/
/

ernalin

Tools orEHE TRADE
Tue Witca HuNTER

DATHFINDER
\ ROLEPLAYING GAME COMPATIBLE




[
L &
e —)

O\

\/

) U

S
—
«

) (
9 5/

U

QN

(c

QA
v U

~

GT &)
), E

o\

7

Rl A)
\
N/

/R

(7 \Q‘ ~
j \&

[N

Q
) n
V)

G )
vy

O\

()
j \&

o\

C 8
R\

Q

2
4

) (@ )
\% V) Al

Q
8 =74 \

) {
\¥ 5

e
%)

N

@A)
v U

O\

(@ 0)
j \"

VN

o A
VY

\77)

S

' PLAYER PARAPH

(e 5 R ah) 9 (A2 D) (e 7)) Q i'\ () (D .0) R 5) (O O} ([ Lh) (Q10) (Rin) @
J U O\ ) b v U v oy v U j \] 5 \¥ S Z“ v U v v \/5‘ ¥ V Z Y \’v@'

CRINALIA #]12.5

By the Knotty-Works

Welcome to a special issue of Player Paraphernalia,
a hodge podge of character ideas and alternate
rules that may be used with the Pathfinder
Roleplaying Game (Paizo, Inc®). This issue
introduces several items that are used by the witch
hunter as he plies his trade in the battle against

the dark arts. Combating the powers of the dark
takes more than strength and guile and the items
presented below will commonly be found within the
possession of a traveling witch hunter.

These items were designed for use with the

witch hunter classes introduced in the Player
Paraphernaila #11, Player Paraphernalia #12, and
Player Paraphernalia #13, though these supplements
are not required to use the tools provided below.

Tools of the Trade

The following items are the tools of the trade for a full
time witch hunter. Unless otherwise specified, none
of these items are magical or enchanted in nature.
Many can be created from alchemical reagents and
materials but also the blessing of a priest whose deity
opposes witchcraft or dark arcane magics.

Cold Iron Dust: Typically distributed in a leather
pouch or thin glass vial, cold iron dust.is known to
have deliberating effects on the powers of the witch.
When used as a thrownssplash weapon, cold iron dust
will fill a 5 foot area and settle on anyone within that
space. The dust has a 10 foot range increment and
is resolved as a splash weapon but only affects the 5
foot area struck. If the area is targeted rather than
the witch, the dust is less effective and the target is
allowed a reflex save (DC 12) to avoid the effects of
the dust.

If the target of the dust is a witch, she must make a
concentration check when attempting to use any of
her hex powers that take a standard action or less.
The DC is equal to 10 +5 for common hexes, +10 for
major hexes, and + 15 for grand hexes. The dust also

obscures vision and perception checks by those within
the area of effect suffer a - 2 penalty.

The dust may be removed by hand as a full round
action, though it does provoke attacks of opportunity.
The dust naturally wears off within 2d4 rounds through
normal movement and actions of the recipient.
Weight 0.5 1b; Cost 200 gp

Dye of Poison Detection: This bright blue liquid
comes in a small blue vial whose exact formula is
generally unknown but the glow effect is generally
aftributed fo aphosphorus reaction. If a drop is
applied fo a piece of fruit or other piece of food it
glows for a single round if the fruit is under the effects
of either the witch's Eternal Slumber or Poison Steep
hex. The liquid does not detect any other type of
poisons that may be present within the fruit or food
item. The dye also does not confer any benefit if the
food is consumed. A vial will have 50 doses.

Weight --; Cost 100 gp

Figs of Repentance: These dried fruits are blessed
by a priest and then imbued with sacred energies to
ward off the effects of witchcraft. If consumed by an
individual under the effects of the following hexes it
grants an immediate saving throw with a +2 sacred
bonus to end the effects of the hex. The fig is used
for the hexes of Agony, Cursed Wound, Delicious
Fright, Evil Eye, Infected Wounds, and Unnerve Beasts.
Weight none individually, 1 Ib per 50 figs; Cost 300 gp
per 50 figs

Lazarus Licorice: This bitter tasting candy is used
to offset the effects of the witch’s Death Curse. If the
recipient is chewing the licorice when the hex is cast
on him, he gains a +2 sacred bonus to the inifial Will
saving throw. If the initial save is failed, the recipient
gains a +2 sacred bonus to the Fort save against the
death effect and even if the saving throw fails, the
recipient does not die but falls info a catatonic state
that lasts until a Remove Curse is cast upon him. The
candy takes 2d4 rounds to thoroughly chew, but
once the recipient begins chewing it, the licorice must
be consumed. Saving a partially chewed piece of

Compatibility with the Pathfinder Roleplaying Game requires the Pathfinder Roleplaying Game from Paizo Inc.. See http://paizo.com/pathfinderRPG
for more information on the Pathfinder Roleplaying Game. Paizo Inc. does not guarantee compatibility, and does not endorse this product.

