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oable: Weapon Special Apilities

Minor Medium | Major Special Base Price
Ability Modifier 1
“_— -10%/-30%
| - Gripping +400 gp
__—
| - Loyal +500 gp

__

\ Toun +1 ,000 gp

_

‘ = Preferennal +1,500 gp

_ +2,000 gD

11-12 112 | 1 Foesight +2,000 gp

15-16 15-16 | Malmmg +2 000 gp

_

19-20 1920 | 5 Selective +2,000 gp

I N T M

23-24 23-24 Energy Ray +2,400 gp

25-26 25-26 Preferential
Burst

27—28 27-28 9 Necrofeed +4,000 gp

_

31-32 31-32 ‘ 11 Spellwell +4,000 gp

| 33-34 | 3334 | 12| GoodFortune | +8,000gp |

35-36 | 13 I Fortune +8 000 gp

——

‘ Provzdence +14,000 gp

_—

39-40 | Adaptable +1 bonus

—

43-44 | 19 Blastback +1 bonus

__

Consecrated +1 bonus

47- 48 |

51-52 ‘ 24 Crlpplmg +1 bonus
5359

55 56 | 26 Deﬂectmg +1 bonus

59 -60 | =28 Dlsorlentmg +1 bonus

Soree e e Ehaneing ()| 1 bonus

63 64 50 | 30 Fast Bracmg +1 bonus

I T 7777 R T,

67 68 EE Glrded +1 bonus

__

71-72 | 34 Hmdermg +1 bonus

7374

75-76 56 | 36 Mage Tuned +1 bonus

7778

79-80 \ Palred +1 bonus

—

83 84 \ Preserving +1 bonus

85 86 —— Paychic Burst

87-88 42 Rapid +1 bonus
Reloaqu

__
o192 64 | 44

Retrlbutlon ~+1bonus |

_

‘ Spellbane +1 bonus

mm Tentacle Rope

‘ Terror +1 bonus

Minor Medium | Major Special Base Price
Ability = Modifier 1

“__

51 Anchormg +2 bonus

|
___

53 Breaker +2 bonus

__

| 55 Contemplatmg +2 bonus

| 7| o [ Doy | 2bomus |

Disorienting +2 bonus
Burst

—“_

= Energy, Chosen  +2 bonus

T
Seething
2 61 Enhancing (+2)  +2 bonus

——— Fast Returning

2 Force +2 bonus

_“_

N ‘ Heartseekmg +2 bonus

__

2 Hommg +2 bonus

_“_ Infectious (+2)

2 Leviathan’s Foe  +2 bonus

Maneuverable +2 bonus
Burst

2 Shatter Blast +2 bonus

--- 2 bons

Sworn +2 bonus

—“_
|

Twm +2 bonus

—“
|

Wrathful Burst  +2 bonus

——m

81 Avowed Death +3 bonus

Burst, Chosen +3 bonus
— b
|

Counterstrlke +3 bonus

——_
|

Enhancmg (+3)  +3 bonus

——m

87 Infectwus (+3)  +3bonus |

——
|

Potent +3 bonus

——m

Transmutable +3 bonus

|
_—_

93 Dispelling +4 bonus
Burst

|94 | Infectious (+4) L +4bonus ___J

B 95 Spell Echoing +4 bonus

——m

B 97 Spell Stealing +4 bonus

Spell Stealing +4 bonus
+6,000 gp.

N Perilous +5 bonus

et ||
Twice 2

1 Add to enhancement bonus on Table: Weapons (See Pathfinder Rpg) to determine total market price. ) >
2. Reroll if you get a duplicate special ability, an ability incompatible with an ability that y_ou've already rolled, or if the extra ability
puts you over the +10 limit. A weapon's enhancement bonus and special ability bonus equivalents can't total more than +10.
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Adaptable: This weapon functions as if it were
the chosen weapon for the purposes of special
abilities and feats. For example if you were using
an adaptable dagger and you had the Weapon
Focus (longsword) feat, you would gain the feat’s
benefits when using the adaptable dagger.

Moderate evocation; CL 6th; Craft Magic
Arms and Armor; Weapon Focus (with weapon
being crafted; Price +1 bonus.

Afflicting: On a critical hit, the victim of an
afflicting weapon must make a Fortitude save
(DC 10+V2 the wielder’s character level + the
wielder’s Strength or Dexterity modifier) or
receive a physical or mental affliction specified
when the weapon is created (see the bestow
affliction spell for examples).

Strong necromancy; CL 12th; Craft Magic
Arms and Armor; bestow affliction; Price
+3 bonus.

Pesigner's Note:
A problem with fixed DCs on magical items
is that they are only good for a fixed level of
play, so in an attempt to make them work at
low, medium and high levels of play I have
made the DCs 10 + Y2 the wielder’s
character level + the wielder’s Strength or
Dexterity modifier. This covers its uses as a
melee weapon (even by those Weapon
Finesse swashbuckler types) and its use as a
ranged weapon, even for those glorious, if
somewhat foolish, improvisational uses of
throwing your sword.

Ambush: This weapon adds 1d6 points to the
wielder’s sneak attack damage. If the wielder
does not have the sneak attack ability, the
weapon grants him no additional benefit.
Faint transmutation; CL 3rd; Craft Magic
Arms and Armor; invisiblity; Price +1 bonus.

Anchoring: This ability functions
automatically if this weapon strikes a creature
with an extraordinary, supernatural, or spell-like
ability, a known or prepared spell, or possesses a
magical item with an extra-dimensional effect.
This anchoring ability functions as a
dimensional anchor and lasts for 15 minutes.
You can suppress this automatic function as a
standard action.

Moderate abjuration; CL 7th; Craft Magic Arms
and Armor; dimensional anchor; Price +2 bonus.

T4 X

=2 \)

Avowed Death: An avowed death weapon
makes a whispered oath each time it is drawn or
fired. The oath varies by weapon, but it is
generally a promise to kill the wielder’s enemies.
The wielder can perform a ritual, swearing aloud
to slay a specific opponent, for one full hour.
Against such an avowed opponent, the weapon is
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treated as a bane weapon and the avowed
opponent is the appropriate creature type and
kills (or destroys) the creature upon a successful
critical hit followed by a failed saving throw (DC
10+Y2 the wielder’s character level + the
wielder’s Strength or Dexterity modifier). This
ability functions even if the creature is immune
to critical hits and death effects. However, the
weapon is treated as only a normal weapon (no
longer magical or masterwork) against all foes
other than the avowed opponent, and the
wielder takes a —2 penalty on attack and damage
rolls with any weapon other than the avowed
death weapon. This effect lasts for 1 week or
until the avowed enemy is slain or destroyed by
the wielder of the avowed death weapon,
whichever comes first.

A ranged weapon with this ability confers it
on ammunition fired.

An avowed weapon may have only one
avowed enemy at a time. Once the wielder avows
to slay a target, she cannot make a new oath
until she has slain that target or 7 days have
passed, whichever occurs first.

Strong evocation; CL 14th; Craft Magic Arms
and Armor; summon monster VII, finger of
death; Price +3 bonus.

Bane Burst: a bane burst weapon functions as
a bane weapon that warns you about a bane
enemy’s attacks (you are never surprised by the
chosen foe, allowing you to always roll for
initiative in a surprise round when your chosen
foe is attacking from surprise), it also explodes
with additional bane damage upon striking a
successful critical hit. This additional damage
does not harm the wielder. In addition to the
extra damage from the bane ability, a bane burst
weapon deals an extra 1d10 points of bane
damage on a successful critical hit. If the
weapon's critical multiplier is x3, add an extra
2d10 points of bane damage instead, and if the
multiplier is x4, add an extra 3d10 points of
bane damage.

Even if the bane ability is not active, the
weapon still deals its extra weapon type damage
on a successful critical hit.

Moderate enchantment; CL 7th; Craft Magic
Arms and Armor; rage; Price +2 bonus.

Bane, Lesser: Lesser bane weapons confer
special bonuses against certain types or subtypes
of monsters. Against its designated foe, a lesser
bane weapon confers an additional +1
enhancement bonus to the weapon and deals an
extra 1d6 points of damage. Bows, crossbows
and slings bestow the bane bonus upon their
ammunition.

Faint conjuration; CL 5th; Craft Magic Arms
and Armor; summon monster I; Price + 1,500 gp.

Blastback: This ranged weapon quality allows
its wielder to perform a bull rush against
opponents stuck by the weapon as an attack
action. Unless the wielder is within reach of the
target it does not provoke an attack of
opportunity.

Moderate transmutation; CL gth; Craft Magic
Arms and Armor; telekinesis; Price +1 bonus.

