THE ASyLum STONE

by James L. Sutter

The hunt for the seven shards of the Shattered Star
continues, with the heroes following the trail across the
face of Varisia and into the notorious City of Strangers—
Kaer Maga! There, the adventurers encounter strange
enemies and even stranger allies as their quest for an
ancient Thassilonian artifact embroils them in the
politics of Varisia’s most exotic city. What secrets lie
hidden in the dark and deadly realms that lie deep under
Kaer Maga, where things best shunned by sane minds lie
in wait, far from day’s light? Will the heroes survive their
descent below, or will the Dark Rider claim their heads
for his ever-growing collection?

GANGS OF RAER MAGA

by James L. Sutter

Learn about the various factions and power players in
Varisia’s most eclectic city. Discover which organizations
pull the strings throughout Kaer Maga and which
groups grease the wheels of the ever-complex and always
fascinating City of Strangers.

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
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; () “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. Offer 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.

MisSIONS IN MAGNIMAR
by Jim Groves

Supplement your campaign with these three exciting
encounters! Further explore the City of Monuments
and see what lies just below the surface of the heroes’
metropolitan home base.

AND MORE!

Pirate gangsters and drug-dealing wererats in the next
installment of Bill Ward’s Pathfinder’s Journal. Also, see
what strange creatures dwell in the darkened depths
below the City of Strangers in the Pathfinder Bestiary.

SuBscriBE TO PATHFINDER ADVENTURE PATH!
The Shattered Star Adventure Path continues! Don’t miss out
on a single volume—head on over to paizo.com/pathfinder
and subscribe today to have each Pathfinder Adventure
Path, Pathfinder Campaign Setting, Pathfinder Module,
Pathfinder Player Companion, Pathfinder Tales, and
GameMastery product delivered to your door. Also, be
sure to check out the free Shattered Star Player’s Guide,
available now!

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 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.

8. Identification: If you distribute Open Game Content You must clearly indicate which
portions of the work that you are distributing are Open Game Content.

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.

10. Copy of this License: You MUST include a copy of this License with every copy of 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.

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.

15. COPYRIGHT NOTICE

Open Game License v 1.0a © 2000, Wizards of the Coast, Inc.

System Reference Document (©) 2000, Wizards of the Coast, Inc; Authors: Jonathan Tweet,
Monte Cook, and Skip Williams, based on material by E. Gary Gygax and Dave Arneson.

Basidirond from the Tome of Horrors Complete © 2011, Necromancer Games, Inc.,
published and distributed by Frog God Games; Author: Scott Greene, based on original
material by Gary Gygax.

Blindheim from the Tome of Horrors Complete © 2011, Necromancer Games, Inc.,
published and distributed by Frog God Games; Author: Scott Greene, based on original
material by Roger Musson.

Caryatid Column from the Tome of Horrors Complete © 2011, Necromancer Games, Inc.,
published and distributed by Frog God Games; Author: Scott Greene, based on original
material by Jean Wells.

Demon, Alu- from the Tome of Horrors Complete © 2011, Necromancer Games, Inc.,
published and distributed by Frog God Games; Author: Scott Greene, based on original
material by Gary Gygax.

Pathfinder Adventure Path #62: Curse of the Lady’s Light © 2012, Paizo Publishing, LLC;
Author: Mike Shel.

paizo.com#2236446, Kevin Athey <drizzz@acm.org>, Oct 18, 2012




-5 - 1 R
Amazm *St\ones Setfin the
Pathﬁnder @’é*m‘p"a‘igi}*Settmg

Once a student of alchemy with the dark scholars of the Technic League, Alaeron fled their
arcane order when his conscience got the better of him, taking with him a few strange
devices of unknown function. Now in hiding in a distant city, he’s happy to use his skills
creating minor potions and wonders—at least until the back-alley rescue of an adventurer
named Jaya lands him in trouble with a powerful crime lord. In order to keep their heads,
Alaeron and Jaya must travel across wide seas and steaming jungles in search of a wrecked
flying city and the magical artifacts that can buy their freedom. Yet the Technic League hasn’t
forgotten Alaeron’s betrayal, and an assassin armed with alien weaponry is hot on their trail...

From Hugo Award-winning author Tim Pratt comes a new adventure of exploration,
revenge, strange technology, and ancient magic, set in the fantastical world of the Pathfinder

Roleplaying Game.