Open Gaming License Copyright © 2007 Wizards of the Coast. All rights reserved, Pathfinder is a registered trademark of Paizo Publishing,

LLC, and the Pathfinder Roleplaying Game and the Pathfinder
Paizo Publishing, LLC, and are used under the Pathfinder
com/ pathfinderRPG/compatibility for more information on the
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http://www.d20pfsrd.com/magic#TOC-Concentration
http://www.d20pfsrd.com/classes/base-classes/witch#TOC-Hex
http://www.d20pfsrd.com/classes/base-classes/witch/hexes/common-hexes
http://www.d20pfsrd.com/classes/base-classes/witch/hexes/major-hexes
http://www.d20pfsrd.com/classes/base-classes/witch/hexes/grand-hexes
http://www.d20pfsrd.com/classes/base-classes/witch/hexes/grand-hexes/hex-grand-eternal-slumber-su
http://www.d20pfsrd.com/classes/base-classes/witch/hexes/common-hexes/hex-poison-steep-sp
http://www.d20pfsrd.com/classes/base-classes/witch/hexes/major-hexes/hex-major-agony-su
http://www.d20pfsrd.com/classes/base-classes/witch/hexes/common-hexes/hex-cursed-wound-su
http://www.d20pfsrd.com/classes/base-classes/witch/hexes/major-hexes/hex-major-delicious-fright-su
http://www.d20pfsrd.com/classes/base-classes/witch/hexes/major-hexes/hex-major-delicious-fright-su
http://www.d20pfsrd.com/classes/base-classes/witch/hexes/common-hexes/hex-evil-eye-su
http://www.d20pfsrd.com/classes/base-classes/witch/hexes/major-hexes/hex-major-infected-wounds-su
http://www.d20pfsrd.com/classes/base-classes/witch/hexes/common-hexes/hex-unnerve-beasts-su
http://www.d20pfsrd.com/classes/base-classes/witch/hexes/grand-hexes/hex-grand-death-curse-su
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licorice for later does not confer the benefits listed
above. Weight --; Cost 800 gp

Ointment of Hex Protection, (Minor, Major,

and Grand): These ointments grant a +2 sacred
bonus o saving throws against a witch's hex powers.
The Minor Ointment grants a bonus against common
hexes, the Major Oinfment grants bonuses against
common and major hexes, and the Grand Ointment
grants bonuses against all types of hexes. The
ointment lasts for 24 hours before it wears off. It can
be washed off and if the wearer is submerged in
water or other liquid the ointment will become diluted
and no longer grant any benefit. Weight --; Cost 100
gp (Minor), 300 gp (Maijor), 700 gp (Grand)

)

Quartz Monocle: A large piece of translucent
uncolored quartz is encircled by a band of iron
inscribed with arcane and divine markings. The witch
hunter may use this item in an attempt to pierce

the disguise of a witch using the Disguise hex. It
requires a perception check with a DC equal to 10
+ the witch's class level and if successful, the witch
hunter notices inconsistencies with the form of the
person being viewed by the monocle. The monocle
has an effective range of 30 feet and it fakes some
concentration and a standard action to effectively
’ scan the area about the wielder to detect the
presence of the witch.

o

Learning to see the fell-tale signs of the witch’s
disguise hex takes experience and only those that
have class levels as a witch hunter or have five or
more ranks with spellcraft can effectively attempt to
use the quartz monocle. Weight --; Cost 500 gp

Salt: The witch hunter may use salt to disrupt the link
between a witch and her familiar. If @ pound of salt
is thrown at a witch as a ranged splash weapon, it will
cover a 5 foot area and anyone within that space.
The salt has a 10 footf range increment and is resolved
as a splash weapon but only affects the 5 foot area
struck. If the area is targeted rather than the witch,
the salt is less effective and the target is allowed a
reflex save (DC 12) to avoid the effects of the salt.

If a witch is covered with salt, it temporarily disrupts
the link between the witch and her familiar for 1d4
rounds.