Blood Bonded: Whenever anyone except its
owner or a member of his bloodline attempts to
wield a blood bonded weapon, they take damage
equal to the weapon’s enhancement bonus (no
save; no attack roll necessary). When the last
member of the bloodline dies, the thorny
weapon may be freely claimed (although it will
bloody the new owner the first time he grasps it).
The weapon may also be freely transferred (no
coercion or magical charms/compulsions) by
one owner to another with the new owner taking
damage the first time grasps it.

Faint necromancy; CL 5th level; Craft
Magic Arms and Armor; inflict light wounds;
Price +500 gp.

Boomeranging: This thrown weapon allows
you to attack a creature as if you were able to
make iterant attacks with it though it does not
return to your hand. The very first time a
creature is attacked by your second attack action
in a round, that creature makes a Will save (DC
10+Y2 your character level + your Strength or
Dexterity modifier) or be caught flat-footed. At
the end of your last attack for the round, the
weapon then returns to you.

Strong transmutation; CL 12th; Craft Magic
Arms and Armor; telekinesis; Price +2 bonus
and + 2,000 gp.

Breaker: A melee weapon with the breaker
property can damage any object including armor
with a +9 or less total enhancement bonus.
Twice per day it can force any object it touches
to make a successful Will save (DC 10+V2 the
wielder’s character level + the wielder’s Strength
or Dexterity modifier, attended objects use their
wielder’s save) or gain the broken condition and
suffer half its hit points +1 point in damage. An
object with the broken condition is reduced to
zero hit points and is ruined (if your weapon
deals damage to the object, it deals its damage
before this effect happens). This weapon has the
same effect against constructs, but those with
magic immunity (such as golems) are only
affected if they are affected by disintegrate. A
use of this weapon also destroys a wall of force
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and the yellow portion of a prismatic wall or
prismatic sphere.

Moderate transmutation; CL 7th; Craft Magic
Arms and Armor; disintegrate; Price +2 bonus.

Burst, Chosen: A chosen burst weapon
functions as a chosen energy weapon that also
explodes with the chosen energy type upon
striking a successful critical hit. The chosen
energy type does not harm the wielder. In
addition to the extra damage from the chosen
energy ability (see below), a chosen burst
weapon deals an extra 1d10 points of chosen
energy type damage on a successful critical hit. If
the weapon's critical multiplier is x3, add an
extra 2d10 points of chosen energy type damage
instead, and if the multiplier is x4, add an extra
3d10 points of chosen energy type damage. Even
if the chosen energy ability is not active, the
weapon still deals its extra chosen energy type
damage on a successful critical hit.

Strong evocation; CL 13th; Craft Magic
Arms and Armor; Energy Substitution; fireball;
Price +3 bonus.

Bushwacking: To use this weapon’s ability you
must declare that you're attacking your
opponent while he is unaware of you and win the
opposed Stealth check vs. your opponent’s
Perception. If your opponent is flat-footed,
unaware, and successfully damaged, your
opponent must succeed on a Fortitude save (DC
10 + V2 your character level + your Strength or
Dexterity modifier) or die. If the damage is non-
lethal, your opponent goes unconscious for 2d6
minutes instead. Creatures immune to critical
hits are immune to this effect.

Strong necromancy; CL 13th; Craft Magic
Arms and Armor; finger of death; Price +4 bonus.

Ceremonial: This weapon has four special
abilities. As a swift action, you can change which
ability currently functions at the beginning of an
encounter. After that it cannot be changed until
the beginning of the next encounter.

First Blood: +6 to initiative,

Do You Yield: +1d6 non-lethal damage and

all damage dealt by weapon is nonlethal,

One Shot: +5 insight bonus to your first

attack roll in an encounter,

To The Death: +4 bonus to confirm critical

hits.

Moderate divination; CL 13th; Craft Magic
Arms and Armor; moment of prescience; Price
+2 bonus.
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Clinging: This is an enchantment that can be
woven into any magical net. The net clings to its
victim with a life of its own. The DC of any
Escape Artist check to escape from the net is
changed to 10 + the wielder’s character level +
the wielder’s Strength or Dexterity modifier.
Casting a spell while trapped in a clinging net
requires a Concentration check (same DC).

Faint transmutation; CL 11th; Craft Magical
Arms and Armor; animate object; Price +1
modifier.

Contemplative: A number of times per day
equal to 1+ your Wisdom modifier, as an
immediate action, you may add your Wisdom
modifier to your attack roll. You must declare
the use of this ability before you make the attack
roll. If you are a monk you add an additional +2
to the attack roll.

Faint enchantment; CL 6th; Craft Magic
Arms and Armor; divine favor; Price +2 bonus.

Consecrated: A consecrated weapon is attuned
to holy places. The weapon does +2d6 bonus
damage when it’s wielded on ground sacred to a
particular deity.

(Note: Wielding weapons is forbidden on
ground consecrated to the some deities.)

Moderate abjuration; CL 8th level; Craft
Magic Arms and Armor; bless, consecrate; Price
+1 bonus.

Counteracting: A counteracting weapon
adds +2 to your combat maneuver defense. Also,
once per round when an opponent attempts a
combat maneuver on an ally within your reach,
you can allow your ally to use your combat
maneuver defense instead. If the combat
maneuver is still successful, the combat
maneuver automatically affects you instead.

Moderate transmutation; CL 12th level;
Craft Magic Arms and Armor; Combat Reflexes;
haste; Price +1 bonus.

Counterstrike: The counterstrike ability
may be bestowed on any light weapon. Once per
round, when an opponent in melee with the
wielder of a counterstrike weapon attacks and
misses, the wielder may immediately launch an
attack of opportunity against him even if he’s
already attacked in the round or even if he is
flat-footed.

Moderate transmutation; CL 12th level;
Craft Magic Arms and Armor; Combat Reflexes;
haste; Price +3 bonus.

Crippling: When this weapon inflicts damage
with a sneak attack or in conjunction with a
successful critical hit it also inflicts 1 point of
Strength damage.

Faint transmutation; CL 3rd; Craft Magic
Arms and Armor; chill touch; Price +1 bonus.

Dark: When activated, this enhancement
inflicts an additional 1d6 points of negative
energy damage to living creatures. Three times
per day it can heal undead for 1d6 points of
damage.

Faint transmutation; CL 3rd; Craft Magic
Arms and Armor; disruption; Price +1 bonus.

Deflecting: Once per round as an attack of
opportunity you can deflect any ray aimed at you
or anyone within your reach to another target by
making a successful combat maneuver check. A
failure results in you automatically being hit by
the ray. The range of the spell remains
unchanged.

Faint abjuration; CL 5th: Craft Arms and
Armor; Combat Expertise; Price +1 bonus.

Desiccated: A weapon with the desiccated
property is surrounded by a dull mist of
dehydrating magic. The weapon deals an
additional 1d6 points of damage to living
creatures and creatures with the water subtype.
It can also deal critical hits and sneak attack
damage to oozes, plants and creatures with the
water subtype. Desiccated weapons destroy
mundane, non-magical liquids within which
they are placed, to a limit of 11 gallons each day.
A ranged weapon with this ability confers it on
ammunition fired.

Moderate conjuration; CL 5th; Craft Magic
Arms and Armor; death ward; Price +1 bonus.

Dislocating: .Three times per day, any creature
struck in combat must succeed on a Will save
(DC 10+Y2 the wielder’s character level + the
wielder’s Strength or Dexterity modifier) or be
subject to a teleport attack (see below).

Strong conjuration; CL 13th; Craft Magic Arms

and Armor; teleport attack; Price +2 bonus.

Disorienting: when a disorienting weapon
successfully deals damages to a creature, that
creature must make a Will save (DC 10+V2 the
wielder’s character level + the wielder’s Strength
or Dexterity modifier), or the creature for 1d4
rounds suffers a -4 circumstance penalty to
initiative checks, attack rolls, Acrobatics, Fly,
Jump, Perception, and Swim checks. Also
whenever the creature moves, it must roll 1d8 to
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randomly determine the actual direction
traveled. If the save is successful your opponent
is immune to this weapon’s disorienting special
quality for 24 hours, but not its disorienting
burst special quality if it possesses one (see
below). This is a mind-affecting curse effect.
Faint enchantment; CL 5th; Craft Magic
Arms and Armor; confusion; Price +1 bonus.

Disorienting Burst: A disorienting burst
weapon functions as a disorienting weapon that
also grants a greater circumstance penalty upon
striking a successful critical hit. Instead of the
penalty from the disorienting ability (see above),
a disorienting burst weapon inflicts a -6
circumstance penalty to initiative, attack rolls,
Acrobatics, Fly, Jump, Perception, and Swim
checks, Also when you move roll 1d8 to
randomly determine the actual direction you
travel. If the weapon's critical multiplier is x3,
increase this penalty to -7, and if the multiplier
is x4, increase this penalty to -8.

Even if the disorienting ability is not active,
the weapon still inflicts the circumstance penalty
on a successful critical hit.

Moderate necromancy; CL 7th; Craft Magic
Arms and Armor; confusion; Price +2 bonus.

