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SLOTLESS ITEMS

Acorn of Apathy

CL: 10th | Weight: - | Price: 2,500 GP

Aura: moderate transmutation

Slot: none

This is a normal looking acorn save for a small rune
scribed on the side. Anyone hit by an acorn of apathy
(a ranged touch attack), must make an immediate
DC 19 Will saving throw or be affected by the curse
of nonviolence as though by the witch's grand hex of
the same name. The curse can only be removed by a
casting of break enchantment, wish, or miracle.

| Construction Requirements ‘ Cost |

Brew Potion, Craft Wondrous 1,250 GP
Items, creator must be a witch with

the curse of nonviolence grand hex

Agile Anklet

CL:3" | Weight: 11b. | Price: 2,000 GP
Aura: faint transmutation

Slot: none

This gem-studded piece of silver ankle jewelry grants
a +5 foot enhancement bonus to speed and a +2
enhancement bonus to CMD against trip attempts
and on saving throws to avoid being tripped. Only
one agile anklet can be worn at any one time. It does
not occupy a body slot nor does it prevent any
magical footwear from functioning.

| Construction Requirements | Cost |

1,000 GP

Craft Wondrous Items, longstrider

Apparatus of the Wasp

CL: 19th | Weight: 5001bs. | Price: 90,000 GP
Aura: strong evocation and transmutation

Slot: none

An apparatus of the wasp is a metallic magical vehicle
and a variation of an apparatus of the crab. When
unoccupied, it appears to be a large, sealed copper
barrel big enough to hold two Medium creatures.
Close examination, and a DC 20 Perception check,
reveals a secret catch that opens a hatch at one end.
Anyone who crawls inside finds 10 (unlabeled) levers
and seating for two Medium or Small occupants.
These levers allow those inside to activate and
control the apparatus's movements and actions.

Lever Lever Function

(1d10)

1 Extend/retract legs and tail

2 Uncover/ cover forward porthole

3 Uncover/ cover side portholes

4 Extend/retract wings

S Strike with stinger

6 Move forward/backward

7 Turn left/right

8 Open/close "eyes" with continual
flame inside

9 Ascend/descend in air

10 Open/close hatch

Operating a lever is a full-round action, and no lever
may be operated more than once per round.
However, since two characters can fit inside, the
apparatus can move and attack in the same round.
The device can gain an altitude of up to 900 feet. It
holds enough air for a crew of two to survive 1d4+1
hours (twice as long for a single occupant).

hen active, an apparatus of the wasp has the
following characteristics: hp 200; hardness 15; Speed
20 ft., fly 20 ft.(poor); AC 20 (-1 size, +11 natural);
Melee 1 stinger +12 (2d8 piercing); CMB +14;
CMD 24.




| Cost |

Craft Wondrous Items, animate 45,000 GP
objects, continual flame, fly, creator

| Construction Requirements

must have 8 ranks in Knowledge
( engineering);

Blood Prism

CL:8th | Weight: -
Awura: moderate universal

| Price: 5,000 GP

Slot: none

Once per day, a spontaneous arcane spellcaster can
use this simple-looking crystal prism to cast two
spells at the same time. A blood prism can combine
any two spells of 3rd level or lower. However, both
spells must be of the same level and the spellcaster
must expend three spell slots of that level or higher. A
blood prism functions only once per day and a
spellcaster can use only a single blood prism each day.
Using the blood prism is a full round action and any
spell with a casting time greater than one standard
action cannot be cast through a blood prism.

| Cost |

Craft Wondrous Items, creator 2,500 GP
must be able to cast 3rd level arcane

| Construction Requirements

spells spontaneously

Defiant Clasp
CL:7th | Weight: - | Price: 12,000 GP
Aura: moderate necromancy

Slot: none

This simple cloak clasp is decorated with what
appears to be a piece of carved and polished ivory but
is actually a piece of bone taken from a humanoid and
carved into the shape of an owl.

A defiant clasp slowly attunes itself to the soul of its
bearer. When carried close to the body of a creature
continuously for 1 week, the clasp harmlessly absorbs

a portion of that creature's life essence. If separated
from its bearer for at least 1 day, the clasp loses this
attunement.

Once the clasp is attuned to the bearer, she can use
the clasp to cast either death ward or restoration on

herself.

Using the clasp's magic destroys the portion of the
soul within a defiant clasp. This does not harm the
creature, but requires re-attuning the clasp for
another week for it to function again. A creature can
only have one defiant clasp attuned to it at a time.

Cost J
Craft Wondrous Items, death ward, 6,000 GP
restoration

LConstruction Requirements |

Diamond of Distraction
CL:4th | Weight: 11b. [ Price: 400 GP
Aura: faint enchantment

Slot: none

This enchanted quartz crystal appears to be a
sparkling multi-hued diamond of exceptional size.
When dropped or thrown, it hovers roughly three
feet of the ground and spins slowly. This draws the
attention of the nearest hostile creature within 20
feet. The creature must make a DC 13 Will save or be
paralyzed as if by hold person as it focuses its
undivided attention on the diamond. If the creature
makes its save on a later round, it realizes it has been
affected by magic and the hunk of crystal is not
actually a diamond. While focusing on the diamond
of distraction, the target takes a -2 penalty on
Perception checks. The magic is consumed upon
being dropped or thrown and once the spellis broken
the crystal falls to the ground becoming nothing
more than a simple quartz crystal worth about 10
gold pieces.

| Construction Requirements | Cost |

Craft Wondrous Items, beguiling 200 GP
gift, hold person




Gem of Extension

Price: 750 gp (lesser),
2,750 gp (standard),
6,126 gp (greater)

CL: 17th Weight: --

Aura: strong varies

Slot: none

This piece of colored crystal is inscribed with runes
relating to magic of a specific school. It enhances
spells of that school. The user may apply the Extend
Spell feat to these spells as they are cast. This does not
change the spell slot of the altered spell. The gem
counts as a metamagic rod for the purpose of
combining multiple metamagic effects on a spell. A
normal gem of extension can be used with spells of
6th level or lower, while a lesser gem can be used with
spells of 3rd level or lower, and a greater gem can be
used with spells of 9th level or lower. Each gem is
keyed to a particular school of magic and only works
when used to enhance a spell of that school. Once the
gem is used, it crumbles into dust and is destroyed.