\¥

The witch hunter may also spread salf in a ring about
a witch or her familiar, using 1 pound per 5 foot

between the witch and her familiar if they both are
not within the ring of salt. When used in this way, the
ring may last indefinitely, though typically it needs to
be refreshed once daily. If exposed to rain or water,
the ring completely dissolves within a round.
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square. When used in this way, the salt disrupts the link
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The salt also disrupts any hexes that grant the witch
extra sensory perception such as Beast Eye or Hag's
Eye while the witch is surrounded by salt. Weight 1 Ib
per dose; Cost 1 gp per dose

Salt of the Earth: This alchemical substance is
composed of rock salt and other natural substances
combined through arcane and divine rituals involving
the blessing by a priest. When. applied to an area
affected by a witch's Blight, the sower of the salt may
make a saving throw vs the hex and if successful the
Blight is removed from the area. This substance will
not work on creatures affected by the Blight hex.
Weight 1 Ib; Cost 500 gp

Silver Dust: Typically found in small leather pouches ¢

or in emptied egg shells, the dust is normally thrown as
a ranged splash weapon, coating a 5 foot area. The
dust has a 10 foot range increment and is resolved

as a splash weapon but only affects the 5 foot area
struck. If the areais targeted rather than the witch,
the dust is less effective and the farget is allowed a
reflex save (DC 12) to avoid the effects of the dust.

If a witch is in the area of effect of the silver dust,
any hexes she uses while coated are weakened and
the saving throw DC is reduced by 2. The dust also

obscures vision and perception checks by those within

the area of effect suffer a - 2 penalty.

The witch may spend a full round to remove the
dust, provoking attacks of opportunity and the dust
naturally falls off and becomes ineffective within
2d4 rounds of normal movement and actions of the
target. Weight 0.5 Ib; Cost 100 gp
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http://www.d20pfsrd.com/classes/base-classes/witch/hexes/common-hexes
http://www.d20pfsrd.com/classes/base-classes/witch/hexes/common-hexes
http://www.d20pfsrd.com/classes/base-classes/witch/hexes/major-hexes
http://www.d20pfsrd.com/classes/base-classes/witch/hexes/common-hexes/hex-disguise-su
http://www.d20pfsrd.com/skills/spellcraft
http://www.d20pfsrd.com/classes/base-classes/witch/hexes/major-hexes/hex-major-beast-eye-su
http://www.d20pfsrd.com/classes/base-classes/witch/hexes/major-hexes/hex-major-hags-eye-su
http://www.d20pfsrd.com/classes/base-classes/witch/hexes/major-hexes/hex-major-hags-eye-su
http://www.d20pfsrd.com/classes/base-classes/witch/hexes/common-hexes/hex-blight-su
http://www.d20pfsrd.com/classes/base-classes/witch/hexes/common-hexes/hex-blight-su
http://www.d20pfsrd.com/classes/base-classes/witch/hexes/common-hexes/hex-blight-su
http://www.d20pfsrd.com/classes/base-classes/witch#TOC-Hex
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<~ Witch Hunter's Balm: The balm is composed of

lard mixed with silver shavings and prepared through
, arcane and divine rituals. The balm may be applied
to a single victim of the witch's Scar hex, and the
victim may then make another Will save with a +2
sacred bonus to remove the scar and its effects.
Weight --; Cost 500 gp
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Witch Hunter’'s Charm: This small siiver emblem is
, typically styled in the witch hunter's own emblem and
is blessed by a priest through a divine ritual. When
worn in plain sight, the charm grants the wearer a +2
sacred bonus against a witch’s Misfortune hex. The
-~ charm does not take up any slots on the body, but
does not stack with other sacred bonuses against the
hexes including other charms. Weight --; Cost 100 gp

VN

Q.0
O\

N

(A 0)
vy

G o)
v U

/o

Witch Hunter’'s Chime: This small silver chime is
imbued with the ability to disrupt a witch's Charm
hex. As a standard action, the possessor of the chime
may produce a tone that can be clearly heard within
30 feet. Anyone or thing under the effects of the
Charm hex is allowed to make another saving throw
to negate the effects of the charm. The chime can
also be used to disrupt the effects of the Beast Eye hex
to any animal within 30 feet, granting that animal a
Will save even if it normally does not get a saving

’ throw for this hex.
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The wielder of the chime may also use it
to disrupt a witch’s Cackle as a readied
action. The wielder must be able to
see the witch and have the chime
in hand. A perception or spellcaft
check with a DC of 10 must be
used to determine that the witch

is about to use the Cackle hex. If
successful, the wielder may ring

the chime during the witch's
cackle, automatically disrupting

it for any effects within 30 feet of
the chime wielder. Weight --;

Cost 150 gp

o\

G0
vy

Gl g
j @

) (

:
R\

) Q

@
v U

Vb

Witch Hunter’'s Gong: This
beaten iron gong is inscribed
with silver runes and arcane
markings, blessed by a priest
while it is being created with
special prayers and rituals.

