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Introduction

 While all magical items carry a certain sense of 
obscure esoteric mystery, some objects are so terrible in 
their form and purpose as to further excite the dark corners 
of our imagination. These are eldritch items: objects with 
strange power, dark flavor, and twisted origins. These 
treasures are not for the faint of heart, with creepy effects 
and powers that occasionally come at a terrible price. Weekly 
Wonders: Eldritch Items has all you could ever want to equip 
your character with the best in eerie and exciting occult 
accessories. Don this gear and hope to keep your sanity!

New Magic Items

The following magic items are presented in alphabetical 
order.

AMULET OF ASSUMPTION       PRICE 10,200 gp
Slot neck; CL 1st; Weight — 
Aura faint illusion
 Where these amulets originated is something of a 
mystery, with the first having been discovered near the site 
of a crashed meteor. Since their discovery, they have been 
replicated many times by those looking to observe terrible 
creatures.

 The wearer of one of these amulets is cloaked with 
powerful illusion magic to appear to be of the same creature 
type as the beholder. The amulet’s magic is limited, however, 
and only functions on certain creature types. These amulets 
cause all aberrations and outsiders who view the wearer to 
view the wearer as a member of their own species, unless they 
succeed on a Will save (DC 10 + 1/2 the wearer’s Hit Dice + 
the wearer’s Charisma modifier). Such creatures observing 
the wearer might treat him differently than they would 
otherwise have treated him. Rumors exist of similar amulets 
that function for different creature types; these amulets have 
the same price as an amulet of assumption.
Construction Requirements             Cost 5,100 gp
Craft Wondrous Item, disguise self

ARMOR OF ABERRANT AUGMENTATION 
PRICE 76,650 gp
Slot armor; CL 9th; Weight 50 lbs. 
Aura moderate transmutation
 This terrible armor is made from the black chitin 
of some massive unusual insect, carved with mouths and 
protruding tendrils made from the horns of the monster. The 
gauntlets are fashioned to resemble wicked demon claws and 
feature 2 extra fingers on the palm and reverse of the hand. 

 In addition to functioning as a suit of +5 full plate, 
as a swift action, the wearer can trade some of the armor’s 
enhancement bonus for natural attacks. By sacrificing 1 point 
of enhancement bonus to AC, she can gain a bite attack, 
which deals 1d6 points of damage for a Medium creature. By 
giving up 2 points of enhancement bonus to AC, she can gain 
2 claw attacks, which deal 1d4 points of damage for a Medium 

creature. By giving up 3 points of enhancement bonus to AC, 
she can gain 3 tentacle secondary natural attacks, which deal 
1d3 points of damage for a Medium creature. She can use 
more than one of these abilities with the same swift action. 
Natural attacks gained from this ability count as magic 
for the purposes of overcoming damage reduction. These 
transformations last until they are ended with another swift 
action.

 None of an armor of aberrant augmentation’s unique 
abilities count as an enhancement bonus equivalent, and it is 
treated as a +5-equivalent armor for the purposes of the cost 
of further improving its magical abilities.
Construction Requirements           Cost 39,150 gp
Craft Magic Arms and Armor, polymorph

BLACK ANKH        PRICE 80,200 gp
Slot none; CL 7th; Weight 5 lbs. 
Aura moderate necromancy
 An ankh made from a hard but extremely lightweight 
stone, the black ankh is actually black and white, with bands 
of color alternating every half inch or so along the ankh’s 
surface. When near an undead creature, the ankh trembles 
slightly and hums a shrill and queer tune. 

 These curious rods hum within 60 feet of an 
undead creature, alerting the holder to the presence of such 
creatures. In addition, the ankh allows undead, including 
mindless undead, to be affected by mind-affecting spells and 
effects, as though they were humanoids. Finally, the ankh can 
be used in a special 1-minute ritual over a recently deceased 
corpse. Any undead created from that corpse gains a +4 
profane bonus to each of its ability scores, and is friendly to 
whoever holds the black ankh.
Construction Requirements          Cost 40,100 gp
Craft Rod, animate dead, charm monster

BLACK BOOK OF NAMES       PRICE 75,200 gp
Slot —; CL 7th; Weight 5 lbs. 
Aura moderate divination
 This heavy black tome is covered with humanoid 
eyes which remain shut until the book is held, at which 
point they spring open. Though the eyes appear to be real, 
when touched, they feel smooth like glass, and their irises 
are slightly off, showing colors not common to any human 
creature.

