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¥ ULTIMATE EQUIPMENT

ear is the great equalizer. Whether it’s the sword that

makes the pint-sized halfling suddenly the deadliest

warrior in a fight, or the armor that lets a human
shrug off'a giant’s blow, the things we own protect us, help
us advance our aims, and allow us to distinguish ourselves
from the crowd. The items we use define us—for isn’t tool
use one of the great markers of sentient creatures?

Equipment is especially important to adventurers. A
wizard may laugh at a warrior for encasing herselfin armor
and relying on sharpened steel to solve her problems—but
where would that same wizard be without his staff and
magic rings? From the alchemist’s alembics to the rogue’s
lockpicks, all characters in the Pathfinder Roleplaying
Game rely on equipment and magic items. But with items
strewn across various sourcebooks and adventures, it can
be difficult to know where to start.

Pathfinder RPG Ultimate Equipment is your one-stop
shopping experience for fantasy roleplaying. Inside this
book you’ll find all the gear and magic items previously
printed in the Pathfinder RPG line—the Core Rulebook,
Advanced Player’s Guide, Ultimate Combat, and Ultimate Magic—
as well as the cream of the crop from items presented in the
Advanced Race Guide, Adventurer’s Armory, the Pathfinder
Campaign Setting line, Paizo’s annual RPG Superstar
design contest, and more. Mixed in with these are a hoard
of brand new items, both magical and mundane, crafted to
help you customize your character or stock a dungeon with
treasures your players have never imagined, but desperately
need. So go on—turn the page, open up the treasure chest,
and see what wonders lie in store.

And remember: when the going gets tough, the tough
buy better swords.

NAVIGATING THIS BOOK

This book is organized according to equipment type.
Within each chapter, the types are divided even further,
helping you quickly narrow in on precisely what you need.
Presented here is a brief overview of each chapter.

CHAPTER 1: ARMS AND ARMOR

‘ fpéﬁ'iéff;fnn#é179_696, Kevin Athey <drizztdn@gmail.com>, Jun 19, 2017

INTRODUCTION

Start off by girding yourself for battle with this extensive
selection of armors and shields, from familiar favorites like
leather armor and plate mail to exotic kikko armor and the
horned madu shield. Also presented for your convenience are
rules for getting into and out of armor, masterwork armor,
armor for unusual creatures, and more.

Next, choose your weapon with page upon page of weapon
tables and descriptions. Swords and bows, polearms and
firearms—they’re all here, as well as rules for expanded
fighter weapon groups, weapon qualities, and damage for
weapons of unusual sizes.

Lastly, eight pages of special materials ensure that your
weapons and armor have mechanics as unique as their
appearances. Will your armor be made from dragonhide
or adamantine? Angelskin or blood crystal? Perhaps your
primitive character carries only stone weapons, or bronze?
The choice is yours.

CHAPTER 2: GEAR

There’s more to adventuring than just weapons and armor,
and this chapter breaks down the rest of the necessities. First
comes the adventuring gear—a smorgasbord of mundane
items used every day by adventurers of all stripes. Whether
it’s simple things like a backpack or crowbar, or more
esoteric items like a scabbard with hidden compartments or
fake shoes for laying down false footprints, this chapter has
everything you need to stock your pack, baggage train, or
general store. After this comes specialized gear, including
tools and kits to help you with all manner of skills and
professions. This is followed by mounts and transportation,
ranging from carriages to barding for your riding bat.

Next comes the clothing section, which in addition to
keeping your character from running naked into battle
contains useful items such as skis, masks, and wigs.
Entertainment items offers such things as marked cards
and loaded dice, and trade goods details the livestock,
foodstuffs, and other items you can sell to pay off any
resulting gambling debts. The food and drink section and
the lodging and services section present viands to feast on
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and places to stay when you return from your adventures,
as well as rates for folks like doctors and lawyers.

After that, things get more exotic. Alchemical
remedies offer more than just antitoxins—who wants
to go adventuring without troll oil or vermin repellent?
Alchemical tools range from glues and solvents to defoliants,
smoke pellets, and glowing ink. Alchemical weapons
include bottled lightning, fireworks, grenades, and more,
and the chapter finishes of with a wide selection of poisons.

CHAPTER 3: MAGIC ARMS AND ARMOR

This chapter begins with a huge selection of magical special
abilities that can be applied to armor and shields. Magically
store your animal companion, familiar, or mount in hosteling
armor, or protect against your most hated creature type
with defiant armor. This section is followed by an extensive
catalog of specific magical armor and shields. After these,
it’s weapon time, again starting with special abilities.
Why settle for a simple +1 longsword when you can have a
heartseeker weapon capable of cutting through concealment?
Last comes an assortment of specific magic weapons.

This chapter presents nearly 50 pages of specific magic rings,

rods, and staves, organized by type and presented alongside
handy tables organizing them by monetary value, allowing
you to find gear in your price range at a glance. Whether you're
amonk looking for a magic ring to protect you as you charge
unarmored into battle, or a spellcaster eager to dominate the
battlefield with a mighty staff of power, this section is for you.
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More than 100 pages of useful and sometimes bizarre magic
items fill this chapter, arranged by magic item slot to help
you ensure you're wearing as much magic as possible. From
belts and headbands to dryad sandals and nightmare boots, this
section has all the magic you can wear to become a figure of
might and myth, as well as a huge section of non-wearable
magic items, all organized both alphabetically and by price.

Why settle for generic magic items any caster can craft? This

chapter covers rare and precious items with histories spun
into legends, such as the monkey’s paw, the philosopher’s stone,
and the deck of many things. Yet not every artifact ormagicitem
is the boon it first appears to be—this chapter also presents
a wide array of cursed items that a crooked shopkeeper (or
devious GM) might pass off to player characters as priceless
wonders. Finally, this chapter covers those treasures that
talk back: intelligent items. This last section includes the
rules for creating and using such items, dedicated powers,
personality quirks, and of course a wide selection of specific
intelligent items ready to be dropped in players’ paths.

APPENDICES

Wrapping up this book is an innovative new system for
random treasure generation, designed to help GMs give
their players useful items while tightly regulating treasure’s
value. Following this is a section on valuable art objects, a
thorough discussion of gems, and a detailed index to help
you quickly locate specific topics and items.
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idn’t I tell you not to touch

it?” Sajan yelled.

“Who makes a sword that fancy,
puts it on a pedestal, and then expects
no one to touch it?” Lini replied.

Sajan jerked a thumb back over his
shoulder. “Him!”

Behind them, the fire yai roared and
smashed its way through the narrow
alley, its footsteps shaking the ground
behind the fleeing adventurers. A
spiked club the size of a horse carriage
bit deep into the earth at their heels,
sending broken stones careening off
into the surrounding forest.

“I still think—" Lini began.

“Think later!” Sajan shouted.

“Run now!”
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For most, armor is the simplest way to protect themselves
in a world of rampant threats and dangers. Many
characters can wear only the simplest of armors, and only
some can use shields.

The armor entries on Table 1-1: Armor and Shields
contain the following information.

COST: The cost in gold pieces of the armor for Small or
Medium humanoid creatures. See Table 1-2: Armor for
Unusual Creatures for armor prices for other creatures.

ARMOR/SHIELD BONUS: Each type of armor grants an armor
bonus to armor class (AC), while shields grant a shield
bonus to AC. The armor bonus from a suit of armor doesn’t
stack with other effects or items that grant an armor
bonus. Similarly, the shield bonus from a shield doesn’t
stack with other effects that grant a shield bonus. In each
armor category (light, medium, or heavy), the armors are
listed in order from worst AC bonus to highest AC bonus.

MAXIMUM DEX BONUS: This number is the maximum
Dexterity bonus to AC that this type of armor allows.
Dexterity bonuses in excess of this number are reduced to
this number for the purposes of determining the wearer’s
AC. Heavier armors limit mobility, reducing the wearer’s
ability to dodge blows. This restriction doesn’t affect any
other Dexterity-related abilities. A dash indicates the armor
does not affect a character’s maximum Dexterity bonus.

Even if a character’s Dexterity bonus to AC drops to o
because of armor, this situation does not count as losing
his Dexterity bonus to AC.

A character’s encumbrance (the amount of gear carried,
including armor) may also restrict the maximum Dexterity
bonus that can be applied to his Armor Class.

Shields:
Dexterity bonus, except for tower shields.

ARMOR CHECK PENALTY: Any armor heavier than leather, as
well as any shield, applies an armor check penalty to all
Dexterity- and Strength-based skill checks. A character’s
encumbrance may also incur an armor check penalty.

Shields do not affect a character’s maximum

Shields: If a character is wearing armor and using a
shield, both armor check penalties apply.

Nonproficient with Armor Worn: A character who wears
armor and/or uses a shield with which he is not proficient
takes the armor’s (and/or shield’s) armor check penalty on
attack rolls as well as on all Dexterity- and Strength-based
ability and skill checks. The penalty for nonproficiency
with armor stacks with the penalty for shields.

