




Jarel awoke to the cries of his annoyed prisoners. His dreaIllS had been sweet with the anticipation
of the reward, and these cruel poachers had stolen that from him, just like the deer they stoll' from the

king. At least, that was Jarel's story. In truth, he suspected the three boys were fannefs. But when he
found them in the forest beside the fallen dOl', he couldn't help but pick them like so many ripe apples.

"Are yal'Vl'f gonna feed us? We been walking for days and haven't had nothin' but scraps," said the
largest one, with feigned courage. He was bulky, but still half a head shorter than Jare!. Built like an ox,

but halfas nimble. Tying him had been easy.

"Maybe when you learn some manners," Jarel hissed. He hated these whining peasants. If theywere
hungry, they should ha~ kept quiet and passed out. Then he might stop to feed them more than bones.
The more they talked, the more energy they had to waste, and the more he knew he had to break them.

The second-largest attempted to stand but was caught by the rope. He half-stood, half-INned, on
the tree and scowled. "When father gets hefeyou11 be sorry".

"Boy, ifyou knew half the fathers I've gutted, you'd keep your damn mouth shut." Jarel sipped his
wineskin. One swig left and he would need it if these annoying brats kept chattefing. "But it is time for

breakfast," He said as he grabbed his bow and began stringing it. "For me at least. I hear some quai!." Jarel
sniffed the air. Just trees and dirt were all he could smell, and only morning birds so far. That was good.

Meant the dogs weren't on him yet, or he lost them at the ri~r the day before.

Jarel finished stringing his bow, nocked anarrow and aimed at the little one. ''You all stay put, or I'll
feathef a knee and drag you the rest 0' the way."

"Where you taking us anyway?" grumbled the little one. Hewas bra~r than the othef two, orelS!'
too dumb to beafraid.

"You11 see little one, you'll see." Jarel grinned. He made his way towards the sound of birds and away
from the boy's whining retort of "I'm not little."Thewoods were sparser here, and it took him over two

hundred paces to be sure he was out of sight. Peace and quiet here, except for the birds.

Jays 'ot"l'fe loudly squawking and the wide firtrees wefe blowing in the wind, hiding their movement.
Jarel decided on ground game for the day. After following a short trail toa stream he waited, silently, for a
long while before something twitched to his left. He turned, nocking an arrow, and took aim at an orange

fox scurrying through the brush. It was no match for him.

Jarel took his prey and headed back to camp. He prepared his meal quickly, hungrier than he would
have liked to beat this hour. He laughed. He wasn't starving like his companions, and welcomed roast

fox. He hated salted meat and black bread but ate it when he had to. Hopefully this game would last him
until he made it back to the guild and could celebrate his catching of "poachers." The slave market was

booming theS!' days, and hewas in fora small fortune if they were as strong as they looked.

His cooking only agitated the boys more. Twice he threatened them to be quiet and twice they
defied him. Perhaps the older ones had taken up the youngster's courage. If so, he might ha~ to break
some bones, or sharpen his dagger, to keep them down. But for all their begging they got no breakfast.

Getting them to walk was the easy part. He had done'ot"l'll starving them as much as he did. They



were toowe.ak to fight, and the big one knew it. They followed, holding on to the hope that their father
would come, as the little one reminded him every few minutes.

Theypressed on all day. \Vith autumn upon them, the cold wind was just starting up, and the day
was slow going and difficult. Jarel's cloak was kept him wann enough, and he was used to the outdoor

chills by now, but the boys were shivering. He wouldn't have cared much, but they,,'ere cold enough that
it was starting to slow them down. He knew they wouldn't die of it, but he had to be quick to get to the

guild. Tonight he might need more than a cooking fire.

That was dangerous too, ofcourse. I they were dose enough to feel the wannth, they were dose
enough to stick in a foot or kick out some coals. Neitherwould do, and he hadn't the rope to hog tie them

all. Jarel pondered what to do during the long day. Stopping only to realize his hand had cramped
gripping his bow.

The boys were silent after the third hour. Theywere learning to keep quiet, it seemed. All the better
for Jarel to listen for dogs. Theyears had taught him caution, and to assume he was being tracked. It

made for less mistakes, but slowed him down with unnecessary precautions. Every little stream he came
to they walked through fora short way before continuing west. But he couldn't keep the boys going

without water or food, so he even stopped to rest and drink when the sun was highest.

Jarel eventually settled on a cooking fire for the night. Hell, he might even feed the boys if they kept
being good. In any case, he needed a good spot with drywood. As it hadn't rained for a few days, it wasn't
too much trouble finding enough for his purposes. So, after setting up camp and tying down the boys, he

got a fire going and roasted the rest of the fox from that morning. Not a peep from the boys, theywere
exhausted. He waited until they were asleep to drink the last of his wine and laydown bene.ath the stars.

Tonight, at le.ast, he could bewann.

Theirdistant howling jolted Jarel to his feet, and he quickly began stringing his bow. How could
they be so close so fast? The fire was down to cinders, and there wasalight breeze upwind he could feel.

He had been stupid not to check the wind before his fire. Cooking out here couldn't help but draw
attention.

The boys were awake as well, all wide-eyed staring at him. "You lil bdstards! How long have they
been on usr No one spoke for along moment until Jarel had his bowstrung and leather annor secured.

Then the little one, with fire in his belly and triumph in his voice, announced ~Daddy'sgonna get you
now. I told you."

Jarel ran a thumb up the length of his short bow. The supple yew and le.ather grip calmed his heart.
He pulled out a razor arrow, the nastiest arrow he had, and waved it towards the boys. ~Boy, you're gonna

watch your daddy die today: suffocating with one of these in his chest." The boys went silent at that.

Jarel shook loose his dagger and slid behind a tree, peeking around towards the sound ofbdrking.
He heard at le.ast five dogs, maybe more. Bastard fanners must have roused all the hunters in the are.a. He
needed a vantage point to scare them off. Acouple quick kills \\ouuld make it appear he wasn't alone and

might delay them long enough for him to figure out what to do.

Theywere getting dose, fast. He could hide, but that would surrender his prizes. When you have to
dear your name, and redeem yourself to a criminal guild, a slip like this costs twice as much. Jarel snuck



up a short way and, when he saw the point man, fire<! two quick shots. Just one hit, but it was enough. It
tore through the hunter's padded vest and he dropped, howling in pain.

Think quick farel. He grabbed a whistler and fired. Sometimes fanners like these,,~re so dumb they
followed the dogs that ran towards the whistling noise as the arrowdisappeare<! into the forest. These

ones, it turne<! out, were not, much to }arel's disappointment, and their dogs didn't follow, either. Well­
trained dogs were always trouble. \\/hen one came into view he took it down quickly. He could start a fire
to drive them off, but that might bum the forest down and he didn't want that kind of attention. DaIIlll, it
sounded likea wholeanny coming at him. He moved back and looked fora suitable tree to climb. From

on high he could pick them off, hopefully none of them 'ot~re marksmen.

He took down two more men, and another dog, before retreating to a tall fir. The lowest branch was
at least 20 feet up. Perfect. He set his rope toa grapple shot and fired. Luck was with him today, and it

caught. He scrambled up to a thick branch with a good view. Straddling the branch, he could fire down at
any who came close.

Don't congratuldte yourse/fjust }~t, this isn·/ Ol·eryet, laret. Hiding wasn't an option at this point.
Two more dogs ran straight to the base of the tree and signaled their find. ]arel took them down and

waited fortheir master. He sat aiming when the leader came into view. A large man with a crossbow in
one hand and large club in the other. ]arel took aim and fired, hoping to hit an eye.

The man was quick and caught thearrowwith his club. Hewas using it asa shield, ]arel realized.
Even so, the man couldn't fireand defend. So Jarel waited for him to set down his club and would get him

then. He watched the man stop and raise his crossbow.

Does he mean to Ihredten me? No way heCdn I1Ji1ke that shOI! And /'1/ beable to maked good three
shots while he's still rel()dding after the first miss.

]arel heard a THUNK and his bow ann went limp. Another twoand his legs lost their grip. How was
he firing ro fast?His fall was quick and painful, landing on a root, the blow leaving him gasping and
unable to move. It wasall he could do to tum and watch the hunting partyclose in. The man among

them, clearly the leader, the one that blocked, stalked up with a face fille<! with purpose, duty, and rage.
He lowered his crossbow, one-handed, at ]arel.

"That's the last time one 0' you thieves touches one of the Oatman boys."

TIlUNK.



Jntroductiou

Although they are more often seen in the
hands of sidekicks and suppon members than
the main character of any gillt'n fantasy story, the
bow and arrow may actually be a more reliable
occurrence in fantasy media than evt'n the trusty
longsword. il seems thaI evt'ryelfis born with a
bow in his hands, and e\-'en parties without elvt's
usually find at least one member with either a
shonbow or a longbow amongst them.

Realistically, though, most fantasy stories
don't go faeenough in spreading the bow's use. A
bow and arrow is an incr«libly lethal "'blpon
that alllM"S its wielder to dole out death safely
and silently from gJblt dista~and they Vo'l!re

instrumental in medieval warfare strategies
throughout history, from the feared horse
acchersof the east, to the £able<! skill ofme
English longblM-man. Even~ their~ in
Vo"ill", the bowand arrow is an excdlent tool for
hunting (and is occasionally still used today for
that purpose), and also makes forgJblt sport,
Voith archery competitions-from grand
tournaments awarding the title of best archer in
the realm, all the wi!J'j to humble contests of
"'v.itocan hit tlwt apple first"-bring a well-liked
pastime by people ofaU classes.

It was not unrilthe Im'enrioo of the
crossbaw-.m e"o'en deadlierVoblpon, which may
be sllM"'I" to load, but packs far more lethal
paVo't'r, able to punch through the best annor as
though it were not:hing. and requiring fae less
skill and training to use than longOOv."S and
shonbows-r:hat there was even a consideration
of OIher ranged WNpons besides the bow and
arrow. In faet, the crossbow proved so effective
that, at one point, their use was haMed by the
pope, in the same way that modern-day
moralists condemn the use of Vo'e<lpons like the
atomic bomb. Despite this, hov.'evt'r, the
crossbow has not received quite the same
amount oflO\lt' in Pathfinder and similar games,
most likely because it is harder to romanticize
than the traditional bow and arrow.

This book is devoted to bows of all kinds,
both the traditional bow and arrow and its

oft-spumed cousin, the crossbow. In both cases,
we seek to provide fun and exciting new abilities
at aU levt'ls of play, from mundane alterations to
ammunition aU the way to mighty +s-equivalent
abilities on pacwith the dreaded VOtpdl. In the
specific case of crossbows, however, Vo'e also aim
to make these oft-neglected y,'eaponsa bit more
usable, so that they are not completely out­
stripped by longbows and shonbows, and tlwt
playt'TS who want to use crossbows need not be
punished fordoing so. F"malIy, y,'e made sure to
providea little 10Ye for oft-forgotten ranged
"'blpons like slings and darts where we could, as
••11

1he book is divided intot~ sections. 1he
fim provides newm~Voblp0n5 and
mundane variants on v.uious forms of
ammunition. 1he second details SO new special
abilities for weapons, with a panicular focus on
spec:ial abilities designed for bows and (l(her
~Y,blpons. Finally, the Last section
prrsents 10 specific VoblPOns,~h y,irh uniqu~

mechanical abilities to go with a detailed
physical d~prionand background
infunnatioIL



Table I-I: Weapons
Weapon Cost Dmg (S) Dmg(M) Critical Range Weight Type
Simple Weapans

Crossbow, goliath 300 gp ldlO ,d6 19-20!n 150 ft. 25 1bs. P
Tension crossbow, heavy 150 gp ,dB ldlO 19-20!n 120 ft. 81bs. P
Tension crossbow,light 100 gp ,d6 ,d8 19-20!n 80 ft. 4 lbs. P
Marlial Weapans

Longbow. compound 300 gp ,d6 ,d8 'J 110 ft. 1 lbs. P
Shorlbow, compound l.SO BP 'd4 ,d6 '3 70 ft. 3 Ibs. P

New Weap<l<lclJDlliS _

The following section provides a variety of
new archery-related weapons, including new
types of bows and crossbows, and a variety of
new types ofanununition. They have been
divided into two categories: weapons (for new
bowsand crossbows), and special anununition
(for new types of aITO\VS, bolts, and darts).

Weapons

The following section presents a variety of
new types ofbowsand crossbows. Table I-l:

Weapons summarizes the infonnation on these
weapons, and the entries below give more
infonnation about their special effects.

Compound Bow: A compound bow is a
special kind of composite bow, whose structure
is such that while it can still provide the benefits
that a composite bowwould ordinarily grant to a
wielder with a high Strength score, it does not
penalize wielders with low Strength scores as
harshly. A character whose Strength modifier is
less than the compound bow's strength rating
suffers only half the normal penalty. Thewielder
still gains only so much bonus damage from the
compound bow as her Strength would dictate,
however. A compound bow counts asa
composite bow of the Sdme type for the purposes
of proficiencies and feats (so a character with
Weapon Focus [longbow] would gain the bonus
from that feat when wielding a compound
longbow).

Crossbow, Goliath: These massive
crossbows can only bewielded in two hands, and
are heavy enough and have enough recoil that
any character wielding one that does not either
havea Strength score of 14 or higher or have the
goliath crossbow mounted on a stand or similar
support suffers a -1 penalty to attack rolls made
with the 'ot"Cilpon. Loading a goliath crossbow isa
full-round action that provokes attacks of
opportunity.

Crossbow, Tension: A tension crossbow
has additional cranks and levers which allow the
wielder to apply additional force to the
drawstring, firing off bolts with more power. As a
move action, the tension crossbow's wielder can
make a Strength che<:k (DC 10 + the weapon's
tension rating; the wielder can take ill on this
che<:k). If the che<:k succeeds, the extra tension
is successfully applied, and the'ot"Cilpon is
considered to be "prepped." If the che<:k fails,
nothing happens, and the action is wasted. A
tension crossbow that is prepped has its range
increment increased by 10 feet per point of
tension rating, and deals an amount of
additional damage equal to its tension rating.

A tension weapon that has been prepped
remains so only until the next time it fires, after
which it must be prepped again in order to
retain the benefit. Further, the tension naturally
loosens with time, so a tension weapon that has
been prepped remains so for only one minute,
even if it is not fired. Finally, a character with the
Rapid Reload feat can attempt to prep the
weapon as a free action as part ofloading it



,-The lisled cosl is for lhe sMndard number of proj",,!jl....
ofIMlly"""o for arrows, 10 fur bohs, and 10 fOT dart>;

cases, the poison on the arrow's tip, ifany, is
applied to the target first, and then the poison
concealed within the shaft itself. The poison
concealed within the projectile's shaft must be
added at the time of creation, cannot later be
changed, and is not included in the price. Because
these projectiles do not have metal components,
and do not feature a proper arrowhead, attacks
made using them suffer a -2 penalty on damage
rolls (the minimum damage is still I).

