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FIGURINES OF
WONDROUS POWER

Alabaster Ferret
CL:8th | Weight: - | Price: 7,000 GP
Awura: moderate transmutation

This figurine of wondrous power appears as a small,
innocuous ferret carved of pure-white alabaster. On
command, it transforms into either a giant ferret
(treat as giant weasel) with the advanced template or
3 normal ferrets (treat as weasel) —the user makes
this choice at the time of activation.

The ferret (or ferrets) can be animated up to 3 times
per week, for a maximum total duration of 12 hours
per week. If the advanced giant ferret is slain, the
alabaster ferret cannot be activated again for 1 full
week. Each normal ferret that is slain in combat
reduces the total duration that the figurine can be
activated for the week by 4 hours.

Either the giant ferret or the normal ferrets can be
used as combatants or as small, unintelligent servant-
creatures, performing minor tasks or fetching small
objects. The giant ferret can be used by Small or
smaller creatures as a makeshift mount, although it is
not equipped with a saddle or similar equipment.

| Construction Requirements | Cost |

Craft Wondrous Items, animate 3,500 GP
objects

Amethyst Wolf
CL:11th | Weight: - | Price: 10,000 GP
Aura: moderate conjuration and transmutation

This palm-sized figurine of a wolf is made of vibrant
purple amethyst with a streak of white quartz along

the wolves’ back.

An amethyst wolf turns into a dire wolf that is fully

obedient to the figurine’s owner. Even in its animated
form, the amethyst wolf is made of dense stone,
granting it a +2 armor bonus to AC and a +2 bonus
to its CMD. An amethyst wolf can be animated twice
per week for up to 8 hours per use; speaking the
command word before the 8 hours expires returns
the amethyst wolf to a figurine.

| Construction Requirements | Cost |

Craft Wondrous Items, animate 5,000 GP
objects

Azurite Elk
CL:11th | Weight: - | Price: 21,000 GP
Aura: moderate transmutation

These blue and green figurines come in sets of three.
Each elk of this trio looks slightly different from the
others, and each has a different function:

Wondrous Elk of Traveling: this statuette provides a
speedy and enduring mount equal to that of a heavy
horse in every way except appearance. The elk can
travel for a maximum of 1 day each week—
continuously or in any combination of periods
totaling 24 hours. At this point, or when the
command word is uttered, it returns to its statuette
form for no less than 1 day before it can again be used.

Horrid Elk of Destruction: This statuette becomes
an enormous creature, larger than a bull, with the
statistics of a leucrotta except for the addition of
wicked antlers of exceptional size (damage 2d8+8) If
it is charging to attack, it may only use its antlers (but
add 6 points of damage to each successful attack in
that round). It can be called to life just once per
month for up to 12 hours at a time.

Fiery Elk of Dread: When called upon with the
proper command word, this statuette becomes an elk

made purely of sickly green and purple flame. This elk
is treated as a medium fire elemental. While in

combat this elk radiates fear as the spell in a 30-foot




radius (Will DC 16 partial). It can be used once every

2 weeks for up to 3 hours per use.

| Construction Requirements | Cost |

Craft Wondrous Items, animate 10,500 GP
objects

Bloodstone Deinonychus
CL:11th | Weight: - | Price: 16,500 GP
Aura: moderate transmutation

This figurine is carved out of coal-black bloodstone
speckled with red. It is sculpted to resemble a pair of
velociraptor-like dinosaurs.

They become a pair of normal adult deinonychus
dinosaurs. If slain in combat, the dinosaurs cannot be
brought back from statuette form for 1 full week.
Otherwise, they can be used once per day for up to 1
hour. They enlarge and shrink upon speaking the

command word.

| Construction Requirements | Cost |

Craft Wondrous Items, animate 8,250 GP
objects

Brass Squirrel
CL:6th | Weight: - | Price: 3,800 GP
Aura: moderate enchantment and transmutation

This brass figurine turns into a squirrel on command
(but it retains its metallic consistency, which gives it
hardness 10). Another command sends it off, bearing
a message just like a creature affected by an animal
messenger spell. If not commanded to carry a
message, the squirrel obeys the commands of its
owner, although it has no special powers or telepathic
Abilities.

It can maintain its nonfigurine status for only 24
hours per week, but the duration need not be

continuous.

| Construction Requirements | Cost |

Craft Wondrous Items, animal 1,900 GP
messenger, animate objects

Fluorite Hippogriff
CL:11th | Weight: - | Price: 12,000 GP
Awura: moderate transmutation

This large statuette of green, purple, and white
fluorite is carved in the shape of a ferocious

hippogriff.

When animated, a fluorite hippogriff acts in all ways
like a normal hippogriff under the command of its
possessor. The item can be used twice per week for
up to 6 hours per use. When 6 hours have passed or
when the command word is spoken, the fluorite
hippogriff once again becomes a tiny statuette.

| Construction Requirements | Cost |

Craft Wondrous Items, animate 6,000 GP
objects

Ivory Pegasus

CL:11th | Weight: - | Price: 10,000 GP
Awura: moderate transmutation

When animated, this figurine gains the form and
statistics of a pegasus. It is equipped with a saddle and
can be ridden and gives the rider a +2 to her ride skill.
It will allow itself to be ridden into combat but will
never attack anything itself. The item can be used
three times per week for up to 12 hours per use.
When 12 hours have passed or when the command
word is spoken, the ivory pegasus again becomes a
tiny statuette.

| Cost |

Craft Wondrous Items, animate 5,000 GP
objects

| Construction Requirements




Lucky Golden Pig

CL:1ith | Weight: - | Price: 20,000 GP
Aura: moderate transmutation

This small pig figurine is sculpted of pure gold. At the
user’s command, it turns into an extraordinarily cute
pink pig. The pig acts as a normal pig in all respects,
except that it obeys the wielder’s verbal commands to
the best of its animal-level intelligence.

