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Bows and Crossbows

Arcane Arbalest
Aura strong transmutation; CL 12th;
Slot - ; Price 46,500 gp; Weight 4 lbs.

DESCRIPTION

This +3 light crossbow features arcane
scrollwork and other ornamentation
designed to open the purse of the learned
adventurer. Featuring an enhanced spell
storing enchantment suite, the Arcane
Arbalest can store any number of spells with
a maximum collective spell level of six.

Once per round as a free action, the wielder
may imbue a loaded bolt with one of the
stored spells, thus transforming the loaded
bolt into a delivery system for that spell.
Creatures struck by an imbued bolt are
affected by the spell. Ranged touch attack
spells automatically hit and spells requiring
Reflex saves get +2 to their DC; however, due
to the nature of this weapon, spells using its
imbue system cannot critically hit. Spell DCs
are equal to that of the original caster of the
spell into the Arbalest.

CONSTRUCTION REQUIREMENTS

Craft Magic Arms and Armor,
mnemonic enhancer, spellstaff, status;
Cost 33,250 gp, 1848 XP.
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Boltspewer
Aura strong transmutation; CL 11th;

Slot - ; Price 42,000 gp; Weight 12 Ibs.

DESCRIPTION

This +1 flaming frost shock heavy repeating
crossbow is renowned for its ability to just
about load itself. The wielder is counted as
having the rapid reload feat whenever he
reloads this weapon.

CONSTRUCTION REQUIREMENTS
Craft Magic Arms and Armor, haste;
Cost 21,150 gp, 1668 XP.

Changeling’s Embrace
Aura weak illusion; CL 5th;

Slot - ; Price 4,000 gp; Weight 2 lbs.

DESCRIPTION

The form of this +1 hand crossbow shifts
subtly, making it difficult to focus on.
Whenever this weapon deals the killing blow
to a humanoid enemy, the wielder is made to
look exactly like the victim, as per the
disguise self spell. A DC 14 Will save
disbelieves.

CONSTRUCTION REQUIREMENTS
Craft Magic Arms and Armor,
disguise self, Cost 2,150 gp, 148 XP.




The Conservator
Aura moderate transmutation; CL oth;
Slot - ; Price 19,500 gp; Weight 3 lbs.

DESCRIPTION

This +2 composite longbow (Str bonus +3)
has the ability to reduce, reuse, and recycle.
Three times daily as a free action, the wielder
can grant the next arrow fired by this weapon
the returning ability for the duration of that
attack.

CONSTRUCTION REQUIREMENTS
Craft Magic Arms and Armor,
greater magic weapon;

Cost 9,950 gp, 752 XP.
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The Detonator
Aura strong evocation; CL 15th;
Slot - ; Price 39,000 gp; Weight 8 lbs.

DESCRIPTION

This +3 heavy crossbow has been enchanted
in such a way that it brings out the best in its
ammunition, with best being defined as
“most explosive”. All energy damage effects
present on ammunition fired from The
Detonator, such as frost, flaming, and shock,
deal damage in a 5’ radius rather than simply
to the enemy struck. Further, all burst
energy damage effects, such as icy burst, deal
damage in a 10’ radius rather than simply to
the enemy struck. A DC 17 Reflex save
negates any energy damage dealt to
creatures other than the primary target in
this way.

Once per day, the wielder may declare a bolt
to be overcharged. An overcharged bolt deals
burst energy damage whether or not the
enemy is critically struck.

Given the explosive nature of The Detonator,
all bolts, including returning bolts, with
energy damage or burst energy damage
effects are completely annihilated upon
striking a target.

CONSTRUCTION REQUIREMENTS

Craft Magic Arms and Armor,

acid fog, chain lightning, cone of cold,
delayed blast fireball, explosive runes;
Cost 19,650 gp, 1548 XP.




Doubleshot Crossbow
Aura moderate conjuration; CL oth;
Slot - ; Price 10,000 gp; Weight 8 lbs.

DESCRIPTION

This +1 heavy crossbow has been imbued
with potent conjuration magic and launches
an additional masterwork bolt whenever it is
fired. This additional bolt uses a separate
attack roll at no penalty.

CONSTRUCTION REQUIREMENTS
Craft Magic Arms and Armor,
major creation; Cost 5,150 gp, 388 XP.

Hallway’s Bane
Aura moderate transmutation; CL 9th;

Slot - ; Price 24,000 gp; Weight 8 lbs.