Sleeping in Armor: A character who sleeps in medium or
heavy armor is automatically fatigued the next day. He takes
a —2 penalty on Strength and Dexterity and can’t charge or
run. Sleeping in light armor does not cause fatigue.

ARCANE SPELL FAILURE CHANCE: Armor interferes with the
gestures that a spellcaster must make to cast an arcane spell
that has a somatic component. Arcane spellcasters face the
possibility of arcane spell failure if they’re wearing armor.

Bards, magi, and summoners have class features which
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allow them to wear certain armors or even shields without
incurring any arcane spell failure chance for casting spells
from their class spell list.

Casting an Arcane Spell in Armor: A character who casts an
arcane spell while wearing armor must usually make an
arcane spell failure check. The number in the Arcane Spell
Failure Chance column on Table 1—1: Armor and Shields is
the percentage chance that the spell fails and is ruined. If
the spell lacks a somatic component, however, it can be cast
with no chance of arcane spell failure.

Shields: If a character is wearing armor and using a
shield, add the two arcane spell failure chances together to
get a single arcane spell failure chance.

SPEED: Medium or heavy armor slows the wearer down.
The number on Table 1-1: Armor and Shields is the
character’s speed while wearing the armor. Humans, elves,
half-elves, and half-orcs have an unencumbered speed of
30 feet. They use the first column. Dwarves, gnomes, and
halflings have an unencumbered speed of 20 feet. They
use the second column. Remember, however, that a dwarf’s
land speed remains 20 feet even in medium or heavy armor
or when carrying a medium or heavy load.

Shields: Shields do not affect a character’s speed.

WEIGHT: This column gives the weight of the armor sized
for a Medium wearer. Armor fitted for Small characters
weighs half as much, and armor for Large characters
weighs twice as much.

ARMOR SPECIAL FEATURES

Some armors, particularly those made out of primitive
materials (see pages 52-53), are inferior compared to
standard equipment. These armors have the fragile
special feature.

Fragile: Armor with the fragile quality falls apart when
hit with heavy blows. If an attacker hits a creature wearing
fragile armor with an attack roll of a natural 20 and
confirms the critical hit (even if the creature is immune
to critical hits), the armor gains the broken condition. If
already broken, the armor is destroyed instead. Fragile
armor is broken or destroyed by only critical threats that
are generated by natural 20s.

Masterwork and magical fragile armor lack these flaws
unless otherwise noted in the item description or the
special material description.

If armor gains the broken condition in this way, that
armor is considered to have taken damage equal to half'its
hit points +1. This damage is repaired either by something
that addresses the effect that granted the armor the broken
condition (like the Field Repair feat from Ultimate Combat)
or the repair methods described in the broken condition
(Core Rulebook 566). When an effect that grants the broken
condition is removed, the armor regains the hit points it
lost when the broken condition was applied. Damage done
by an attack against armor (such as from a sunder combat
maneuver) cannot be repaired by an effect that removes the
broken condition.
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TABLE I-I: ARMOR AND SHIELDS

ARMOR/SHIELD  MAX ARMOR ARCANE SPELL SPEED WEAPONS
LIGHT ARMOR PRICE BONUS DEX BONUS CHECK PENALTY FAILURE CHANCE 30 FT. 20 FT. WEIGHT'
Haramaki 3gp +1 = 0 0% 30 ft. 20ft. 11b.
Padded 5gp +1 +8 0 5% 30 ft. 20 ft. 10 Ibs.
Quilted cloth 100 gp +1 +8 0 10% 30 ft. 20 ft. 15 Ibs.
Silken ceremonial 30 gp +1 — 0 0% 30 ft. 20 ft. 4 Ibs.
Lamellar cuirass 15 gp +2 +4 0 5% 30 ft. 20 ft. 8 bs.
Leather 10 gp +2 +6 0 10% 30 ft. 20 ft. 15 Ibs.
Parade 25 gp +3 +5 -1 15% 30 ft. 20 ft. 20 Ibs.
Studded leather 25 gp +3 +5 -1 15% 30 ft. 20 ft. 20 1bs
Wooden 20 gp +3 +3 = 15% 30 ft. 20 ft. 25 Ibs.
Chain shirt 100 gp +4 +4 -2 20% 30 ft. 20 ft. 25 Ibs.
Lamellar (leather) 60 gp +4 +3 -2 20% 30 ft. 20 ft. 25 Ibs.
MEDIUM ARMOR
Armored coat 50 gp +4 +3 -2 20% 20 ft. 15 ft. 20 Ibs.
Hide 15 gp +4 +4 -3 20% 20 ft. 15 ft. 25 Ibs.
Do-maru 200 gp +5 +4 -4 25% 20 ft. 15 ft. 30 Ibs.
Kikko 250 gp +5 +4 -3 20% 20 ft. 15 ft. 25 Ibs.
Lamellar (horn) 100 gp +5 +3 -4 25% 20 ft. 15 ft. 30 Ibs.
Scale mail 50 gp +5 +3 -4 25% 20 ft. 15 ft. 30 Ibs.
Agile breastplate 400 gp +6 +3 -4 25% 20 ft. 15 ft. 25 Ibs.
Breastplate 200 gp +6 +3 -4 25% 20 ft. 15 ft. 30 Ibs.
Chainmail 150 gp +6 +2 -5 30% 20 ft. 15 ft. 40 Ibs.
Four-mirror 125 gp +6 +2 =5 30% 20 ft. 15 ft. 45 Ibs.
Lamellar (steel) 150 gp +6 +3 ) 25% 20 ft. 15 ft. 35 Ibs.
Mountain pattern 250 gp +6 +3 -4 30% 20 ft. 15 ft. 40 Ibs.
HEAVY ARMOR
Banded mail 250 gp +7 +1 -6 35% 20 ft.2 15 ft.2 35 Ibs.
Kusari gusoku 350 gp +7 +1 -7 35% 20 ft.2 15 ft.2 45 Ibs.
Lamellar (iron) 200 gp +7 +0 -7 40% 20 ft.2 15 ft.2 50 Ibs.
Splint mail 200 gp +7 +0 -7 40% 20 ft.215 ft.2 45 Ibs.
Tatami-do 1,000 gp +7 +3 -6 35% 20 ft.2 15 ft.2 45 Ibs.
Agile half-plate 850 gp +8 +0 -7 40% 20 ft.> 15 ft.2 55 Ibs.
Half-plate 600 gp +8 +0 -7 40% 20 ft.2 15 ft.2 50 Ibs.
Lamellar (stone) 500 gp +8 +0 -7 40% 20 ft.2 15 ft.2 45 Ibs.
0-yoroi 1,700 gp +8 +2 -6 35% 20 ft.2 15 ft.2 45 Ibs.
Full plate 1,500 gp +9 +1 -6 35% 20 ft.2 15 ft.2 50 Ibs.
Stoneplate 1,800 gp +9 +1 -6 35% 15 ft.2 10 ft.2 75 Ibs.
SHIELDS
Buckler 5gp +1 — -1 5% — = =51t
Klar 12 gp +1 = -1 5% = =1 Blis
Light steel quickdraw 59 gp +1 - -2 5% — = 7S
Light steel 9gp +1 = -1 5% —  —  6lbs.
Light wooden quickdraw 53 gp +1 = -2 5% = = @lbs,
Light wooden 3gp +1 = -1 5% — —  5lbs.
Madu (leather) 40 gp +1 = -2 5% = —  B5lbs,
Madu (steel) 50 gp +1 = -2 5% —  —  6lbs.
Heavy steel 20 gp +2 = -2 15% = = 15Dhs
Heavy wooden 7 gp +2 == -2 15% — — 101bs.
Tower 30 gp +4* +2 -10 50% —  —  451bs.
EXTRAS
Armor spikes +50 gp = = = = —  — +101Ibs.
Locked gauntlet +8 gp = = Special N/AS —  —  +51bs.
Shield spikes +10 gp = = = = = —  +51bs.

" Weight figures are for armor sized to fit Medium characters. Armor fitted for Small characters weighs half as much, and armor
fitted for Large characters weighs twice as much.

2 When running in heavy armor, you move only triple your speed, not quadruple.

> When running in agile half-plate, you can still move quadruple your speed, instead of the normal triple speed for heavy armor.
4 A tower shield can instead grant you cover. See the description.

5 Hand not free to cast spells.
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Any special benefits or accessories to the types of armor found
on Table 1-1: Armor and Shields are described below.

AGILE BREASTPLATE i

This breastplate is specially crafted in a manner that allows
extra maneuverability for some physical activities. The armor
check penalty for Climb checks and Acrobatics checks made to
jump is only -1 (masterwork and mithral versions of this armor
reduce this penalty as well as the normal penalty).