Table 1-2: Special Ammunition
Ammunition Cost'

(but, if the attempt fails, must spend a move
action to prep it, as normal). You cannot take 10

on the check ifyou attempt to prep it as a free
action, but ifyou fail, you can take IOwhen you
spend a move action to prep the weapon.

On top of the base price ofa tension
crossbow, such a weapon costs an additional
amount equal to its tension rating squared x 100

gp (so a tension crossbow with a tension rating
of 4 would cost an additional 1,600 gp). While it
is theoretically possible to attain very high
tension ratings, tension ratings higher than 5 are
very rare indeed. A tension crossbow counts as a
crossbow of the same type for the purposes of
proficiencies and feats (so a character with
Weapon Focus [heavy crossbow] would gain the
bonus from that feat when wielding a tension
heavy crossbow).

Special Ammunition

The following section presents various
types of mundaneanununition which has some
sort ofspecial feature, whether it be an unusual
shape, additional components, or something
else that gives it a unique and different effect
than mundaneanununition of its type. Some of
the following special anununition qualities can
be applied to more than one type of
anununition: for example, it is possible to craft
assassin's touch arrows, or assassin's touch bolts,
or even assassin's touch darts. The following
table provides the prices for each type of
anununition, and descriptions of their
mechanical effects are included below.

The following special anununitions are
presented in alphabetical order.

Assassin's Touch (Arrow)
Assassin's Touch (Boll)
Assassin's Touch (Dart)
Bladed Fletching
Ell'ish Flighl Arrow
HaUling Dart Dolt
Heavy Quarrels
Mechanical Broodhead
Qrcish Barbed Arrow
Orcish Fear Arrow
Padded (Arrow)
Padded (Bolt)
Razor Arrows
Recovery Point (Arrow)
Recovery Point (Bolt)
Sticky Shot (Arrow)
Sticky Shol (Bolt)
Target Poim (Arrow)
Targel Poinl (Bolt)
Target Poinl (Darl)
Wind Resistant (Arrow)
Wind Resistant (Bolt)

50 gp
z5 gp
20 gp

5&P
38P
2 gp

75 gp
7 00 gp
600gp
100 gp
5 gp
38P

ISO gp
Up
zgp

75 gp
50 Sp
100 gp
50 gp
35gp
25 gp

12·5 SP

W'­
Jib.
Jib.

z Ibs.

I lb.
3 1bs.
2lbs.
Jib.
Jib.
Jib.
I lb.
I lb.
JIb.
Jib.
Jib.
Jib.
,Sibs,
·Slbs.

JIb.
I lb.

Assassin's Touch: These deadly projectiles
are constructed entirely from wood, glass, or
another relatively fragile material, and feature a
unique, hollow shaft. As their name implies,
they are favored by assassins for their ability to
conceal a second dose of poison within the
hollowed-out shaft, which is delivered to the
target on impact. Effectively, this allowsa
character to afflict a target with two doses of
injury or contact poison per projectile. In such

Bladed Fletching: These arrows do not
feature that standard fletching made of feathers,
but rather have small, aerodynamic metal blades
which serve a similar purpose. The smooth metal
is more efficient than the feathers, and as a result,
these aITowsare subject to only half the normal
penalty for firing them at longer ranges (soan
arrow with bladed fletching fired three range
increments away would suffer only a -3 penalty to



attack). This does not increase the maximum
range the'o\o~apon can fire. These arrows have an
unusually high amount of spin, h()\\o~r, and so
can be difficult for the untrained to fire
accurately: a character firing arrows with bladed
fletching suffers a -4 penalty to the attack roll
unless he has the Exotic Weapon Proficiency
(bladed fletching arrows) feat.

Elvish Flight Arrows: Ammunition of this
type is designed for exceptional range, and has
been lightened to allow it fly greater distances.
Elvish flight arrows effectively double the range
increments ofthe weapon they are fired from.
Because they are lighter than normal, elvish
flight arrows deal damage as though they were
fired from a bow of one size category smaller
than normal, and because they have an
unusually low amount of bend in their shaft, any
attacks made using these arrows suffers a-2
penalty to hit.

Halfling Dart Bolt: These crossbow bolts
are especially thick, and feature grooves which
are molded to fit a set of fingers. In addition to
being used as crossbow bolts, they can also be
used as darts. \Vhen used as darts, treat them as
darts of the appropriate size for whatever size of
creature they would be appropriate for as
crossbow bolts (despite the name, and the fact
that they were first invented by halflings, these
bolts have become popular enough to have been
made for Medium-sized, and occasionally even
larger, creatures).

Heavy QUdlTels: These impressive, weighty
bolts are capable of dealing incredible damage to
their target, but their increased weight makes
them less accurate at longer range. The critical
multiplier ofany weapon firing a heavy quarrel is
increased by 1 (thusa heavy crossbow, which
would ordinarily have a critical multiplier ofX2,
would have a critical multiplier ofX3, instead).
On the other hand, attacks made with heavy
quarrels suffer twice the normal range penalties
at each range increment.

Mechanical Broadhead: This type of
arrowhead is much thinner and more pointed
than most, and resembles a needle more than

the traditional, triangular arrowhead. Two metal
blades are hidden within this needle-like head,
h()\\o~r, and are rigged to spring out upon
impact, inflicting additional damage on the
target. Such an arrow deals an additionalld4
points of slashing damage on a successful hit.
Mechanical broadhead arrows are expensive and
difficult to make, but otherwise suffer no
drawbacks when compared to traditional
arrowheads.

Orcish Barbed Arrow: These dangerous
arrows feature wickedly spiked and barbed
heads designed to lodge into their victim and
cause extreme suffering. A successful hit with an
orcish barbed arrow causes the arrow to lodge
into the target. As long as the arrow is lodged
into the target, it causes blinding pain whenever
the target moves, effectively granting the
sickened condition. As a standard action, a
character can attempt a Heal check (DC 15) to
remove the arrow without further harm. If the
check fails by less than 5, the character is not
able to remove the arrow, but does not incur any
further penalties. If the check fails by 5 or more,
the arrow is removed, but the victim suffers 1

point of bleed damage (the same result occurs if
the character removes the arrowwithout
attempting a Heal check at all).

Orcish Fear Arrow: Made entirely from tin,
these arrows feature curved "feathers"
constructed from a lightweight alloy which cause
the ammunition to spin with wild abandon in
flight. Orcish fear arrows are always cut with a
number of small openings in theirshaft, which
cause the spinning projectile to emit a loud
whistle while in flight, which is clearly audible
from a distance of up to 100 feet.

\Vhile theseaITOWS are often used for
signaling purposes, the true purpose of their
noise is to instill fear in one's enemies: any
creature within JO feet ofthe arrow's flight path,
other than the firer and his allies, must succeed
on a Will save (DC 7) or become shaken for 1

round. TIris is a mind-affecting fear effect.

Because they are made entirely from metal,
and intended to be intimidating more than



accurate, an orchish fear arrow is notoriously
difficult toaim with precision. Orcish fear
arrows fired toa distance that is less than one
full range increment of the firing weapon suffer a
-4 penalty on the attack roll, and those fired toa
distance beyond one full range increment can
only hit on a natural 20, and are incapable of
confirming a critical hit.

Padded: These projectiles have flat ends
which are padded with various soft materials in
order to cushion the target from taking excessive
damage. Despite this precaution, there is still a
considerable chance of the shaft pushing
through the padding and wounding the target
directly. Anyattack madewith a padded
projectile has a 75% chance of dealing nonlethal
damage, and a 2;i%chance ofdealing their
normal type. Only the projectile's physical
damage (bludgeoning, slashing, or piercing) is
affected: any additional damage, such as from
the flaming Wl'iIpon special ability, is not altered.
Finally, it is impossible to deal sneak attack
damage with a padded projectile.

Razor Arrows: Resembling an abnormally
large arrow with a massive, steel-bladed head,
razor arrows are a favorite ammunition amongst
pragmatic warriors. Attacks made with razor
arrows deal their damage as both piercing and
slashing damage, instead of just piercing.
Additionally, attacks made with razor arrows
deal damage as though the projectile weapon
firing them ,,'ere one size category larger than it
actually is (so a Medium-sized longbow firing
razor arrows would deal 2d6 points of piercing
and slashing damage on a successful hit, instead
of Id8 points of piercing damage). Because the
arrows are oversized and top-heavy, they are
difficult to fire, imposing a -]. penalty to attack
rolls made with them, and reducing the range
increment ofany projectile firing them by half.

Recovery Point: The heads of these
projectiles have various small catches and
grooves designed to allow the projectile to
become caught on grass, foliage, and other
debris, and prevent it from becoming lost. Most
projectiles of this type also feature particularly
bright and colorful markings on their shaft and

fletching. A rl'COVl'ry point arrow or bolt that
misses its target has a 7cf',f, chance of being
rl'COVl'rable, instead ofthe normal so%chance.

Sticky Shot: These unusual projectiles are
not meant for combat, but rather to servea
number ofutilitarian purposes. Through the
application ofcomplex alchemical processes, the
heads of these arrows or bolts have been
replaced by a special glue, which can adhere to
nearly any surface. While they deal no damage to
the target, they will adhere to any surface they
strike, remaining stuck fast unless removed by
extreme force (typically requiring a IX 18
Strength check, orwind speeds in excess of 60
mph). The glue can support up to 500 Ibs. before
losing integrity, but the projectile's shaft itself
tends to be much weaker, meaning that only
projectiles made from adamantine or similarly
durable substances are suitable for tasks which
will put much strain on them. Other common
uses for these Wl'iIpons include casting darkness
or silence on them before firing them. A sticky
shot projectile is never destroyed upon impact,
but removing the arrow once it has adhered
destroys the glue.

Target Point: The heads of these projectiles
come to a more focused point than is usual for
ammunition of their type, better concentrating
the force of the blow, for more penetrating
power. When fired on a character that has an
armor bonus or natural armor bonus to AC, the
attack roll is made with a +2 circumstance
bonus. The projectiles are quite lightweight,
however, and much narrower, so they tend to do
less damage: a Wl'iIpon firing a target point
projectile deals damage as though it were one
size category smaller than it actually is (soa
Medium-sized longbow firing target point
arrows would dealId6 points ofpiercing damage
on a successful hit, instead of Id8 points of
piercing damage).

Wind Resistant: These projectiles have
specially-crafted fletching that makes them
more resistant to the wind. Any penalties to
ranged attacks made with a wind resistant arrow
or bolt treat the wind speed as one level lower
than it actually is for the purposes ofany
penalties to ranged attacks due to wind speed.



WeapOD SpecialAlill~it~iee£s _

The following special abilities can be
applied to weapons, and follow the same general
rules and guidelines as the weapon special
abilities found in the P,l1hfinder Rolepl<Jying
C<Jme Core Ru/ebook.

Several of the'ot"&lpon special abilities
included here, such as arcing and slumber, refer
toa weapon's enhancement bonus. Note that in
these cases, the abilities are referring to the
actual enhancement bonus of the weapon, not
its effectiVl:' enhancement bonus, and so special
abilities that are priced as an enhancement
bonus equivalent (such as flaming or holy) do
not count for this purpose.

Many of the 'ot"&lpon special abilities
included here haVl:' restrictions on what type of
weapons they can beapplied to, such as only
being able to be applied to ranged weapons, or
only applied to projectile weapons, or only
ammunition, or in some cases as specific as only
crossbows. Each special ability entry has a line
detailing what sorts ofweapons it can beapplied
to, which also explains whether or not projectile
weapons confer the ability on theirammunition.

The following weapon special abilities are
presented in alphabetical order

Acid Shot

An ,Kid shot weapon is always tinged
slightly green, betraying its magical nature. As a
full-round action, the weapon's wielder can haVl:'
it fire a special projectile made of pure acid.
Treat this as a normal attack with the weapon,
except that if the attack hits, it deals normal
damage for the weapon, but without any
modifiers (including the weapon's enhancement
bonus, a Strength bonus on a composite
longbow, or feats such as Deadly Aim), and all
damage dealt this way is acid damage. Further,
this acid persists for a number of rounds equal to
the add shot weapon's enhancement bonus,
dealing the Sdme amount ofdamage at the
beginning ofeach of the target's turns (for

Table Z-l: Weapon Special Abilities
Special Ability Price
One-hander +600 gp
Spotlight +goo gp
Off-hand +1,1.00 gp
Recoverable +1.000 gp
Concealed shot +}ooo gp
Archer's strength +1 bonus
Bowstaff +1 bonus
Conservative +1 bonus
Eagle eye +I bonus
ley breath +J bonus
Shadow shot, lesser +1 bonus
Skyreaving +1 bonus
Acid shot +2 bonus
Archery +2 bonus
Arcing +2 bonus
Blind fire +2 bonus
Equestrian +2 bonus
Impactful force +2 bonus
Ring of fire +2 bonus
Safe shot +2 bonus
$elf-loading +2 bonus
Shadow shot +2 bonus
Trick shot +2 bonus
Reaving shot +18.000 gp
Charming +3 bonus
Flame shol +} bonus
Lightning +} bonus
Marker +} bonus
Power shot +} bonus
Puncture shot +3 bonus
Slumber +3 bonus
Spell shot +} bonus
String shot +} bonus
Unerring Shot +3 bonus
Animating shot +4 bonus
Deadly shot +4 bonus
Eyeseeker +1 bonus
Piercing shot +1 bonus
Pincushion +1 bonus
Scatter shot +4 bonus
Shadow shot, greater +4 bonus
Spectral shot +1 bonus
Spell slaying +4 bonus
Stray shot +4 bonus
Windborne +4 bonus



Marksman
Ethereal
Exploding shot
Heat1seeking
OpporlUne
Penetrating shot
Twin shot

U5,ooogP
+30,000 gp
+5 bonus
+5 bonus
+5 bonus
+5 bonus
+5 bonus

the z.ombie irrunediately becomes a lifeless
ro'J"<.

Anil11dting shot can only be applied to
projectile wt'apons.

AUJ"a strong necromancy; CL uth; Craft Magic
Arms and Armor, dnimJte dedd; Price +4 bonus.

example, Careth hds a +1 oKid shot composile
longbow-Iu Str) and uses this abilicy. Ifhis
artack hils, ic will de.a/.d8 pointsofacid
ddmage, and chen dt the besinning oftile
rd~5 ne.xl nov tums it ..ill deal dn ddditWndl
IdB points ofdcid cLJrnage).

TItisabilitycan beused at will, bul the
wielder must wail at least one minute before he
can use the ability again.

Acid $hot can only be awlied to projectile
"~pons.

Aun taint conjuration; CL}I'd: CRfI ~gk
Annsand Armor, acid arrow; Price +1 bonus.