DESCRIPTION

This +2 shortbow features glass baubles
filled with quicksilver as ornamentation and
is heavily enchanted with spells that promote
sharpness. All arrows fired from this bow are
considered keen. In addition, once per day as
a standard action, the wielder may fire an
arrow in such a way that it pierces through
the bodies of foes in a straight line with a
range of one range increment. Make an
attack roll for each enemy along this line
from nearest to farthest until an attack fails
to hit.

CONSTRUCTION REQUIREMENTS
Craft Magic Arms and Armor,
keen edge; Cost 12,150 gp, 948 XP.
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Phalanx’s Recurve
Aura moderate evocation; CL 9th;
Slot - ; Price 14,000 gp; Weight 5 lbs.

DESCRIPTION

This +2 longbow deals an additional 1d4
force damage. In addition, the wielder may
turn the bow sideways as a standard action,
thus forming a +2 tower shield out of
nothing but a thin, nearly-transparent wall
of force. This shield grants proficiency in
itself, but still gives the wielder -2 to hit, as is
typical for tower shields.

CONSTRUCTION REQUIREMENTS
Craft Magic Arms and Armor,
magic missile, wall of force;
Cost 7,150 gp, 544 XP.

Subterranean Slinger
Aura weak necromancy; CL 5th;

Slot - ; Price 13,500 gp; Weight 6 lbs.

DESCRIPTION
This +1 light repeating crossbow tips every
bolt it fires with Drow knockout poison.

CONSTRUCTION REQUIREMENTS
Craft Magic Arms and Armor,
poison; Cost 6,900 gp, 528 XP.




Swashbuckler’s Shortbow
Aura moderate evocation; CL 9th;
Slot - ; Price 22,000 gp; Weight 5 lbs.

DESCRIPTION

This +2 shortbow deals an additional 1d4
force damage. In addition, the wielder may
turn the bow sideways as a standard action,
thus forming a +2 buckler from the bow or a
+1 buckler from the bow and a +1 rapier
from a drawn arrow. The buckler has no
armor check penalty and an arcane spell
failure chance of 5%, while the rapier also
deals 1d4 force damage.

CONSTRUCTION REQUIREMENTS
Craft Magic Arms and Armor,
magic missile, wall of force;
Cost 11,150 gp, 868 XP.
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Wandcraft Crossbow
Aura weak universal; CL 3rd;
Slot - ; Price 3,000 gp; Weight 4 Ibs.

DESCRIPTION

This +1 light crossbow contains a thin
groove along its underside. A wand may be
placed in this groove and can be activated as
a standard action while holding the
crossbow. Once placed into this groove, the
wand cannot be removed until it is
completely discharged.

CONSTRUCTION REQUIREMENTS
Craft Magic Arms and Armor;
Cost 1,650 gp, 108 XP.




Bolts and Arrows

Amorous Arrow
Aura weak enchantment; CL 3rd;
Slot - ; Price 260 gp; Weight -

DESCRIPTION

This +2 arrow, chiefly put onto the open
market by unscrupulous thugs who mug
cherubs, causes those struck by it to be
affected by the suggestion spell with the
specific suggestion, “I suggest that you fall
madly in love with me,” where ‘me’ is the
firer of the arrow. Hilarity tends to ensue if a
DC 13 Will save is not made to negate.

CONSTRUCTION REQUIREMENTS
Craft Magic Arms and Armor,
suggestion; Cost 210 gp, 4 XP.
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Arrope
Aura moderate conjuration; CL 9th;
Slot - ; Price 165 gp; Weight -

DESCRIPTION

When fired from a bow, this +1 arrow leaves
a trail of hemp rope out to a maximum
distance of 100 feet.

Upon striking an enemy, this arrow deals no
damage, but instead initiates a grapple at a
+10 bonus. If successful, the target is coiled
up in rope and must make a DC 15 Escape
Artist or Acrobatics check (depending on
game played) to break free. While trapped in
this manner, the victim cannot use his arms
and is, therefore, unable to cast spells with a
somantic component, unable to attack with
weapons wielded in the hands, and unable to
use his shield, if any. A monk’s attacks are
not hindered, as monks are still lethal with
their legs.

Upon striking a suitable object, such as a
tree limb or rocky outcropping, an Arrope
ties a knot with a Use Rope check at a +10
bonus. (Given Use Rope has no official
replacement in Pathfinder, please consult
your Dungeon Master before use.)

CONSTRUCTION REQUIREMENTS
Craft Magic Arms and Armor,
major creation; Cost 103 gp, 5 XP.




Aura weak evocation; CL 5th;
Slot - ; Price 305 gp; Weight -

DESCRIPTION

When fired, this +2 bolt erupts in a blaze of
flame, dealing 1d4 points of fire damage to
damage to all creatures within 5 feet of its
flight path and 2d4 points of fire damage to
any creature directly struck by it. A DC 16
Reflex save negates the damage dealt to
creatures in its flight path.

