THE HUNGRY STORM
by Jason Nelson

Traveling at the head of a caravan they've built up
scratch over the course of the previous adventures, the
intrepid heroes must navigate Golarion’s frozen northern
continent, the so-called “Crown of the World,” to reach
the distant and legendary land of Minkai on the other
side of the planet. Along their journey, they learn that
a monstrous entity is manipulating the blizzards and
storms of the north. Unless this new menace is defeated,
the heroes may find themselves but the latest victims of
the Hungry Storm.

CROWN OF THE WORLD GAZETTEER

Tread the paths of killing ice and burning snow. Learn
what mysteries lie beyond the edge of the world and what
relentless creatures call that bleak wilderness home.
Discover the terrible majesty and unbelievable secrets
of a realm that tries to claim all that enters its frigid
boundaries. Beyond the strange peoples and legendary
locations that dot one of Golarion’s deadliest wilds, learn
new ways to deal with the dangers of the frozen North,
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prepare yourself to lay siege to the Crown of the World
with arctic gear, and learn the secrets that might mean
the difference between life and an icy tomb.

AND MORE!

Radovan and Jeggare follow a trail of horrific murders to a
house of geishas, and uncover yet more disturbing secrets
and strange clues about both the methods of the killer
and the nature of their comrades in the next installment of
“Husks,” Dave Gross’s newest entry into the Pathfinder’s
Journal. Also, the hearty and horrific inhabitants of the
frozen north unleash all manner of icy dooms in the
Pathfinder Bestiary.

SUBSCRIBE TO PATHFINDER ADVENTURE PATH!
The Jade Regent Adventure Path continues! Don’t miss
a single volume—venture over to paizo.com/pathfinder
and subscribe today! Have each Pathfinder Adventure
Path, Pathfinder Campaign Setting, Pathfinder Player
Companion, Pathfinder Module, Pathfinder Tales, and
GameMastery product delivered to your door! Also,
download the free Jade Regent Player’s Guide, available now!
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: ‘;h the forebodmg north the demonlc hordes of the maglc-tW|sted hellscape known as the
Worldwound encroach upon the southern kingdoms of Golar10{ Their latest escalation

embroils a preternaturally handsom._c;__and coolly charismatie-swindler.named Gad, who
decides to assemble a team of thieves, cutthroats, and con artists to,také the fight into the
demon lands and strike directly at thefiendish leader responsiblé'for the latest raids—the
Y ) demon Yath, the Shimmering Putrescence. Can Gad hold his teamtogether long enough to
M ;2 \pu offthe ultimate con, or will trouble from within His own organization lead to an untimely
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From:c‘g\a ing legend' and popular'é;uthor Robin D. Laws comes a fantastic new adventure of
swords and,sor’gry;.geu_;),the aWard—wmnlng world of the Pathfinder Roleplaying Game.
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Rosin D. Laws

n a mysterious errand for the Pathfinder

Society, Count Varian Jeggare and his
hellspawn bodyguard Radovan journey to the
distant land of Tian Xia. When disaster forces him
to take shelter in a warrior monastery, “Brother”
Jeggare finds himself competing with the monks
of the Dragon Temple as he unravels a royal
mystery. Meanwhile, Radovan—trapped in the
body of a devil—must serve a twisted master by
defeating the land’s deadliest champions and
learning the secret of slaying an immortal foe.
Together with an unlikely army of spirits, the two
companions must take the lead in an ancient
conflict that will carry them all the way to the
Gates of Heaven and Hell.

From fan-favorite author Dave Gross comes a new
fantastical adventure set in the award-winning
world of the Pathfinder Roleplaying Game.
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eize the initiative and chop your foes to pieces with this exhaustive

guide to the art of martial combat—an exciting new rulebook
for the smash-hit Pathfinder Roleplaying Game, suitable for players
and Game Masters alike! This comprehensive 256-page hardcover
reference reveals the martial secrets of the Pathfinder RPG rules like
never before and also introduces three new classes: the ninja, samurai,
and gunslinger! All this plus tons of new armor and weapons, a
complete treatment of firearms in the Pathfinder RPG, a vast array of
martial arts, finishing moves, vehicle combat, duels, and new combat-

\ m NOW! oriented spells for every spellcasting class in the game!
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Pathfinder Adventure Path is your monthly Pathfinder campaign resource. Each volume explores new locations, unveils new monsters unique to Golarion,
and gives Game Masters another entry in a complete campaign. Adventures, wealth, and fame await within!