Animating Shot

An animaling shof "'~pon t'ffiPD""'\'rs the
pro~il fires with a pacelli necromantk
energy that causes those it slays to rise as
undead. Hwnanoid creatures that are slain by an
dnimating shot Vo'eilpon rise as zombies in K14
rounds. These zombies obey the orders of
whi~creature is currently wielding lhe
dnimating shoe Vo'eilpon that Credte<! them, and
that wielder can control a tocal number of Hit
Dice of zombies in this wayequal to 10 times Ihe
wt'apon's enhallCt'ffielll bonus (these Hit Dice of
zombies do not count against the number of Hit
Dice of undead that the character can control
with animate dead or similar spells).

The z.ombies animated by this spell suffer
from one weakness not common to most
zombies: such creatures remain animated only
so long as the projectile which slew them
remains embedded in their corpse. If this
projedile is removed (a feilt which can be
accomplished with the steal combat maneuver),

Archery

A wwpon \Iooith the drcheryspecial ability
can be used to apply the benefits of certain fealS.
For the purpose ofany feats the \Iooielder ofan
archery "'~ponpossesses, the arctJ<!.ry "''eilpon is
treated as both a longbow and a shorrbow-, in
addition 10 its actual ",~pon type (foreumpJe,
C1red1 h.Js a +1 an:hery crossbow and the
Wedpon Focus (Iighr crossbow), We.Jpon Focus
(longbow), 0100 ,\fdny Sh<x (NIS. Hecdn use tM
Many ShOf tNl in conjunction with tM "~pon,

t'\'t'n lhoogh it CoillnOf normally be used ..ith
C1'OSSbow5. 0100 he~n501 lOfal bonus of+I

(rom Weapon Focus, brcause ew>n though he
h.Js Weapon Focus for txxh light crossbows dnd
longbows, this bonus doe;nor SldCk with itself for
the purposesofthisdbi/iry). This special ability
does not change the damage the "''eilpoI\ deals,
its range increment, its critical threilt range or
critical multiplit"l", or the type ofaction required
to reload or fino the Vo'eilpon directly, though it
IIliI)'do so through feats (such as the ImproYed
Ctitical [shortbow-J feat, for example).

Archery can only be applied to projectile
weapons.

Aura moderate transmutation; CL 7Ih: Craft
Magic Anns and Armor, creator must have the
Weapon Specialiution feat for longbows or
shortbows; Price H. bonus.

Archer's Strength

An dreher's strenglh bow adjusts its pull in
order to match its wielder's strength. An areher's
slrength composite longbow or dreher's Slrenglh
composire shorrbowis always treated as though
its strength rating were equal to its wielder's



Strength score. As a result, the wielder always
adds his exact Strength modifier to damage rolls
made with the ,","l'apon, and never suffers a
penalty due to not having a high enough
Strength score.

Archer'5 srrenglh can only be applied to
composite longbows and composite shortbows,
though tho5e,","l'apons need not have a strength
rating higher than o.

Aura faint transmutation; CL yd.; Craft Magic
Annsand Annor, bulJ's strength; Price +1 bonus.

Arcing

An ilrdng weapon can be used to fire a
deadly bolt of lighting, which arcs between
several ne.arby targets. As a full-round action, the
ilrdng weapon's wielder can have it fire a special,
arcing shot. Treat this as a normal attack with
the weapon, except that if the attack hits, it de.als
normal damage for the,","l'apon, but without any
modifiers (including the weapon's enhancement
bonus, a Strength bonus on a composite
longbow, or feats such as Deadly Aim), and all
damage de.alt this way is electricity damage.

Further, if the first attack hits, the attack
arcs to a secondary target; the attacker makes a
new attack roll against the ne.arest living
creature within 10 feet of the primary target. If
this attack roll hits, it de.als damage as described
above, and may cause the weapon to arc again. A
single arcing shot can hit a total number of
targets equal to I + the,","l'apon's enhancement
bonus, and cannot hit the Silme cre.ature twice. If
twoor more targets are equally distant,
determine which target is affected randomly (for
eX<Jmple, Careth h<lsa +3 arcing light crossbow,
and uses this <lbililY. Ifhis art<lck hits, il will deal
Id8 points elec:rridrydi1mage to his primary
li1rger, a goblin. 11 will then <Ire: tostrike rhe
ne,lf'eSl cre<lwre to thi1/ goblin, a second goblin
thaI W<lS Sl<lnding next him. II will dei11 Id8
poims ofelecrricirydi1l1Ji1ge to thaI goblin, /hen
arc to Ihe ne<lres/ cre<lwre. In Ihis CilSe, two
cre<lwres ,Ire ried for nearest: rhe goblin
chieftilin, and Robin, il rogueilllied wirh Carelh.
Theoriginal goblin cannol be hil because ir has

alrei1dy been hir wirh Ihis sho/. Ir is randomly
de/ermined Ihar Ihe ti1rger is Robin, bur Ihe
allack roll misses, <lnd ro no more cre<lwres are
hi/).

1bis ability can be used at will, but the
wielder must wait at least one minute before he
can use the ability again.

Arcing can only beapplied to projectile
weapons.

Aura moderate evocation [electricity]; CL lith;
Craft Magic Anns and Armor, chain lighrning;
Price +2 bonus.

Blind Fire

A weapon with this special ability is
exceptional at fighting foes that are partially
obscured. Any attack madewith a weapon with
the blind iirespecial ability allows its attacker to
reroll any miss chance rolls due to concealment,
invisibility, or other conditions of poor visibility.

Blind fire can only be applied to projectile
weapons.

Aura faint divination; CL 5th; Craft Magic Anns
and Annor, see invisibiJiryor cre.ator must have
the Blind Fight fe.at; Price +2 bonus.

Bowstaff

The bows/affspecial ability transforms
ranged weapons into versatile tools that can be
used for both ranged and melee combat. Any
projectile we.apon with the bowstilffspecial
ability can be used as a two-handed melee
weapon, which deals 1d4 points of bludgeoning
damage and has a critical multiplier of la. A
character wielding a boWsl<lff,","l'apon threatens
adjacent squares, and can make attacks of
opportunity in this way (though only byusing
the melee version of the weapon).

A boWSli1ffweapon applies its enhancement
bonus to both the melee and ranged versions of
the weapon, and applies its weapon special
abilities to whichever forms they are applicable



for (forexolmple, d +1 flaming disruption bow­
staff longbow would Solin the benefits of/he
flaming abili/r whether it was being used as a
melt'(' weapon or d ranged weapon, but would
on/rSdin the benefits ofthe disruption ability
when being used olS d melt'(' weapon).

Feats such as Weapon Focus or Weapon
Specialization apply to both the
melet- and ranged versions ofa
bowst.JfJ"wNpon.

BoW$ldffcan only be applied to.....
Aura. faint transmutation: CL 1St;

Craft Magic Arms and Armor,
shilJeldgh; Price +1 bonus.

Charming

~ ....'\"iIpons ate enchanted ,
to imbue proj«ti.les they fire with a
pav.".rfulenchantment effect.
Applying this effect is a~ action
made as pout ofattacking with the
....'\"iIpoll, though the wielder must
decide to use the ability before
making theattad: roll, and, in the
caseof a miss, the effect is .....asted.
Acreature struck by such an
augmented pro}ectile must~
on a Will sao.". (OC 10 + the
"I'l"apon's filhancement bonus +
thewielder's Charisma modifier) or
immediately faU in 10\". with the first cl'l"arure
he set'S. If there are multiple creatures he could
St'C', determine which one is seen first randomly.

Theaffects of Calling in love in this~ are
identical to the chdrm monster spell, elCa'pt that
it is not a mind-affecting effect (although it is,
instead, an emotion effect), the target does not
gain a bonus to its saving throw due to being
threatened or attacked. and the effect lasts
indefinitely until dispeUed. or until the affected
creature comes into physical contact with the
c:harming wedpon. A chJrmin8 we.1pon is ca­
paNe of producing this effect a number of times
perday equal to 3 + ils enhancement bonus

Charming can only be applied to ptojectile
weapons.

Aura moderate enchantment lemotion]; CL 9th:
Craft Magic Arms and Armor, chdrm monster;
Price +3 bonus.

Concealed Shot

A ronced/ed shot "I'l"apon's attacks are diffi­
cult to disct'm and trace, making them a favorite
ofranged atta<:l=s. Such ....'l"apons are magically
obscured in the air, making them
more difficult to spot and seem to striu
from a diffennt~OILAs a result, the

penalty to Stealth roles made to hide
.....iillesnipingwhen using such a
.....'l"apon is ~uced to ·w.

COllCNled shot can only be
applied to ranged ""....apons. 80\0"5,
crossbows, and slings crafted

....ith this ability bestowthis
pav.'l"T upon their anununirion.

Aura. faint illusion; CL 3J'd; Craft
Magic Arms and Armor, blur, Price

+J,ooogp.

Conservative

Consen'ati~'t.'....'l"apol1S are beloved by those
archers <wno rely on potent anununirlon or ha\!~

only limited supplies with which towork. If an
attack made .....ith a conservative weapon
misses, the anununirion that was fired is
magicallyteleported back to whereo.".t the

Wl'apon's .....ie1der ket-ps his anununition (his
quiver, bandoleer, or similar location). This
occurs instantly and automatically. without any
effort on the part of the wielder. This ability does
not function inany area where a dimension door
spell would not function.

Conserv,uil"t' c:an only be applied to projec­
tile weapons.

Aura moderate conjuration (teleportation): CL
7th; Craft Magic Arms and Armor. dimellsiol1
door, Price +I bonus.



Deadly Shot

A dNdly shot \\-'Npon allows its wielder to
bener be able to take am<llltage ofenemies who
expose themselves. forthe purposes ofattacks
made with a deadly shot \\-'Npon, ifthe larget is
wilhin 30 feet', and thl!' target is~dy being
flanked by two or mon' ofthey,ielder's allies, the
wielder can apply.my sneak attack damage he
possesses to damage for that attack, as though he
~ one of the l1anking characteB.

Deddlyshot can IX' applied 10.my ranged
weapon.

Aura strong transmutation; CL mh; Craft Magic
Arms and Armor, milgic weapon; Price +4
bonus.

Eagle Eye

A ranged weapon with the eilgle eye special
ability enhances its wielder'sability toaim at
long distances. Instead of the normal penalties
for attacking a target more than one range
increment away, the wielder suffers a penalty of
only -I to the-attack roll for every three range
increments (so a target wilhin two or evt'n three
range increments could be attacked at no
prnalty, and a target II}()I'e than three range
increments away, but less than six, could be
alIacked at a -I penalty, and so on). &glee)'t' has
noeffect on the y,'Npon's maximum range.

Eagle eyE' can only be applied to ranged
weapons. Bows, crossbaws, and slings craft:ed
....ith this ability bestow this pa'A~rupon their
ammunition.

Aura faint divination; CL yd; Craft Magic Arms
and Annor, true strikr, Price +1 bonus

Equestrian

A ranged weapon with the equestri,ln
special ability is better able to be fired from
horseback. Any attack made with such a weapon
while the wielder is mounted does not suffer the
usual penalties ofattempting to make a ranged

attack while mounted. Additionally, the
equestrian special ability evt'n allows the wielder
to wield y,~apons dl<ll cannOloormally be
wielded while mounted (such asa longbow). In
the latter case, attdCks made with the y,'Npon
still iru:uTa -1. penalty.

EqlH"Slrian c.m only be applied to ranged
'~poru;.

Aura faint divination; CL 1St; Craft Magic Arms
and Annar, true strikr, Price +1 bonus.

Ethereal

A y,'Npon with the ethereal special quality
is capable ofattacking across planar boundaries.
An ethereal weapon can pass through the barrier
beh\'t't'n the material and ethereal planes,
allowing a character 011 one of those planes to
make attacks against creatures in the other. The
attacker must declare before making his attack
roll whether he is targeting a creature on another
plane or not; the attdck only crosses planar
boundaries if the target is on another plane, and
crosses the boundary immediately, so that any
~ron the attacker's plane does not apply, but
~ron the targer's plane does. Creatures the
attacker cannot see~ total concealment
against such alIacks. \\lhen being used to attack
a CfNture on anolher plane, the weapon is
present in both planes, and can be'seen,
touched, and othef'Oise interacted y,ith.

Etheredl can be' applied to dnyY,'NPOn.
Boy;s. c:rossbaoA~ and slingscrafted y,ith this
abilily bestow dris pa'A't'f upon their
ammunition.

Aura strong lransrIlutation; CL 13th; Craft Magic
Arms and Annar, elheredl jdunl; Price +30,000

'"
Exploding Shot

An exploding shot weapon can charge
projectiles it fires with potent magical energies
which cause a powerful explosion upon impact.
As a standard action, the wielder ofan exploding
shot weapon can have it fire a special exploding



shot. If he does, then when the fired projectile
hits, it explodes. TIlis functions as the spell
fireball, centered on the place that the projectile
hits, except that the amount ofdamage the
explosion deals is equal to 'jd6 + Id6 per point of
enhancement bonus the weapon possesses, and
the saving throw DC to resist the effect is equal
to 10 + twice the weapon's enhancement bonus.
If the attack hits its target, it still deals damage
as normal, in addition to the explosion effect.
Even if the attack misses its target, it still
explodes on impact, possibly catching the target
in the explosion.

Exploding shot can only be applied to
projectile weapons.

Aura strong evocation [fire]; CL 15th; Craft
Magic Arms and Armor, fireball; Price +5 bonus.

Eyeseeker

An eyeseekerweapon imbues its
ammunition to magically lock on to the eyes of
creatures its wielder attacks. \Vhenever a
character confinnsa critical hit with an
eyeseekerweapon, he strikes one of the target's
eyes, pennanently destroying it. This causes the
target to suffer a -4 penalty on sight-base<!
Perception checks, and to suffer a 20",6 miss
chance on all attacks, and finally a -2 penalty to
AC, as it is harder to block or avoid attacks
without depth perception. If the target only has
one eye (or its other eyewas already destroyed),
it is blinded instead. If the target has more than
2 eyes, it suffers the above penalties when it is
reduced to half its original number ofeyes, and
is blinded when it has no remaining eyes.
Creatures without eyes are inunune to this effect.

Eyeseekercan only be applied to projectile
weapons.

Aura strong divination; CL 12th; Craft magic
Armsand Armor, true strike; Price +4 bonus.

Flame Shot

A fume shot weapon is enchanted to

produce magical anununition of pure fire energy,
which it can fireas though it,",~rea normal
projectile of its type. Such anununition deals the
Sdme amount ofdamage asa mundane projectile
of its type, but all damage it deals is fire damage,
instead of the nonnal type (this only applies to
the physical damage the projectile would deal,
such as piercing or slashing damage; if the flame
shot weapon ,",~re also a frost weapon, the u:l6
cold damage supplied by the frost property
would still be cold damage, for example). This
anununition can be created as a free action as
part of firing the,",~apon.A flame shot weapon
can still be loaded with regularanununition, if
desired.