Dispelling: This weapon appears dull and
lusterless. Up to three times per day as a swift
action, whenever a dispelling weapon you wield
strikes a creature, the item dispels (+10 dispel
check) an ongoing magical effect affecting the
target. This ability functions like the area dispel
magic use of the dispel magic spell but affects
just the target damaged by your attack.
Moderate abjuration; CL 10th; Craft Magic
Arms and Armor; dispel magic; Price +2 bonus.

Dispelling Burst: A dispelling burst weapon
functions as a dispelling weapon that also
explodes with a targeted greater dispel magic
(+20 dispel check) upon striking a successful
critical hit. Overwhelming abjuration; CL 20th;
Craft Magic Arms and Armor; greater dispel
magic; Price +4 bonus.

Equalizing: If the wielder of this melee weapon
is fighting a creature with a Challenge Rating
equal to or lower than his own, this quality has
no effect. If the wielder’s opponent has a
Challenge Rating higher than the wielder’s
character level, each successful strike inflicts a
temporary negative level. A strike is successful if
it deals any damage (must overcome the target’s
Damage Resistance or other factors). Treat the
opponent’s effective Challenge Rating as equal to

its actual Challenge Rating minus its current
number of negative levels. Once the opponent’s
effective Challenge Rating equals that of the
weapon’s wielder, the weapon ceases to inflict
negative levels.

The wielder gains no temporary hit points
from the negative levels and those negative
levels never result in permanent level loss. These
negative levels all disappear as soon as the
weapon’s wielder is killed, rendered helpless,
surrenders, or flees, or after 24 hours if the
victim successfully flees.

Moderate necromancy; CL 7th; Craft Magic
Arms and Armor; enervation; Price +3 bonus.

Energy, Chosen: This weapon inflicts an
additional 1d6 points of damage of a chosen
energy type: acid, cold, fire, electricity, or sonic.
The type of energy chosen can be changed as a
standard action.

Moderate evocation; CL 6th; Craft Magic
Arms and Armor; Energy Substitution; lightning
bolt; Price +2 bonus.

Energy Ray: Once per day, an energy ray
weapon can blast forth a magic ray at any target
within 30 feet as a ranged touch attack. The ray
deals 1d6 points of damage for every two of your
character levels upon a successful hit. The
damage type can be acid, cold, electricity, fire or
sonic damage, the damage type is chosen when
the weapon is made and cannot be changed.

Moderate evocation; CL 12th; Craft Magic
Arms and Armor; any spell of at least 2nd level
that deals damage of the chosen type; Price

+2,400 gp.

Energy, Seething: This weapon inflicts an
additional 2d6 points of damage of a chosen
energy type: acid, cold, fire, electricity, or sonic.
The type of energy is chosen when the weapon is
created and cannot be changed.

Moderate evocation; CL 6th; Craft Magic
Arms and Armor; Energy Substitution; lightning
bolt; Price +2 bonus.

Enhancing: An enhancing weapon increases
the DC (by +1, +2, or +3) of a specific special
ability that can be delivered through the weapon
with a successful attack. For example, a +1
enhancing (stunning fist) quarterstaff increases
the save DC of a stunning fist attack a monk
makes through it. It has no effect on any other
attack and does not grant the ability to make
such an attack.

Alternatively, an enhancing weapon can
enhance the DC of another of its magic
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properties. For example, a +2 enhancing
(disruption) mace of disruption has a DC 10 +
1/ the wielder’s character level + Strength or
Dexterity modifier +2. A ranged weapon with
this ability confers it on ammunition fired and
applies only to special attacks that can be made
at range and to abilities of the weapon itself.

Moderate transmutation; CL 9th; Craft
Magic Arms and Armor; permanency; Price +1
bonus (+1 enhancing), +2 bonus (+2 enhancing),
or +3 bonus (+3 enhancing).

Fast Bracing: A fast bracing weapon allows
you to set a weapon against a charge as an
immediate action.

Faint transmutation; CL 5th; Craft Magic
Arms and Armor; haste; Price +1 bonus.

Fast Returning: This thrown weapon is often
wrought with images and engravings of birds in
flight. Whenever you throw a fast returning
weapon, it returns immediately after it hits or
misses and is ready to be used again during the
same round. This enables you to

make a full attack with the fast returning weapon.

Strong transmutation; CL 12th; Craft Magic
Arms and Armor; Quicken Spell; telekeinesis;
Price +2 bonus.

Featherlight: A featherlight weapon can be
used as the weapon type it is or as a single-
handed weapon that deals the same kind of
damage one category lighter (i.e., a two-handed
featherlight weapon can also be used as a
specific one-handed weapon, and a featherlight
one-handed weapon can also be used as a
specific light melee weapon). For example, a +1
featherlight bastard sword can be made to act
as a short sword with respect to weight and ease
of use. The weapon appears to all viewers to be a
bastard sword and deals bastard sword damage,
but the wielder feels and reacts as if the weapon
were a short sword.

Any individual able to use either a bastard
sword or a short sword with proficiency is
proficient in the use of a +1 featherlight bastard
sword. Likewise, Weapon Focus and Weapon
Specialization in short sword and bastard sword
apply equally, but the benefits of those feats do
not stack.

If using weapon size rules, rather than the
light melee, one-handed melee, and two-handed
melee categories, a featherlight weapon acts as if
one size category smaller for purposes of how it

is wielded, but not for damage or any other reason.

Only melee weapons may be featherlight.

Moderate transmutation; CL 9th; Craft
Magic Arms and Armor; feather fall; Price +1
bonus.

Fiendfang: When you draw this weapon from
its sheath for the first time during an encounter,
choose an energy descriptor (acid, cold,
electricity, fire, or sonic) and an ability damage
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type (Str, Dex, Con, Int, Wis or Cha). This blade
deals +2d6 points of the chosen energy type and
1 point of the chosen ability damage upon a

-

WG\ N2

P\

Oriend Special Quality

This ability functions exactly like the

'y

ANAZATR R

A

NZXNERIR

\x

S

P/

|

ny
N1

N RRRR L

\
-

failed save (DC 10+ V2 your character level +
your Strength or Dexterity modifier), and a
poison spell effect (DC 10+ Y2 your character
level + your Constitution modifier). You gain a
+10 circumstance bonus to Diplomacy checks
when dealing with any evil outsider. This
weapon has an overwhelming evil aura and is
treated as evil for the purpose of overcoming
damage reduction.

Moderate necromancy; CL 7th; Craft Magic
Arms and Armor; Energy Substitution;

enervation, poison, lightning bolt; Price +3 bonus.

Force: A weapon with the force ability is
covered in a field of force energy. Damage from
the weapon is treated as if it had the force
descriptor, it deals an additional 1d6 points of
force damage and allows it to affect incorporeal
creatures and creatures on the Ethereal Plane.
The field also protects the weapon, giving it
+20 hardness.

A ranged weapon with this ability confers it
on ammunition fired.

Moderate evocation; CL 11th; Craft Magic
Arms and Armor; wall of force; Price +2 bonus.

Fortunate: 3/day you can reroll you can reroll
a single failed attack roll. You cannot use this
ability more than once per round.

Moderate divination; CL 7th; Craft Arms
and Armor; Luck Domain; Price +2 bonus.

Friend: A racefriend weapon has one or more
special abilities that can be used only by a
member of a particular race. For example, a +2
elffriend orc bane longsword might act as only a
+1 longsword in the hands of anyone except an
elf. At least a +1 enhancement bonus must be left
open to anyone, but any other bonus or property
of the weapon can be limited to a single race.

Rarer are classfriend weapons, which act in
the same way except only members of a given
class (with at least one level in the class) may
access their limited powers.

This also can be limited to those who have a
certain number of ranks in a specific skill, for
example a stealthfriend weapon.

Moderate evocation; CL 10th; Craft Magic
Arms and Armor; creator must be of the race or
class the weapon is friend to and of at least 10th
level or posses 10 ranks in the chosen skill; Price
-10% (skill) or -30% (race or class) limitation.

guidelines for reducing the cost of magical
items by making them class and race specific
along with reducing the cost by having a skill
requirement. This reduces the total over all
gold piece cost of an items construction. In
play-testing a number of players were
concerned with adding this to their magical
weapons for fear that the GM would start
adding the treasure they discovered. You
cannot reduce the total cost of the magical
weapon by more than 30%

Foesight: Three times per day as an immediate
action, this weapon can identify the most
powerful foe (based on Challenge Rating) of the
wielder within 60 feet. The weapon
communicates this information to the wielder
mentally. Foes not known to the wielder, or not
known to be foes (someone in disguise, someone
hidden), must make as successful Will save (DC
10+V2 the wielder’s character level + the
wielder’s modifier) or be detected.

Faint divination; CL 3rd; Craft Magic Arms
and Armor; augury; Price +2,000 gp.