 This odd book is blank when created, only becoming 
filled through use of magic. By speaking a command word, 
followed by the name of a humanoid creature, the pages of 
the book begin to fill with detailed descriptions of whatever 
that character is doing. The book can hold up to 1 week’s 
worth of detailed information before it begins to erase itself, 
replacing old information with new information, allowing 
the book’s owner to keep detailed notes on the subject with 
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ease. By speaking the command word and another character’s 
name, one immediately erases all previous information 
contained within the book. A character immune to scrying 
effects is also immune to the effects of this book.
Construction Requirements          Cost 37,600 gp
Craft Wondrous Item, scrying

BLUE BOOK OF TALES       PRICE 25,500 gp
Slot —; CL 11th; Weight 1 lb. 
Aura moderate divination
 Bound in blue cloth, this book is extremely rare and 
features a silver illustration of a woman in a long flowing 
dress, staring into a black void, her face painted in wonder. 
Fully illustrated and written in a fanciful script, these books 
seem to have been designed for children.

 Though filled with fantastic and intriguing tales, this 
book features numerous accurate descriptions of apparitions, 
dark gods, and other terrible beasts. A character that reads all 
the fairytales in this book, which takes about 10 hours, gains a 
permanent +10 bonus on Knowledge checks made to identify 
creatures of the aberration type, as well as creatures of the 
Great Old One or behemoth subtype. 
Construction Requirements           Cost 12,750 gp
Craft Wondrous Item, legend lore

BRAIN BOX         PRICE 40,200 gp
Slot —; CL 5th; Weight 5 lbs. 
Aura faint necromancy
 This metal box is etched with unusual angles and 
alien markings, suggesting some occult or arcane purpose. It 
is also adorned with a number of iron switches and odd wires 
that run from one side of the box to the other.

 This sinister device is for the reservation of 
consciousness after death. The box can hold a single brain, 
though it provides no means for extracting such an organ. 
Any brain placed within the box is preserved indefinitely 
as with the spell gentle repose, so long as it remains within 
the box. Additionally, up to 3 times each day, by flipping the 
switches on the box into the up position, the brain inside 
can be filled with necromantic energy, allowing it inside 
to communicate with those who hold the box. Each day, 
the brain in the box can be commanded to speak through 
the box. The brain is allowed a Will save (DC 20) when this 
ability is activated, just as though the original creature were 
alive to resist this effect. If it fails this save, the brain can be 
questioned as though with the spell speak with dead.
Construction Requirements           Cost 20,100 gp
Craft Wondrous Item, speak with dead, gentle repose

CLOAK OF MAN SKIN         PRICE 18,200 gp
Slot shoulders; CL 3rd; Weight 1 lb. 
Aura faint transmutation
 This cloak is made from human skin, stained with 
animal blood and a deep violet ichor. Though exceedingly 
comfortable, these thin cloaks make those that don them 
uneasy, as though they are being watched by some entity not 
readily visible.

 These cloaks grant the wearer a +2 bonus on Disguise 
checks made to appear as human. Additionally, as a standard 
action, the wearer of one of these cloaks can assume the form 
of a human being, transforming their body with the magic of 
the cloak. For the duration of this transformation, the wearer 
of the cloak gains a +4 enhancement bonus to their Strength 
score. This transformation functions like the spell alter self, 
except that the wearer can only assume the form of a human, 
and can assume the form of a specific individual. The cloak 
provides a +20 bonus on Disguise checks to appear as that 
individual.
Construction Requirements            Cost 9,100 gp
Craft Wondrous Item, alter self, disguise self

COFFIN OF STONE PROJECTION    PRICE 200,200 gp
Slot —; CL 17th; Weight 6,000 lbs. 
Aura strong necromancy
 This massive stone coffin is about 10 feet to a side, 
but arranged in the shape of a queer 9-pointed star, which 
makes it very difficult to comfortably fit a human being 
within its confines. The coffin itself is carved with the 
horrible image of an alien creature, which takes the shape 
of numerous cords surrounded by a mist or aura filled with 
leering eyes.

 While on the Material Plane, a character that 
shuts himself into the coffin can speak eldritch words in 
an incantation for 1 minute in order to activate the coffin’s 
magic. This causes the coffin to drift from the Material Plane 
to the Ethereal Plane, and then projects the coffins user’s 
essence into the Material Plane. This functions like the spell 
astral projection, except that it only functions on the user of 
the coffin and the projection can only exist on the Material 
Plane. When this ability is used, the user may also choose 
to transport his projection to any location on the Material 
Plane, including other planets. The coffin’s user can end the 
effect as a standard action, returning his consciousness to 
the stone coffin, which returns to the spot it was in when the 
ability was activated.
Construction Requirements         Cost 100,100 gp
Craft Wondrous Item, astral projection
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DAGGER OF THE TRANSFORMATIVE DEATH  
PRICE 100,302 gp
Slot none; CL 7th; Weight 1 lb. 
Aura moderate conjuration
 These cruel iron daggers are forged from a single 
piece of metal and have no crossguard. Strange curving 
symbols run over the wavy blade, deep enough to collect 
blood as it pours along the length of this odd weapon.