The witch hunter may use the
gong to disrupt the effects of
the witch's Slumber hex. When
clanged as a standard action,
anyone within 30 feet that is
under the effects of the witch's
slumber hex may make a new
saving throw to wake up from the
slumber.
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The wielder of the gong may also use it to disrupt a
witch’s Cackle similarly to the witch hunter's chime.
The wielder must be able to see the witch and have
the gong in hand and have a readied action to use
the gong. A perception or spellcaft check with a

DC of 10 must be used to determine that the witch is
about to use the Cackle hex. If successful, the wielder
may clang the gong during the witch’s cackle,
automatically disrupting it for any effects within 30 feet
of the gong wielder. Weight 4 |bs; Cost 300 gp
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Witch Hunter’s Tool Kit: The witch hunter typically
carries a large leather satchel that contains his spell
components (if any), and comes initially stocked with
the following items: One vial of cold iron dust, a small
vial of dye of poison detection (20 doses), 10 figs of
repentance, one vial of ointment of hex protection
(minor), 5 pounds of salt, one dose of sneezing or
itching powder, and a pouch of silver dust.

Weight 8 lbs; Cost 500 gp
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http://www.d20pfsrd.com/classes/base-classes/witch/hexes/common-hexes/hex-scar-su
http://www.d20pfsrd.com/classes/base-classes/witch/hexes/common-hexes/hex-misfortune-su
http://www.d20pfsrd.com/classes/base-classes/witch/hexes/common-hexes/hex-charm-su
http://www.d20pfsrd.com/classes/base-classes/witch/hexes/common-hexes/hex-charm-su
http://www.d20pfsrd.com/classes/base-classes/witch/hexes/major-hexes/hex-major-beast-eye-su
http://www.d20pfsrd.com/classes/base-classes/witch/hexes/common-hexes/hex-cackle-su
http://www.d20pfsrd.com/classes/base-classes/witch/hexes/common-hexes/hex-cackle-su
http://www.d20pfsrd.com/classes/base-classes/witch/hexes/common-hexes/hex-slumber-su
http://www.d20pfsrd.com/classes/base-classes/witch/hexes/common-hexes/hex-cackle-su
http://www.d20pfsrd.com/skills/perception
http://www.d20pfsrd.com/skills/spellcraft
http://www.d20pfsrd.com/classes/base-classes/witch/hexes/common-hexes/hex-cackle-su
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Thcstcllowing te sl G Lrobioris N Eais of Lt best. e o apyiht which portions of the work that you are distributing are Open Game Content.

2000 Wizards of the Coast, Inc (“Wizards”). All Rights Reserved. 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
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1. Definitions: (a)’Contributors” means the copyright and/or trademark owners
who have contributed Open Game Content; (b)’Derivative Material” means
copyrighted material including derivative works and translations (including into
other computer languages), potation, modification, correction, addition, extension, 10 Copy of this License: You MUST include a copy of this License with every copy of
upgrade, improvement, compilation, abridgment or other form in which an existing the Open Game Content You Distribute.

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 12 Inability to Comply: If it is impossible for You to comply with any of the terms of
content clearly identified as Open Game Content by the Contributor, and means  this License with respect to some or all of the Open Game Content due to statute,
any work covered by this License, including translations and derivative works judicial order, or governmental regulation then You may not Use any Open Game
under copyright law, but specifically excludes Product Identity. (e) “Product Identity” Material so affected.

means product and product line names, logos and identifying marks including trade 43 Termination: This License will terminate automatically if You fail to comply with all

dress; artifac.ts; creatures characters; stories, storylings, plots, ic'ematic. elements,  terms herein and fail to cure such breach within 30 days of becoming aware of the
dialogue, incidents, language, artwork, symbols, designs, depictions, likenesses, raach All sublicenses shall survive the termination of this License.
formats, poses, concepts, themes and. graphic, photographic and other visual or

audio representations; names and descriptions of characters, spells, enchantments, 14 Reformation: If any provision of this License is held to be unenforceable, such
personalities, teams, personas, likenesses and special abilities; places, locations, provision shall be reformed only to the extent necessary to make it enforceable.
environments, creatures, equipment, magical or supernatural abilities or effects, 15 cOPYRIGHT NOTICE

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 ~ OOpen Game License v 1.0 © 2000, Wizards of the Coast, Inc.