Girded: Girded weapons are particularly hard
to break. Any weapon used to attempt to break a
girded weapon takes damage as if the girded
weapon was being used to sunder the attacking
weapon if the attacker fails his combat maneuver
check. A girded weapon has a +5 bonus to both
hit points and hardness. If a girded weapon ever
breaks, everyone within 30 feet takes 2d6 points
of slashing and piercing damage per point of
total enhancement bonus (including this bonus)
from flying shards; a successful Reflex save (DC
10 + Y2 your character level + your Strength or
Dexterity modifier) results in half damage.

Strong transmutation; CL 12th; Craft Magic
Arms and Armor; greater magic weapon; Price
+1 bonus.

Gripping: A gripping weapon grants the
wielder a +2 competence bonus on your combat
maneuver defense when an opponent attempts
to use the disarm combat maneuver against you.

Faint abjuration; CL 2nd; Craft Magic Arms
and Armor; hold portal; Price +400 gp.
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Good Fortune: A good fortune weapon allows
its wielder to spend the +1 luck bonuses stored
within it. Once per round as an immediate action
you can add a +1 luck bonus to any one of your
d20 rolls. When created, a fortune weapon
contains 20 luck bonuses. When this store of
luck is exhausted it is not destroyed, it simply
needs to be recharged.

Faint enchantment; CL 3rd; Craft Magic

Arms and Armor; divine favor; Price +8,000 gp.
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Guided: You increase your chance to hit any
target that has the benefit of a miss chance by
20% though you must still know what square to
attack if the miss chance is granted by
concealment.

Faint Divination; CL 5th; Craft Arms and
Armor; true strike; Price +2,000 gp.

Hardened: This ability increases the hardness
of the weapon by 1 and its hit points by 5. This
ability can be placed on a weapon multiple
times. If it gains the broken condition it loses the
benefits of this ability as if it were ruined.

Faint conjuration; CL 1st; Craft Magic Arms
and Armor; mage armor; Price +1,000 gp.
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Heartseeking: This piercing weapon is
inscribed with a number of religious icons and
depictions of battles against vampires. When
this weapon inflicts damage with a sneak attack
or in conjunction with a successful critical hit, it
also inflicts 1 point of Constitution damage. This
weapon can perform sneak attacks and critical
hits against non-skeletal, corporeal undead. If
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this weapon is made from wood it can perform
sneak attacks and critical hits against vampires,
if a critical is confirmed, the vampire is rendered
helpless, if the vampire is forced into mist form

Hexing Burst: A hexing burst weapon
functions as a hexing weapon that also grants an
additional curse upon striking a successful
critical hit. Instead of the penalty from the

FFIYAY

this automatically breaks this effect.
Faint transmutation; CL 11th; Craft Magic Arms
and Armor; harm holy sword; Price +2 bonus.

hexing ability (see below), a hexing burst
weapon inflicts a -4 morale penalty bonus (these
penalties do not stack) if the creature fails a Will
save (DC 10+V2 the wielder’s character level +
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Hexing: A hexing weapon inflicts a —2 morale
penalty on attack rolls, saving throws, ability
checks, and skill checks to living creatures it
successfully deals damages to if the target fails a
Will save (DC 10+V2 the wielder’s character level
+ the wielder’s Strength or Dexterity modifier).
The penalties caused by this ability do not stack.
Faint enchantment; CL 5th; Craft Magic Arms
and Armor; crushing despair; Price +1 bonus.

the wielder’s Strength or Dexterity modifier). If
the weapon's critical multiplier is x3, add an
extra -5 morale penalty to your combat
maneuver check, and if the multiplier is x4, add
an extra -6 morale bonus.

Even if the hexing burst ability is not active,
the weapon still inflicts the morale penalty on a
successful critical hit.

Moderate necromancy; CL 7th; Craft Magic
Arms and Armor; bestow curse; Price +2 bonus.
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Hindering: Select one of your opponent’s
natural weapons. As an attack action, if you
make a successful combat maneuver check, your
opponent cannot use that natural attack until
the damage dealt by the attack is healed or a
successful Strength check is made (as a standard
action, DC 10+ your Strength modifier). As an
attack action you can also make a combat
maneuver against the part of your opponent’s
anatomy (target CMD has a +4 bonus due to
specific targeting) that is obviously the source of,
or provides the power behind, a supernatural or
extraordinary ability, such as a creature’s mouth
(for a breath weapon) or its eyes (for a gaze
attack). You cannot target a spell-like ability
unless the DM judges that the creature generates
it through the use of a specific organ or body
part. If your combat maneuver succeeds, the
creature loses the benefit of the targeted ability
until the damage dealt by the attack is healed or
until it makes a successful ability check
(standard action, using the ability that modifies
the lost special ability, DC 10 + your Strength
modifier). Use of these abilities does not provoke
attacks of opportunity.

Faint necromancy; CL 5th; Craft Magic
Arms and Armor; ghoul touch; Price +1 bonus.

Homing: This ranged weapon is fitted with all
manner of dials, lenses, and stabilizers, though
none of these extra devices seems to interfere
with the weapon’s function. Whenever you
attack with a homing weapon, you ignore the
effects of cover and the size bonus on the target’s
AC and are never affected by anything less than
full concealment (50% miss chance).

Moderate divination; CL 7th; Craft Magic
Arms and Armor; true strike; Price +2 bonus.

I11 Fortune: An ill fortune weapon allows its
wielder to spend the -1 luck penalties stored
within it rather than spending points from his
own luck pool. Once per round as an immediate
action you can apply a -1 luck penalty to any
foe’s d20 rolls within 30 feet. When created, an
ill fortune weapon contains 20 luck penalties.
When this store of ill luck is exhausted it is not
destroyed, it simply needs to be recharged.
Faint enchantment; CL 3rd; Craft Magic
Arms and Armor; bane; Price +8,000 gp.

Infectious: A weapon with this ability infects
those injured by it with a disease. There is no
incubation period for the disease of an infectious
weapon — targets must make a Fortitude save
every time they are dealt damage by it (DC 10 +
/> wielder’s character level + the wielder’s

Strength or Dexterity modifier). If the save is
failed, the target immediately takes the listed
damage and is now diseased. (Diseased
characters must make an additional save every
day or take the listed damage again. If a
successful save is made two days in a row, the
disease is cured.)

Once a character is diseased, the infectious
weapon just deals normal damage. It is not
possible to suffer the same disease more than
once. A remove disease spell cast on a someone
suffering from the disease caused by an
infectious weapon requires a successful caster
level check (DC 11 + wielder’s character level).

An infectious weapon cannot also be
defending, merciful, or holy. A ranged weapon
with this ability confers it on ammunition fired.

Ability Damage Price

1d6 Con \ +3

Strong necromancy; CL 6th (+2), CL 11th
(+3), CL 16th (+4); Craft Magic Arms and
Armor; contagion; Price +2 bonus, +3 bonus, or
+4 bonus.

Interfering: If you damage a spellcaster with
this weapon or its ammunition and that caster
attempts to cast a spell in this round or the
following round the caster must make a
successful concentration check as if the last
amount of damage this weapon dealt was
continuous damage.

Faint enchantment; CL 3rd; Craft Magic Arms
and Armor; divine favor; Price +1 Bonus.

Ioun: This weapon is fitted with a number of
curious gray stones. On first acquiring an ioun
weapon, you must hold and then release it,
whereupon it orbits you at a distance of 1d3 feet.
Two-handed weapons cannot orbit you in close
confines (for example, an ioun longspear cannot
orbit you while you’re climbing through a small
window), so few weapons larger than one-
handed have this special ability.

When an ioun weapon orbits you, you can
grasp it as a free action. Whenever you drop the
weapon or are disarmed, it floats up to orbit you
again. You may voluntarily seize and stow an
ioun weapon to keep it safe, but you cannot then
gain the benefits of its properties until it is
drawn and released.

An ioun weapon must be grasped to separate
it from you. This requires a melee touch attack

Y

é\v

{
L
=
S
it
L
N
s
&
b
—
=1
ol
L
Ll
I
Ia
=
<
E
3

.
qi

\e DK X & N




N AR AN A ‘

&Qf

ICIAE Q A

4
A

————

RNTZN XN

D

Ny

"\
¥

q

-

\

DL 6 YA AL

I

against the weapon and provokes an attack of
opportunity from you. You can grasp the weapon
as a free action and use it to make the attack of

opportunity. An orbiting ioun weapon’s base AC is 5.

Faint transmutation; CL 5th; Craft Magic
Arms and Armor; levitate; Price +1,000 gp.

Leviathan’s Foe: A leviathan’s foe weapon
deals additional damage to creatures that are
larger than you (see table below).

Number of Size Additional Die
Categories Larger Damage

2 size categories \ +2d6
4 size categories \ +4d6
5 or more size categories

Strong conjuration; CL 7th; Craft Magic
Arms and Armor; monster summoning IV; Price
+2 bonus.