AGILE HALF-PLATE ARTTOR BONGS -6

This style of half-plate is specially
crafted in @ manner that allows extra
maneuverability for some physical
activities. The armor check penalty for
Climb checks and jump checks is only
-4 (masterwork and mithral versions
of this armor reduce this penalty
as well as the normal penalty). In
addition, unlike with most heavy armors, the wearer can still
run at quadruple speed instead of triple speed.
PRICE +50 GP

ARMOR SPIKES —

You can have spikes added to your armor, which allow you
to deal extra piercing damage on a successful grapple attack
(see “spiked armor” on Table 1-5: Martial Weapons). The
spikes count as a martial weapon. If you are not proficient
with them, you take a -4 penalty on grapple checks when
you try to use them. You can also make a regular melee
attack (or off-hand attack) with the spikes, and they count
as a light weapon in this case. (You can’t also make an
attack with armor spikes if you have already made an
attack with another off-hand weapon, and vice versa.) An
enhancement bonus to a suit of armor does not improve the
spikes’ effectiveness, but the spikes can be made into magic
weapons in their own right.

ARMORED COAT ReiwoR 6ONUS 4

This sturdy leather coat is reinforced
with metal plates sewn into the
lining. An armored coat is more
cumbersome than light armor but
less effective than most medium
armors. The advantage of it is that
a person can don it or remove it
as a move action (there is no “don
hastily” option for an armored coat). If worn over other
armor, use the better AC bonus and worse value in all
other categories; an armored coat has no effect if worn
with heavy armor. The only magic effects that apply are
those of armor, clothing, or items worn on top.

PRICE 250 GP

BANDED MAIL ARMOR BONUS +7

Banded mail is made up of overlapping
strips of metal, fastened to a sturdy
backing of leather and chain. The size
of the metal plates, interconnected
metal bands, and layers of underlying
armor make it a more significant
defense than similar armors, like
scale mail or splint mail.

BREASTPLATE ReoR BONLS €

~ _ A breastplate protects a wearer’s torso
S with a single piece of sculpted metal,
similar to the core piece of a suit of
full plate. Despite its sturdiness, its
inflexibility and open back make it
inferior to complete suits of metal
armor, but still an improvement over
most non-metal armors.

PRICE 5 GP
BUCKI‘ER SHIELD BONUS +1
This small metal shield is worn

strapped to your forearm. You can use
a bow or crossbow without penalty
while carrying it. You can also use
your shield arm to wield a weapon
(whether you are using an off-hand
weapon or using your off hand to help
wield a two-handed weapon), but you
take a -1 penalty on attack rolls while doing so. This penalty
stacks with those that may apply for fighting with your off
hand and for fighting with two weapons. In any case, if you
use a weapon in your off hand, you lose the buckler’s AC
bonus until your next turn. You can cast a spell with somatic
components using your shield arm, but you lose the buckler’s
AC bonus until your next turn. You can’t make a shield bash
with a buckler.

PRICE 100 GP
CHAIN SHIRT ARMOR BONUS +4

Covering the torso, this shirt is made up of thousands of
interlocking metal rings.

PRICE 150 GP

CHAINMAIL ARMOR BONUS +6
It Unlike a chain shirt, which covers only

the chest, chainmail protects the
wearer with a complete mesh of chain
links that cover the torso and arms,
and extends below the waist. Multiple
interconnected pieces offer additional

protection over vital areas. The suit
includes gauntlets.

%,
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PRICE 200 GP
DO-MARU ARMOR BONUS +5

The lightest of armors typically favored
by samurai, do-maru wraps around
the wearer’s body like a short armored
coat. It consists primarily of lamellar
and lacks a solid breastplate or sleeves,
leaving the shoulders and upper body
somewhat exposed, but permitting the
wearer greater flexibility than do the majority of heavier armors.

PRICE 125 GP
ARMOR BONUS +6

This armor consists of four plates
harnessed together with leather shoulder
straps. Two round plates protect your
front and back, while two smaller
rectangular plates cover the sides of the
torso. Four-mirror armor is worn over
chainmail to provide added protection,
and comes with a spiked helmet with a chainmail hood.

PRICE 1,500 GP
ARMOR BONUS +9

This metal suit comprises multiple
pieces of interconnected and overlaying
metal plates, incorporating the benefits
of numerous types of lesser armor. A
complete suit of full plate (or platemail,
as it is often called) includes gauntlets,
heavy leather boots, a visored helmet,
and a thick layer of padding that is worn
underneath the armor. Each suit of full
plate must be individually fitted to its
owner by a master armorsmith, although a captured suit can be
resized to fit a new owner at a cost of 200 to 800 (2d4 x 100)
gold pieces.

PRICE 600 GP
HALF-PLATE ARMOR BONUS +8

Half-plate armor combines elements of
full plate and chainmail, incorporating
several sizable plates of sculpted metal
with an underlying mesh of chain
links. While this suit protects vital
areas with several layers of armor, it
is not sculpted to a single individual’s
frame, reducing its wearer’s mobility
even more than a suit of full plate. Half-plate armor includes
gauntlets and a helm.

PRICE 3 GP
HARAMAKI ARMOR BONUS +1

Also called a belly-warmer, a haramaki is a simple silken
sash lined with chainmail or articulated metal plates and tied
about the stomach to protect it.
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PRICE 20 GP
SHIELD BONUS +2

You strap a heavy steel shield to your
forearm and grip it with your hand. A
heavy steel shield is so heavy that you
can’t use your shield hand for anything
else. Whether wooden or steel, a
heavy shield offers the same basic
protection and attack benefits, though
the two versions respond differently to
some spells and effects (such as rusting grasp). A druid can use
a heavy wooden shield, but not a heavy steel shield.

Shield Bash Attacks: You can bash an opponent with a heavy
shield. See “heavy shield” on Table 1-5: Martial Weapons for
the damage dealt by a shield bash with a heavy shield. Used
this way, a heavy shield is a martial bludgeoning weapon. For
the purpose of penalties on attack rolls, treat a heavy shield
as a one-handed weapon. If you use your shield as a weapon,
you lose its AC bonus until your next turn. An enhancement
bonus on a shield does not improve the effectiveness of a
shield bash made with it, but the shield can be made into a
magic weapon in its own right.

PRICE 7 GP

HEAVY WOODEN SHIELD g o

A heavy wooden shield is essentially
the same as a heavy steel shield,
except that it responds differently
to some spells and effects (such as
rusting grasp). A druid can use a
heavy wooden shield, but not a heavy
steel shield.

PRICE 15 GP
ARMOR BONUS +4

Hide armor is made from the
tanned skin of particularly thick-
hided beasts, stitched with either
multiple overlapping layers of crude
leather or exterior pieces of leather
stuffed with padding or fur. Damage
to the armor is typically repaired
by restitching gashes or adding
new pieces of hide, giving the most heavily used suits a
distinctively patchwork quality.

HEAVY STEEL SHIELD

PRICE 250 GP
ARMOR BONUS +5

Kikko armor consists of a clever
arrangement of hexagonal plates made
from iron and sewn to cloth, granting
the wearer greater flexibility than that
provided by many armors that afford
similar defense. The plates may be left
exposed or hidden by a Iayer*qf“cloth.
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PRICE 12 GP
SHIELD BONUS +1

The traditional form of this tribal
weapon is a short blade bound to
the skull of a large horned lizard, but
a skilled smith can craft one entirely
out of metal. A traditional klar counts
as a light wooden shield with armor
spikes; a metal klar counts as a light
steel shield with shield spikes.

ARMOR BONUS +7
Kusari gusoku is similar to tatami-do armor; however, a katabira—
a type of chain jacket—is worn in place of the chest armor.

PRICE
VARIES

Leather ARMOR BONUS +4 60 GP
Horn ARMOR BONUS +5 100 GP
Steel ARMOR BONUS +6 150 GP
Iron ARMOR BONUS +7 200 GP
Stone ARMOR BONUS +8 500 GP

Lamellar is a type of armor in which small plates of various
types of materials are strung together in parallel rows
using fine cord. Lamellar plates can be constructed from
lacquered leather, horn, or even stone, though suits of iron
and steel are the most common. Lamellar armor can be
crafted into various shapes, including partial pieces such
as breastplates, greaves, or even entire coats, and it comes
with a set of gauntlets. The properties of specific suits and
pieces of lamellar armor are determined by their material.

LAMELLAR CUIRASS —FRICE L

This armor consists of a light breastplate and shoulder guards
made from lacquered leather plates bound together and
fitted over a silk shirt.

PRICE 10 GP
LEATHER ARMOR BONUS +2

Leather armor is made up of multiple
overlapping pieces of leather, boiled
to increase their natural toughness
and then deliberately stitched
together. Although not as sturdy as
metal armor, the flexibility it allows
wearers makes it among the most
widely used types of armor.