Flolme shot can only beapplied to projectile
weapons. \Vhile flame shot can be applied to
firearms, it has a tendency to destabilize them,
and such a fireann has its misfire chance
increase<! by +4.

Variations on flolme shot weapons exist
which create projectiles that deal other energy
types. Such a weapon that produces cold
projectiles is called a frost shot weapon, and
those that produce electric projectiles are
conunonly known as shock shot ,",~apons.

Aura moderate evocation [fire]; CL 9th; Craft
Magic Arms and Armor, flolmeolrrow; Price +3
bonus.

Heartseeking

A heolrtseekingweapon magically imbues
anununition it fires to seek out the hearts of
those its wielder attacks. As a freeaction, when a
character sucressfullyconfirms a critical hit with
a heolrlseeking weapon, he may choose to have
the attack deal regular damage, instead of the
damage it would deal on a critical hit. Ifhe does,
he can force the target to sucreed on a Fortitude
save (DC 10 + damage dealt) or die instantly. TIlis
ability can be use<! a number oftimes per day
equal to the he,)ftseeking,",~apon's

enhancement bonus.

In the case of creatures without hearts
(such as many aberrations and constructs), the



he..mseeking W&lpon instead finds another
crucial part of the target'sanatomy, such as its
brain, or, in the case of constructs, its power
supply, etc. Only creatures that are not subject to
critical hits are immune to this ability.

He..mseeking can only be applied to
projectile weapons that deal piercing damage.

Aura strong divination; CL 18th; Craft Magic
Annsand Annor, true strike; Price +5 bonus.

Icy Breath

An icy bre<llh weapon is extremely cold to
the touch, and causes discomfort to those who
handle them without gloves or similar
protection. As a standard action, the wielder of
an icy brealh weapon can use it to fire a special
shot ofcold energy. Such an attack deals no
damage, but freezes liquids with a freezing point
of -10 degrees Celsius or higher. lbis includes
water and many other mundane liquids, and
even includes most fonns of lava.

A single such shot is sufficient to freeze one
5 foot-cube of liquid per point ofenhancement
bonus the weapon possesses. In all cases, the
frozen area must be contiguous. Cubes of frozen
material expand outward and down from the
point of impact, so that the point of impact must
be the center of the top face of the cube. Frozen
material created in this fashion melts as
appropriate for the current environment.

A creature that\\ouuld be caught within the
frozen area is harmlessly pushed to the nearest
unoccupied and un-frozen square of liquid.

ley brealh can only beapplied to ranged
W&lpons. Bows, crossbows, and slings crafted
with this ability bestow this power upon their
ammunition.

Aura moderate evocation; CL nth; Craft Magic
Anns and Annor, freezing sphere; Price +I

bonus.

Impactfu\ force

An impaclful force weapon strikes with
such power that the target is physically knocked
backwards. \Vhenever the wielder ofan
impaclful force weapon damages a creature with
that weapon, if the damage dealt by the attack is
greater than the target's CMD, the target is
forced back 5 feet, as though hewere affected by
the bull rush combat maneuver. For every 5
points bywhich the damage exceeds the target's
CMD, he is pushed an additional 5 feet. Unlike
the bull rush combat maneuver, the attacker
cannot move with the target of this attack nor
apply the benefits ofany feats such as Improve<!
Bull Rush or Greater Bull Rush that would
modify the effects ofa bull rush combat
maneuver.

Impaclful force can be applied toany
W&lpon.

Aura faint evocation; CL yd.; Craft MagicArms
and Annor, gUSl ofwind; Price +2 bonus.

Lightning

A lightning weapon is magicallyenchanted
to be able to fire bolts of pure lightning, instead
ofarrows. As a full-round action that provokes
attacks of opportunity, a lighrning weapon's
wielder can fire a single arrow from the bow,
which magically transfonns into a lightning bolt
as soon as it le.wes the weapon. This functions as
the spell lightning boll, except that the amount
of damage it deals is equal to ~6 + ld6 per point
of enhancement bonus theW&lpon possesses,
and the saving throw DC for halfdamage is
equal to 10 + theW&lpon's enhancement bonus.
A lightning boWs wielder may use this ability at
will.

Ughtningweaponcan be applied toany
projectile weapon.

Aura moderate evocation; CL 9th; Craft Magic
Annsand Annor, lighrning bolt; Price +3 bonus.



Marker

A marker ....oeapon causes anycrt'ilture hit
with it to glow with a magic aura visible only to
the ....oeapon's wielder, which aids in aiming
fulu~attacks ag<Unst that creature.~
the ....ielder ofa marker.....eapon successfully
dama~ acrealure with it,~ gains a +2

circumstance bonus to attack roDs made against
that creature using that ....oeapon.~bon~

stack, so ifa character hits the SitIm'CJfiIIu~

~ times with a marker ....oeapon,~ .....ould
gain a +6 bonus toatldCk roDsagainst that
crealure ....ith that .....eapon. lbis bonus can neYer
~ twice t~ enhancement bonusoft~
....oeapon, and ifthe ....ielder uses the .....t>apon to
damage anOl~rcreatlrn', or goes for a full
minute without damaging the targeI, any
accrued bonuses are lost, and theglawing aura
fades to nothingness.

Markercan be applied toany .....eapon.
Bows, crossbows, and slingscrafi:ed with this
ability beStOW this power upon their
ammunition.

AUliI moderate divination; CL 9th; Craft Magic
Arms and Annor, true strike; Pri~ +3 bonus.

Marksman

A marksm.an .....eapon is ldvored by
ch.:rraeters ....illing to sacrifice magical ability in
ex.c:hange for raw accuracy. As a fuU~round

action, t~wielder ofa marksman .....eapon may
focus and medilale 10 alter the magical
properties of his .....eapon. 1hisability aIl0Y0'S him
to convert anyspec:ial abilities (such as fldmin8
or speed) into an equivalent~nt
bonus. If this would result in the~pon
gaining an enhancement bonus greater than +50
then the .....eapon is lredled as h<tving that
enhancement bonus for the purposes of
O\'erroming damage reduction, dnd similar
things, but the weapon cannot actually have its
enhancement bonus to attack and damage
incre<lsed beyond +5 in this way.

Thewieldercan restore some or all of the
weapon's special abilities which have been

converted this way as a full-round action. The
wielder cannot use this ability 10 grant the
weapon speci.a.l abilities it does not possess, nor
can he COlI\'t'rt special abilities whose cost is not
measured as an enhancemenl bonus.

Mdrksmdn can only beapplied to projectile
.....eapons.

Aura faint transmutation; CL 5th; Craft Magic
Arms and Armoc, grtdfer m.J8ic .....edpon; Price
+250000 gp.

Off-hand

An off-hdml .....t>apon is designed toallow
the wielder to fight with thaI weapon more
effectiwly in one hand while using another
weapon in a different hand. Any weapon with
the off-hand special ability counts asa light
weapon for the purposes of two-weapon
fighting. This applies only to the main type of
attack a weapon could make (so a heavy
crossbow with the off-hand special quality would
reduce the penalties to attack when two-....oeapon
fighting when making ranged attacks, but not if
it were used asan improvised melee weapon).

Aura faint transmutation; CL 5th; Craft Magic
Arms and Annor, haste; Price +1,200 gp,

One-Hander

One-hdnderis a sp«ial ability which
greatly enhances 1M ....ielder's ability to operate a
crossbow in a single hand. \Yheneo.oer the ....ielder
makes an attack ....itha~pon lhat has this
ability wbile using only one hand, he suffers only
half the usual attack penalties fOl" attacking with
that weapon in this fashion (-I fOl" d lighl
crossbow and -1. for a heavy crossbow).
One- hamlerhas no effect on any penalties
occurred for twu-weapon fighting. Crossbows
still require 1\\'0 hands to load.

One-handercan beapplied to any crossbow
that imposes a penalty when wielded in one
hand.



Aura faint transmutation; CL 5th; Craft Magic
Annsand Annor, shrink item; Price +600 gpo

Opportune

An opporwneweapon allows its wielder to
better respond to openings in his opponents'
defenses. The wielder of an opportune weapon is
treated as threatening all squares within one
range increment ofthe opporrune weapon (so a
character wielding an opporwne longbow would
threaten all squares within 100 feet), and can
make attacks ofopportunity with the weapon
using the nonnal rules for attacks of
opportunity. The only exception is that a
creature leaving a square the wielder threatens is
not treated as provoking an attack of
opportunity for this purpose.

Opportune can beapplied to any ranged
weapon.

Aura strong transmutation; CL 15th; Combat
Reflexes, Craft Magic Arms and Annor, hasre;
Price +5 bonus.

Penetrating Shot

A penerraring shor weapon fires projectiles
with such force that they emerge from the other
side of the target and continue on to potentially
hit others. \¥hen making an attack with a
penetrating shot weapon, instead of making a
single attack roll against a specific target, its
wielder may choose a straight line beginning
from his square. Ifhe does, he may then make an
attack roll against the nearest target in that line,
applying any penalties for cover and distance as
appropriate. If the attack hits, it deals damage as
nonnal and the projectile emerges from the
other side and continues on to the next creature
in that line. The wielder uses the result of his
first attack roll, adjusted for any new penalties
from cover or distance (the original target does
not count as granting cover), and with an
additional-4 penalty for each creature hit
already with this attack, comparing the new
result to the next target'sAC. If the attack hits,
the process continues, until an attack misses, or
until the projectile reaches the weapon's

milXlmum range.

Penetr,Jling shot can only beapplied to
projectile weapons that deal piercing damage.

Aura strong transmutation; CL 15th; Craft Magic
Annsand Annor, magic weapon; Price +5
bonus.

Piercing Shot

A pien;ing shor weapon is capable of firing
shots which are powerful enough to push
through supernaturally tough hides or seemingly
insunnountable armor. \¥henever a character
attacks with a pien;ing shor weapon, he may
choose to make that shot a piercing shot as a free
action. This decision must be made before the
attack roll is made, and if the attack misses, that
use of the ability is wasted. If the attack hits, it
automatically bypasses any damage reduction
that the target possesses, even damage reduction
that cannot nonnally be bypassed. TIlls ability
can be used a number of times per day equal to 4
+ the weapon's enhancement bonus.

Piercing shot can only be applied to
projectile weapons that deal piercing damage.

Aura moderate transmutation; CL 9th; Craft
Magic Arms and Armor, molgic \\!eapon; Price +4
bonus.

Pincushion

A pincushion weapon magically alters its
projectiles to make them more cumbersome and
difficult to remove. \¥henever a projectile fired
by a pincushion weapon hitsa creature, the
projectile remains stuck to the creature. Such
projectiles can be removed as a move action. As
long as the projectiles remain in the target, how­
ever, he suffers a -I penalty to attack rolls, ability
checks, saving throws, and skill checks. for every
two projectiles stuck in the target beyond the
first, this penalty increases by +I.

Pincushion can only be applied to projectile
weapons that deal piercing damage.



Aur<1 strong transmutation; CL 12th; Craft Magic
Arms and Anllor; Price +4 lxmus.

Power Shot

A power shot YiN-pon is capable of firing
shol:s with incredible powt'r. As a standard
action, a character wielding a pC1't'l~ shof;;.:. ...,~
....,,-apon can M\'t' it unleash a
single shol: with incrMi.ble hitting
power. If the aft<1Ck hits, it deals
triple the nonnal amount of damagt'.
Extra damage dice (such as those
from the iLlmins special abilityor
the sneak attack class featun') are
not multiplied in this ....-ay, but
bonuses from the wrapon's
enhancement bonus, a high
Strength score, and similar
damilge bonuses are.

Additioll<111y, if the
<1ttack hits, its wielder may
roll a dlO and add the result to the total
damilge dealt by the <1Itack. If the result is
higher than the target's CMD, the target is
automatically pushed back by the attack, as
though the <1ttacker had made a successful
bull rush combat lTIaneUW'r. As with a
norffiill bull rush anempl, for e\"t'ry 5
points by which the result exceeds the
OC, the attacker can push the targoet
back an Midirional h\'t' feet. Unlike <1
DOm'IolI bun rush anempl. the
<1ttacker cannot choose to InO\'t'

.....ith the tolrget. F"m.illy, if the target
is pushed at lew h\'t' feet in this
....-ay, he is knocked pmneat the end of his
lDO\'t'J1lent. This ability c.m be used a number of
times perdayequ.al to 3 -+ the wrapon's
enhancement bonus..

l'o><-ef shot c.m only be applied to pro~Ue
weapons.

Aura moderate transmutation; CL 9th; Craft
Magic Alms and Armor, bull's strensth; Price +3
bonus.

Puncture Shot

A puncrure shot weapon fires with such
force that it quickly destroys the armor of those
it is fired upon. The target ofan ,urack made by a
puncrure shot wrapon adds only half his armor
bonus lOAC against that attack. Funher,
pmjecriles fired by a punetureshot .....N.pon

automatically deal as much damage to the
t;uget's iUTIlOI" as they deal to the target (this
is before applying any haniness the annor

might possess).

Punctureshot c.m beapplied to
any kind ofcrossbow, or to any
kind ofcomposite bow. but flO( to
any other kind of....,,-apon.

Aura moderate transmutation;
CL 9th; Craft Magic Anns and
Annor, magic weapon; Price +3
bonus.

Reaving Shot

Reavins shot is a specidl ability
which can be applied. to ammunition,
and which allows the ammunition to
draw upon a target's dying breath to
ket'p from breaking. Ifan dttack with a

reaving Shol .....Npon CdUses the target
to be reduced to 0 or fe"A't'I" hit
points, then Ihe .....Npon is not
dt.'StJo~oedupon impact, and can
be I't'CO\'l'fed. Reavins shot has no
effect if the ammunition does not

reduce the t.arget to 0 hit points
or fe"A't'I:. and it offers no protection dgains/:
dttempts to sunder the weapon, nor does it
~t other crN(uI'eS from SC(1\'enging it
before the attacker can.

Real/ins SOOf can only be applied to arTO'NS,

bolts, dnd sling bullets.

Aura moderate transmutation; CL 7th; Craft
Magic Anns and Armor, minorcreation; Price
+18,000 gp per SO pieces of ammunition.



Recoverable

Rerowrable is a special property that can
be applied toanununition, which causes it to be
less likely to break upon impact. A piece of
anununition with this special quality is never
destroyed when it misses, and is only destroyed
so% of the time on a successful hit. A piece of
anununition which is not destroyed upon impact
magically removes itself from the target, landing
hannlessly in an adjacent square.

Rerowrablecan only be applied to arrows,
bolts, darts, shuriken, and sling bullets.

Aura moderate transmutation; CL ]th; Craft
Magic Arms and Armor, stoneskin Price +1,000

gp per 50 pieces of anununition.