Loyal: A loyal weapon is attuned to a particular
person at the time of enchantment. Thereafter,
the weapon can’t do damage to him or to anyone
who is loyal to the chosen person. If it’s used to
strike such a person, the wielder must make a
Strength check (DC 20) each time or drop the
weapon, as it tries to leap from his hand. Even if
the wielder retains his grip on the weapon, it
deals no enchantment or Strength damage due
to the struggle. Weapons without an
enhancement bonus can be enchanted in this
way, although the enchanted weapon must still
be a masterwork weapon.

Faint abjuration; CL 5th; Craft Magical
Arms and Armor; sanctuary; Price +500 gp.

Maiming: When you deal damage that would
kill your opponent you can instead choose to
withhold that damage and instead leave a vicious
unhealable scar, permanently blind her (or only
take one eye), or remove an appendage, which
leaves your opponent at -1 hp. To repair this
damage magically requires a successful caster
level check (DC 15 + your character level); if a
caster fails an attempt cannot be made again
until that caster gains an additional level.

Faint transmutation; CL 5th; Craft Magic
Arms and Armor; keen edge; Price +2,000 gp.

Mage Tuned: This weapon displays no special
qualities except in the hands of a character with
a 1/4 Base Attack Bonus such as a sorcerer or
wizard. Such a character gains a +4 luck bonus

to attack rolls when using this weapon. This
ability most commonly appears on simple
weapons, staves in particular.

Strong transmutation; CL 13th; Craft Magic
Arms and Armor; mage’s transformation; Price
+1 bonus.
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Maneuverable Once per round when using
this weapon to perform a combat maneuver that
is a standard action it is now considered an
attack action, if the combat maneuver is an
attack action you can make an additional combat
maneuver attack action with half your base
attack bonus. This ability can be used five times
per day. Its effects do not stack with similar
effects (such as those from rapid striking, haste,
or speed special weapon quality). Even if a
character wields more than one weapon with
this ability, only one maneuverable use is
possible in a round.

Moderate transmutation; CL 5th; Craft
Magic Arms and Armor; haste; Price +1 bonus.

Maneuverable Burst: A maneuverable burst
weapon functions as a maneuverable weapon
that also grants an additional burst of activity
upon striking a successful critical hit. This
additional burst allows the wielder to perform a
combat maneuver that is normally a standard
action; this maneuver does not provoke an
attack of opportunity. In addition to the bonus
from the maneuverable ability (see below), a
maneuverable burst weapon grants an extra +1
bonus to your combat maneuver check. If the
weapon's critical multiplier is x3, add an extra

+2 bonus to your combat maneuver check, and if
the multiplier is x4, add an extra +3 bonus to
your combat maneuver check.

Even if the maneuverable ability is not
active, the weapon still deals its extra weapon
type damage on a successful critical hit.

Moderate transmutation; CL 7th; Craft
Magic Arms and Armor; haste; Price +2 bonus.

Necrofeed: The necrofeed weapon can channel
your necromantic touch spells and can hold one
touch spell without discharging it, allowing you
to cast other spells, for a duration of one hour
per caster level. It can also channel energy drain
and ability drain normally dealt by the wielder’s
natural attacks. Effects resolve after damage has
been dealt by the weapon.

Strong transmutation; CL 11th; Craft Magic

Arms and Armor; spectral hand; Price +4,000 gp.

Paired: This power must be enchanted into two
weapons simultaneously, and both weapons
must be melee weapons, they need not be of the
same type, however. This power has no effect
unless both weapons are being used in the same
melee. Further, the wielders of the two weapons
must be capable of using the aid another action
to help each other. The weapons shine when
these conditions are met, and the enhancement
bonus of each weapon increases by +2 for the
duration of the melee as long as the two
combatants could use aid another to assist each
other. If one character actually uses the aid
another action to aid the wielder of the other
weapon, the enhancement bonus of each weapon
increases to +4.

Strong abjuration; CL 10th; Craft Magic
Arms and Armor; shield other; Price +1 bonus
on each weapon

Parrying: Once per round you may make a
special combat maneuver with this melee
weapon as an attack of opportunity when
someone attacks you or anyone within your
reach. If successful, you negate that attack, if
unsuccessful, the attack automatically hits you.
You must perform this action before you know
the result of the attack roll, you must be aware of
the attack and not be flat-footed (if you possess
the Combat Reflexes feat you can perform this
action even if you are flat-footed, though you
still must be aware of the attack).

Faint abjuration; CL 5th: Craft Arms and
Armor; Combat Expertise; Price +1 bonus.
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Perilous: When a weapon with the perilous
ability scores a critical hit, its critical can
cascade: the player continues to reroll
confirmations of a critical hit at a -5 cumulative
attack penalty even after the first confirmation
until there’s a miss, and each successful strike
increases the weapon’s critical multiplier by x1.
Thus if a character scores a critical with a
perilous dagger (base critical x2), first he must
roll a hit to confirm the critical, then roll again at
a -5 attack penalty, then again at a -10 attack
penalty, then again at a -15 penalty, etc., until he
misses (for example, at a -20 penalty). The
dagger in this case scored three additional
successes beyond the initial critical, so the
dagger’s critical multiplier is increased to x5.

Strong transmutation; CL 15th; Craft Magic
Arms and Armor; keen edge; Price +5 bonus.

Poisonous: A weapon with this triggers a
poison spell (Fort DC 10+V2 the wielder’s
character level + your Constitution modifier) if it
successfully damages an opponent. A ranged
weapon with this ability confers it on
ammunition fired.

Moderate necromancy; CL 6th; Craft Magic
Arms and Armor; poison; Price +3 bonus.

Potent: A potent weapon deals an additional
1d6 points of damage with every blow. And upon
a successful critical hit it deals +2d6 points of
damage if the weapons critical multiplier is x2, if

it is x3 it deals +3d6 points of damage and if the
multiplier is x4 it deals +4d6 . This damage is
treated just as damage dealt by the weapon, for
example an arrow deals an additional 1d6 points
of piercing damage.

A ranged weapon with this ability confers it
on ammunition fired.

Moderate evocation; CL 12th; Craft Magic
Arms and Armor; keen edge; Price +3 bonus.

Precision: This weapon grants the benefit of
the Critical Focus feat; you do not possess the
feat for the purposes of meeting prerequisites.
Faint transmutation; CL 5th; Craft Magic
Arms and Armor; keen edge; Price +2,000 gp.

Preferential: When a ranger wields this
weapon, it deals and extra 1d6 points of damage
to his favored enemies. Projectile weapons
bestow the bonus upon their ammunition.

Faint conjuration; CL 5th; Craft Magic Arms

and Armor; summon monster I; Price + 1,500 gp.

Preferential Burst: A preferential burst
weapon functions as a preferential weapon that
also explodes with additional damage upon
striking a successful critical hit. This additional
damage does not harm the wielder. In addition
to the extra damage from the preferential ability
(see below), a preferential burst weapon deals an
extra 1d10 points of damage on a successful
critical hit to the ranger’s favored enemy. If the
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weapon's critical multiplier is x3, add an extra

2d10 points of damage instead, and if the

multiplier is x4, add an extra 3d10 points of damage.
Even if the preferential ability is not active,

the weapon still deals its extra weapon type

damage on a successful critical hit.
Moderate conjuration; CL 7th; Craft Magic

Arms and Armor; summon monster II; Price +

2,400 gp.

Preserving: Also known as a green weapon,
when activated this weapon inflicts an additional
2d6+3 points of positive energy damage that
harms undead and incorporeal creatures. Three
times per day, the touch of this weapon can
restore 2d6+3 hit points to a living creature.

Faint transmutation; CL 3rd; Craft Magic
Arms and Armor; cure moderate wounds; Price
+1 bonus.

Providence: A weapon of providence gives its
possessor a +1 luck bonus on all saving throws.
Its possessor also gains the power of luck, usable
once per day. This extraordinary ability allows
its possessor to reroll one roll that she just made.
She must take the result of the reroll, even if it is
worse than the original roll.

Moderate evocation; CL gth; Craft Magic
Arms and Armor; heroism or prayer; Price
+14,000 gp.

Psychic Burst: Upon a successful critical hit,
any living creature damaged by this weapon
must make a Will save (DC 10+ half the wielder’s
character level + the wielder’s Strength or
Dexterity modifier) or be dazed the following
round.

Faint enchantment; CL 5th; Craft Magic
Arms and Armor; daze monster; Price +1
modifier.

Rapid Reloading: This ranged weapon’s
reload time is “one step” faster than normal. A
hand crossbow or light crossbow, which
normally takes a move-equivalent action to
reload, can be fired as quickly as a bow if it
carries this quality—that is, reloading becomes
part of the firing action, and a character can fire
the weapon as many times in a round as he has
attacks. A heavy crossbow with this quality can
be reloaded as a move-equivalent action.