PRICE 59 GP

LIGHT STEEL QUICKDRAW SHIELD SRR Co s

This light steel shield is specially crafted with a series of straps
to allow a character proficient in shields to ready or stow it on
her back quickly and easily. If you have a base attack bonus
of +1 or higher, you may don or put away a quickdraw shield
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as a swift action combined with a regular move. If you have
the Two-Weapon Fighting feat, you can draw a light or one-
handed weapon with one hand and a quickdraw shield with
the other in the time it would normally take you to draw one
weapon. If you have the Quick Draw feat, you may don or put
away a quickdraw shield as a free action.

PRICE 9 GP

LIGHT STEEL SHIELD e o

You strap a light steel shield to your forearm and grip it with
your hand. A light steel shield’s weight lets you carry other
items in that hand, although you cannot use weapons with it.
Whether wooden or steel, a light shield offers the same basic
protection and attack benefits, though the two varieties
respond differently to some spells and effects (such as rusting
grasp). A druid can use a light wooden shield, but not a light
steel shield.

Shield Bash Attacks: You can bash an opponent with a light
shield. See “light shield” on Table 1-5: Martial Weapons for the
damage dealt by a shield bash with a light shield. Used this way,
a light shield is a martial bludgeoning weapon. For the purpose
of penalties on attack rolls, treat a light shield as a light weapon.
If you use your shield as a weapon, you lose its AC bonus until
your next turn. An enhancement bonus on a shield does not
improve the effectiveness of a shield bash made with it, but the
shield can be made into a magic weapon in its own right.

LIGHT WOODEN QUICKDRAW SHIELD mrerrrcrerraet
= A wooden quickdraw shield is

essentially the same as a steel
quickdraw shield, except it responds
differently to some spells and effects
(such as rusting grasp). A druid can
s use a heavy wooden quickdraw

shield, but not a steel quickdraw shield.
PRICE 3 GP

LIGHTWOODEN SHIELD ~ grvrrtecr

A light wooden shield is essentially the same as a light
steel shield, except it responds differently to some spells
and effects (such as rusting grasp). A druid can use a light
wooden shield, but not a light steel shield.

PRICE +8 GP

LOCKED GAUNTLET S &P

This armored gauntlet has small
chains and braces that allow the
wearer to attach a weapon to the
gauntlet so that it cannot be dropped
easily. It provides a +10 bonus to your
Combat Maneuver Defense to keep
from being disarmed in combat.
Removing a weapon from a locked
gauntlet or attaching a weapon to a locked gauntlet is a
full-round action that provokes attacks of opportunity.
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The price given is for a single locked gauntlet. The weight
given applies only if you’re wearing a breastplate, light
armor, or no armor. Otherwise, the locked gauntlet replaces
a gauntlet you already have as part of the armor.

While the gauntlet is locked, you can’t use the hand
wearing it for casting spells or employing skills. (You can
still cast spells with somatic components, provided that your
other hand is free.)

Like a normal gauntlet, a locked gauntlet lets you deal
lethal damage rather than nonlethal damage with an
unarmed strike.

PRICE
VARIES

Leather SHIELD BONUS +1 40 GP

Steel SHIELD BONUS +1 50 GP

The madu is a round, light leather shield with two animal
horns—usually from an antelope—extending from opposite
edges of the shield. If you are proficient with the madu, you
may use it to fight defensively with a -2 penalty instead of
the normal -4, and your attack penalty for using Combat
Expertise improves by +1 (minimum -1 penalty). You
cannot hold anything else in the hand that bears a madu.
If you are not proficient with the madu, treat it as a light
spiked shield. A madu can’t be disarmed. While traditional
madus are crafted from leather and animal horn, they can
be made entirely out of metal. Whether leather or steel, a
madu offers the same basic protection and attack benefits,
though the two varieties respond differently to some
spells and effects (such as rusting grasp). A druid can use
a leather madu, but not a steel madu.

PRICE 250 GP

MOUNTAIN PATTERN ARMOR BONUS +6

This medium armor consists of
hundreds of small, interlocking pieces
of steel shaped to resemble an ancient
symbol for the word “mountain.”
The mail is then riveted to a cloth or
leather backing. It is worn like a mail
coat and covers your torso, shoulders,
and thighs.

PRICE 1,700 GP
0-YOROI ARMOR BONUS +3
-

Worn almost exclusively by high-
ranking samurai, o-yoroi—or
“great armor”—is a heavy combat
armor that consists of various
supplementary components that
include both plate and lamellar
elements. Each suit is crafted for
a specific individual and displays
the owner’s aesthetic. Upon
completion, the suit is colored
and sealed with a final lacquer
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finish. The centerpiece of o-yoroi is a cuirass consisting
of two parts—a separate reinforcement for the right side
called a waidate, and a kikko cuirass. The upper part of
the waidate consists of a leather-covered iron plate. The
cuirass’s leather shoulder straps—called watagami—
are likewise armored with metal plates. Affixed to the
cuirass are a number of supplementary pieces, including
wide lamellar shoulder guards, a kikko sleeve for the
shield arm, lacquered iron greaves worn over padded silk
leggings, a set of gauntlets, and a groin protector. The
signature component of each suit of armor is the tiered
kabuto helmet and its accompanying ho-ate mask. Ho-ate
masks can be made of hardened leather or metal and are
fashioned into fearsome visages such as oni, dragons, or
other mythical beings.

PRICE 5 GP
PADDED ARMOR BONUS +1

More than simple clothing, padded
armor combines heavy, quilted cloth
and layers of densely packed stuffing
to create a cheap and basic protection.
It is typically worn by those not
intending to face lethal combat or
those who wish their maneuverability
to be impacted as little as possible.

PRICE 25 GP

PARADE ARMOR BONUS +3

Most wealthy countries with standing armies have a different
uniform for use in showy noncombat situations such as
parades, coronation ceremonies, and so on. The appearance
of this armor varies by the country of origin and the branch
of the military, but still provides some protection in case the
soldier needs to fight while in parade dress. For example,
one country’s parade armor may be a chain shirt, tabard,
leather greaves, and a winged helm. If you're wearing a
country’s parade armor, you gain a +2 circumstance bonus
on Diplomacy and Intimidate checks to influence a person
from that country. Depending on the country, parade armor
may be crafted from leather, metal, or a mixture of both.

PRICE 100 GP
QUILTED CLOTH __TRE Lo o

This enhanced form of padded
armor has internal layers specifically
designed to trap arrows, bolts, darts,
shuriken, thrown daggers, and other
small ranged piercing weapons.
When these kinds of weapons strike
you, they tend to become snagged
in these layers and fail to harm you.
Wearing quilted cloth armor gives
you DR 3/— against attacks of this
kind. The special layers of the armor
have no effect on other kinds of weapons.
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PRICE 50 GP
ARMOR BONUS +5

Scale mail is made up of dozens of
small, overlapping metal plates.
Similar to both splint mail and
banded mail, scalemail has a flexible
arrangement of scales in an attempt
to avoid hindering the wearer’s
mobility, but at the expense of
omitting additional protective layers
of armor. A suit of scale mail includes gauntlets.

PRICE +10 GP

SHIELD SPIKES SHIELD BONUS —

Deadly spikes and bladed projections extend from some
shields, transforming such pieces of armor into weapons
in their own right. Shield spikes turn a shield into a martial
piercing weapon and increase the damage dealt by a shield
bash as if the shield were designed for a creature one size
category larger (see “spiked light shield” and “spiked heavy
shield” on Table 1-5: Martial Weapons). You can’t put spikes
on a buckler or a tower shield. Otherwise, attacking with a
spiked shield is like making a shield bash attack.

An enhancement bonus on a spiked shield does not improve
the effectiveness of a shield bash made with it, but a spiked
shield can be made into a magic weapon in its own right.

PRICE 30 GP

SILKEN CEREMONIAL PR30

Used for ceremonial displays or
occasionally worn (albeit with no
additional benefit) over heavier
armor, these robes consist of several
layers of cloth and an outer layer
of silk intricately woven with gold
brocade designs and covered with

metal studs.
PRICE 200 GP

SPLINT MAIL ARMOR BONUS +7

Splint mail is made up of overlapping
layers of metal strips attached to a
backing of leather or sturdy fabric.
These splints are of greater size and
durability than those that compose
a suit of scale mail, improving the
protection they afford the wearer, but at the cost of flexibility.
A suit of splint mail includes gauntlets.