 In addition to functioning as a +2 dagger, a dagger of 
the transformative death can be used to transform its victims 
into terrible monsters. Whenever an attack with a dagger of 
the transformative death deals the killing blow to a creature, 
the wielder can choose to transform the victim into any 
creature of the aberration type with which they are familiar, 
so long as the chosen creature’s total Hit Dice are less than or 
equal to that of the slain victim. If he does, then 1d4 rounds 
after dying, the creature’s corpse twitches and winds itself 
into the form of the selected aberration. The newly created 
aberration is under not controlled by the wielder and may 
act as it pleases. However, if the newly created aberration is 
damaged by the dagger of transformative death, it cannot 
attack the dagger’s wielder for 1d6 rounds.

 None of a dagger of the transformative death’s unique 
abilities count as an enhancement bonus equivalent, and it is 
treated as a +2-equivalent weapon for the purposes of the cost 
of further improving its magical abilities.
Construction Requirements          Cost 50,302 gp
Craft Magic Arms and Armor, summon monster IX

FINGER BONE OF CURSES      PRICE 50,000 gp
Slot hand; CL 7th; Weight — 
Aura faint necromancy 
 The finger bone of a member of an ancient cult 
which worshiped something called the Terror from the 
Outside, these rare, tiny rods are becoming increasingly more 
prized by collectors of various nightmarish relics.

 These rods are unusual in that, in order to be 
wielded, they must be affixed to the hand, replacing the 
wielder’s corresponding digit, which must first be severed. 
When placed on the flesh of a hand that is missing the 
appropriate digit, the finger bone of curses fuses instantly 
and moves like the character’s regular finger. The finger 
bone carries a curse of bad luck on the wielder, imposing a -1 
penalty on all attack rolls, a -2 penalty on all saving throws, 
and a -4 penalty on all skill and ability checks. The wielder 
of the finger bone of curses can make a melee touch attack, 
which, if successful, curses the target as with the spell bestow 
curse, except that the DC is equal to 14 + the highest of the 
wearer’s Intelligence, Wisdom, or Charisma modifiers.
Construction Requirements          Cost 25,000 gp
Craft Wondrous Item, bestow curse

HAND OF DEATH       PRICE 46,500 gp
Slot hand; CL 13th; Weight — 
Aura strong necromancy
 This glove was made from the composite skin of 5 
different intelligent humanoids, harvested at least 24 hours 
after death and preserved through magical and alchemical 
processes to remain resistant to decay and rot. Each finger 
in the glove comes from a different corpse, and each retains 
some of the power of death within it.

 The wearer of one of these gloves can cast finger of 
death as a spell-like ability 5 times. Each time she does so, a 
single finger on the glove turns black and begins to rot, soon 
crumbling to ashy dust. The saving throw DC for this effect is 
equal to 17 + the wearer’s Intelligence or Charisma modifier. 

 In addition to the normal effect, each casting of 
finger of death from this glove carries an additional effect. 
The first casting of finger of death deals half damage on a 
successful saving throw, inflicting 5 points of damage per 
level. The second casting causes any creature slain by the 
spell-like ability to rise as a greater shadow under the wearer’s 
control 1 round after death. This shadow cannot create 
spawn. It serves the wearer for 24 hours, after which time it 
is free to act as it chooses. The third casting causes the target 
to be driven insane unless he also succeeds on a Will save, 
at the same DC. The fourth casting prevents the target from 
being resurrected by any magic, short of a true resurrection 
spell. The final casting deals 20 points of damage per level on 
a failed saving throw.
Construction Requirements           Cost 23,250 gp
Craft Wondrous Item, finger of death

MASK OF THE UNSPEAKING       PRICE 25,000 gp
Slot armor; CL 9th; Weight 1 lb. 
Aura moderate divination
 This mask is an angry red color and is vaguely 
representative of a human, but with a mass of pipe like 
tentacles where the mouth would be. A pair of iron bands 
allows the mask to be fastened to the face of most creatures. 

 The wearer of one of these masks cannot speak 
or cast spells with verbal components so long as the mask 
is worn. If the wearer is a psychic spellcaster, then he can 
communicate telepathically with other characters within 
100 feet who are also psychic spellcasters. Additionally, 
the wearer of a mask of the unspeaking gains a +4 bonus 
on concentration checks made to cast spells with thought 
components.
Construction Requirements Cost 12,500 gp
Craft Wondrous Item, silence, telepathic bond
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MIRROR OF DREAMS       PRICE 80,000 gp
Slot none; CL 9th; Weight 5 lbs. 
Aura moderate illusion
  This 1-foot-square mirror is encased in gold, and the 
back is an ivory carving of strange and constantly shifting 
landscapes, unlike any known in the waking world. Curiously, 
these mirrors show only hazy and vague reflections of the 
material world.