A character using a rapid reloading weapon
with no reload time, such as a bow or a sling, can
fire the weapon faster than normal. Five times
per day, as part of a full attack action, he can
make an additional attack with a base attack
bonus of half his highest normal base attack

bonus. This ability’s effects do not stack with
similar effects, such as those from the Rapid
Reload feat or haste.

Moderate transmutation; CL 5th; Craft
Magic Arms and Armor; Rapid Reload; haste;
Price +1 bonus.

Rapid Striking: When the wielder of this
melee weapon uses the full attack action, he can
use it to make an additional attack with a base
attack bonus of half his highest normal base
attack bonus. This ability can be used five times
per day. Its effects do not stack with similar
effects (such as those from maneuverable, haste,
or speed special weapon quality). Even if a
character wields more than one weapon with this

ability, only one rapid strike is possible in a round.

Moderate transmutation; CL 5th; Craft
Magic Arms and Armor; haste; Price +1 bonus.

Retribution: Every time the wielder of this
melee weapon is wounded in combat, the
enhancement bonus of the weapon increases by
one against the opponent causing the wound
(maximum +5) for the duration of the combat.
The enhancement bonus of the weapon only
increases against one opponent at a time. If the
wielder is wounded by a second opponent, he
may choose to start increasing the weapon’s
enhancement bonus against the new opponent.
In this case, any bonuses against the first
opponent are lost. A combat ends when either
the wielder or his opponent is killed, rendered
helpless, surrenders, or successfully flees. As a
guideline, if the GM stops measuring time in
rounds, the combat is over. If the wielder later
engages in combat in a separate encounter with
the same opponent, there is no special bonus
from this power at the beginning of the combat.
Strong transmutation; CL 13th; Craft Magic
Arms and Armor; limited wish; Price +1 bonus.

Revitalizing: Once per day for a number of
rounds equal to her character level, the wielder
of a revitalizing weapon may choose to apply the
enhancement bonus of the weapon to heal her
own injuries for each successful attack instead of
adding it to her attack and damage rolls.

Strong conjuration; CL 15th; Craft Magic
Arms and Armor; regenerate; Price +42,000 gp.

Selective: If a critical hit/fumble chart or cards
are used the wielder of this weapon rolls twice or
selects two cards, and can select the result of
their choice.

Faint enchantment; CL 3rd; Craft Magic
Arms and Armor; divine favor; Price +2,000 gp.
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Serpent: When this weapon is cast upon the
ground, it transforms into a viper the same size
category as the weapon, with maximum hit
points. At the wielder’s command, when the
serpent is slain, or when one minute per point of
the weapon’s enhancement bonus has expired,
the snake transforms back into the weapon.
After spending time in serpent form and
returning to weapon form, the serpent weapon
cannot be changed into a viper again until an
equal amount of time is spent in weapon form as
was spent in serpent form.

Moderate transmutation; CL 7th; Craft
Magic Arms and Armor; polymorph; Price
+2,000 gp.

Shatterblast: This thrown weapon can be used
as a standard action to perform a sundering
attack with a +2 bonus to the combat maneuver.
If it fails to shatter that weapon on this single
attack it cannot deal any further damage to that
weapon as a thrown weapon. This does not
provoke an attack of opportunity if the attacker
is not within the reach of his opponent.

Moderate transmutation; CL 7th; Craft
Magic Arms and Armor; disintegrate; Price +2
bonus.

Spell Echoing: 3/day as a standard action that
provokes an attack of opportunity, a spell-
echoing weapon allows the wielder to duplicate
any arcane spell cast within a 20 foot radius. The
maximum level of the spell is equal to the total
enhancement bonus of the weapon (including
this bonus). If the spell was cast in a slot higher
than the sword can echo (including
metamagicked spells), the spell is not echoed.

The echoed spell must be cast in the same
round as the original spell, and the weapon
cannot echo spells with a range of personal or a
casting time greater than one round. All echoed
spells are cast at the level of the original caster,
not the wielder, and at the DC of the original
caster. Echoed spells are not subject to arcane
spell failure due to armor.

Overwhelming transmutation; CL 18th;
Craft Magic Arms and Armor; Price +4 bonus.

Spellreaving: When a spell caster or a creature
with a spell-like ability is struck by this weapon,
the victim must make a successful caster level
check (DC 11 + the wielder’s character level) or
its highest level spell slot or most powerful

remaining spell-like ability is expended for the day.

Moderate abjuration; CL 7th; Craft Magic
Arms and Armor; dispel magic; Price +1 bonus.

Slaying: A slaying weapon is keyed to a
particular type or subtype of creature, just like a
bane weapon, and can only be enchanted to a
weapon that bears the bane special quality. If it
damages such a creature, the target must make a
successful Fort Save (DC 10 + V2 the wielder’s
character level + the wielder’s Strength or
Dexterity modifier) or die (or, in the case of
unliving targets, be destroyed) instantly. Note
that even creatures normally exempt from
Fortitude saves (undead and constructs) are
subject to this attack. When keyed to a living
creature, this is a death effect (and thus death
ward protects a target). A ranged weapon with
this ability confers it on ammunition fired.
Strong necromancy; CL 13th; Craft Magic
Arms and Armor; finger of death; Price +4 bonus.
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Smiting: Once per day a smiting weapon grants
an additional use of smite (smite, smite good,
smite evil, etc.) and deals an extra +2 points of
damage with each smite attack.

Faint transmutation; CL 5th; Craft Magic

Arms and Armor; Smite Ability; Price +4,000 gp.

Spellbane: A spellbane weapon excels against
foes that cast spells or use spell-like abilities.
Against a spellcaster or foe that uses spell-like
abilities, the weapon's enhancement bonus is +2
better than its actual bonus. It also deals an
extra 2d6 points of damage against the foe. Cold
Iron weapons made with this proper do not
increase their price by 2,000 gp.

Faint abjuration; CL 5th; Craft Arms and
Armor; dispel magic; Price +1 bonus.

Spellcarrier: This thrown weapon can hold
one touch spell that will be delivered by a
successful thrown touch attack. It can hold one
touch spell without discharging it, allowing you
to cast other spells for a duration of one hour per
your caster level. Effects resolve after damage
has been dealt by the weapon.

Strong transmutation; CL 11th; Craft Magic
Arms and Armor; limited wish; Price +8,000 gp.

Spell Stealing: a spell stealing weapon
functions as a dispelling weapon except that it
has +15 dispel check and when it successfully
dispels and effect it is transferred to you
(duration remains the same).

Strong abjuration; CL 15th; Craft Magic Arms
and Armor; break enchantment; Price +4 bonus.

Spell Well: The spell well weapon can channel
your touch spells and can hold one touch spell
without discharging it, allowing you to cast other
spells for a duration of one hour per caster level.
Effects resolve after damage has been dealt by
the weapon.

Strong transmutation; CL 11th; Craft Magic
Arms and Armor; limited wish; Price +4,000 gp.

Soul Stealing: A soul stealing weapon drinks

in the immortal spirit of any creature it kills. If
the blow that ends a creature’s life comes from
the soul stealing weapon, that creature’s soul is
stolen. The creature cannot be restored to life
through any means (including clone, miracle,
raise dead, resurrection, reincarnation, true
resurrection, or wish), and its body is immune

to the speak with dead spell. A ranged weapon
with this ability confers it on ammunition fired.
Once per day, the wielder of a soul stealing weapon
can name one creature killed by the weapon and
ask it two questions, as if casting speak with dead
on the creature’s complete corpse.

If the soul stealing weapon is broken or
ruined, those killed by it can be restored to life
through all normal means, and their bodies
become vulnerable to the speak with dead spell.

Strong necromancy; CL 18th; Craft Magic
Arms and Armor; soul bind; Price +4 bonus and
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Starshine: If added to a weapon in
conjunction with the voidwrought weapon
special ability (see below), the market price
modifier of a starshine

blade is a +2 bonus; otherwise, a starshine
weapon has a market price modifier of a +3
bonus.

A starshine weapon’s blade is streaked as if
constantly mirroring a heavy meteor shower on
its surface (in conjunction with a voidwrought
blade, the stars are seen to streak through
night-black darkness). Despite its difference in
appearance, the base attack and damage
qualities of the weapon are not affected, except
that starshine weapons deal 1d8 points of extra
fire and lightning damage on a successful hit
(only creatures resistant or immune to both fire
and lightning ignore the damage).

A starshine blade that achieves a critical hit
deals 1d12 points of extra fire and lightning
damage. If the weapon’s critical multiplier isx3,
add 2d12 points of extra fire and lightning
damage instead, and if the multiplier is x4, add
3d12 points of extra fire and lightning damage.

A ranged weapon so enchanted bestows the
fire and lightning energy upon its ammunition.