PRICE 1,800 GP
STONEPLATE ARMOR BONUS +9

This armor is crafted by dwarven stonesmiths from
alchemically strengthened plates of basalt. Stoneplate is
heavy and unwieldy, but offers incredible protection to its
wearer. It is primarily used by dwarven druids who cannot
wear metal armor.
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PRICE 25 GP

STUDDED LEATHER PR

An improved form of leather armor,
studded leather armor is covered
with dozens of metal protuberances.
While these rounded studs offer little
defense individually, in the numbers
they are arrayed in upon such armor,
they help catch lethal edges and
channel them away from vital spots.
The rigidity caused by the additional metal does, however,
result in less mobility than is afforded by a suit of normal

leather armor.
PRICE 1,000 GP

TATAMI-DO ARMOR BONUS +7

Worn by samurai as a lighter-weight alternative to o-yoroi,
tatami-do is a full-body field armor that combines both
metal lamellar and kikko components into a suit of mail
with a cloth backing. It typically includes a collapsible
kabuto helmet or an armored hood, a set of gauntlets, and
arm, shoulder, and thigh guards.

PRICE 30 GP

TOWER SHIELD SHIELD BONUS +4

This massive wooden shield is nearly
as tall as its user. In most situations,
it provides the indicated shield
bonus to your AC. As a standard
action, however, you can use a tower
shield to grant you total cover until
the beginning of your next turn.
When using a tower shield in this
way, you must choose one edge of
your space. That edge is treated as
a solid wall for attacks targeting you only. You gain total
cover for attacks that pass through this edge and no cover
for attacks that do not pass through this edge (see cover,
Core Rulebook 195). The shield does not, however, provide
cover against targeted spells; a spellcaster can cast a spell
on you by targeting the shield you are holding. You cannot
bash with a tower shield, nor can you use your shield hand
for anything else.

When employing a tower shield in combat, you take a -2
penalty on attack rolls because of the shield’s encumbrance.

PRICE 20 GP

This suit of leather armor has plates
of fire-treated wood sewn over vital
areas. Though not as effective as metal
armor, it offers better protection than
leather alone. Unlike metal armor,
the wood is slightly buoyant, and the
armor check penalty for swimming in
this armor is 0.
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MASTERWORK ARMOR

Just as with weapons, you can purchase or craft masterwork
versions of armor or shields. Such a well-made item
functions like the normal version, except that its armor
check penalty is lessened by 1.

The masterwork transformation spell (Ultimate Magic 22.8)
transforms a non-masterwork armor into a masterwork
armor. Without using magic, you can’tadd the masterwork
quality to armor or a shield after it is created; it must be
crafted as a masterwork item (see the Craft skill on page
91 of the Core Rulebook).

A masterwork suit of armor or shield costs an extra 150
gp over and above the normal price for that type of armor
or shield.

The masterwork quality of a suit of armor or shield
never provides a bonus on attack or damage rolls, even if
the armor or shield is used as a weapon.

All magic armors and shields are automatically
considered to be of masterwork quality.

Even though some types of armor and shields can be
used as weapons, you can’t create a masterwork version of
such an item that confers an enhancement bonus on attack
rolls. However, you can create masterwork armor spikes
and shield spikes, which do confer their enhancement
bonus on attack rolls to attacks made with the spikes.

VARIANT RULE: ARMOR AS DR

The armor and Armor Class system is an abstraction
where an attack roll that “misses” represents actual
misses as well as attacks that fail to hit the target hard or
accurately enough to cause harm. Some players and GMs
may prefer a different system where a failed attack roll is
an actual miss, and armor absorbs points of damage from
successful attacks.

A variant set of rules for this game mechanic is
presented on page 191 of Ultimate Combat. In this system,
a creature has a Defense score instead of an Armor Class
(representing how easy or difficult it is to hit a creature),
and the armor’s Armor Class value indicates how many
points of DR it grants against incoming attacks. This
increases the bookkeeping burden for creatures with
armor, but may give more satisfying results.

For further information on how this system affects
shields, critical hits, natural armor, creatures with other
forms of DR (such as DR/bludgeoning), see Ultimate Combat.

TABLE 1-3: DONNING ARMOR

VARIANT RULE: PIECEMEAL ARMOR

All armor in the Pathfinder Roleplaying Game assumes
you're dealing with a full suit of armor that you're either
wearing in its entirety or not wearing at all. However,
sometimes you don't have time to put on an entire suit of’
armor or don’t have access to a complete suit, and must
make do with wearing only part of a complete set. A variant
set of rules for this option is presented on page 198 of
Ultimate Combat.

ARMOR FOR UNUSUAL CREATURES

Armor and shields for unusually big creatures, unusually
little creatures, and non-humanoid creatures (such as
horses) have different prices and weights from those given
on Table 1-1: Armor and Shields. Refer to the appropriate
line on Table 1-2: Armor for Unusual Creatures and apply
the multipliers to price and weight for the armor type in
question.

TABLE 1-2: ARMOR FOR UNUSUAL CREATURES

HUMANOID NON-HUMANOID
SIZE PRICE WEIGHT PRICE  WEIGHT
Tiny or smaller® x1/2 x1/10 x1 x1/10
Small x1 x1/2 x2 x1/2
Medium x1 x1 x2 x1
Large x2 x2 x4 X2
Huge x4 x5 x8 x5
Gargantuan x8 x8 x16 x8
Colossal x16 x12 x32 x12

“Divide armor bonus by 2.

GETTING INTO AND OUT OF ARMOR

Putting on or taking off armor is a sometimes complicated
procedure. The time required to don armor depends on its
type; see Table 1-3: Donning Armor.

DON: This column tells how long it takes a character to
put the armor on. (One minute is 10 rounds.) Readying
(strapping on) a shield is only a move action.

DON HASTILY: This column tells how long it takes to put
the armor on in a hurry. The armor check penalty and
armor bonus for hastily donned armor are each 1 point
worse than normal.

REMOVE: This column tells how long it takes to get
the armor off. Removing a shield from your arm and
dropping it is only a move action.

ARMOR TYPE DON DON HASTILY REMOVE

Shield (any) 1 move action N/A 1 move action
Padded, leather, hide, studded leather, or chain shirt 1 minute 5 rounds 1 minute’
Breastplate, scale mail, chainmail, banded mail, or splint mail 4 minutes’ 1 minute 1 minute’
Half-plate or full plate 4 minutes? 4 minutes' 1d4+1 minutes’

T If the character has some help, cut this time in half. A single character doing nothing else can help one or two adjacent
characters. Two characters can’t help each other don armor at the same time.

2 The wearer must have help to don this armor. Without help, it can only be donned hastily.
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WEAPONS

Without a doubt, weapons number among adventurers’
most coveted possessions. Whether weapons are used as
tools to lay foul monsters low, as the medium for magical
enhancements, or as outlets for a host of fundamental
class abilities, few heroes head into the field without
their favorite—or perhaps even a whole arsenal of their
favorites. This section presents all manner of nonmagical
weapons for PCs to purchase and put to use, whatever
their adventures might entail. The weapons presented
here should be relatively easy to find and purchase in
most towns and cities, although GMs might wish to
restrict the availability of some of the more expensive and
exotic items.

All weapons deal hit point damage. This damage is
subtracted from the current hit points of any creature
struck by the weapon. When the result of the die roll to
make an attack is a natural 20 (that is, the die actually
shows a 20), this is known as a critical threat (although
some weapons can score a critical threat on a roll of less
than 20). If a critical threat is scored, another attack roll is
made, using the same modifiers as the original attack roll.
If this second attack roll equals or exceeds the target’s AC,
the hit becomes a critical hit, dealing additional damage.

Weapons are grouped into several interlocking sets of
categories. These categories pertain to what training is
needed to become proficient in a weapon’s use (simple,
martial, or exotic), the weapon’s usefulness either in close
combat (melee) or at a distance (ranged, which includes both
thrown and projectile weapons), its relative encumbrance
(light, one-handed, or two-handed), and its size (Small,
Medium, or Large).

SIMPLE, MARTIAL, AND EXOTIC WEAPONS: Most character
classes are proficient with all simple weapons. Combat-
oriented classes such as barbarians, cavaliers, and fighters
are proficient with all simple and all martial weapons.
Characters of other classes are proficient with an
assortment of simple weapons and possibly some martial
or even exotic weapons. All characters are proficient with
unarmed strikes and any natural weapons they gain from
their race. A character who uses a weapon with which he
is not proficient takes a —4 penalty on attack rolls with
that weapon.

MELEE AND RANGED WEAPONS: Melee weapons are used for
making melee attacks, though some can be thrown as well.
Ranged weapons include thrown weapons or projectile
weapons that are not effective in melee.

Reach Weapons: Glaives, guisarmes, lances, longspears,
ranseurs, and whips are examples of reach weapons. A
reach weapon is a melee weapon that allows its wielder to
strike at targets that aren’t adjacent to him. Most reach
weapons double the wielder’s natural reach, meaning
that a typical Small or Medium wielder of such a weapon
can attack a creature 10 feet away, but not a creature in an
adjacent square. A typical Large character wielding a reach

weapon of the appropriate size can attack a creature 15 or
20 feet away, but not adjacent creatures or creatures up to
10 feet away.