CONSTRUCTION REQUIREMENTS
Craft Magic Arms and Armor,
fireball; Cost 193 gp, 9 XP.

Coldsnap
Aura moderate conjuration; CL 7th;

Slot - ; Price 255 gp; Weight -

DESCRIPTION

This +1 frost arrow reduces the base land
and air speeds of a struck creature by half for
one round, rounded up. A DC 15 Fortitude
save negates this slowing effect.

CONSTRUCTION REQUIREMENTS
Craft Magic Arms and Armor,
sleet storm; Cost 168 gp, 7 XP.
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Dragonbane Arrow
Aura strong transmutation; CL 11th;

Slot - ; Price 1280 gp; Weight -

DESCRIPTION

This +4 arrow is the culmination of fifty
years’ work by a circle of druids who got sick
and tired of a dragon torching their forest.
Whenever this weapon strikes a creature
with a breath weapon, if that breath weapon
is currently available to the creature, the
cooldown for the breath weapon is activated
as if it had just used it. A DC 20 Will save
negates.

CONSTRUCTION REQUIREMENTS
Craft Magic Arms and Armor,
baleful polymorph; Cost 960 gp, 26 XP.




Fatespin Quarrel
Aura weak divination; CL 5th;

Slot - ; Price 340 gp; Weight -

DESCRIPTION

This +1 bolt is cast from the used horseshoes
of prize thoroughbreds, is tempered in water
in which four-leaf clovers were steeped for
seven days, and is blessed by a cleric of
Farlanghn immediately after he wins a game
of Craps. Whenever one of these bolts is fired
upon an enemy that has been dealt damage
by the same parent crossbow sometime in
the past, all damage dice resolve at the same
values as the most recent past damage roll.
(In other words, if a base damage roll of 8
and a flaming damage roll of 5 were the last
dice rolled for a +1 flaming heavy crossbow,
the Fatespin quarrel will also deal 8 and 5.) If
the above criteria are not met, damage is
rolled normally.

Note that energy modifiers that are present
on the most recent past bolt, but not the
parent crossbow deal no damage because
they are simply not present in this attack.

CONSTRUCTION REQUIREMENTS
Craft Magic Arms and Armor,
augury; Cost 215 gp, 12 XP.
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Fletched Wanderlust
Aura moderate conjuration; CL 8th;
Slot - ; Price 860 gp; Weight -

DESCRIPTION

This +3 darkwood arrow is enchanted with
an incredibly powerful transportation effect.
Once fired, wherever this arrow lands, its
firer travels via the dimension door spell.
Given the limitations of dimension door, this
cannot be used to travel between the planes.

CONSTRUCTION REQUIREMENTS
Craft Magic Arms and Armor,
dimension door; Cost 610 gp, 20 XP.

Fogshot
Aura weak conjuration; CL 5th;

Slot - ; Price 280 gp; Weight -

DESCRIPTION

This +2 bolt shatters upon impact, filling a
20’ radius with a dense, cloying mist similar
to the solid fog spell.

CONSTRUCTION REQUIREMENTS
Craft Magic Arms and Armor,
solid fog; Cost 180 gp, 8 XP.




Harmonic Arrow
Aura moderate conjuration and evocation;
CL 7th; Slot - ; Price 215 gp; Weight -

DESCRIPTION

This +1 arrow has been lightly enchanted
with every conceivable kind of arcane energy,
dealing one point each of fire, cold, acid,
electric, sonic, and force damage on hit.

CONSTRUCTION REQUIREMENTS
Craft Magic Arms and Armor,
burning hands, magic missile,
melf’s acid arrow, ray of frost,
shocking grasp; Cost 128 gp, 7 XP.

Omnimetal Ammunition
Aura moderate transmutation; CL 13th;
Slot - ; Price 100 gp; Weight -

DESCRIPTION

This +1 bolt or +1 arrow is composed of a
transmutational gunk in the shape of a bolt
or arrow that temporarily mimics the
properties of any metal to which it is
touched. Drawing an omnimetal bolt or
arrow and attuning it to a specific metal is a
move action, or a free action with the Quick
Draw feat. It remains in this attuned state for
one minute before returning to its original,
nondescript state.

CONSTRUCTION REQUIREMENTS
Craft Magic Arms and Armor,
l[imited wish; Cost 70 gp, 1 XP.
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Rust Promoter
Aura moderate transmutation; CL 9th;
Slot - ; Price 190 gp; Weight -

DESCRIPTION

This +1 bolt is pocked and pitted, but still
flies true. Whenever a creature wearing
metal armor is struck by this weapon, he
takes a -1 penalty to AC. This penalty can
stack once for light armor, up to two times
for medium armor, and up to three times for
heavy armor.