Moderate evocation; CL 8th; Craft Magic
Arms and Armor; must infuse some fraction of
meteoritic iron of any quality into the forging;
Price +3 bonus (or +2 bonus if used on a
weapon in conjunction with the voidwrought
ability).

Summoner’s Foe: This weapon is inscribed
with a number of religious icons and symbols.
Whenever you're wielding a summoner’s foe
weapon and successfully damage a summoned
or called creature, that creature must succeed
on a Will save (DC 10 + half your character
level + your Strength or Dexterity Modifier) or
be whisked back to its native plane. You must
wait 5 rounds between each use of this ability.
Once per day you can use this ability on any
non-native outsider. Projectile weapons with
this property bestow its effects on their
ammunition.

Moderate abjuration; CL 11th; Magic Arms
and Armor; dismissal; Price +2.

Sworn: A sworn weapon makes a whispered
oath each time it is drawn or fired. The oath
varies by weapon, but it is generally a promise
to kill the wielder’s enemies. The wielder can,
as a free action, swear aloud to slay her target
in which case the weapon’s whisper becomes a
low shout. Against such a sworn enemy, the
weapon is treated as a bane weapon and the

sworn enemy is the
appropriate creature type.
However, the weapon is
treated as only a normal
weapon (no longer magical
or masterwork) against all
foes other than the

sworn enemy, and the
wielder takes a —2 penalty
on attack and damage rolls
with any weapon other than
the sworn weapon. This
effect lasts for 1 week or
until the sworn enemy is
slain or destroyed by the
wielder of the weapon,
whichever comes first.

A ranged weapon with
this ability confers it on
ammunition fired.

A sworn weapon may
have only one sworn enemy
at a time. Once the wielder
swears to slay a target, she
cannot make a new oath
until she has slain that
target or 7 days have passed,
whichever occurs first.

Strong evocation; CL
7th; Craft Magic Arms and
Armor; summon monster
IIT; Price +2 bonus.

Tentacle Rope: This
enchantment can be woven
into any net with an
enhancement bonus of +1 or
greater. Instead of the net, it
actually enchants the
trailing rope that is used to
control the net. When using
a net with a tentacle rope,
you may perform a trip or
disarm action using the
rope, within a range of ten
feet. This is the equivalent
of using a whip, although
you do not have to have
proficiency with the whip.
This quality also grants a +4
bonus to the combat
maneuver when you use the
trip or disarm maneuver.

Faint transmutation; CL
3rd; Create Magical Arms
and Armor; animate object;
Price +1 modifier.
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Terror: A terror weapon causes a creature
damaged by this weapon to become shaken if it
fails a Will Save (DC 10+V2 the wielder’s
character level + the wielder’s Strength or
Dexterity modifier). If the Will save is successful,
that creature is immune to this terror weapon’s
fear effects for 24 hours.

Strong necromancy; CL 13th; Craft Magic
Arms and Armor; fear; Price +1 bonus.

Toxifying: Any poison applied to a toxifying
weapon enjoys a +4 enhancement bonus to its
Fortitude save DC. Ranged weapons so crafted
bestow the enhancement bonus upon any poison
applied to their ammunition.

Faint transmutation; CL 77th; Craft Magic
Arms and Armor; poison; Price +2 bonus.

Transmutable: As a standard action you can
change a transmutable weapon into a different
weapon type, material type, and/or alignment
type. This is usually used to bypass damage
reduction or hardness. A ranged weapon with this
ability confers it on ammunition fired.

Strong transmutation; CL 15th; Craft Magic

Arms and Armor; miracle or wish; Price +3 bonus.

Twin: When two individuals wielding a pair of
these matched weapons stand within 10 ft. of each
other, they gain a +2 damage bonus on attacks
with the weapons. Furthermore, if they speak the
command word at the same time (a free action),
they trigger a special enchantment on the weapons
that adds an additional +1d6 damage on attacks,
which lasts for three rounds.

If the twin weapon wielders are relatives or
sworn brothers, the damage bonus increases to
+2d6; if they are twins themselves, the bonus
increases to +3d6. The special enhancement can
only be invoked once per day. A single wielder
reduces this enhancement to +1/+1d6.

Overwhelming divination; CL 18th; Craft
Magic Arms and Armor; locate creature; both
weapons made at the same time; Price +2 bonus.

Voidwrought: Voidwrought weapons are
instilled with the darkness of space. As such, their
blades appear night black, and they do not reflect
any light; rather, they seem to absorb light.
Voidwrought weapons grant all wielders a +1
insight bonus on their attack and damage rolls and
the ability to see in normal and magical darkness
to a distance of 60 feet (if a wielder already has
this ability, the ranges in darkness are doubled).

Moderate divination; CL 8th; Craft Magic
Arms and Armor; must infuse some fraction of
meteoritic iron of any quality into the forging;
Price +2 bonus.
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Weaken Resistance: With each successful
strike this weapon reduces a creature’s spell
resistance by 1 point until the damage dealt by
this weapon is healed. Every subsequent strike
reduces it by an additional point of spell
resistance.

Moderate necromancy; CL 7th; Craft Magic
Arms and Armor; enervation; Price +1 bonus.

Wrathful: A wrathful weapon only functions
when its wielder is raging. It deals +1d8 points
of its weapon’s type of damage (bludgeoning,
piercing and/or slashing) on any successful
attack.

Faint enchantment; CL 5th; Craft Magic
Arms and Armor; rage; Price +1 bonus.

Wrathful Burst: A wrathful burst weapon
functions as a wrathful weapon that also
explodes with additional damage of the same
weapon type upon striking a successful critical
hit. This additional damage does not harm the
wielder. In addition to the extra damage from
the wrathful ability (see below), a wrathful burst
weapon deals an extra 1d12 points of the weapon
type damage on a successful critical hit. If the
weapon's critical multiplier is x3, add an extra
2d12 points of weapon type damage instead, and
if the multiplier is x4, add an extra 3d12 points
of weapon type damage.

Even if the wrathful ability is not active, the
weapon still deals its extra weapon type damage
on a successful critical hit.

Moderate enchantment; CL 7th; Craft Magic
Arms and Armor; rage; Price +2 bonus.

y

K& GNS

5

'S

AN T(“WK/LA 75

2N D T

N Y AT




y

2

o5

R\TZS

p/
)

SOV SO G Y  NNTRRR AN A A

PN AN

3

WA vm N2

Bestow Affliction
Conjuration

Level: Clr 4

Components: V, S

Casting Time: 1 action

Range: Touch

Target: Creature touched
Duration: Instantaneous
Saving Throw: Fortitude negates
Spell Resistance: Yes

Bestow affliction causes the target to suffer
a permanent physical or mental disability. The
affliction can be cured by remove curse, heal,
limited wish, wish, or miracle.

The caster can choose an affliction to bestow
from the following list:

Babble: The afflicted’s ability to speak
coherently is compromised. Any time he
attempts to communicate (including casting
spells with verbal components), he must make a
Will save (DC 16) or whatever he says comes out
as gibberish.

Barrenness/Infertility: Certain demons,
curses and diseases (and of course, old age)
caused people to be unable to produce or bear
offspring. This is a touchy subject, and the
effects of the affliction might be entirely
unimportant in some campaigns. It can be cured
by any of the spells listed above, or by a fertile
womb spell.

Cataracts: Cataracts are an affliction that
permanently degrades one’s eyesight (-2 to
Search and Spot checks, -4 to attack rolls, and
any Dexterity bonus to AC is halved). It can be
cured by the spells listed above, or by a
combination of the remove disease and cure
blindness spells.

Dementia: The afflicted’s ability to interact
with the real world is compromised. Any time he
attempts to take a decisive action, he must make
a Wisdom Check (DC 13), or act as though under
the influence of a confusion spell.

Diseased: The afflicted has suffered physical
scars from numerous sicknesses, and he
perpetually stinks of infection. He suffers a -5
penalty to his Charisma score.

Ecstatic: The afflicted’s ability to
understand danger is compromised. In any
excited or dangerous situations, he must make a
Wisdom check (DC 13), or spend the next 1d4
rounds singing and dancing like a drunk. While
in ecstasy he is unable to attack or to use any
active defenses. At the end of the madness, make
another Wisdom check or the ecstasy continues.

Fixation: The afflicted takes on a quest in
search of an unattainable goal (e.g. an imaginary

object or impossible ideal) that puts him (and
allies) into dangerous situations.

Forgetfulness: The afflicted’s ability to
remember facts is compromised. Any time he
must do something that requires accessing his
memory (including casting memorized spells),
he must make an Intelligence check (DC 13).

Impotence: The afflicted’s ability to
participate in sex and to procreate are
compromised. This is another touchy subject,
and its effects might be entirely unimportant in
some campaigns.

Lameness: The afflicted’s speed is halved,
and he becomes incapable of running or
charging. He also suffers a -10 penalty to Jump
and Swim skills.

