THE Twice-DAMNED PRINCE

by Brian Cortijo

The streets of Westcrown run red with blood, thrown
into chaos as the murderous scions of house Drovenge,
Chammady and Ecarrdian, make a brazen play to claim
the leaderless city as their own. As the siblings move
to sacrifice the entire city to serve their maniacal plot,
agents from afar eye the former capital with martial
impatience. Can the PCs put the city to rights before it
collapses under the weight of chaos? And who will rise as
the new ruler of all of Westcrown?

Mammon

by F. Wesley Schneider

Master of the eternal darkness of Erebus and keeper of
Hell’s vaults, the creature known as Mammon resides
without form or mercy. By greed and dark promises, the
archfiend drives mortals to acts of incredible depravity,
all the while stewarding some of the multiverse’s greatest
treasures. Discover the secrets of Mammon in this newly
discovered folio from the infamous Book of the Damned.
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ANARCHY

by Darrin Drader

Chaos comes to the streets in a myriad of forms, whether
natural or by social disorder. Learn how to run and quell
encounters steeped in disaster, from fires and floods to
looters and rioting mobs.

AND MoRE!

Everything comes crashing to a close for Radovan, Varian,
and much of Egorian’s nobility in the final installment of’
the Pathfinder's Journal by Dave Gross. Also, unleash new
masters of ultimate ruin in a world-shattering entry into
the Pathfinder Bestiary.

SuBsCRIBE T0 PATHFINDER ADVENTURE PATH!

The Council of Thieves continues! Venture to paizo.com/
pathfinder and subscribe today! Have each Pathfinder
Adventure Path, Pathfinder Chronicles, Pathfinder
Companion, Pathfinder Module, and GameMastery product
delivered to your door! Also, check out the free Council of
Thieves Player’s Guide, available for download now!
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IT's YOUR WORLD Now

From the crumbling spires of the ancient runelords in distant Varisia to the bustling merchant

kingdoms of the Inner Sea, the Pathfinder Chronicles campaign setting forms the panoramic

backdrop for Paizo Publishing’s innovative Pathfinder fantasy roleplaying supplements, modules,

and Adventure Paths. The world’s most popular roleplaying game is always changing, but the

Pathfinder Chronicles campaign setting is designed to be great right from the start. Your next
great adventure is about to begin. It’s your world now.

Pathfinder Chronicles Supplements « $19.99
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