Double Weapons: Dire flails, gnome hooked hammers,
and two-bladed swords are examples of double weapons. A
character can fight with both ends of'a double weapon as if
fighting with two weapons, but she incurs all the normal
attack penalties associated with two-weapon combat,
just as though the character were wielding a one-handed
weapon and a light weapon.

The character can also choose to use a double weapon
two-handed, attacking with only one end of it. A creature
wielding a double weapon in one hand can't use it as a
double weapon—only one end of the weapon can be used
in any given round.

Thrown Weapons: Daggers, darts, javelins, throwing axes,
light hammers, and nets are examples of thrown weapons.
The wielder applies his Strength modifier to damage dealt
by thrown weapons (except for splash weapons).

It is possible to throw a weapon that isn’t designed to be
thrown (that is, a melee weapon that doesn’t have a numeric
entry in the Range column on the following weapon tables),
and a character who does so takes a —4 penalty on the attack
roll. Throwing a light or one-handed weapon is a standard
action, while throwing a two-handed weapon is a full-
round action. Regardless of the type of weapon, such an
attack scores a threat only on a natural roll of 20 and deals
double damage on a critical hit. Such a weapon has a range
increment of 10 feet.

Projectile Weapons: Blowguns, crossbows, shortbows,
slings, longbows, and halfling sling staves are examples of
projectile weapons—weapons that launch ammunition at
a target. Most projectile weapons require two hands to use
(see specific weapon descriptions). A character cannot apply
his Strength modifier on damage rolls with a projectile
weapon unless it’s a sling or a specially built composite
shortbow or composite longbow. If the character has a
penalty for low Strength, apply it to damage rolls when she
uses a bow or a sling.

Ammunition: Projectile weapons use ammunition, such
as arrows for bows, bolts for crossbows, darts for blowguns,
or sling bullets for slings and halfling sling staves.
When using a bow, a character can draw ammunition
as a free action; crossbows and slings require an action
for reloading (as noted in their descriptions). Generally
speaking, ammunition that hits its target is destroyed or
rendered useless, while ammunition that misses has a 50%
chance of being destroyed or lost.

Although shuriken are thrown weapons, they are treated
as ammunition for the purposes of drawing them and
crafting masterwork or otherwise special versions of them,
and of what happens to them after they are thrown.

LIGHT, ONE-HANDED, AND TWO-HANDED MELEE WEAPONS: This
designation is a measure of how much effort it takes to
wield a weapon in combat. It indicates whether a melee
weapon, when wielded by a character of the weapon’s
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TABLE I-4: SIMPLE WEAPONS

UNARMED ATTACKS PRICE DMG (S) DMG (M)

CRITICAL RANGE WEIGHT TYPE  SPECIAL

Unarmed strike — 1d2 1d3

x2 = — B Nonlethal

LIGHT MELEE WEAPONS

Battle aspergillum 5gp 1d4 1d6 x2 = 4 Ibs. B See text
Brass knuckles 1gp 1d2 1d3 x2 — 11b. B Monk, see text
Cestus 5gp 1d3 1d4 19-20/%2 = 11b. BorP Monk, see text
Dagger 2gp 1d3 1d4  19-20/x2 10 ft. 1 Ib. Pors —

Gauntlet 2gp 1d2 1d3 x2 = 11b. B =

Light mace 5gp 1d4 1d6 x2 = 4 Ibs. B =

Punching dagger 2gp 1d3 1d4 x3 = 11b. P =

Sickle 6 gp 1d4 1d6 x2 = 2 Ibs. S Trip

Spiked gauntlet 5gp 1d3 1d4 x2 = 11b. P =

Wooden stake = 1d3 1d4 x2 10 ft. 11b. P =
ONE-HANDED MELEE WEAPONS

Club - 1d4 1d6 x2 10 ft. 3 Ibs. B =

Heavy mace 12 gp 1d6 1d8 x2 = 8 Ibs. B =

Mere club 2.gp 1d3 1d4 x2 = 2 Ibs. BorP Fragile
Morningstar 8 gp 1d6 1d8 x2 = 6 Ibs. BandP —

Shortspear 1gp 1d4 1d6 x2 20 ft. 3 Ibs. P =
TWO-HANDED MELEE WEAPONS

Bayonet 5gp 1d4 1d6 x2 = 11b. P —

Boar spear 5gp 1d6 1d8 x2 = 8 Ibs. P Brace, see text
Longspear 5gp 1d6 1d8 x3 = 9 Ibs. P Brace, reach
Quarterstaff - 1d4/1d4  1d6/1d6 x2 = 4 |bs. B Double, monk
Spear 2.gp 1d6 1d8 x3 20 ft. 6 Ibs. P Brace
RANGED WEAPONS

Blowgun 2gp 1 1d2 x2 20 ft. 11b. P =

Dart 5sp 1d3 1d4 X2 20 ft. 1/2 Ib. P ==

Heavy crossbow 50 gp 1d8 1d10 19-20/x2 120 ft. 8 Ibs. P =

Javelin 1gp 1d4 1d6 x2 30 ft. 2 Ibs. P =

Light crossbow 35gp 1d6 1d8 19-20/%2 80 ft. 4 Ibs. P =

Sling ] 1d3 1d4 X2 50 ft. = B g
Underwater heavy crossbow 100 gp 1d8 1d10 19-20/x2 120 ft. 8 Ibs. P =
Underwater light crossbow 70 gp 1d6 1d8 19-20/x2 80 ft. 4 |bs. P =

size category, is considered a light weapon, a one-handed
weapon, or a two-handed weapon.

Light: Alight weapon is used in one hand. Itis easier touse
in one’s off hand than a one-handed weapon is, and can be
used while grappling. Add the wielder’s Strength modifier
to damage rolls for melee attacks with a light weapon if'it’s
used in the primary hand, or half the wielder’s Strength
modifier if it’s used in the off hand. Using two hands to
wield a light weapon gives no advantage on damage; the
Strength modifier applies as though the weapon were held
in the wielder’s primary hand only.

An unarmed strike is always considered a light weapon.

One-Handed: A one-handed weapon can be used in
either the primary hand or the off hand. Add the wielder’s
Strength modifier to damage rolls for melee attacks with
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a one-handed weapon if it’s used in the primary hand, or
half his Strength modifier if it’s used in the off hand. If
a one-handed weapon is wielded with two hands during
melee combat, add 1-1/2 times the character’s Strength
modifier to damage rolls made with that weapon.

Two-Handed: Two hands are required to use a two-
handed melee weapon effectively. Apply 1-1/2 times the
character’s Strength modifier to damage rolls for melee
attacks with such a weapon.

WEAPON SIZE: Every weapon has a size category. This
designation indicates the size of the creature for which the
weapon was designed. A weapon’s size category isn’t the
same as its size as an object. In general, a light weapon is
an object two size categories smaller than the wielder, a
one-handed weapon is an object one size category smaller
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LIGHT MELEE WEAPONS  PRICE DMG (S) DMG (M) CRITICAL  RANGE  WEIGHT  TYPE SPECIAL