Ring of Fire

A ring oflire\\o~aponcan cause projectiles
it fires to explode in a ring of flames. Asa full­
round action, the wielder ofa ring oflire weapon
can have it fire a special ring of fire shot. If the
attack hits, it deals damage as nonnal, and
additionally explodes, dealing 2d6 points of fire
damage to each creature within 10 feet of the
target, and causing them to catch on fire. A
successful Reflex save (DC 13 + the weapon's
enhancement bonus) hal~s this damage and
prevents the creature from catching on fire. See
the P.llhlinder Roleplaying G<lme Core Rulebook
for more information on catching on fire. Any
anununition fired in this way is destroyed and
cannot be recovered.

This ability can be used at will, but the
wielder must wait at least one minute between
uses.

Ring of lire can only beapplied to projectile
weapons.

Aura faint evocation; CL 5th; Craft Magic Arms
and Armor, fireb.Jl/; Price +l. bonus.

Safe Shot

A Silfe shol weapon fires so quickly that its
wielder's enemies cannot find an opening to
strike. Anyranged attacks made with a weapon
with the Silfe shot special ability do not provoke
attacks of opportunity. The Silfe shot weapon
special ability has no effects on other attacks of
opportunity the weapon's wielder might
provoke, such as from moving or from
attempting to use the Silfe shol weapon as an
improvised melee weapon.

$lfe shot can only be applied to ranged
weapons.

Aura faint transmutation; CL 3rd; Craft Magic
Armsand Armor, blink; Price +l. bonus.

Scatter Shot

A SC<l1ter shot weapon is capable ofcreating
powerful bursts of fire, launching dozens of
projectiles with a single shot. As a standard
action, the weapon's wielder can choose to have
it fire a sc..mer shot. Ifhe does, the Sl:<ltlershot
weapon fires a ~ritable wall of projectiles. Each
creature in a 6o-foot cone starting at the
wielder's square takes ¢8 + five times the
weapon's enhancement bonus points of damage.
Asuccessful Reflex save (IX 10 + twice the
weapon's enhancement bonus) halves this
damage. A sc..mer shot weapon can use this
ability a number of times perday equal to 3 + the
weapon's enhancement bonus.

The projectiles fired with this ability are
magically created by the weapon, and are all
destroyed upon impact, regardless ofwhether
they hit or not.

S<mlershot can beapplied to any bowor
crossbow.

Aura moderate conjuration (creation); CL 9th;
Craft Magic Arms and Armor, minorcre<llion;
Price +4 bonus.



Shadowshor c<ln only be applied to
projectile weapons.

Aura moderare illusion; CL 7th; Craft M<lgic
Arms and Armor, sholdowconjur.llion; Price
vilries (seeabow).

ranged touch attack to hit the target. Becausea
projectile fired by a Sholdow shot w'Wpon is only
partially real, there is a significant chance that a
strike with one of these projectiles will be
reLatively hannless. This chance depends on the
plM~rof the sholdow shot v,'Wpon, as outlined
on the table below.

Price
Modifier
.... bonus
+1. bonus

Chan« to Deal
Damage
,.......

Greater

Shadow Shot

Tyrr

"""

[yen if the artack deals no dama~, being
shot with a sh.Jdow shoe pro}ectile has a tangible
effect on the targer's psyche: such a creature
must succeed on a Will Sd\~ (DC I) + the
weapon's enhancement bonus) or be shaken for
one minute. This effect can never force the taeger
to become frightened or panicked. The shadow
shOf effect can be dismissed as a standard action,
in which case the weapon fires as normal.

Self-Loading

A self.lo;,dinS wwpon has the unique
benefil ofalllomatically replenishing ils
ammunition after firing. When~ a ch.IraCfer
makes an attack with a wwpon that possesses
this qwlity, a new piece ofammunition is
oansf~ into the~ponfrom thealt<tCker's
person (such as his quMr, badpack, ~c). This
ammunition is identical 10 that which ""-as just
fin:od, Uthe ""ielderpossessesany such
ammunition. Should the attacker JIO( possess
any similar anununition, the type of
ammunilion loaded into the wwpon is
determined randomly from among alllhe kinds
ofammunition in the .....ielders possession lhat
lhe wwpon is capable of firing.

In thecaseof firearms with the self-/o;,dinS
special ability, additional powder is also
transferred into lhew'Wpon, if necessary.
Funhermore, a self-IOddinsw'Wpon
automatically and instantly resels any
mechanical process of the weapon which would
be necessary to fire it (such as the winch and
string ofa crossbow or the lock and primer on a
firearm). lbis effecti~lyallows the weapon's
wielder to reload thew'Wpon as a fre.e aclioll. A
self-loodinS weapon can never load ofclip of
ammunilion, such as those used by a repeating
crossbow and certain advdllCt'd fire.anns.

Self.loadinscanonly be applied 10

projectile \O-'Wpons.

Aura mnl conjuration; CL lSl; Craft ~iagic Anns
and Armor, unseen .seI'ViInl; Price +1. bonus.

Shadow Shot

ShJdow s!J()( ""'Wpons iIIl' favorites of
gamblers, tricksters, and of magicians, and
lransmute ammunition they fire into magical
shadows. Asa standard action, the ",,'Wpon's
wielder can cause it to wreath itself in
shinunering shadow-stuff While so affected, any
projectiles the\O-'Wpon fires iIIl' transformed into
shadow projectiles. These projectiles exist only
partially in the mortal realm, and are
unhindered by armor or shields, requiring only a

Skyce<lving

Filmred~ by hunters of both dra.gons
and fIMi, <I skyreavins weapon isone ofthe mosr
elIectiw roots for<l man on the ground to fight
oJeriaI creatures.. Any <lttClCk made with <I
skyceavitJB weapon <lgainst a creature that is <It
least 10 feet off the ground deals an additional
1d6 points of dama.ge.

SkyrwvinS can be applied toany ranged
w'Wpon.

Aura faint transmutation; CL 5th; Craft Magic
Armsand Armor, fly; Price +1 bonus.



Slumber

A slumber weapon imbues any projectiles it
fires with a powerful enchantment effect,
potentially causing the target to fall asleep. Any
creature hit by a projectile fired from a slumber
weapon must succeed on a 'Nill sa"", (DC 10 +
the weapon's enhancement bonus + thewielder's
Charisma modifier) or immediately fall asleep.
Slapping or wounding an affected creature will
awaken it, but nonnal noise does not.
Awakening a creature affected in this way is a
standard action (an application of the aid
another action). Creatures that have more Hit
Dice than 6 + twice the s/umberweapon's
enhancement bonus are immune to this effect.
This isa mind-affecting effect.

S/umbercan only be applied to projectile
weapons.

Aura moderate enchantment [mind-affedingJ;
CL 9th; Craft Magic Arms and Annor, sleep;
Price +3 bonus.

Spectral Shot

A speClrdl shol ,",~aponmagically
transfonns its ammunition, causing it to become
insubstantial to everything except its intended
target. Annor and shield bonuses to AC do not
count against attacks made by a specrral shot
weapon, and any bonus to AC granted by cover
ofany kind is ignored as ,",~ll (Dexterity,
deflection, dodge, natural annor, and other
bonuses toAC that do not represent physical
objects other than the target still apply, as does
any miss chance the target has from
concealment or other effects).

Spectrd/shot can only be applied to
projectile weapons.

Aura strong transmutation; CL 12th; Craft Magic
Anns and Annor, gd5eQUS form, tl11e strike;
Price +4 bonus.

Spell Shot

Similar to a spell SlOringweapon, these
weapons allow the wielder to channel spells
through their attacks with the weapon. Unlike
spellSlOring weapons, however, spell shot
weapons don't require that the spell be cast into
the weapon ahead of time, instead allowing
them to transfer the spell into the weapon's
ammunition as part ofan attack.

As a standard action, the wielder ofa spell
shot weapon can make a single attack with the
weapon and expend a prepared spell of Jrd level
or 100000~rwitha range of touch. Ifhe does, and
the attack hits, the target is also affected as
though by the expended spell. If the attack
misses, the spell is wasted.

Spontaneous spellcasters can also make use
of this ability. In order to do so, they must
expend an unused spell slot that they could use
to cast a spell of Jrd-level or lower with a range
of touch. They must also know a spell that meets
those prerequisites, and declare which spell they
are using before the attack roll is made.

Spellsh01 can only be applied to projectile
weapons.

Aura moderate transmutation; CL 9th; Craft
Magic Arms and Annor, mdgk I>"edpon; Price +3
bonus.

Spell Slaying

A spell slaying weapon is enchanted with an
aura that warps and unra"",ls magical energies,
and isa first-rate option for disrupting the efforts
of enemyspellcasters. \Vhenever a character is
dealt damage by a spell s/aying,",~apon, that
character's arcane spell failure chance increases
by 10% for each point ofenhancement bonus the
weapon possesses (so a +4 spell slaying,",~apon
would increase arcane spell failure by 40%). This
spell failure chance applies to both arcane and
divine spells, and lasts until the beginning of the
wielder's next round.

SpellS/dying can beapplied to anyweapon.



Bows, crossbows, and slings crafted with this
ability bestow this power upon their
ammunition.

Aura strong abjuration; CL 12th; Craft Magic
Annsand Annor, dispel nMgic; Price +4 bonus.

Spotlight

As a standard action, the wielder ofa
spotlight weapon can haVl:' it fire a special shot
which causes a brilliant globe oflight to flare
into being on the point of impact, hovering just
inches above where the projectile struck its
mark. This globe increases the light level within
30 feet byone step. If the target moves after this
orb of light is created, it follows them, and
retains its position relative to the target. This orb
of light fades after I minute.

Spollight can only beapplied to ranged
weapons. Bows, crossbows, and slings crafted
with this ability bestow this power upon their
ammunition.

Aura faint evocation [light]; CL 1St; Craft Magic
Annsand Annor, light; Price +900 gpo

Stray Shot

A stmyshot weapon is just as accurate asa
normal weapon, but when it does miss, it has a
much greater chance of hitting another target.
Vllhenever a shot fired by a Slrayshot weapon
misses its original target, do not determine
where it hit in the normal method. Instead, the
attacker may make a new attack roll at a-5
penalty against the enemy nearest to the target
that he can see. If the new target is far enough
away to be in a different range category, adjust
the penalty to attack due to range appropriately.
If there are no other enemies within sight, this
ability is wasted.

If the 5e<:ond attack hits, it deals damage as
normal. If it misses, there is no further effect.

Slrayshot can only beapplied to projectile
weapons.

Aura strong divination; CL 12th; Craft Magic
Annsand Annor, true strike; Price +4 bonus.

String Shot

A string shQt weapon is magically
enchanted to produce flexible, lightweight cords
which trail from the end ofany ammunition they
fire. Vllhenever a character fires a shot with a
string shQt weapon, as a free action, he may have
the weapon create a thin, trailing cord from the
end of the projectile. These cords function like
silk rope, except that they weigh only one pound
per 50 feet of length, and do not hamper the
flight of the projectile in anyway. The magic of
the weapon creates the cord as if from nothing,
with the cord extending far enough to reach
from the projectile back to the weapon. Once the
shot lands (whether the attack is a hit or a miss)
the cord is "set," and further movement of the
projectile will not create more cord.

In the event ofa successful hit, the wielder
can grab hold of the trailing end of the cord and
attempt to pull or drag the target. To do this, he
must succeed on an opposed Strength check asa
standard action. Success indicates that the target
is pulled 5 feet towards the attacker (the attacker
can choose to move with the target, or simply
pull up slack on the rope, remaining in place).
The target can remove the arrow as a move
action and drop it, preventing himself from
being pulled further. Alternatively, he can pull
on the rope himself by making an opposed
Strength check as above, although anyone who is
not secured to the rope in some fashion (such as
by being shot with an arrow) can simply drop it
asa free action.

Additionally, as a standard action, the
wielder can command the string shot weapon to
fire a special net made of the same cord-like
material. Treat this as attacking with a net,
except that the range increment is the sameas
that of the firing'weapon. Thisabilitycan be
used a number of times per day equal to 3 + its
enhancement bonus.

Siring shot can be applied toany bowor
crossbow.



Aura moderate conjuration (CI'&l.tion); CL 9th;
Craft Magic Anns and Armor, I>'eb; Price +3
bonus.

Trick Shot

Arrick shot weapon is especially capable of
feats of pinpoint accuracy, allowing for certain
combat maneuvers to be perfonned at a range by
firing a shot from this weapon. A trick shot
weapon can be used to perform any of the
following combat maneuversat a range: disarm,
overrun, or trip. \Vheneverthe wielder makes an
attack with the rrick shot weapon, he can choose
to perfonn one of the listed combat maneuvers,
instead of dealing damage. Regardless of the
type ofcombat maneuver used, the wielder must
expend a piece of ammunition for each
maneuver made.

Additionally, each of the following combat
maneuvers functions slightly differently when
performed in this fashion.

Diny Trick:1bis maneuver can only inflict
the blinded, dazzled, and shaken conditions.

Disarm: The disarmed weapon lands 5 feet
away from the target, plus an additional 5 feet
for every 5 points bywhich the wielder beats the
target's CMD.

Trip: The target maychoose to take damage
from the attack, as normal, instead of becoming
tripped.

Trick shot may only be applied to projectile
weapons which deal piercing damage.

Aura moderate transmutation; CL uth; Craft
Magic Arms and Annor, m,Jge hand; Price +z

bonus.

Twin Shot

A rwin shol \\o'eapon magically duplicates
any projectile fired from it, sending the duplicate
projectile towards a different target. Whenever a
character makes an attack roll with a twin shol
weapon, he may choose a second target. Ifhe
does, he makes a single attack roll at a -2 penalty,
but applies the results to each of the two targets'

ACs (if the two targets are at different ranges, or
other penalties apply, add them asappropriate).
Ifone or both of the attacks hit, they do normal
damage. This ability can be used in conjunction
with both the Rapid Shot and Manyshot feats.
The second target must always be different from
the first target.

Twin shot can only be applied to projectile
weapons.

Aura strong conjuration (creation); CL 15th;
Craft Magic Anns and Armor, minorcrealion;
Price +5 bonus.

Unerring Shot

An unerring shot weapon is capable of
using powerful magic to guide its attacks directly
to the target. As a standard action, the wielder of
an unerring shol weapon can choose to fire a
seeking shot with it. Ifhe does, he need not
make an attack roll: instead, he merelychoose5a
single creature he can see that is within the
maximum range ofthe weapon, and the attack
automatically hits. Theattack deals damage as
nonnal. The attacker should still makean attack
roll to detennine if the attack is a critical hit or
not. The wielder cannot use any ability which
would imposea penalty on his attack roll (such
as Deadly Aim) as part of this attack. You can use
this ability a number oftimes per day equal to I +
the weapon's enhancement bonus.

Unerring shol can beapplied to any ranged
weapon. Bows, crossbows, and slings crafted
with this ability bestow this power upon their
ammunition.

Aura moderate divination; CL 9th; Craft Magic
Annsand Annor, true strike; Price +3 bonus.