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. ~ Pathfinder RPG Core Rulebook. © 2009, Paizo Publishing, LLC; Author: Jason
(h) “You” or “Your” means the licensee in terms of this agreement. Bulmahn, based on material by Jonathan Tweet, Monte Cook, and Skip Williams.
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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.
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System Reference Document. © 2000, Wizards of the Coast, Inc.; Authors
Jonathan Tweet, Monte Cook, Skip Williams, based on material by E. Gary
Gygax and Dave Arneson.
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2. The License: This License applies to any Open Game Content that contains a  The Book of Experimental Might. © 2008, Monte J. Cook. All rights reserved.
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.
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Tome of Horrors. © 2002, Necromancer Games, Inc.; Authors: Scott Greene,

with Clark Peterson, Erica Balsley, Kevin Baase, Casey Christofferson, Lance
Hawvermale, Travis Hawvermale, Patrick Lawinger, and Bill Webb; Based on

original content from TSR.
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Pathfinder Roleplaying Game Advanced Player’s Guide. Copyright 2010, Paizo
Publishing, LLC; Author: Jason Bulmahn.

: i 4 : . G Pathfinder Player Companion: Adventurer’s Armory. Copyright 2010, Paizo Publishing,
4. Grant and Consideration: In consideration for agreeing to use this License, the LLC; Authors: Jonathan Keith, Hal Maclean, Jeff Quick, Christopher Self, JD Wiker, and

Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive license  keri Wiker.
with the exact terms of this License to Use, the Open Game Content.
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3.0ffer and Acceptance: By Using the Open Game Content You indicate Your
acceptance of the terms of this License.
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Kobold Quarterly, Issue 7 © 2008, Open Design LLC, www.koboldqus<irterly.com; Authors:
5.Representation of Authority to Contribute: If You are contributing original material  John Baichtal, Wolfgang Baur, Ross Byers, Matthew Cicci,John Flemming, Jeremy Jones,

as Open Game Content, You represent that Your Contributions are Your original  Derek Kagermann, Phillip Larwood, Richard Pett, and Stan!
creation and/or You have sufficient rights to grantthe rights conveyed by this License. - 0oze, Magma from the Tome of Horrors Complete © 2011, Necromancer Games, Inc.,

6.Notice of License Copyright: You must update the COPYRIGHT NOTICE portion ~ Published and distributed by Frog God Games; Author: Scoft Greene.

of this License to include the exact text of the COPYRIGHT NOTICE of any Open  Slithering Tracker from the Tome of Horrors Complete © 2011, Necromancer Games, Inc.,
Game Content You are copying, modifying or distributing, and You must add the title, published and distributed by Frog God Games; Author: Scott Greene, based on original
the copyright date, and the copyright holder’s name to the COPYRIGHT NOTICE of Material by Gary Gygax.

any original Open Game Content you Distribute. Pathfinder Player Companion: Alchemy Manual © 2014, Paizo Inc.; Authors: Jason Nelson,
Patrick Renie, and David N. Ross.
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7. Use of Product Identity: You agree not to Use any Product Identity, including as an

indication as to compatibility, except as expressly licensed in another, independent  Player Parapheralia #12.5 Tools of the Trade, The Witch Hunter ©2015, The Knotty-
Agreement with the owner of each element of that Product Identity. You agree notto Vorks: Author: John Buckley

indicate compatibility or co-adaptability with any Trademark or Registered Trademark  Some artwork copyright William McAusland, used with permission

in conjunction with a work containing Open Game Content except as expressly
licensed in another, independent Agreement with the owner of such Trademark or
Registered Trademark. The use of any Product Identity in Open Game Content does
not constitute a challenge to the ownership of that Product Identity. The owner of any
Product Identity used in Open Game Content shall retain all rights, title and interest
in and to that Product Identity.
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Some artwork from Cerebrus Royalty Free Clip Art Pack.
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If you enjoyed this product, please check out these other
Pathfinder supplements produced by the Knotty Works.
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Each of the Spell Works Compendiums offer over
fifty new and unique spells. Advancing with Class
supplements offer new abilities for existing
classes or introduce a new class with unique
mechanics for the Pathfinder game.
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