside is an extra page. Bringing the total
pages to 1001. Activating the incantation on this page
opens a doorway to a permanent Mage’s Magnificent
Mansion.

At the time of its construction the creator sets what
the door looks like, although it can adjust in size up
to 4 feet wide and 8 feet high as needed. The creator
also sets the look of the mansion and the layout of the
space on the inside. The mansion fills space equal to
39 10ft. cubes

Only those designated by the wielder may enter the
mansion, and the portal is shut and made invisible
when the wielder enters. The wielder may open it
again from the inside at will. Once observers have
passed beyond the entrance, they are in a magnificent
foyer with numerous chambers beyond. The
atmosphere is clean, fresh, and warm.

The extra-dimensional mansion is furnished and
contains sufficient foodstuffs for all residents to eat
extremely well for the duration or their stay. A large
staff of near-transparent servants, liveried and
obedient, wait upon all who enter. These servants
function as unseen servant spells except that they are
visible and can go anywhere in the mansion.

Since the place can be entered only through its
special portal, outside conditions do not affect the
mansion, nor do conditions inside it pass to the plane

beyond.

| Construction Requirements | Cost |
Craft Wondrous Item, alter self, 55,000 gp
mage’s magniﬁcent mansion, secret
Page




Cloak of Hidden Spaces

CL:9th | Weight: 2Ibs | Price: 3,000 GP
Aura: moderate conjuration
Slot: shoulders

This sturdy travelling cloak is a boon to spellcasters
that use material components. The cloak’s many tiny
magic pockets function as a spell component pouch
that never seems to run out of components.

There are also several larger pockets used for storing
whatever the wearer needs. The 10 larger pockets can
each hold 1 cubic foot of material or up to 10 Ibs of
weight. These pockets function just like a handy
haversack. When the wearer reaches into it for a
specific item, that item is always on top. Retrieving
any specific item from a cloak of hidden spaces is a
move action, but it does not provoke the attacks of
opportunity that retrieving a stored item usually
does.

Finally, there is a single special pocket that will store
a single magic staff, or an object no bigger than a staff.
Thus, this pocket could store a wand, rod, sword. Or
similar item.

| Construction Requirements ‘ Cost |

Craft Wondrous Item, minor 1.500 GP
creation, secret chest

Companion Ring
CL:9th | Weight: - | Price: 15,000 GP
Aura: moderate conjuration

Slot: ring

The carved azurite stone of this ring changes based
on the creature contained within. It is used to store
one creature inside a special extra-dimensional space
in order to keep it safe. The wearer can speak a
command word to magically store a creature to
which he is bonded, such as an animal companion, a

familiar, or mount.

While stored, the animal is sleeping and provides the
wearer no benefit (such as a familiar’s skill bonus).
The size of animal that can be stored does not matter.
A second command word releases the stored animal
from the ring’s extra-dimensional space. A released
animal immediately awakens, appears in a space
adjacent to the wearer, and can take actions on the
round it appears.

Because the stored animal is sleeping rather than in
suspended animation (or even hibernating), it ages
and gets hungry at the normal rate while stored. The
ring automatically releases a stored animal 24 hours
after it was stored inside.

| Construction Requirements | Cost —|

Craft Wondrous Item, secret chest, 7,500 GP
sleep

Dimensional Belt-Pouch
CL:9th | Weight: 2Ibs | Price: 4,000 GP
Aura: moderate conjuration

Slot: none

This large belt pouch is another variation of the
Handy Haversack. When opened it appears empty,
but this pouch actually contains twelve individual
extra-dimensional spaces. Each of these spaces can
hold up to 1 cubic foot of material or 10 pounds in
weight.

The dimensional belt-pouch functions in all other
ways like a Handy Haversack. When the wearer
reaches into it for a specific item, that item is always
on top. Thus, no digging around and fumbling is ever
necessary to find what a pouch contains. Retrieving
any specific item from a dimensional belt-pouch is a
move action, but it does not provoke the attacks of
opportunity that retrieving a stored item usually
does.

| Construction Requirements | Cost |

Craft Wondrous Item, secret chest 2,000 gp




Duelist's Bandoleer

CL:11th | Weight: 2lbs | Price: 6,000 GP
Aura: moderate conjuration
Slot: chest

This black leather bandoleer has four pockets on it.
Each of which is a small extradimensional space that
can store a single wand. When retrieving a wand from
one of the pockets the wearer does not draw an attack
of opportunity.

If the wearer has the Quick Draw feat he may draw a
wand from the bandoleer as a free action.

Furthermore, if the wearer is a spellcaster with the
Quick Draw feat, and has both hands free, he may
spend a full-round action to draw two wands from the
bandoleer and fire both wands. Each of the wands
must have the same target. This action burns up 2
charges from each wand.

| Construction Requirements l Cost |

Craft Wondrous Item, Quicken 3,000 GP
Spell, secret chest

Lesser Portable Hole

CL:7th | Weight:-- | Price: 10,000 GP
Aura: moderate conjuration

Slot: none

A lesser portable hole is a small circle of black cloth.
When opened fully, a lesser portable hole is 3 feet in
diameter, but it can be folded up to be as small as a
pocket handkerchief. When spread upon any surface,
it causes an extradimensional space 3 feet deep to
come into being. This hole can be picked up from
inside or out by simply taking hold of the edges of the
cloth and folding it up. Either way, the entrance
disappears, but anything inside the hole remains,
traveling with the item.

