Not every weapon is created with the individual in mind.
In the modern world of Exodus many weapons are built
with the intent of mass production to fuel the march of war.
Thus it was with the Protectorate Twilight Bow. A weapon
built with massive battles with Dominion forces in mind,
its overwhelming cost and difficulty in manufacture made
it a laughable example of bad military spending.

HISTORY)

In the year 93 BU during the Twilight War, Tsar Georgy 1
of the Arman Protectorate commissioned his researchers to
create a weapon that could be handled by his archers and
bowman that would potentially end the war.

Though the engineers and artificers of the Arman
protectorate at the time were clever they lacked the
creativity and military sense required to fulfill the projects
main goals. In the end, after years of failed lines of research
into explosive weaponry, crossbows that utilized wands as
ammo, and various other forgotten weapons, the group
applied their mechanical knowledge to the old standby,
the longbow. Utilizing the latest theories regarding the
efficient application of mechanical force, they used a
high tensile wire and pulley system to lend an incredible
amount of strength to the shot with relatively little pull on
the bow. The design was complex and required a great
deal of maintenance but was quite ingenious in adding
a modern twist to an ancient weapon. Unfortunately the
cost of deploying the weapon to troops in the field was
exorbitant in the extreme, and proper utilization would
have bankrupted the Protectorate.

So furious was the Tsar at the failure of the engineers
to produce anything of worth after spending scandalous
amounts of money on the project, he immediately replaced
the engineers and sentenced them to serve on the frontlines
as regular soldiers.

The bow itself was stored in the armory of the capital and
was mostly forgotten. The occasional engineer or noble
with a certain mechanical bent would bring the bow out
to showcase its novelty and power. Though it was never
considered for mass production it did gain some minor
notoriety as an example of Armanian technical skill
and the folly of over-thinking a problem. It might have
remained that way were it not for the end of the Twilight
War.

At the end of the war there were a number of mercenary
armies and adventuring

who needed payment.
Already on the verge
of financial collapse
and with greedy armies
ready to turn on the
Protectorate if not given
satisfaction, the Tsar had
no choice but to open
up his armories and
magical storehouses,
allowing them to
take their payment in
weapons and magical
items as well as money.
The bow fell into the
hands of a group of
adventurers who were
master saboteurs and
scouts during the war.
Their leader, a ranger
and archer named
Yergev Sermikovski,
took the bow as his
personal weapon.
Impressed by its power
and range he traveled
to the Dominion in
peace time and had
it enchanted by the
sorcerers there into an
even more formidable
magic weapon.
Dominion sorcery and
Protectorate technology
combined would make
a poignant remark about
the potential power
behind any unity of the
nations, as the weapon
served with distinction
in minor conflicts and
adventures all around
the continent for
years. Eventually the
adventurers founded
their own private
mercenary company,
the Lightning Dragons. Ever since wherever this company
went the Protectorate
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groups who fought under the
banner of the Protectorate
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Twilight Bow went with
them.
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Aura strong evocation; CL 12th;
Slot None; Price 62,500; Weight 3lbs

DESCRIPTION

This +4 seeking mighty composite longbow functions in all ways like a normal bow except for the following:
acts as if the wielder has a +4 bonus from their strength score even if the wielder even if their bonus is lower,
though it does not grant an additional bonus to a higher Strength. It has a range increment of 200 ft. This bonus
is an extraordinary ability, not a magical or supernatural effect. The weapon also magically confers on its wielder
extraordinary aim, such that it ignores the first 5 points of hardness of any object it hits, and that object’s first 10
points of damage reduction.

Requirements Craft Magic Arms and Armor, true seeing, creator must have at least 15 ranks in Knowledge
(engineering); Cost 31,250gp

‘

DESCRIPTION/AND/CONSTRUCTION

The Protectorate Twilight Bow looks, for all intents and
purposes, like a 5 foot tall heavy composite longbow made
of brass and lightweight mithril. It is strung with a high
tensile wire and pulled with the assistance of a number of
highly complex gears and pulleys, allowing even a weak
wielder to lend incredible power behind the projectile.
Thanks to Dominion sorcery the weapon glows with an
eerie blue fire when the bow is drawn.
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Written By Jonathan Palmer with Louis Porter Jr.
Editing: Jeff Erwin
Artwork by Juan Diego Dianderas

All gaming mechanics on all pages is Open Game Content as defined by the Open Gaming License.

OPEN GAIE LICE

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.
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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 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.

Treasures of NeoExodus: Protoectorate Twilight Bow Copyright 2012, Louis
Porter Jr. Design, Inc.