Windborne

A windborneweapon allO\\lS its wielder to
make use of strong winds, and not only prevents
such winds from interfering with the projectiles
it fires, but actually uses them to make its shots
more deadly. Any ranged attacks made with a



windoorneWNpon suffer no penalties due to
strong winds. Additionally, if there is wind
blowing, any such ranged attacks gain a
cumulative +1 bonus to attack and damage for
Nch category ofwind strength above light (soan
attack made in windstonn level winds would
gain a +4 bonus to attack and damage, while one
made in tornado level winds would gain a +6
bonus to attack and damage).

Additionally, a windborneweapon can be
used to affect the winds: this functions as the
spell control"'-edther, except as noted here.
First, the ability requires only a standard action
to use, and the change in weather takes effect
after only one round. Second, the radius of the
effect's area is equal to 100 feet per point of
enhancement bonus the weapon possesses.
Finally, the effect lasts for only 'fd12 minutes. A
windoorne'ot"eilpon can be made to use this
ability once per day.

Windbornecan be applied to any ranged
weapon. Bows, crossbows, and slings crafted
with this ability bestow this power upon their
ammunition.

Aura strong evocation; CL 12th; Craft Magic
Annsand Annor, control weather, gust ofwind;
Price +4 bonus.

Specific Weap"'o.uo"S _

The following specific weapons are, for the
most part, generally available for player
characters to purchase, or may be found as
trNsure in any number ofways, and while some
of the items described were originally unique,
one-of-a-kind items, it is possible to find
replications which have similar magical
properties. A physical description and
background information is given for each
weapon, but GMs should feel free to alter the
spedfics as they feel necessary.

Table 3-1: Specific Weapons
Special Ability
Scorpion's Sling
Bow of the master hunstman
Elvt.'n ar<:anum bow
Wings of silence
Boulder-lOsser
Rainmaker
Blessed bow ofSainl Ulvin
The lineman
Bow of the horse lord
1I0w of storms

Price

9,900 gp
20,:WOgp

26,}30 gp
33,350 gp
31.500 gp
57,ZOO gp
78'375gp
99,'50 gp
129,mgp

'4°,000 fir



B]essed.Bow of Saint UI"'Vl...·0"---__

This bow is supposedly made (rom Ihe
bones oflhegreat SainI VI"in, the patron saim
ofilll who would b.lttle the undead menilct'. /I is
espedJ1ly deadly 10 those unholy Cre.Jlurt."S, and

oJlsogroJnlS its wieldersome po",-ers (or Iighling
evil in other forms.

Iii r....r1) ItO\\ 01 '.\11\ r l 1\11\

Aura srrong necromancy; (L 15lh
SIOI none; Price 78,375 Sp; Weight }Ibs.
CONSTRUCTION
Requirements Crart Magic Arms and Armor,
magic drck ogoinst tvil, summon monst~r f,
undeuth to deoth; (OSI 39,375 gp

Physical Description

The bow itself is made in three parts: the
centet" ofthe bow is actually made ofa highJy­
polished, very cart'fulIy carved bone. Affixed to
this bone on either end are long. supple lengths
of hand-<t'ilfi:ed and polished poplar ....ood. The
bow stands a full six feet in height, and features
dt'COl"a~ red tassels on the top end. Upon dose
eLmlination, the bow'ssrring seems to he made
from -..eI"al srands of hair, carefully \'"O\'eI\

together, bul despite this, it is just as sturdy and
servia'ilbl.e as any other bow string. The \l,-eapon
has a calming effect on any who touch it, causing
them 10 feel. a strong sensation that they are
being protected and walched OYer.

Special Abilities

Inaddition to functioning as a +J undead
b.Jne longbow, the bless«J bawo(Sainl U/l'in
also has lhe power 10 potentially outright destroy
any undead daItJ<lgeG with it. Whene\'er the
bless«J bow ofSaini VI"in's wielder confirms a
critical hil on an undead creature, that creature
must succee<i on a Fortitude save (DC equal to
the damage deall) or be instandydestroye<i.

Background

Saint Ulvin was a priesl who lived in the
small and secluded haml~t ofWestval~. He
served for ItlO5t of his life as th~ mild-mannered
and relatively unimposing local p.lrish priest,
living a life devoted to caring for his polrishioners
and tending 10 their spiritual w~U-heing.
Hoy..t·"~r, when a powerful necrom<tncer by the
nam~ofTristainthe mack took up residence in
an abandoned 10\\'eI" nol far from Ih~ town, and
decided that Westval.e would make an ~Uent
SOUI'Ce ofbodies for his budding undead anny,
UIvin rose to the challenge of protecting his
lIo<k

Shortly befon' the necromancer's hoard of
undead attacked thevillage, in the pre-da\l,ll
hours, UIvin was awakened bya leak in the roof
of the church, which happened to h.we opened
right aoo..'e his bed. UIvin would laler stare that
he was~rcomewith a strange and undeniable
~ to mend the leak right away, even lhough
hev.uu.l.d normally ha\~waired,bul whaleYer
the case he was awakr and in an~Umt
position to see the shambling mob bearing ooY.ll
on his sIeqry- little town. He quicldy raised the
alann and was able 10 gather Ih~various
to\\nsfolk into the church befon' the undead
arm.~.Though th~ lownsfolk b<med Ih~doors,

it wasn't lang hefon' lhe continuous press of the
undead was threatening to knock Ihem ooY.ll.
When the huddled villagers began 10 polnic,
UIvin calmed them, leading them in quiet
PI'il}'ec. A5 the undead finally banered down the
door and entered the church, the walking
corpses immediately bursl imo flame upon
entering. and not a single one was able to make it
to where the townsfolk waited. Eversioce, Ulvin
has been a p.ltron saint to those who would
battle or fight the undead.

After his death, U!vin was enshrined
beneath that very church in Westvale, and he
remained there for some lime, before a
wandering p.lladin arrived, claiming he had
received a vision ofa great wedpon against evil
which could be found in the town. Thevillagers
were confused, as they knew of no such wedpon,
but when he asked to to be dllowed into the



saint's tomb they agreed, and were astonished to
find that, in the saint's sarcophagus, inste.ld of
his body, was this bow, which has 801U! on to be
wielded by many heroes since that time.

It is believed that the bone and h.1ir
components of the bow are, in fact, bone and
hair from the saint himself, and th.1t they are the
key to the boWs magical p<l\''efS.

~<lo"ss"e,,[,--- _

This $ling m.Jy hd>-ed home·m.tde
dppedfilnce dnd be sm.J1I enough (ord child to
wield, but anyslOnes if tosses-grow fO (dnldstk
sh" in thf'dir, fK)( refuming to thf'i,origiflill
tOrm unlit an", thry hit.

ROt 11lFR TO<;'';fR

Aura moderate transmutallon; CL 9'h
Slot none; Pric" 14'')00 gp: Weight ­
CONSTRlKTlON
Retjuiremenu Craft Magic Arms and Armor,
stone sh<s~; Cost 17....00 gp

Physical Description

This slightly-oYersized sling appears to~
~ knitted together from a doz.e:ndifferent
fabrics, and ilS stitching be.lfS the imageryof
giants and other huge creatures tossing great
boulders and ellen mountains through them.
\\lhen the sling is spun, the sound of it whistling
through the air is somewhat more musical than
most slings, and also much louder than a sling of
its size should be. Boolder·tosseris faintlywann
to the touch, in a comforting way thelt reminds
one of home, and it smells faintly ofstew.

Special Abilities

&ulder-Iosser functions as a +2 sling. but it
also has a few additional properties. First ofall,
any rock or bunetlaunched by boulder-lasse'
temporarily grows to an enonnous size while in
the air, returning to normal size only after it has
hit its mark. As a result. boulder·tosserdeals
damage as though it were made for a creature

two size categories larger than its wielder (ula
for Medium creatures, 1d6 for Small creatures).
Finally, tmee times perday, bouldet-tassetcan
be used to create a rolling boulder the wielder
can control. This boulder has a diameter of 10
feet, hardness 8, weighs JOG lbs., and has a
m<M'ment speed of 30 feel. The wielder can
mm't' the boulder mentally with a move action.
If the boulder enters a space with a creature, that
creature takes 5iI6 points of bludgeoning
damage. A successful. Reflex save halves this
damage. Either WilY, if the boulder still has
mm"mentleft, it canrontinue moving.
damaging furthercreatures in its path. If the
wielder desires, the bouIdt"r can attempt to bun
rush creatures it hits, carrying tht"lll along for
the ride. It ll5t"S thewiekler's CMS, with a +'f
bonus. l1tt" boulder remains in this statt" for I

minutt" Wort' returning to the sizeofa pdlble.

Background

According to It"gl"oo, the first boulder­
tossercame about as the result ofa bet be1:v.'een
Jaffi Shilrpq'es. a rt'nOl'ilted halfling wandert'f,
and Thogor the Mean, a particularly nasty and
stupid hill giant. Thogor had taken to extorting
the haIfIings ofthevarious ne.ubyvillages into
providing him ~ith obscene quantities of food,
drink, and other luxuries in exchange for his
"protection- from such dangers as having their
village squashed by an angry hill giant.

When JaffiS~ visited one of these
tawns in his wartdt"rings, he dt"Cided to take it
upon himself to dN.! with this "Thogor. So he
marched right up to the giant's cave, and he told
the giant that hewas going to leave all the
haIilings alone, andn~ bother them again.
Thogordidn't care for this at all, and was about
to smoosh Jaffi ~ith his massive club, but Jaffi
offered the giant a challenge; the two would
compete at skipping stones on a lake, and ifJaffi
beat the giant, then Thogorwould leave the
people of the region alone, but ifThogot beat
Jaffi, then the people nearby would be forced to
pay the giant twiceWMt they currently were.
Jaffi was, of course, a master rock-skipper, and so
he was certain that the giant wouldn't have a
hope of beating him.



However, when mey arrived at the lake
where they Md agreed to have their contest,
lbogor produced a massive sling from beneath
his loincloth, and pl'OC'e'eded to search about for
a suitably-sized slab of stone. Jaffi, thinking
quickly, decLlred to lhe giant that they 'o\>'OUld
NCh use a slone no larger than a chicken's egg.
I'Nsoning that such a stone would likdy~
trapped in lhegiant's massr.~sling.

The giant w'!'m first, and, much to jaffi's
chagrin, his rnagic sling transformed the rock
into a boulder, which went deal" across the Ia~
in~ go and gouged a great hole in the nearby
mountainside.

At Ihis poim, Jaffi began to worry, as me
townsfolk could IlOf afford for him to lose the
bet. But, thinking quickly, he tossed his Slone. It
skipped an impressivt' 47 times-the record in
the area to this day-and landed neatlyon the
other side ofthe I3ke, still quite a ways short of
me boulder. While the giant watched the stone,
mough. the Mltling tossed another stone a few
feet behind himself, and pointed it out to the
giant, claiming tMt his toss had gone all the way
around the world and come to land a few feel
behind them.1bogor was dumb-founded. and
agreed to leave the halflings alone. Jaffi
inunediatelypiped in that the bet had also been
fo£ the giant's sling. f'\~ though this was not the
cast', oot the giant beliewd him, and Jaffi took
the sling. which shrunk dawn to his size as he
grasped it, as a prize.

SirK't' then, many boulder-lr>5sers~
bren made by\.mous craftsmen, and lhe OIO-ners
of most of these insist that it is the original thaI
was once awned by the great Jaffi Sharpq.ti.

Bow of StOOllS

This l'O"'ertUllongbow has long been the
bane oftyr.Jnts ilnd conquerors dJjke as its
arrowscd/llhe very lightning from the sky to
destroy the enemies ofjustjre.

ROW or STOR\lS
Aura strong evocation; CL 20th
Slot none; Price 110,000 gp; Weight JIbs.

CONSTRUCTION
Requirements Craft Magic Anns and Armor,
call lightning storm, COIltrol wortr, cantrol
weather, lightning bolt; CMI 70,450 gp

Physical Description

Can~ from ash and )~, this bow feature;
n..u copper caps at either end of the weapon. The
shaft is caJ"Vftl5UbIIy'o\>ith writings in a
multitude of languages, each I'Nding .. f(ff
freedom comes fhe stonn."1he bowstring has
been soaked in me blood of frost gidnts and red
dragons, giving it improbable sfrength. When
fired, the bow roars merrily wifh the sound ofa
thundercl3p, announcing a challenge to the
wielder's foes, and proclaiming its allegiance.
Any arrowwhich louches the string pulses and
vibrates gently, and the scenl of ozone hangs
firm in the air around the \\-eapon.

Special Abilities

1his mighty longbow functions as a +4
,Irdng shocking composite longbow (+5 Str). In
addition to its ordinary functions, the bow of
storms has a number ofunique p<M'I'rs which aid
in its ability to fight tyranny. First, orK't' per day,
by firing an arrow into the open sky, (he "''l'd.por1

can reprodlK'l' the effects of the spdl call
lighting stonn (OC 15 + the ....ielder's WISdom
modifier). S«ond, by speaking a command ",urd
and loosing an arrow at a target. the user can
CTN.te a bolt of lightning. as the spell lightning
bolt (DC I] + the\\-ielder's Intelligencr modifier)
up to~ times per day, Finally, OrK't' per week,
by firing an arrow into a body ofwafer, and men
anomer slTaight into the air, and speaking a
shon pr;ryer to a god of stonns or weamer (any
deity which offers the storm or wealher
domains), the wielder may use both control
waterand control ".-eatheras spell-like abilities.



Background

The bowofS/Qrmswas created by a
long-forgotten storm god from thewood of two
trees on a desolate and ab.andoned island in the
center of a turbulent sed, and soaked in the
blood of giants and dragons which oppressed the
god's chosen people. Before his departure from
the mortal realm, the stonn god hurled the bow
into a whirlwind and told his people that they
would beable to retrieve it only when they had
need of it.

In time the people forgot their god and
grew soft and meek. In those days of lost faith, a
great host of ogres came to enslave the people of
that blasted land. It was in that hour of
desperation, when the ogres were sailing to the
people's isolated home, that a peasant of no
particular note appeared riding a great
whirlwind and hoisting high a bow. The peasant
saw the approaching host and the people timidly
cowering, ready for the coming oftheir fate.
Seeing the misery on their faces, he went to the
beach, raised the bow, and shot blindly at the
approaching tyrants, shouting a defiance that
hadn't been known in that land for generations.
To the lad's surprise, a great thunder answered
his shout, and the seas began to churn bene.ath
the ogre's boats. Lightning flashed down from
the sky, and the monstrous creatures were struck
down to the man.

The people saw the p<J\1'er of the bow and
grew covetous of the peasant's possession. Each
of them demanded the weapon for their own,
that they might go forth and conquer their
neighbor. The peasant grew disgusted with the
people and cast the bow into the sea rather than
see it fall into the hands of the wicked people.