ISBN-13: 978-1-60125-418-4 Paperback $9.99
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In the grim nation of Nidal, carefully chosen
children are trained to practice dark magic,
summoning forth creatures of horror and shadow
for the greater glory of the Midnight Lord. Isiem is
one such student, a promising young shadowcaster
whose budding powers are the envy of his peers.
Upon coming of age, he’s dispatched on a
% diplomatic mission to the mountains of Devil’s
J};; | . -0 A ~«.  Perch, where he’s meant to assist the armies of
Y 2 4  devil-worshiping Cheliax in clearing out a tribe
14 D R 4 .4: of monstrous winged humanoids. Yet as the
' 1 R ~ body count rises and Isiem comes face to face
with the people he’s exterminating, lines begin
¢ to blur, and the shadowcaster must ask himself who the
real monsters are...

From Liane Merciel, critically acclaimed author of The

River King’s Road and Heaven'’s Needle, comes a tale of

/ : '\, darkness and redemption set in the award-winning
world of the Pathfinder Roleplaying 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 Adventure Path #49: The Brinewall Legacy (Jade Regent 1 of 6) $19.99 O
Pathfinder Adventure Path #50: Night of Frozen Shadows (Jade Regent 2 of 6) $19.99 O
Pathfinder Adventure Path #51: The Hungry Storm (Jade Regent 3 of 6) $19.99 O
Pathfinder Adventure Path #s52: Forest of Spirits (Jade Regent 4 of 6) $19.99 O
Pathfinder Adventure Path #53: Tide of Honor (Jade Regent 5 of 6) $19.99 O
Pathfinder Adventure Path #54: The Empty Throne (Jade Regent 6 of 6) $19.99 ]
Pathfinder Adventure Path #s55: The Wormwood Mutiny (Skull & Shackles 1 of 6) $19.99 9
Pathfinder Adventure Path #56: Raiders of the Fever Sea (Skull & Shackles 2 of 6) $19.99 O
Pathfinder Adventure Path #57: Tempest Rising (Skull & Shackles 3 of 6) $19.99 O
Pathfinder Adventure Path #58: Island of Empty Eyes (Skull & Shackles 4 of 6) $19.99 O
Pathfinder Adventure Path #59: The Price of Infamy (Skull & Shackles 5 of 6) $19.99 O
Pathfinder Adventure Path #60: From Hell’s Heart (Skull & Shackles 6 of 6) $19.99 O

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 Paths
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 O
Pathfinder Campaign Setting: Lands of the Linnorm Kings $19.99 O
Pathfinder Campaign Setting: Mythical Monsters Revisited $19.99 O
Pathfinder Campaign Setting: Jade Regent Poster Map Folio $19.99 O
Pathfinder Campaign Setting: Distant Worlds $19.99 O
Pathfinder Campaign Setting: Isles of the Shackles $19.99 (5]
Pathfinder Campaign Setting: Giants Revisited $19.99 O
Pathfinder Campaign Setting: Lost Kingdoms $19.99 a
Pathfinder Campaign Setting: Skull & Shackles Poster Map Folio $19.99 O
Pathfinder Campaign Setting: Magnimar, City of Monuments $19.99 a
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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: Dragon Empires Primer $10.99 O
Pathfinder Player Companion: Pirates of the Inner Sea $10.99 O
Pathfinder Player Companion: Blood of Fiends $10.99 O
Pathfinder Player Companion: Blood of Angels $10.99 O
Pathfinder Player Companion: Varisia, Birthplace of Legends $10.99 O
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k U Every good Game Master needs good accessories, and Paizo’s GameMastery line has exactly what you need
. to enhance your Pathfinder Roleplaying Game experience!

GameMastery Combat Pad $19.99 ]
GameMastery Condition Cards $10.99 [E]
GameMastery Item Cards: Skull & Shackles $10.99 O
GameMastery Flip-Mat: Pirate Ship $12.99 O
GameMastery Map Pack: Ship’s Cabins $12.99 Ol
GameMastery Flip-Mat: Urban Tavern $12.99 ]
GameMastery Map Pack: Lost Island $12.99 O
GameMastery Flip-Mat: Town Square $12.99 0]

All trademarks are property of Paizo Publishing®, LLC © 2012 Paizo Publishing, LLC.
Permission granted to photocopy this page.
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PLAYABLE GAMING
MAPS, BONUS
CHARACTER GUIDES
AND MORE!
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