The only air in the hole is that which enters when the
hole is opened. It contains enough air to supply one

Small creature or two Tiny creatures for 2 minutes.

The cloth does not accumulate weight even if its hole
is filled. Each portable hole opens on its own
particular nondimensional space. If a bag of holding
is placed within a portable hole, a rift to the Astral
Plane is torn in that place. Both the bag and the cloth
are sucked into the void and forever lost. If a portable
hole is placed within a bag of holding, it opens a gate
to the Astral Plane. The hole, the bag, and any
creatures within a 10-foot radius are drawn there, the
portable hole and bag of holding being destroyed in

the process.

| Construction Requirements | Cost |

5,000 GP

Craft Wondrous Item, rope trick

Mage's Bracers

CL: 12th l Weight: 21bs | Price: 10,000 GP
Aura: strong conjuration

Slot: wrists

This pair of ornate silver bracers are studded with a
variety of gemstones. Only working when both are
worn, they have two functions.

First, eachislinked to a small extradimensional space.
Each of these spaces will hold a single object up to the
size of a magic staff.

Second, the bracers give the wearer the constant
effect of the Quickdraw feat. In addition to the
normal function of the quickdraw feat the wearer can
use its effects on the contents of the bracers, no
matter what type of item is contained within.

| Cost |
5,000 GP

| Construction Requirements

Craft Wondrous Item, cat’s grace




Orb of Escape

CL:7th | Weight:-- | Price: 6,000 GP
Aura: moderate conjuration

Slot: none

This item is a small sphere of crystal. It is often tinted
blue, green, purple, or some combination. On
command this magic orb will transport its user and
up to 3 other, willing, medium-size or smaller
creatures into a temporary extra-dimensional refuge.
This refuge is a roughly 10 feet in diameter cylinder
about 6 feet tall. The atmosphere inside the refuge is
breathable and the temperature is comfortable.
While inside the occupants can see the outside world
around them but cannot interact with it. This refuge
will last for up to four hours or until the user
commands the orb to return them to normal space.

| Construction Requirements ‘ Cost |

3,000 GP

Craft Wondrous Item, rope trick

Portable Bolt-Hole

CL: 14th | Weight: 11b | Price: 40,000 GP
Aura: strong conjuration and transmutation

Slot: none

A variation on the standard portable hole. This item’s
normal appearance is that of an unremarkable metal
disk about four inches in diameter. When the disk is
pressed against a wall or other relatively flat vertical
surface it stays in place and a handle or knob sprouts
from it. When this handle is grasped a circular, iron-
bound, wooden door appears with the disk and
handle at its center. The door is usually 3 to 4 feet in
diameter.

The door opens into an extra-dimensional space that
appears to be a standard portable hole laid on its side.
A 10 foot deep cylinder that is 6 feet in diameter. The
door opens on one of the flat, circular walls and many
owners of this item cover the curved floor with a flat

surface. Some have been known to build beds, desks,
and other furniture inside.

When the door is closed from the inside all trace of it
disappears on the outside.

The temperature inside is always comfortable and
there is a constant fresh breathable atmosphere.

| Cost |

Craft Wondrous Item, air bubble, 20,000
endure elements, plane shift, shrink

Construction Requirements

item

Spellcaster’s Mantle

CL:9th | Weight:2Ibs | Price: 1,500 GP
Aura: moderate conjuration

Slot: chest

A variation of the Efficient Quiver designed with
spell-slinging individuals in mind.

This light-weight mantle is studded with small
pouches. These 30 tiny extra-dimensional spaces will
each hold a single scroll or sheet of paper.

Additionally, there are six larger pouches. These are
extradimensional spaces meant to hold other useful
items. Four of these can each hold a wand or similarly
sized object. Two larger pouches are big enough to
hold a rod, staff, or similar object.

The wearer can retrieve an item stored in the mantle
as a move action. The mantle weighs the same no
matter what is placed inside it.

| Construction Requirements | Cost |

Craft Wondrous Item, secret chest 750 GP




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.

System Reference Document. Copyright 2000, Wizards of the Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, based on material by E. Gary Gygax and Dave Arneson.

Pathfinder Roleplaying Game Reference Document. © 2011, Paizo Publishing, LLC; Author: Paizo Publishing, LLC.

Pathfinder Roleplaying Game Core Rulebook. © 2009, Paizo Publishing, LLC; Author: Jason Bulmahn, based on material by Jonathan Tweet, Monte Cook, and Skip Williams.

Pathfinder Roleplaying Game Advanced Class Guide © 2014, Paizo Inc.; Authors: Dennis Baker, Ross Byers, Jesse Benner, Savannah Broadway, Jason Bulmahn, Jim Groves, Tim Hitchcock, Tracy Hurley, Jonathan H. Keith,
Will McCardell, Dale C. McCoy, Jr., Tom Phillips, Stephen Radney-MacFarland, Thomas M. Reid, Sean K Reynolds, Tork Shaw, Owen K.C. Stephens, and Russ Taylor.

Pathfinder Roleplaying Game Advanced Player's Guide. © 2010, Paizo Publishing, LLC; Author: Jason Bulmahn

Pathfinder Roleplaying Game Advanced Race Guide. © 2012, Paizo Publishing, LLC; Authors: Dennis Baker, Jesse Benner, Benjamin Bruck, Jason Bulmahn, Adam Daigle, Jim Groves, Tim Hitchcock, Hal MacLean, Jason
Nelson, Stephen Radney-MacFarland, Owen K.C. Stephens, Todd Stewart, and Russ Taylor.

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.
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