Further, whenever an enemy made of metal,
such as an iron golem, is struck by this
weapon, it takes 1d8 points of damage as a
localized area of its body rusts and corrodes.

Finally, whenever an enemy made of metal
with an armor bonus to AC is struck by this
weapon, it both loses AC and takes damage.

CONSTRUCTION REQUIREMENTS
Craft Magic Arms and Armor,
rusting grasp; Cost 115 gp, 6 XP.




Aura moderate conjuration and evocation;
CL 7th; Slot - ; Price 180 gp; Weight -

DESCRIPTION

This +2 bolt is laced with sonic spells that
cast inward rather than outward. Upon
striking any surface, a Shattershaft explodes
in a shower of splinters with a radius of 5,
which then take root and grow into sharp,
wooden spines that follow the rules for
caltrops.

CONSTRUCTION REQUIREMENTS
Craft Magic Arms and Armor,
sound burst, plant growth;
Cost 130 gp, 4 XP.

Quivers

Omnimetal Quiver

Aura strong transmutation; CL 13th;
Slot - ; Price 5,500 gp; Weight 3 lbs.

DESCRIPTION

A quiver of Omnimetal arrows or bolts
contains fifty shafts and is studded with
small patches of silver, cold iron,
adamantine, and mithril, thus allowing for
easy attunement of the ammunition.

CONSTRUCTION REQUIREMENTS
Craft Magic Arms and Armor,
limited wish; Cost 4000 gp, 120 XP.
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uiver of Perpetual Enhancement, Lesser

Aura moderate transmutation; CL 7th;
Slot - ; Price 2,000 gp; Weight 2 lbs.

DESCRIPTION

This simple leather quiver of Gnomish make
is designed to enhance ammunition placed
within it. When filled to capacity with 20
units masterwork ammunition, the user may
close its flap and speak a command word in
Gnomish, thus transforming all of the
masterwork ammunition into +1
ammunition. This ability can be used twice
per week. Note that all magic leaves the
ammunition one minute after being drawn
from the Quiver.

CONSTRUCTION REQUIREMENTS
Craft Wondrous Item,
magic weapon; Cost 1,000 gp, 80 XP.

Quiver of Perpetual Enhancement

Aura moderate universal; CL 7th;
Slot - ; Price 10,000 gp; Weight 2 lbs.

DESCRIPTION

This quiver functions in the same way as the
Quiver of Perpetual Enhancement, Lesser,
but it produces +1 ammunition that also
carries one weapon special ability with a +1
cost modifier. Returning cannot be chosen.

CONSTRUCTION REQUIREMENTS

Craft Wondrous Item, magic weapon, melf's
acid arrow, ray of frost, scorching ray,
shocking grasp; Cost 5,000 gp, 400 XP.




Legal

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.

3.0ffer 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.
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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 RPG Core Rulebook. Copyright 2009, Paizo Publishing, LLC;
Author: Jason Bulmahn, based on material by Jonathan Tweet, Monte Cook,
and Skip Williams.

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

Tome of Horrors. Copyright 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.
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[End of License]

Notice of Open Game Content: This product contains Open Game Content as
defined in the Open Game License, above. Open Game Content may only be
used under and in terms of the Open Game License.

Designation of Open Game Content: The statistical information and general
descriptions of creatures, abilities, traps, and other related facets of those
elements within this document are Open Game Content as described in the
Open Game License and may be used as Open Game Content.

Cover art: The Laughing Prince, A Book of Jugoslav Fairy Tales and Folk
Tales by Parker Fillmore, 1921

Product Identity is not available for Use or reuse without the express written
consent of Bradley Arthur Crouch of Interjection Games.

Designation of Product Identity: Product Identity in this product includes the
following terms; Interjection Games, the Interjection Games logo,
and Ooh, Shiny!

This document is copyright Bradley Arthur Crouch of Interjection Games,
2012. It is intended for personal use and may not be redistributed or
reproduced without express written consent of Bradley Arthur Crouch of
Interjection Games.

Pathfinder is a registered trademark of Paizo Publishing, LLC, and the
Pathfinder Roleplaying Game and the Pathfinder Roleplaying Game
Compatibility Logo are trademarks of Paizo Publishing, LLC, and are used
under the Pathfinder Roleplaying Game Compatibility License. See
http://paizo.com/pathfinderRPG/compatibility for more information on the
compatibility license.