Construction Cost

Requirements

Craft Wondrous Item, 375 gp (lesser)

Extend Spell 1,375 gp (standard)
3,063 gp (greater)

Giantslayer’s Balm
CL:7th | Weight:-- | Price: 7,500 GP
Aura: moderate transmutation

Slot: none

When rubbed vigorously into the skin, this greasy
green-grey liniment enhances a Medium or smaller
creature's ability to make full use of its size and
mobility when fighting creatures of Huge size or
larger. Applying a dose of liniment is a standard
action that provokes an attack of opportunity
(similar to applying an oil). A creature under the
effects of the liniment no longer provokes attacks of
opportunity for moving through threatened squares
or for entering a larger creature's square. These

effects only apply versus creatures of Huge size or

larger. The balm lasts for S minutes before its effects
wear off. A newly created bottle of balm holds 3
doses.

| Cost |
3,750 GP

| Construction Requirements

Craft Wondrous Items, grace

Grumpy Bone
CL: S5th | Weight: 11b
Aura: faint necromancy

Price: 1,000 GP

Slot: none

A grumpy bone is fashioned from an arm or leg bone
of a humanoid or medium size animal carved with
necromantic runes and sigils. By dabbing the bone
with a few drops of blood from a living creature (a
standard action), the bearer can form a sympathetic
link between the bone and the victim. If the chosen
victim has spell resistance, the grumpy bone must
beat the target's spell resistance to create the link. As
a standard action, the bearer can twist, spin, or whirl
the bone; this gives the target the sickened condition
for one round and deals 1 point of negative energy
damage plus 1 point for each die of the bone bearer's
sneak attack damage (if any). Each time the target is
affected by the bone, it receives a DC 14 Will save to
end the link. The bone's holder needs line of effect to
the victim, but not line of sight. Once linked to a
particular creature, a grumpy bone cannot be linked
to another creature, but the bearer can re-establish a
broken link by anointing it with more of the target's

blood.

| Construction Requirements | Cost |

Craft Wondrous Items, bestow 500 GP
curse, bleed

Lizard Skin Flask
CL: 3rd | Weight: --
Auwra: faint abjuration

| Price: 800 GP

Slot: none




This small opaque flask releases a thick stream of

dusty brown and tan colored scales when opened.
These scales creep up the user’s arm and across her
entire body until she is completely covered in tough
scales.

While coated with scales she gains fire resistance S, a
+2 natural armor bonus to AC, and a +4 competence
bonus on Stealth checks in areas of deserts and
badlands. The scales shed from her body after 24
hours, or can be removed early by soaking in alcohol.
The flask is expended after one use.

| Construction Requirements | Cost |

Craft Wondrous Item, barkskin, 400 GP
resist energy

Midnight Brand
CL:5th | Weight: 11b. | Price: 750 GP
Aura: faint conjuration

Slot: none

This torch is made of deep grey wood and inscribed
with holy runes. When lit, it burns as a regular torch,
but only lasts for S minutes. When held by a good
creature, it functions as a divine illumination spell.
The magical aura ends if a good creature isn't holding
it, and resumes automatically if a good creature picks

it back up

| Construction Requirements I Cost |
Craft Wondrous Items, divine 375 GP
illumination
Quintessence Jar
CL:5th | Weight: - | Price: 7,000 GP

Aura: faint conjuration

Slot: none

This jar is crafted from opaque glass. Each
quintessence jar is attuned to a specific element; air,

earth, fire, or water. When held up close to one’s ear,

faint whispers can be heard emanating from the jar.
The jar initially has 4 charges. When the hinged lid is
opened, the jar summons a medium elemental of the
appropriate type to do the bidding of the user,
draining 1 charge each round of service. As a standard
action, the bearer may dismiss the summoned
elemental. If the elemental kills a creature of at least 4
HD, the bottle gains 1 charge. The bottle is
automatically restored to 4 charges at sunrise.

| Construction Requirements I Cost |

Craft Wondrous Item, summon 3,500 GP
monster [V

War Wizard Spellbook
CL:7th | Weight: 11b. | Price: 22,500 GP
Aura: moderate abjuration and transmutation

Slot: none

This well-made tome is a variation of a standard
blessed book. It is always of small size, 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. Many war
wizard spellbooks have a heavy leather shoulder strap
attached to their reinforced spines.

Like standard blessed books a wizard, or similar
spellcaster, can fill the 1,000 pages of a war wizard
spellbook with spells without paying the material
cost. This bookis never found as randomly generated
treasure with spells already inscribed in it.

While carried, a war wizard spellbook grants the user
a +2 bonus on concentration checks made to cast
defensively. Three times per day, the user can choose
to roll a concentration check to cast defensively twice
and take the better result

| Construction Requirements | Cost |

Craft Wondrous Items, Combat 11,250 GP
Casting, secret page, warding

weapon




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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