Butterfly sword (2) 20 gp 1d3 1d4 19-20/%2 = 11b. S Monk

Dogslicer 8gp 1d4 1d6 19-20/%2 — 11b. S Fragile

Gladius 15 gp 1d4 1d6 19-20/%2 = 3 Ibs. PorS Performance

Handaxe 6 gp 1d4 1d6 x3 = 3 Ibs. S =

Iron brush 2gp 1d2 1d3 x2 10 ft = P =

Jutte 8gp 1d4 1d6 x2 = 11b. B Disarm, monk

Kerambit 2gp 1d2 1d3 x3 == = S =

Kukri 8 gp 1d3 1d4 18-20/x2 — 2 Ibs. S —

Light hammer 1gp 1d3 1d4 x2 20 ft 2 Ibs. B =

Light pick 4.gp 1d3 1d4 x4 = 3 Ibs. P =

Light shield 3.ap/9 gp 1d2 1d3 x2 = Special B =

Lungchuan tamo 5gp 1d3 1d4 x2 10 ft 11b. PorsS Monk

Sap 1gp 1d4 1d6 x2 = 2 Ibs. B Nonlethal

Shang gou 6 gp 1d3 1d4 x2 = 11b. S Disarm or trip, monk

Shortsword 10 gp 1d4 1d6  19-20/x2 — 2 Ibs. P —

Spiked armor +50 gp 1d4 1d6 x2 = Special P =

Spiked light shield 13gp/19gp 1d3 1d4 x2 = Special P =

Starknife 24 gp 1d3 1d4 x3 20 ft 3 Ibs. P =

Throwing axe 8gp 1d4 1d6 x2 10 ft 2 Ibs. S —

Tonfa 1gp 1d4 1d6 x2 = 11b. B Blocking, monk

Wushu dart 2sp 1d2 1d3 x2 10 ft = P Monk

ONE-HANDED MELEE WEAPONS

Battleaxe 10 gp 1d6 1d8 x3 = 6 Ibs. S —

Double chicken saber 12 gp 1d4 1d6 19-20/%2 = 3 Ibs. S Disarm, monk

Heavy pick 8 gp 1d4 1d6 x4 == 6 Ibs. P =

Heavy shield 79p/20gp  1d3 1d4 x2 = Special B =

Klar 12 gp 1d4 1d6 x2 == 6 Ibs. S See text

Light flail 8gp 1d6 1d8 x2 = 5 Ibs. B Disarm, trip

Longsword 15 gp 1d6 1d8 19-20/%2 o 4 |bs. S =

Nine-ring broadsword 15 gp 1d6 1d8 x3 == 4 |bs. S Monk

Rapier 20 gp 1d4 1d6 18-20/x2 = 2 Ibs. P =

Scimitar 15 gp 1d4 1d6 18-20/x2 = 4 |bs. S =

Scizore 20 gp 1d8 1d10 x2 = 3 Ibs. P Performance

Sibat 2gp 1d4 1d6 x3 10 ft. 2 Ibs. PorsS Grapple

Spiked heavy shield 17 gp/30gp  1d4 1d6 x2 — Special P =

Sword cane 45 gp 1d4 1d6 x2 = 4 Ibs. P =

Terbutje 5gp 1d6 1d8 19-20/%2 = 2 Ibs. S Fragile

Trident 15 gp 1d6 1d8 x2 10 ft. 4 Ibs. P Brace

Warhammer 12 gp 1d6 1d8 x3 = 5 Ibs. B =

TWO-HANDED MELEE WEAPONS

Bardiche 13 gp 1d8 1d10 19-20/%2 = 14 Ibs. Brace, reach, see text

Bec de corbin 15 gp 1d8 1d10 x3 = 12lbs. BorP Brace, reach, see text

Bill 11gp 1d6 1d8 x3 = 11 Ibs. S Brace, disarm, reach,
see text

Earth breaker 40 gp 1d10 2d6 x3 = 14 Ibs. B =

Falchion 75 gp 1d6 2d4 18-20/x2 = 8 Ibs. S =

Glaive 8ap 1d8 1d10 x3 = 10 Ibs. S Reach

Glaive-guisarme 12 gp 1d8 1d10 x3 = 10 Ibs. S Brace, reach, see text

Greataxe 20 gp 1d10 1d12 x3 = 12 Ibs. S =

Greatclub 5gp 1d8 1d10 x2 = 8 Ibs. B =

Greatsword 50 gp 1d10 2d6 19-20/%2 = 8 Ibs. S =

70696, Kevin Athey <drizztdn@gmail.com>, Jun 19, 2017
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TWO-HANDED MELEE
WEAPONS (CONT.) PRICE DMG (S) DMG (M) CRITICAL RANGE WEIGHT TYPE SPECIAL
Guisarme 9gp 1d6 2d4 x3 = 12 Ibs. S Reach, trip
Halberd 10 gp 1d8 1d10 x3 — 12lbs. PorS Brace, trip
Heavy flail 15 gp 1d8 1d10 19-20/%2 = 10 Ibs. B Disarm, trip
Hooked lance 3gp 1d6 1d8 x4 = 10 Ibs. P Reach, trip
Horsechopper 10 gp 1d8 1d10 x3 = 121bs.  PorS Reach, trip
Lance 10 gp 1d6 1d8 x3 = 10 Ibs. P Reach
Lucerne hammer 15 gp 1d10 1d12 x2 = 12lbs. BorP Brace, reach, see text
Mattock 12 gp 1d6 2d4 x4 = 12 Ibs. P Fragile
Monk’s spade 20 gp 1d4/1d4  1dé6/1d6 x2 = 12 Ibs. BorPorS Double, monk
Naginata 35gp 1d6 1d8 x4 = 9 Ibs. S Reach
Nodachi 60 gp 1d8 1d10 18-20/x2 = 8 Ibs. SorP Brace
Ogre hook 24 gp 1d8 1d10 x3 = 10 Ibs. P Trip
Ranseur 10 gp 1d6 2d4 x3 = 12 Ibs. P Disarm, reach
Rhomphaia 15 gp 1d6 2d4 x3 = 101bs. PorS Brace, fragile, reach
Sansetsukon 8gp 1d8 1d10 19-20/%2 = 3 Ibs. B Blocking, disarm, monk
Scythe 18 gp 1d6 2d4 x4 = 101bs. Por$S Trip
Tepoztopilli 8gp 1d8 1d10 19-20/%2 = 8 Ibs. PorS Fragile, reach
Tiger fork 5gp 1d6 1d8 x2 = 8 Ibs. P Brace, monk
Tri-point double-edged sword 12 gp 1d8 1d10 x3 = 14 Ibs. P Reach
RANGED WEAPONS
Amentum = 1d4 1d6 x2 50 ft. 11b. P Performance
Atlatl 2gp 1d4 1d6 x2 50 ft. 2 Ibs. P —
Chakram 1gp 1d6 1d8 x2 30 ft. 11b. S =
Composite longbow 100 gp 1d6 1d8 x3 110 ft. 3 Ibs. P =
Composite shortbow 75 gp 1d4 1d6 x3 70 ft. 2 Ibs. P =
Hunga munga 4gp 1d4 1d6 x2 15 ft. 3 Ibs. P =
Longbow 75 gp 1d6 1d8 x3 100 ft. 3 Ibs. P =
Pilum 5gp 1d6 1d8 x2 20 ft. 4 Ibs. P See text
Poisoned sand tube 1gp Special Special = = 11b. = See text
Shortbow 30 gp 1d4 1d6 x3 60 ft. 2 Ibs. P =
Tube arrow shooter 3gp 1d3 1d4 x2 40 ft. 1/2 Ib. P =

than the wielder, and a two-handed weapon is an object of
the same size category as the wielder.

Inappropriately Sized Weapons: A creature can’t make
optimum use of a weapon that isn’t properly sized for it.
A cumulative —2 penalty applies on attack rolls for each
size category of difference between the size of its intended
wielder and the size of its actual wielder. If the creature
isn’t proficient with the weapon, a —4 nonproficiency
penalty also applies.

The measure of how much effort it takes to use a
weapon (whether the weapon is designated as a light, one-
handed, or two-handed weapon for a particular wielder)
is altered by one step for each size category of difference
between the wielder’s size and the size of the creature for
Small
creature wields a Medium one-handed weapon as a two-

which the weapon was designed. For example, a

handed weapon (it still takes the —2 penalty for using an
inappropriately sized weapon). If a weapon’s designation
would be changed to something other than light, one-
handed, or two-handed by this alteration, the creature
can’t wield the weapon at all.

e
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IMPROVISED WEAPONS: Sometimes objects not crafted to
be weapons nonetheless see use in combat—commonly
bottles, chair legs, stray femurs, and that sort of thing.
Because such objects are not designed for this use, any
creature that uses an improvised weapon in combat
is considered to be nonproficient with it and takes
a —4 penalty on attack rolls made with that object. To
determine the size category and appropriate damage
for an improvised weapon, compare its relative size and
damage potential to the weapon list to find a reasonable
match. An improvised weapon scores a critical threat
on a natural roll of 20 and deals double damage on a
critical hit. An improvised thrown weapon has a range
increment of 10 feet.

WEAPON QUALITIES

Here is the format for weapon entries (given as column
headings on Tables 1—4 through 1-6 and Table 1-10).

PRICE: This value is the weapon’s price in gold pieces (gp)
or silver pieces (sp). The price includes miscellaneous gear
that goes with the weapon, such as a scabbard or qulver
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TABLE I-6: EXOTIC WEAPONS
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LIGHT MELEE WEAPONS PRICE DMG (S) DMG (M) CRITICAL RANGE  WEIGHT TYPE SPECIAL