Mute: The afflicted loses the power of
speech. He can still make himself understood
through writing, and his hearing is unaffected.

Paranoia: The afflicted’s ability to separate
friend from foe is compromised. Any time
someone confronts him with an unexpected
situation, he automatically views the other as an
enemy and must make a Wisdom check (DC 10)
to avoid attacking him.

Phobia: The afflicted develops an irrational
fear of a common object, creature, or condition.
He believes the object of the phobia poses an
immediate threat to him and may even see it
where it doesn’t exist.

Sickly: The Sickly affliction means that the
victim is more likely to contract diseases. A
Sickly person always has a low-level cough or
fever, and a -4 penalty to saves against disease.

Oeleport Attack

Transmutation

Level: 7

Casting Time: Standard action

Range: Touch

Target: One creature or object touched,
weighing no more than 50 1bs./level
Duration: Instantaneous

Saving Throw: Fortitude negates

Spell Resistance: Yes

You teleport a target creature or object into a
solid surface or object that you can see within
close range (25 feet + 5 feet/two levels). If the
spell succeeds, the subject suffers 2d6 points of
temporary Constitution damage + 1 point of
Constitution damage per round until freed and is
helpless. It becomes half imbedded in the
surface or object.
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OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000
Wizards of the Coast, Inc ("Wizards"). All Rights Reserved.

1. Definitions: (a)"Contributors" means the copyright and/or trademark owners who

14 Reformation: If any provision of this License is held to be unenforceable, such
provision shall be reformed only to the extent necessary to make it enforceable.

.

2\

Ny

15 COPYRIGHT NOTICE

have contributed Open Game Content; (b)"Derivative Material" means copyrighted
material including derivative works and translations (including into other computer
languages), potation, modification, correction, addition, extension, upgrade,
improvement, compilation, abridgment or other form in which an existing work may
be recast, transformed or adapted; (c) "Distribute" means to reproduce, license, rent,
lease, sell, broadcast, publicly display, transmit or otherwise distribute; (d)"Open
Game Content" means the game mechanic and includes the methods, procedures,
processes and routines to the extent such content does not embody the Product
Identity and is an enhancement over the prior art and any additional content clearly
identified as Open Game Content by the Contributor, and means any work covered by
this License, including translations and derivative works under copyright law, but
specifically excludes Product Identity. (e) "Product Identity" means product and
product line names, logos and identifying marks including trade dress; artifacts;
creatures characters; stories, storylines, plots, thematic elements, dialogue, incidents,
language, artwork, symbols, designs, depictions, likenesses, formats, poses, concepts,
themes and graphic, photographic and other visual or audio representations; names
and descriptions of characters, spells, enchantments, personalities, teams, personas,
likenesses and special abilities; places, locations, environments, creatures, equipment,
magical or supernatural abilities or effects, logos, symbols, or graphic designs; and any
other trademark or registered trademark clearly identified as Product identity by the
owner of the Product Identity, and which specifically excludes the Open Game
Content; (f) "Trademark" means the logos, names, mark, sign, motto, designs that are
used by a Contributor to identify itself or its products or the associated products
contributed to the Open Game License by the Contributor (g) "Use", "Used" or "Using"
means to use, Distribute, copy, edit, format, modify, translate and otherwise create
Derivative Material of Open Game Content. (h) "You" or "Your" means the licensee in
terms of this agreement.

2. The License: This License applies to any Open Game Content that contains a notice
indicating that the Open Game Content may only be Used under and in terms of this
License. You must affix such a notice to any Open Game Content that you Use. No
terms may be added to or subtracted from this License except as described by the
License itself. No other terms or conditions may be applied to any Open Game Content
distributed using this License.

3.0Offer and Acceptance: By Using the Open Game Content You indicate Your
acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, the
Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive license
with the exact terms of this License to Use, the Open Game Content.

5.Representation of Authority to Contribute: If You are contributing original material
as Open Game Content, You represent that Your Contributions are Your original
creation and/or You have sufficient rights to grant the rights conveyed by this License.

6.Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of
this License to include the exact text of the COPYRIGHT NOTICE of any Open Game
Content You are copying, modifying or distributing, and You must add the title, the
copyright date, and the copyright holder's name to the COPYRIGHT NOTICE of any
original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including as an
indication as to compatibility, except as expressly licensed in another, independent
Agreement with the owner of each element of that Product Identity. You agree not to
indicate compatibility or co-adaptability with any Trademark or Registered Trademark
in conjunction with a work containing Open Game Content except as expressly
licensed in another, independent Agreement with the owner of such Trademark or
Registered Trademark. The use of any Product Identity in Open Game Content does
not constitute a challenge to the

Open Game License v 1.0a Copyright 2000—2005, Wizards of the Coast, Inc. d20
System Reference Document Copyright

2000-2005, Wizards of the Coast, Inc.; authors Jonathan Tweet, Monte Cook, Skip
Williams, Rich Baker, Andy Collins, David

Noonan, Rich Redman, and Bruce R. Cordell, based on original material by E. Gary
Gygax and Dave Arneson.

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

Monte Cook’s Arcana Evolved Copyright 2005—-2007 Monte J. Cook. All rights
reserved.

Monte Cook’s Arcana Unearthed DM’s Screen and Player’s Guide Copyright 2003
Monte J. Cook. All rights reserved.

The Diamond Throne Copyright 2003 Monte J. Cook. All rights reserved.
Monte Cook’s Arcana Unearthed Copyright 2003 Monte J. Cook. All rights reserved.
The Book of Roguish Luck Copyright 2005 Wolfgang Baur. All rights reserved.

The Complete Book of Eldritch Might Copyright 2004 Monte J. Cook. All rights
reserved.

The Assassin’s Handbook Copyright 2002 Green Ronin Publishing. All rights
reserved.

‘When the Sky Falls Copyright 2003 Bruce R. Cordell. All rights reserved.

Book of the Rightous, Copyright 2002 Aaron Loeb

Plot & Poison: A guidbook to Drow, Copyright 2002, Green Ronin Publishing, LLC;
Author mathew Sernett

The Avatar’s Handbook, Copyright 2003, Green Ronin Publishing, LLC: Authors
Jesse Decker and Chris Thomasson

Advanced Race Codex Drow, Copyright 2007, Green Ronin Publishing, LLC Author
Mathew Serrnet,

Cry Havoc © 2003 Skip Williams. All rights reserved.

Unearthed Arcana Copyright 2004, Wizards of the Coast, Inc.; Andy Collins, Jesse
Decker, David Noonan, Rich Redman.

Initiative Cards v2.0 Copyright 2003, Th e Game Mechanics, Inc.; Author JD Wiker.

Advanced Player’s Manual, Copyright 2004, Green Ronin Publishing, LLC; Author
Skip Williams.

Advanced Gamemaster’s Guide, Copyright 2005, Green Ronin Publishing, LLC;
Author Owen K.C. Stephens.
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ownership of that Product Identity. The owner of any Product Identity used in Open
Game Content shall retain all rights, title and interest in and to that Product Identity. . . ) .
Mutants and Masterminds, Copyright 2002, Green Ronin Publishing, LLC; Author
8. Identification: If you distribute Open Game Content You must clearly indicate which ~ Steve Kenson.
portions of the work that you are distributing are Open Game Content. All proper
names and text in the description section are product identity all other content

Swords of Our Fathers, Copyright 2003, Th e Game Mechanics.
including translated proper names are open gaming content.

Testament: Roleplaying in the Biblical Era is ©2003 Green Ronin Publishing.

Open Content is the designated as follows: All common names the Racial Traits, all

information on classes, prestige classes, spells, and feats. Traps and Treachery, copyright 2001, Fantasy Flight Inc.; Authors Greg Benage, Kurt

Brown, Mark Chance, Brian Ferrenz, Lizard, David Lyons, Brian Patterson, Scott
Stoecker, Wil Upchurch.

e

9. Updating the License: Wizards or its designated Agents may publish updated
versions of this License. You may use any authorized version of this License to copy,
modify and distribute any Open Game Content originally distributed under any
version of this License.
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Love and War, copyright 2004, Trident, Inc. d/b/a Atlas Games; Author David Chart.

10 Copy of this License: You MUST include a copy of this License with every copy of 101 magical weapon propertiesCopyright 2010 Steven D. Russell. All rights reserved.

the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game
Content using the name of any Contributor unless You have written permission from
the Contributor to do so.

12 Inability to Comply: If it is impossible for You to comply with any of the terms of
this License with respect to some or all of the Open Game Content due to statute,
judicial order, or governmental regulation then You may not Use any Open Game
Material so affected.

13 Termination: This License will terminate automatically if You fail to comply with all
terms herein and fail to cure such breach within 30 days of becoming aware of the
breach. All sublicenses shall survive the termination of this License.
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