 Whenever a sleeping character is reflected in a 
mirror of dreams, her dreams are reflected in the mirror 
instead of her physical form. These mirrors also allow 
the dreams to be manipulated. By speaking to the mirror, 
a character can communicate with a sleeping creature, 
speaking to her in her dreams. This also allows the speaker 
to implant ideas in the dreamer by giving commands to the 
target. If he does, then upon waking, the target is affected as 
by the spell suggestion, except that the target is not allowed 
a Will save unless the suggestion would go against her nature 
or be harmful to her; if this is the case, the target is allowed a 
DC 13 Will save to resist.

 Further, the mirror can be scratched with an iron 
nail, which turns the dreams of a reflected sleeping creature 
into a horrible pain-filled nightmare, as with the spell 
nightmare. A DC 20 Will save negates this effect. Finally, a 
creature can step into the mirror in order to physically enter 
the dreamscape of a reflected sleeping creature, becoming 
part of the dream. See Pathfinder Roleplaying Game: Occult 
Adventures for more information about dreamscapes.
Construction Requirements         Cost 40,000 gp
Craft Wondrous Item, dream, nightmare

OIL OF SERPENTS        PRICE 40,200 gp
Slot n0ne; CL 15th; Weight 1 lb. 
Aura strong transmutation
 Rumored to have been created by a group of cultists 
with the instruction of a dark god of serpents, this pale green 
oil is filled with tiny bubbles. It smells of rotting animals and 
stale blood.

 This oil can be applied to any creature not of the 
animal type in order to transform the user, making him more 
serpentine. With many applications, the user is eventually 
transformed into a snake permanently. 

 One application of the oil grants the user a +1 natural 
armor bonus to AC and a +2 bonus to Reflex saves for 24 
hours. A second application of the oil within 1 week of the 
first application grants the previous benefit, and also grants 
the user a bite attack which deals 1d4 points of damage (for a 
Medium creature) and inflicts tiny viper venom on the target. 
A third application within 1 week of the first application 
grants the previous benefits, and also grants the user the 
scent special quality, as well as a climb speed and swim speed 
equal to the user’s land speed. A fourth application within 

1 week of the first application grants the previous benefits, 
except for the bite attack and poison. Further, the user is 
transformed into a snake as with the spell beast shape IV, 
except that the user can only become a snake or serpent-like 
creature, and the duration is permanent.
Construction Requirements           Cost 20,100 gp
Craft Wondrous Item, beast shape IV, polymorph any object

TONGUE OF THE GOAT      PRICE 65,000 gp
Slot —; CL 9th; Weight 5 lbs. 
Aura moderate transmutation
 This writhing tongue was cut from the mouth of a 
goat-like creature from the realm of dreams, and continues 
to live on after death. It must be sewn into the mouth of 
the character who would wish to use it in order to have any 
magical affect. This requires a DC 20 Heal check and inflicts 
1 point of Constitution damage on the user. Once equipped, 
the tongue remains until it is removed, requiring another DC 
20 Heal check.

 A character with a tongue of the goat can speak 
any language and is always understood by any creature he 
chooses, regardless of any language that character speaks. 
Additionally, the tongue can be used to speak dread words 
that kill or corrupt those that hear them. Once per day, the 
user can speak a dread word, causing a target creature who 
can hear him and has 150 hit points or fewer to be affected as 
though by charm monster for 24 hours. Additionally, once per 
day, the user can speak dread words which instantly slay any 
creature with 25 or fewer hit points who hears them.
Construction Requirements          Cost 32,500 gp
Craft Wondrous Item, charm monster, power word kill
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Weekly Wonders

 From dread books with ancient secrets, to obscure cult relics and alien 
technologies that man was not meant to know, the worlds of the eldritch 
and the strange contain many unique and powerful magic items. This book 
contains fifteen new magic items with a focus on eldritch, alien, and 
Lovecraftian themes, including:

 • The brain box, a strange device that preserves a severed brain and 
allows its knowledge to be accessed.

  • The cloak of man skin, a cloak made from human skin, which allows 
creatures of any race to disguise themselves in human guise.

 • The fingerbone of curses, a human fingerbone that fuses to one’s hand 
and allows the wielder to deliver limitless curses with a touch, but also 
inflicts bad luck upon its wielder.

  • The tongue of the goat, a writhing, living tongue that can be sewn 
into the user’s mouth and allows him to speak any language and influence 
or even slay those who might oppose him.

 • ...and much, much more!
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