All allies within 30 feet of the lucky golden pig receive
a +2 morale bonus to saving throws vs fear effects.
Also, once in each 8 hour period the pig is active the
pig’s owner can use an immediate action to allow one
ally within range who must roll a saving throw to roll
the saving throw twice and take the better result.

On command, the pig returns to its figurine form.
The golden pig can be used up to 3 times per week for
up 8 hours each use.

| Construction Requirements | Cost |

Craft Wondrous Items, animate 10,000 GP
objects

Moonstone Bear
CL:11th | Weight:-- | Price: 17,000 GP
Aura: moderate transmutation

This is a rather large statuette, being about the size of
a halfling’s closed fist. Upon utterance of the
command word, a moonstone bear grows to the size
and specifications of a dire bear. The animal created
from the statuette is fully obedient to the figurine’s
owner, serving as a beast of burden, a mount, or a
combatant.

The statuette can be used four times per month for
up to 24 hours at a time.

| Cost |

| Construction Requirements

Craft Wondrous Items, animate 8,500 GP
objects

Obsidian Cat
CL: 15th | Weight: - | Price: 28,500 GP
Aura: strong conjuration and transmutation

This is a variation of the standard obsidian steed.
This figurine appears to be a small, fine carved
sculpture of a great cat, perhaps a panther of
mountain lion.

On command, the obsidian cat becomes a fantastic
mount. Although it appears to be a jet-black dire tiger
it is treated as a heavy horse with the following
additional powers usable once per round at will:
overland flight, plane shift, and ethereal jaunt. The
cat allows itself to be ridden and is equipped with a
full set of tack and harness, but if the rider is of evil
alignment, the cat is 10% likely per use to carry him
to the upper planes and then return to its statuette
form. The obsidian cat will allow itself to be ridden
into combat but will never attack anything itself.

The statuette can be used once per week for one
continuous period of up to 24 hours. Note that when
an obsidian cat becomes ethereal or plane shifts, its
rider and his gear follow suit. Thus, the user can travel
to other planes via this means.

| Construction Requirements | Cost |

Craft Wondrous Items, animate 41,000 GP
objects, etherealness, fly, plane shift.

Peridot Pixie
CL:11th | Weight: - | Price: 13,000 GP
Awura: moderate enchantment and transmutation

These tiny, but beautify carved, figurines of pixies are
made from unusually large peridot gemstones. A
peridot pixie turns into an adult female pixie on
command, though it retains a gem-like form, which
gives it a +4 armor bonus to AC. In pixie form, a
peridot pixie can turn invisible at will as a swift action,

though it retains none of a pixie’s other spell-like




abilities and lacks a bow and the special arrows
ability. Peridot pixie generally avoid combat, but

make excellent spies and trackers.

The peridot pixie’s owner can, as a move action,
designate a single creature in his line of sight as the
peridot pixie’s quarry. The peridot pixie then follows
its quarry clandestinely, and sends a whispered
message to its owner once each hour detailing the
quarry’s location and activities. The message is
similar to the whispering wind spell, though the
message unerringly locates the tin imp’s owner
instead of moving to a predetermined location. A
peridot pixie can maintain its animate status for up to
48 hours per week. This duration doesn’t need to be
continuous, but must be used in 1-hour increments.
If slain in combat, a peridot pixie is destroyed.

Additionally, a creature with the track class feature
can command a peridot pixie he owns to study a set
of footprints (a standard action) and designate the
creature that made the footprints as its quarry. The
peridot pixie can then attempt to track the creature as
if its owner was tracking it, using the owner’s
Perception and Survival skill (and any tracking
bonuses).

| Construction Requirements | Cost |

Craft Wondrous Items, animate 6,500 GP
objects, invisibility, whispering

wind

Sapphire Hedgehog
CL:11th | Weight: - | Price: 15,500 GP
Aura: moderate transmutation

This small sapphire figurine is carved in the shape of

an ordinary hedgehog.

When commanded, this statuette changes into a
creature with the same properties as a hedgehog
except that it is endowed with an Intelligence of 12,
can communicate in Common, and has exceptional

olfactory and visual abilities. It has the scent ability

and adds +4 on its Perception checks. It has 60-foot
darkvision, and it can see invisibility.

A sapphire hedgehog can be used once per week for
up to 6 hours. It obeys only its owner.

All sapphire hedgehogs refer to themselves as Lord
Gerard Berryworth and require their owners to do
the same. Lord Berryworth’s personality has been
referred too as ostentatious and foppish, but also
polite and heroic.

| Construction Requirements | Cost |

Craft Wondrous Items, animate 7,750 GP
objects

Serpentine Eagle, Greater
CL: 15th | Weight: - | Price: 18,000 GP
Aura: strong transmutation

This variant of the serpentine owl can only transform
into a giant eagle. Serpentine eagles are popular for
scouting and emergency transportation.

The giant eagle communicates with its owner by
telepathic means, informing her of all it sees and
hears.

The transformation can take place once per day, with
a maximum duration of 8 continuous hours. Unlike
the standard serpentine eagle there is no limit on the
number of times this figurine can be used.

| Construction Requirements | Cost |

Craft Wondrous Items, animate 9,000 GP
objects




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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