Whispered to have been forged with blood, sweat, and
steel by an Arman warrior-priest, Silence is a shortspear
with the power to turn aside spells aimed at the wielder
and pierce spells on enemies. Used long ago by its creator
to quiet the magical mumblings of the Sorcerer-Kings’
servants, Silence draws on the primal simplicity of the old
Arman religion. It can toss aside or rebuff many forms of
magic.

HISTORY,

When the Arman invaded Abaddon, they soon realized
they needed to develop smarter tactics for fighting the
Sorcerer-Kings and their magical servants. One of the
chief seers of the Arman was an aged man named Einjar
the Hooded. He never revealed his face, preferring to
speak from a veil of secrecy and masking his true intent
in riddles. Yet despite his frustrating habits, the Arman
warlords learned to trust his insight, for his obscure words
often made their meaning clear just in time to be used most
effectively. When the company came up against the arcane
might of a Sorcerer-King for the first time, Einjar and his
fellow shamans were appalled by the vulgar display of his
magic and tested to the limit of their endurance to keep
pace with his practiced trickery.

Thereafter, Einjar retreated to a desolate corner of Abaddon
for one long week. He knew there must be a way to make
this challenge easier to manage, and he believed he could
find it in solitude, with the chance to open himself to a
glimpse of the divine. He never afterward clearly shared
what he saw then, but he spoke of Valkyries, a well
filled with blood, and a spike of earth atop a mountain.
It is widely reported he returned with a hole torn in his
signature hood, allowing a glimpse at the scar where
his left eye had been. But even more widely told of is
Silence, the blessed spear he carried in his weathered left
hand. This spear he presented at the beginning of each
battle to the most well-respected champion of the Arman
invaders as they proceeded to wipe out the strongholds of
the Sorcerer-Kings. However, it was lost during the final
siege of the war, and some believe it was stolen by the last
Sorcerer-King and now lies buried with other treasures

under Godpointe. Many an Arman would dearly love
to reclaim it, but none know where it now lies with any
certainty.

Silence is a shortspear of elegant yet rustic design. Its
haft is rough and regular; its head broad and crudely
serrated. It cuts deeply and seems to bite into the air itself,
offering negligible but faintly detectable resistance to any
movement other than a thrust. When used to disrupt magic,
it turns the ruined spell into a flash of raven’s feathers, said
to symbolize the dismissal of magical treachery by the old
Arman gods.

Aura strong abjuration; CL 13th
Slot none; Price 138,301 gp; Weight 3 Ib.

DESCRIPTION

This +1 vicious cold iron shortspear grants its wielder
a +2 resistance bonus on saving throws. In addition,
once per round, if the wielder is aware of a spell
cast that targets him or includes him in its area
or effect, he can take an attack of opportunity to
brush the spell aside. He makes an attack roll and
gains spell resistance equal to the result of the
attack roll. He need not threaten the spellcaster in
melee, but he must be aware of the spell. If he rolls
a natural twenty, the spell is negated by this spell
resistance and the spell affects its caster instead
of Silence’s wielder. Finally, once per day, as a swift
action after successfully dealing damage, Silence
can affect an enemy with a targeted greater dispel
magic effect (CL13). Silence cannot affect spells
that do not allow spell resistance.

Requirements Craft Magic Arms and Armor,
antimagic field, greater dispel magic, spell resistance,
spell turning; Cost 69,150 gp
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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: Silence Copyright 2012, Louis Porter Jr. Design,
Inc.