Pathfinder #43 Carrion Crown: The Haunting of Harrowstone $19.99 O
Pathfinder #44 Carrion Crown: Trial of the Beast $19.99 O
Pathfinder #45 Carrion Crown: Broken Moon $19.99 O
Pathfinder #46 Carrion Crown: Wake of the Watcher $19.99 O
Pathfinder #47 Carrion Crown: Ashes at Dawn $19.99 O
Pathfinder #48 Carrion Crown: Shadows of Gallowspire $19.99 O
Pathfinder #49 Jade Regent: The Brinewall Legacy $19.99 5
Pathfinder #50 Jade Regent: Night of Frozen Shadows $19.99 [m]
Pathfinder #51 Jade Regent: The Hungry Storm $19.99 ]
Pathfinder #52 Jade Regent: Forest of Spirits $19.99 Y
Pathfinder #53 Jade Regent: Tide of Honor $19.99 O
Pathfinder #54 Jade Regent: The Empty Throne $19.99 O
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Golarion is the world of Paizo’s Pathfinder campaign setting. These evocative accessories give Game Masters exciting new looks into exotic adventuring locales,
previously only explored via Pathfinder Adventure Path and the Pathfinder Modules. Don'’t miss out on a single one—it’s your world now.

Pathfinder Campaign Setting: The Inner Sea World Guide $49.99 O
Pathfinder Campaign Setting: Inner Sea Poster Map Folio $19.99 [
Pathfinder Campaign Setting: Rival Guide $19.99 [=]
Pathfinder Campaign Setting: Undead Revisited $19.99 [
Pathfinder Campaign Setting: Dungeons of Golarion $19.99 O
Pathfinder Campaign Setting: Pathfinder Society Field Guide $19.99 O
Pathfinder Campaign Setting: Carrion Crown Poster Map Folio $15.99 [}
Pathfinder Campaign Setting: Inner Sea Magic $19.99 =
Pathfinder Campaign Setting: Lands of the Linnorm Kings $19.99 [im]
Pathfinder Campaign Setting: Horsemen of the Apocalypse, Book of the Damned, Vol. 3 $19.99 O
Pathfinder Campaign Setting: Dragon Empires Gazetteer $19.99 [

Each Pathfinder Player Companion explores a major theme in the Pathfinder campaign setting, with expanded regional gazetteers, new player character
options, and organizational overviews to help players flesh out their character backgrounds and provide players and Game Masters with new sources for
campaign intrigue.

Pathfinder Player Companion: Inner Sea Primer $10.99 O
Pathfinder Player Companion: Faiths of Purity $10.99 O
Pathfinder Player Companion: Humans of Golarion $10.99 |
Pathfinder Player Companion: Faiths of Balance $10.99 O
Pathfinder Player Companion: Goblins of Golarion $10.99 =l
Pathfinder Player Companion: Faiths of Corruption $10.99 O
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Every good Game Master needs good game accessories, and Paizo’s GameMastery line has exactly what you need to enhance your Pathfinder Roleplaying
Game experience!

GameMastery Critical Hit Deck $10.99 [
GameMastery Critical Fumble Deck $10.99 O
GameMastery Combat Pad $16.95 O
GameMastery Condition Cards $10.99 ]
GameMastery Chase Card Deck $10.99 O
GameMastery Item Cards: Jade Regent $10.99 O
GameMastery Map Pack: Shrines $12.99 O
GameMastery Flip Map: Monastery $12.99 O
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The perfect world guide for Pathfinder RPG players *
and Game Masters alike, this definitive 320-page !
full-color hardcover volume contains expanded
coverage of more than 40 nations; details on gods,
religions, and factions; new character options;
monsters; and more. Plus, chart the events of your
Pathfinder campaign with a beautiful poster map™"
that reveals the lands of the Inner Sea region in all
their treacherous glory!
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