Under the sea, the weapon fell into the
hands ofa triton warrior, who used its power to
save his kin from a wicked kraken. Seeing the
strength of the weapon, he vowed to use it to use
it to fight all the evils of the sea, and spent his
career battling dark aquatic forces before
eventually being devoured, along with the bow,
by a turtle dragon.

Through rhe generations, rhis bow h,Js
found its w,Jy into lhe h,Jnds ofcountless r,Jiders
,Jnd war/ords,JS they ride toconquest and
plunder. Loosing ,Jrrows effortlessly from
horseback and moving like lightning around the
bartlefield, the men who h,Jve wielded lhis bow
,Ire as ,Jrmies unto themselves.

ROW or THF: HOHsr 101m

Aura faint transmutation; CL 5th
Slot none; I'rice 1290375 gp; Weight 2lbs.
CONsrIl.UC1'IQN

Requirements Craft Magic Arms and Armor,
expedilious retreal, scare; Cost 64,875 gp

Physical Description

Handcrafted in antiquity, this short recurve
bow is composed of the highest qualityyew,
polished to a shining finish. The string is horse
hair of unknown age which never frays and magi­
cally repels water, allowing the bowto retain all
of its integrity even in condition of harsh
weather. When grasped, the bowvibrates as
though eager to be fired and hums a desperate
and violent tune.

Special Abilities

This +3 ,Jrcher"s slrength equesrri,Jn
composite shortbow (+3 Srr) is more effective
when fired from horseb.ack, granting an
additional +2 bonus to attack and damage while
the user is mounted. Additionally, whenever the
wielder of the bow oflhe horse lord succeeds on
an attack while mounted, he may make a move
action to have his mount moveas a free action.
Finally, whenever a creature who is not mounted
suffers damage from the bow of the horse lord
while its wielder is mounted, the target must
succeed on a Will save (DC 15 + the wielder's
Charisma modifier) or become frightened for I

round.

Background

The first appearance of the bowofthe



horse lord in recorded history was in the hands
of the warrior Harasldn during the invasion of
EIDora by the Hakin in the 59th year of the reign
of emperor Remium II, Ihough where he got it
remains a mystery. Though the empire had
seemed invincible for so long, the sudden assault
left the emperor's.umy in diSCIrrayand he soon
found himself facing the possibility of defe.it.
Desperate 10 rum the tide of war and S<lVe his
empire, Remium sununoned a demon and
offered the creature his soul ifhe ...."uk! aid him
in this .....aL The demon agreed, and soon after
the pact 'NilS struck, Haraskin and a small group
of horse IIOmiIds appeared from the north. The
fomgn men crashed down against the Hakin,
raiding and harrying them constantly. It .....as said
by the Halrin thai the leader of these men was a
god of .....ar made flesh, whose bow shone Iil-e the
SWland mooled a lerriblecalamityas he~
about the ootlle6eld "";Ih inhuman speed, and
~~n SoNSOned ~erans ran scrNming rather
than~ him. The tide ofwar soon tumed as
the mighty Hakin invasion force .....as tooled time
and time again by the horse archers from lands
UIlkna....-u With the war's end, HMaskin was
IlilIIled a hero by Remium, and his people ""'lI're
granled Lmds and tides within the empire. In
time, Haraskin .....as assassinated by imperial
authorities fearing his growing popularity and
influence. His bodywas buried in secreI and the
bow ....-ould be lost for ::u )'lI'afS.

At that time,lhe bow madeanappear~

again in Emora, this rime in the hands of
Gheorith the usurper, who claimed that he .....as
giw-n a vision from a god of 'NiIr to seek the
....~apon of Haraskin and wage 'NiIr against those
that betrayed rum. Gheorith raDied an army of
malcontentsand led a rebellion which kiDed the
emperor, and Gheorith took the throne. His
reign lasted onlya shon time, as he 'NilS

e\-'l'ntuallyousted from the capital bywhat was
left of the imperial army. For the rest of his days,
Gheorith raided and plundered Elnora, SClcking
cities and kiDing IhouSClnds.

Eventually the Hakin returned, having
studied the tactics of those who had defeated
them, and having become master horse-archers
themselves. Gheorith was slain byone of their

captains, who presented the bow 10 his great
chief Carteth as a trophy. With the bow in hand,
and with an enemy already broken and war-tom,
Carteth e.asilyoonquered Emora, and became its
first Hakin king. FoDowing Cartelh's death,
bloodycivil conflicts bernftn various Hakin
tribes destroyed the once·united lands, and SClW
the bow, which had become a symbol of
rulership among the Halrin, vanish inlo
obscurity.

Bow oLthe...Mastfr tiuotsman

These bolo'S are c.ln"f'd (rom the.lnf/erso(
great Slags. and.lregins (rom Hyrf.lng..In
.Indemgod of'hun6ng and hunft't'S. In .Iddition
to being .Ibk to t.lke down e't"t'n po.....rrfulpme',
the bow helps to find prey..Ind (".In be m.Jck
more poIO-erl'uI by tM blood 01'.1 kill.

HO\\ OF THF \I \Sn Rill 'P.\1 \,

Aura moderate transmutation; CL 9th
Siol none; Price'w.ux> BP; Weighl ] lbs.
CONSIltucrJON
Requirements Craft Magic Arms ami Armor,
fktert onimals or plants. summon monster I,
creator must h"n'e 5 ranks in (he Surviv.ll skill;
Cost IO.'jOt) SP

Physical Description

1his longbow is can'e<! from a single
massive ander, and has carefully been carved
and polished down to resemble the shape ofa
nonnal bow, although at eithetend it still
maintains a few faint nubs reminiscent ofan
ander's branches. Cal"\ll"d along the bow's length
are crude pictogrilIIlS depicting various tribal
hunters, anned with spears and baws, laking
dov,.n various animills, including elk, wolves,
buffalo, and ewn lIlilIIUIIoths. The bow smells
faintly of pine forests and undergrowth. As long
as it is held, its wielder can faintly hear Ihe
sound of drums, and, ifhe listens very closely, a
primal, wordless chanting.



Special Abilities

In i1ddirion ro functioning as a +1 anim.JI
Nne composite longbow (+4 Sir), the bowo(the
master huntsman h.ISil number ofother special
i1biliries. Firsl. it i1llows ils wielder 10 detect
anirna.ls at will. This i1bility functions as the spell
detect aniltldlsor plants, except lh.It it can only
be used to find i1nimals. Secondly, the wiekler
gilins iI +4 rompelence bonus on Perception and
Survival checks rna.de 10 spot and follow tracks
in the wilderness. Fin.ally, once per ....~k. by
washing the bow ofthe ItldSler huntsm.ln in the
blood ofan animaJ thaI it was used to ldIl. the
we.apon's wielder can lemporarily increase the
we.apon's enhancement bonus by +1. nus
incrNsed enhancement bonus lasts for~day
~ three Hit Dice lhe animal possessed
(minimum one day), and does nor stad: v,ith

'uill

Background

The bowofthe nwstef' huntsman is closely
ilSsoci.ued with Hyrfang. a deity of hunting and
hUl11Smen ....ito was once widely wcmhipped, but
has fallen into obscurity in the past few
cenrunes. In his heyday, av-llars ofHyrfang
v,~d reguLuly ....,ill, lhe world. and he would
often ensa8" in grand hums, sometimes ith his
worshippenal his side. but just: as often ith
them as his prey. In these days,~~r, the god
does nor h.n~ me pov.~r loappear for such
frivolous purposes (or, according 10 some
theologians, (0 appear at aU). and so he is mostly
lmawn rhrough Ihese bows.

Each bowofthe master huntsman is
CIl'iIted asa gift by Hyrfang for a specific hunter.
These hunters might be worshippers of the deity.
as there area few holdouts and cults tMt still
offer ....orship to Ihe god, but more offen they are
simply hunters who h.lve, forwbatever reason,
come to Hyrfang's atlention. Hyrfang arranges
for the hunter to encounter a speci.ll
test-usually this comes in the form ofa unique
anirna.l, likea pure white or pure black hart, or
wolf, which the humer must overcome, but it
ciln take other forms as well, such as trapping

the hunter in a cave-in, or other natural M:z.aroS.
In the event thar the hunter succee-ds at the
challenge Hyrfang has set him to. he is gramed
one of these bows.

While Hyrfang does nor require th.It those
who wield his gifts offer him worship, many
hunters who have an encou.nterwith the god of
the hunt do start offering me god some amoum
of their faith, ewn if rhey remain loyal 10 any
others thq- mighr have worshipped. A few
become demur and fanatic follOYo'eJS of Hyrfang.
and devote the fl'S[ of their~ to hunting
greater and more exc:iring prq'.

Ifa hunter lhat has~n bestCM'ed a bow of
the mastef" huntsltldn later plO'o~himself
UIlWOrthy----such as by forsaking hunting. for
~le-Hyrfi1118 i!lv.<1f5 arranges to separat~

him from the haw, typically by sending various
prM.Itorsand~ narural forces to slay the
Voieldel".. TIlis is also ou~ofany who come bylbe
bav."5 byothB means, but only if lhey pI"O\~

themsd1.~UIIWOI'thy. H)'rr.mg hokIs no m....iI1
tCM"Mds any woo slay those who beu his gifts. as
long as they iln' also wonhy hunlers or warriors.

EveD AfCiJDIIW Bo~w,- _

The;:(" bolo'S" blend the eken passions of
an:heryand m.lgic in wars that no others can,
and are especially prized byarcanearchers. E....n
the most mundane ofarchef'S will benefit /Tom
its abilicy to change the type ofenelllY damage it
inmas, /wM.·el-er.

fl\rr-; \R(A!\! \IBO\\

Aura moderate {'\·ocation; CL '}Ih
Slot none; Price 26,330 gP; Weighl 11bs.
CONSTRUCTION
Requirements Crafl Magic Arms and Armor.
cal/lightning or lightning bolt, and chill metal
or ice storm ,andjlame blade ,jlome Sirike, or
fireball, crealor mUSI be an arcane archer; COSI

13,330 gp



Physical Description

These curvy yew shonbows are examples of
some of the finest elven anisan cransmanship
that can be found in this day and age. Thewood
is not carved, but rather appe<'lrs to have been
narurally grown into its current shape, including
the raised bitsof ....-ood that fonn the images of
ivy le.wes running across the bow's surface. The
bow has no string. but rather, with a command
word, a thin wil't' of ilfCane energy I't'ilches from
one end of the bow to the OIher, forming a
bawsoing made of pul't' magic, which hums and
cracldes faintly. Arrows loosed from the bow are
followed by SlI't'dJT\S of bright color, as they trail
~energy.....ith them in their flight.

Special Abilities

An eI\'l"n arcanum bow functions as a +2

shonbow. £ach &y at dawn, the wielder may
choose either the flaming, frost, or shock
weapon special ability, and the el''l"n dn'".mum
bowgains that property for the I't'St of tM day. If
the bow's widder has Jeo.'eIs inarcanearcher, he
is able to bener unlock the pay,ws of tbe bow,
and gains different benefits, instead. Such a
character is treared M though he had t.....o more
I~ in that class than he actually does for the
purposes ofthe enh..J.nce alTOYo-'S class fNture. [f

this would iru:rease the wielder's effective ilfCiIIll"
archer class leYelto u. he can choose toc~
the elemental, elemental hurst, and aligned
qualities granted by this class feature aner I

minute of meditation, instead ofaner eight
hours of rest.

Background

An elven arcanum bow isa crowning
achievement of the eMn 10\"1' of blending magic
with other disciplines, such as archery, and these
bows are especially priled by members of the
arcane aKher class, for whom it provides the
most benefit. In general, el\"es tend to be very
protective of the secrets of the el~en i1n'"dnum
bow, in the same way that they jealously guard
the secrets of the arcane archer prestige class
from non-elves. Many fear that if the bow were

to fall into the hands of a particu~rly skilled
mage, he muld use it to reverse-engineer some
of the secret techniques of that class. As such,
many e1\"es will go far out of their way to ensure
that such a bow is not allowed to remain in the
hands of non-eJ\"l"S for long.

It is said amongst theelves that the first
eJ\'e1I arcanum bowwas created by Il~ren

Stargem, whose father was the legendary EManis
Stargem, the first elfand father of the el..en
I'iKt'S. Where-as his fathe!" preferred to blend his
magic ....ith the steel ofa S'M:lCd, lI~ren was mote
pe<'lceful at he.an, and refused to masterthe
sword, instead taking up the bow and becoming
a hunter. His paci1isric ...."d)'S did nor su.cvi\'t' the
DIilIJ)' .....acs which wracked the elves during his
lifetime. hcording to legend, it ....'<1S Ilvaren .....ho
demonstrated the ...a1ue of the bow in .....arfal'l"•
....-hfie before his ~ple had vieo.o"ed itM a
....'l"iI.pon suitable only for hunring. He also
pio~red me blending of magic ....ith bo.....s.
.....hich led to the~ry6cst~ archers.

Though myth Sldtes that the 6cst e/ven
arcanum bow....'<1S(['('ated. .....hen Jlvacm feDed a
shooting star from the sky and used. its fiery-blue
tail to create his bawsrring, this seemsalmost
certdin [0 be false, and an example of the eh'len
~ofpoetJy taking 0'0'l"C the story.

Rainmaker

This powerful he;Jlly repeating crossbow is
capdbleofholding dn unprecedented number of
bolts, and Coln be re1o.lded more easily fhan mo&t
crossbows ofirs kind. Funher, it can be used to
unleash oorstsofpo....erful and rapid fire.

R \1!'\\lAKFR
Aurol strong conjuration; CL l~th

Slot none: Price 57,700 gP; Weight lllbs.
CONSTRUCTION

Requirements Craft Molgic Arms ,lIId Armor,
haste. rope trick; Cost ~9,lOO gp



Physical Description

This impressive heavy crossbow is made of
oak and steel, On one side of the firing
mechanism, next ro where the bolrs are pla~,
is a pailofshort, meral. rods perhaps halfan inch
rhick and rwo inchrs raIl.. When the loading
hunan is pressed and the cros:sbow is reloaded, a
shimmering screen of blue energy appNn
between rhese two rods and the bolt emerges
from ir, rolling inrop~.Although the majority
of the "'~pon is undecorated, crafted for
function, rather rhan form, rhese rwo rod~

which fonn rhe boroerof a gatew~ ro the
extradimension<U space where the bolts are
stored, are offen deroratn't'ly CMVt'd, usuaUy
topped ".ith rbe shape ofa sl..-ull, or a dragon's
head, or some similarly fl'ilJ'SOme visage.

Special Abilities

Widely regarded as the ultimate in
repeating crossbows, a r,Jinm;Jkerfunctions asa
+2 speed repe,Jling he,Jl'ycrossbow, and has a
few addirioll<ll features, as well. Thewielderof a
rairunaker is treated as being proficient with it,
~n if he would not normaUy be proficient with
a repeating heavy crossbow. AdditionaUy, a
rainmaker can store up to JO crossbow bolts in
an extradimensional space, and can IX" reloaded
from among rhis ammunition as a fr= action,
Further, becauS(' the reload is performed by
pressing a button instead of pulling a I~'t'r, a
rainnwkercan be reloaded with one hand,
instead of two. Reloading the ammunition in rhe
extradimensional space takes the~ amount
ofr~as ir would any orher repeating crossbow
(a full-round acrion which plU'¥Ukesanacks of
opportunity),

rmally, the rainnwkercanalso be used ro
fino with SUpl'mltural speed,~nd even what
the best of morral. archl'f'S can achievt>. When
using the full-attack action, the wielder can
choose to make an additional anack at the same
baS(' attack bonus for each anack he would nor­
mally be able to make (soa character with a base
attack bonus of +11/+6/+1 would beable to make
six attacks: twoat +11, two at +6, and two at +1),

Each of these attacks can be made against a
different target, but no two targets can be more
than 30 feet apart. Each attack roll is made
S('parately.

Due to the fast rate of finoand JXMW of the
".'t'apon, aimingwhile firing in rhisw~ is nearly
impossible: each of the anacb suffers a-4
penalty, and the wielder cannot deal prrcision
damage (such as sneak attack) with these
attacks, nor does he gain rhe benefirs of fears like
Deadly Aim or Poinr-Blank Shor which provide
bonuses to theattaek'sdamage. 1heseattacb
can still score a critical. hir, as normal.
Additionally, any round that the rainrnakeris
used in this way, rhere is a :w% chomer that the
weapon jams .utenlo'ard, and carmor be operated
at.all until it is unjarruned (a full-round action
that pllMJkes attacks ofopporrunity and
requires a successful DC 20 Disable Device or
Knowledge lengineering] check).

Background

The rainmdker, unlike many llldgic
weapons, is truly designed ro be a weapon ofwar,
rather than merely rhe weapon ofa warriOI. Its
creator, a man named Sebastian Jarstead, was
both an inw-ntor and a \might, and sought to
completely JI'\/Olutionize rheway thar his
kingdom "''t'nt about waging "''ill. HI' felt it "'<IS
unwise to rely on the might of heroes and other
warriors, and that instead of letting rhe bartle
hinge on such variables as ·chosen ones- and
'"figures ofdestiny" wirh legendary blades and
heroic values, rhe kingdom would be better if irs
safety ".'t're squarely in the hands of common
people ".ielding effidenr and deadly weapons.

As a resull, he created lhe rainnwker, so
named becallSl' it was supposed ro make a
deadly rain ofcrossbow bolrs all an its awn,
which put wry lethal JXMw inro rhe hands of
common soldiers. While this proved absolutely
devastating and tipped rhe balance of power in
the region to highly favor Sebasridn's narive
kingdom, it wasn'llong before plans for the
weapon leaked out, and other nations gained
access to its destructive power. Sebastian was



beyond delighted with the weapon, regardless,
and it is said that his only regret, on his
deathbe<i, was that he never found a way to
make a non-magical version of the minm;lker,
and that, as a result, the weapon could never
truly be mass-produced.

S ., S .corplOu stmg

These dark wood and silver hand crossbows
areenchanred toenh,mce;lny poison applied to

their bolts, ;lnd can also beciJlled upon to

provide poison oftheir own. They areiJ fiJvorite
ofbounry hUlllersiJnd kidllilppers the world
over, as well as some aSSilssins.

S( ORPIOr\ S STING
Aura moderate transmutation; CL 9th
Slot none; J'rice 9,')00 gp; Weight 2lbs.
CONSfKUC'I'ION

Requirements Craft Magic Arms and Armor,
poison; Cost 5,150 gp

Physical Description

The handle of this ornate hand crossbow is
made of silver, and has been fashioned in the
likeness ofa scorpion's tail, with large, bulbous
segments ending in a wicked point. The bodyof
the weapon is made ofwood, which has been
painted a deep, midnight shade ofbluish-purple.
The actual bow of the weapon has also been
carved, and made to resemble two long anns
ending in the pincers of a scorpion.

Special Abilities

A scorpions sting functions as a +1 hand
crossbow. In addition, ifa piece ofammunition
which has been poisoned is fired from a
scorpions sting, the DC to resist that poison is
increased by u, and the poison requires one
additional consecutive save to cure. Finally, three
times per day, asa swift action, the weapon's
wielder can have it magically apply a dose of
poison toa bolt currently loaded into it. lbis

poison can be any poison the wielder chooses, as
long as the market price of one dose of the
chosen poison does not exceed 200 gpo

Background

The scorpion's sting is a favored 'weapon
amongst some assassins, allowing them to
deliver a deadly poison at a range, and remain
confident that the toxin will have its intended
effect. The weapons are actually even more
highly favored amongst bounty hunters,
kidnappers, and men ofsimilar employ, who use
it to \t"eilken their foes with Strength- or
Dexterity-sapping poisons (or those poisons
which case the target to fall into a medicated
slumber). While some might prefer the
enchantment on a larger weapon, most who use
a scorpion's sting aren't overly concerned with
using it to deal damage, and many of them
switch to a secondary weapon after firing their
first shot with it.

The first scorpions sting is said to have
been wielded by John Pitell, a master thiefwho
went by the name of the Golden Scorpion. Pitell
would use the crossbow to deliver a sleeping
poison from the shadows toany guards or other
onlookers, disabling them non-lethally before
taking his prize. This method ofsilent
infiltration was so successful that many other
thieves commissioned similar crossbows in the
hopes of having similar success. Many ofthese
crossbows were decorated with other motifs
(often spiders, or serpents) but for the most part
they continued to be decorated-and
associated-with scorpions, and despite the
many copycats, no one has yet used the weapon
to achieve the same level of fame and success as
its originator.

Thereare rumors that Pitell received his
crossbow from a draw, however, and that the
dark elves have used such weapons for ages in
their incessant infighting and political intrigues.
These rumors mayverywell be true, but at the
moment there is little direct evidence to support
them beside the fact that draw favor both
poisons and small crossbows.



IheJ.ineman

This powerful crossbow appe;Jrs to hal'e
seen many yearso(servire. Despite itsSr&Jt size
,Jnd unwieldy ,Jppear,Jnre, the bow is unrJdtuJ,Jlly
lisht ,1nd appe,Jrs 10 h.we been desisned 10 be
fired in one h.lnd.

IIH 111\l"'14.~

AUla f,lintlransmUl,ltion; CL 5th
Slot none; Price 99,150 Sp: Weight 1 Ibs.
CONSTItUcnON

Requirements Craft Magic Am15 and Armor,
greulf"f mogic WNpon, shrink item; Cost 49-750

Physical Description

This crossbow appears to ha\~ seen better
days: die wood is 'A~dlered and worn, and the
intricate scrollwork etched into the metal
portions has faded to~ invisibility. Despitl!'
this, hoI\'I"I'('r, the 'A~ponappears to be in
~llentworlcina: condition, with all the
functional parts ITlO'I'ing 'Aith aboYlhJ\'erage
efficiency. DozffiSof names a~ cal'\'ed into the
stock, redding J.iL:e. a guest book of the 'A'Npon's
pn"Yi0U5~rs. 1he bowstring appears to be
nothing more th.an a thin steel wire, but it, J.iL:e.
rhe 'A'Om wood, feels magically tough. W'hen
fired, Ihe crossbow makes a satisfactory -thwak"
sound as it automatically resets for the next shot.

Special Abilities

This H imp.l<'tful force self.lo.JdinS he,Jl'y
crossbow is unnaturally light, weighing only 1

Ibs., and can be fired in one hand without
penalty. Additionally, the linerndn counts as a
ligh!: \\'Npon for Ihe purposes of two-weapon
fighting. Finally, whenevl!ra creature is hit with
the linem,ln, it suffers a cumulative -I penalty to
AC and CMD for 1 round.

Background

The linem,ln, also called "the soldier's
friend," was creilted by iI banlemage by the name
ofVorciill Hilrrison nearly 150 years ago to sel"Vl'

il5 the persollill weilpon of Jilmes Oatman, whose
nilmewils engraved in fancy script on the
Wt'iIpon's stock. Jilmes, who served in the royill
Nemiananny as iln infillltryman, cilrried the
crossbow in no less tMn 35 separilre
engilgernents, where thl!' ilbiliryto fight with a
high rilte of fire iII extreme range, while still
cdff}'ing one of the heavy lower shields favored
by the Nernians, pfU\.'l'd it5elf to be soeffectivl'
t:ha.t the COmbi'lt style was ildopled ilS standard
practice for me entire Nemian infuntry.

Upon his retirement from the se:....ice,
James gifted rhe lineman to his SOil, who had
chosen iI CMeer working for a mercenary band.
lJnlike his futher, Jarob Oatman Mel linle taste
for caution and chose: 10 wield the linemdn in
one hand. ~im a st.mdard rqJeiIling crossbow in
the other, al.J.owing him to 5et do'A-Tla
tremendous amount offire with a&~ still
legendary in the RM Helm mercenary company
tod.Iy. When he rilllafoul ofillocal trne..~'

guild, the linelJ),lnwas stolen from Jacob, to his
gteilt shame.

Unfortunately for rhe 'Awpon's new~r,
Vo<ll" brokr out shortly rhereafi:er, and the young
Carlin MilXir found himself being~ into
senice 'Aim nothing but rhe crossbow ilnd
pra)'eI". Though he didn'r survive the field long.
anothersoldier~nruallyd~the
crossbow. lbe soIdiel" found the crossbow to be
so efficient t:ha.t he madl!' it his per5Oll<Il 'A'Npon,
carving his nattH' inlo the \\wpon's stock
alongside those ofthe firs! two owners.
following the Vo<ll", the weapon found its way into
the armory ofthe Soniilll GUilrdS, where it
became a filVOrite rilllged weilpon of frontline
soldiers due to itsabiliry to be wielded
effectiw.ly, while still allowing the wielder to
hold iI sword. Itw.l.s here lhat the Irildition of
carving one's nattH' into the weapon really took
off, ilIld where it gained its nickname ~theother

linemim,~~ntuil.llyshonened to the linellUln.
Eventually the crossbow w.l.S seized by iln enemy
soldier, but the Irilditions continued ilnd the
linemiln eventuillly found its way into the hands
of hundreds of soldiers before being lost ilfler
the chaos of the Brighton Bridge Inddell!.



Wings of...sil.e'""c'e'-- _

These midnighr-bl."k heavycrossoows are
favored bY,JSSdssins the world over for their
ability to shoor silell1ly, as well,Js to prevell1 their
victims from crying OUI or raising an alarm. They
areCOllsidered,J mark ofsl,JWs amongsl elire
killer5.

WIN(,S or SII EN( F

Aura moderate illusion (glamer); CL 9th
Slot none; I'rice 3J,350 gp; Weight 8 lhs.
CONsrKUC'I'ION

Requirements Craft Magic Arms and Armor,
silence; Cost 16,850 gp

Physical Description

This heavy crossbow is made ofa dark
metal, which gleams dully and sullenly in all but
the palest of moonlights, in which case it seems
to glisten eagerly. The bowcomponent has been
lovingly carved to resemble a pair of large, black
wings, like those of a crow or raven, and is
detailed down to the individual feather, making
the bow seem almost alive when the light strikes
it in just the right way. Its moving parts always
seem to be well-oiled and operate smoothly,
even without extensive care on the part of its
wielder. Perhaps most impressive ofall, the
mechanisms that fire bolts from the crossbow
are completely and utterly silent, and the bow's
fire cannot be heard even on the most still of
nights. Engraved on the crossbow's handle are
the words ~Death comes on silelll wings."

Special Abilities

In addition to functioning asa +) heavy
crossbow, wings ofsilence have a number of
other useful properties. As a standard action, the
wielder of wings ofsilence can have it fire a
special bolt which carries a magical silence with
it. When the bolt hits, it creates an area of
supernatural quiet, as the spell silence, centered
on itself. When the bolt hits, it creates an area of
supernatural quiet, as the spell silence, centered
on itself. Asa result, if it hits a creature, the
silence spell will effectively be centered on that

creature, and if it hits the ground or a wall, for
example, the silence spell will effectively be
centered on the place it hit. Finally, the wielder
suffers only half the normal penalty on Stealth
checks made to hide when using the sniping
application of the Stealth skill.

Background

These crossbows have been closely
associated with assassins ever since the creation
of the very first wings ofsilence. \Vhi.le members
of that profession are well known for being
secretive, and it is difficult to say for certain,
most scholars who interest themselves with the
subject agree that the following version of this
item's creation is the most likely to be accurate.

Long ago, in the city of Corsport, there was
an infamous and daring rooftop-man who styled
himself as a "gentleman thief," and who went by
the title of the "Scarlet Shadow." This rogue
made a special point of stealing from those who
were not only 'ot"&l.lthy, but also "had it coming,"
and most of his targets were either criminals
themselves, or otherwise involved in inunoral
activities.

Eventually, hO\\o~r, the Scarlet Shadow
stole from Gaius Rondalv, a temperamental
merchant with ties to the thieves' guild, and, to
make matters worse, he also seduced Gaius's
wife, as well. Incensed at these insults, Gaius
made it generally known to those who 'were
interested that he would reward any man who
could kill the Scarlet Shadow with no less than
ten thousand gold crowns.

This generous sum was certainly enough to
attract the interest of many of the city's
assassins, but they all found, to their chagrin,
that the Shadow was simply too good for them.
He always seemed to see them coming or hear
their approach, and would deftly dodge their
attacks and flee. Eventually, Gaius became so
vexed that he ordered a special crossbow made,
which would make it impossible for the Scarlet
Shadow to detect anyone apprOdching to make
the kill. When it was complete, Gaius gifted this
crossbow, the first wings ofsilence, to the head



of the local dSSilssin's guild, inst:ructing him in
no uncertain terms rhar irwas only to be fired
upon the Scarier Shadow until !he lhiefwas
dead, and afterwardsrould be used as fhe
dSSilssin saw fit. The Assassin promptly used rhe
crossbow to slay rhe merchant.

It is highJy debated amongst scholars
'o\-nether or no( the Scarier Shadow may Moe
been either ,he head oftheassawn's guild,
or possibly e\'eD Gaius Rondalv himself.
Manypoint oot that being the head of
lheassassin's guild would gi\oe the
Shadow ,he skills he would need,
as \\oeU as the f3miliarity wilh the
guild rodelecund<MH.d
dSSilssin.ltion auemprs. Ol:hers
argue ,hat Gaius had been !he
Sc3rlel Shadow in disguise !he
entire time, and was simply
using rhe rew3rd to make a
show of how he could avoid any
aSSilssin, and otherwise bolster
his own fame,

Whatever the case, 'he crossbow quickly
caught on, and has been a favorite ofassassins
ever since.
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