Aklys 5gp 1d4 1d6 x2 20 ft. 2 lbs. B Performance, trip

Dan bong 1sp 1d2 1d3 19-20/x2 10 ft. = B Blocking, monk,
see text

Emei piercer 3gp 1d2 1d3 19-20/x2 = = P See text

Fighting fan 5gp 1d3 1d4 x3 = = P Distracting, monk

Kama 2gp 1d4 1d6 x2 = 2 Ibs. S Monk, trip

Knuckle axe 9gp 1d4 1d6 x3 B 2 Ibs. S Monk, performance

Madu (leather/steel) 40 gp/50 gp 1d3 1d4 x2 — 5lbs./61lbs. P Performance

Nunchaku 2gp 1d4 1d6 x2 == 2 Ibs. B Disarm, monk

Pata 14 gp 1d4 1d6 x3 = 3 Ibs. P Performance

Quadrens 8gp 1d4 1d6 19-20/x2 = 2 Ibs. P Performance

Sai 1gp 1d3 1d4 x2 = 11b. B Disarm, monk

Scorpion whip 5gp 1d3 1d4 x2 = 3 Ibs. S Performance

Siangham 3gp 1d4 1d6 x2 = 11b. P Monk

Sica 10 gp 1d4 1d6 x2 = 2 Ibs. S Performance

Swordbreaker dagger 10 gp 1d3 1d4 x2 = 3 Ibs. S Disarm, see text

Tekko-kagi 2gp 1d2 1d3 x2 = — P Disarm, see text

Wakizashi 35gp  1d4 1d6 18-20/x2 = 2lbs.  PorS  Deadly

ONE-HANDED MELEE WEAPONS

Bastard sword 35gp 1d8 1d10 19-20/x2 = 6 Ibs. S =

Dwarven waraxe 30gp 1d8 1d10 x3 = 8 Ibs. S =

Falcata 18 gp 1d6 1d8 19-20/x3 = 4 |bs. S =

Great terbutje 12 gp 1d8 1d10 19-20/%2 = 4 |bs. S Fragile

Hooked axe 20gp  1d6 1d8 x3 = 7 Ibs. S Disarm,
performance, trip

Katana 50gp 1d6 1d8 18-20/x2 = 6 Ibs. S Deadly

Khopesh 20 gp 1d6 1d8 19-20/x2 = 8 Ibs. S Trip

Nine-section whip 8gp 1d6 1d8 19-20/x2 = 3 Ibs. B Blocking, distracting,
monk, trip

Rhoka sword 25gp  1d6 1d8 18-20/x2 — 6 Ibs. S =

Sawtooth sabre 35gp  1d6 1d8 19-20/x2 = 2 Ibs. S =

Shotel 30gp 1d6 1d8 x3 = 3 Ibs. P Performance

Taiaha 10gp 1d8/1d4 1d10/1d6  x2/x3 — 8lbs. BorP  Double

Temple sword 30gp  1d6 1d8 19-20/x2 = 3 Ibs. S Monk, trip

Urumi 30gp 1d6 1d8 18-20/x2 = 6 Ibs. S Distracting

Wahaika 3gp 1d4 1d6 x2 10 ft. 3 Ibs. B Disarm

Whip 1gp 1d2 1d3 x2 — 2 Ibs. S Disarm, nonlethal,
reach, trip

TWO-HANDED MELEE WEAPONS

Bo staff 1gp 1d4/1d4 1d6/1dé6 x2 = 3 Ibs. B Blocking, double, monk

Chain spear 15gp 1d4/1d4 1d6/1d6 x2 - 131lbs. PandS Double, trip

Dire flail 90gp 1d6/1d6 1d8/1d8 x2 = 10 Ibs. B Disarm, double, trip

Double walking stick katana 50 gp 1d4 1d6 19-20/%2 = 6 Ibs. S =

Double-chained kama 8gp 1d4/1d4 1d6/1d6 x2 = 4 Ibs. S Double, monk,
reach, trip

Dwarven urgrosh 50gp 1d6/1d4 1d8/1d6 x3 = 121bs. PorS  Brace, double

Elven curve blade 80gp 1d8 1d10 18-20/x2 = 7 Ibs. S =

Flying blade 40gp  1d10 1d12 x3 = 12 Ibs. S Performance, reach

Gnome hooked hammer 20gp 1d6/1d4 1d8/1d6  x3/x4 = 6lbs. BorP  Double, trip

Harpoon 5gp 1d6 1d8 x3 10 ft. 16 Ibs. P Grapple, see text

Kusarigama 12gp 1d2/1d4 1d3/1d6 x2 = 3lbs. SorB  Double, grapple,

on 4!'., Kevin Athey <drizztdn@gmail.com>, Jun 19, 2017
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TWO-HANDED MELEE

WEAPONS (CONT.) PRICE DMG (S) DMG (M) CRITICAL RANGE  WEIGHT TYPE SPECIAL

Kyoketsu shoge 6 gp 1d3 1d4 x2 20 ft. 11b. B,S, orP Disarm, grapple, SPECIAL
monk, reach MATERIALS

Mancatcher 15 gp 1 1d2 — = 10 Ibs. P Reach, see text

Meteor hammer 10 gp 1d6 1d8 x2 = 10 Ibs. B Reach, trip

Orc double axe 60 gp 1d6/1d6 1d8/1d8 x3 = 15 Ibs. S Double

Seven-branched sword 50gp  1d8 1d10 x3 = 7 Ibs. S Disarm, monk

Spiked chain 25gp  1d6 2d4 x2 — 10 Ibs. P Disarm, trip

Tetsubo 20gp  1d8 1d10 x4 = 10 Ibs. B =

Two-bladed sword 100 gp 1d6/1d6 1d8/1d8 19-20/x2 = 10 Ibs. S Double

RANGED WEAPONS

Bolas 5gp 1d3 1d4 x2 10 ft. 2 Ibs. B Nonlethal, trip

Boomerang 3gp  1d4 1dé x2 30ft. 3 1bs. B See text {5

Double crossbow 300gp 1d6 1d8 19-20/x2 80 ft. 18 Ibs. P See text

Halfling sling staff 20gp  1d6 1d8 x3 80 ft. 3 Ibs. B =

Hand crossbow 100gp  1d3 1d4 19-20/x2 30 ft. 2 Ibs. P =

Kestros 1gp 1d6 1d8 x3 50 ft. 11b. P =

Lasso 1sp = — = = 5 Ibs. = See text

Net 20 gp = — = 10 ft. 6 Ibs. = See text

Repeating hand crossbow 800gp 1d3 1d4 19-20/x2 30 ft. 4 Ibs. P =

Repeating heavy crossbow ~ 400gp  1d8 1d10 19-20/x2 120 ft. 12 Ibs. P =

Repeating light crossbow 250gp 1dé6 1d8 19-20/x2 80 ft. 6 Ibs. P =

Rope dart 1gp 1d3 1d4 x2 20 ft. = P Blocking, distracting,
monk

Shuriken (5) 1gp 1 1d2 x2 10 ft. 1/2 Ib. P Monk

Snag net 30gp = = = 10 ft. 10 Ibs. P Trip, see text

Throwing shield +50gp 1d4 1d6 x2 20 ft. = B Performance, trip

This price is the same for a Small or Medium version
of the weapon. A Large version costs twice the listed price.

DMG: These columns give the damage dealt by the
weapon on a successful hit. The column labeled “Dmg (S)”
is for Small weapons. The column labeled “Dmg (M)” is for
Medium weapons. If two damage ranges are given in the
same column, then the weapon is a double weapon. Use the
second damage figure given for the double weapon’s extra
attack. Table 1-8: Tiny and Large Weapon Damage gives
weapon damage values for Tiny and Large weapons.

CRITICAL: The entry in this column notes how the weapon
is used with the rules for critical hits. When your character
scores a critical hit, roll the damage two, three, or four times,
as indicated by its critical multiplier (using all applicable
modifiers on each roll), and add all the results together.

Extra damage over and above a weapon’s normal damage
(such as sneak attack damage or bonus damage from the
flaming weapon quality) is not multiplied when you score
a critical hit.

x2: The weapon deals double damage on a critical hit.
Some weapons deal triple or quadruple damage.

x2/x3: One head of this double weapon deals double
damage on a critical hit. The other head deals triple

damage. Some double weapons’ heads deal triple and
quadruple damage on a critical hit.

19-20/x2: The weapon scores a threat on a natural roll
of 19 or 20 (instead of just 20) and deals double damage
on a critical hit. Some weapons score a threat on a natural
18 as well, or deal triple instead of double damage on a
critical hit.

RANGE: Any attack at more than this distance is penalized
for range. Beyond this range, the attack takes a cumulative
—2 penalty for each full range increment (or fraction
thereof) of distance to the target. For example, a dagger
(with a range of 10 feet) thrown at a target that is 25 feet
away would incur a —4 penalty. A thrown weapon has a
maximum range of five range increments. A projectile
weapon can shoot up to 10 range increments.

WEIGHT: This column gives the weight of a Medium
version of the weapon. Halve this number for Small
weapons; double it for Large weapons. Some weapons have
a special weight. See the weapon’s description for details.

TYPE: Weapons are classified according to the type of
damage they deal: B for bludgeoning, P for piercing, or S
for slashing. Some monsters may be resistant or immune

to attacks from certain types of weapons. -
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TABLE I-7; AMMUNITION

ITEM PRICE WEIGHT
Arrows (20) 1gp 3 Ibs.
Atlatl dart 1gp 2 Ibs.
Bamboo shaft arrows (10) 1gp 1/21b.
Blowgun darts (10) 5sp =
Blunt arrows (20) 2gp 3 Ibs.
Crossbow bolts (10) 1gp 11b.
Flight arrows (20) 24gp 3 Ibs.
Kestros dart (10) 5gp 5 Ibs.
Repeating crossbow bolts (5) 1gp 11b.
Sling bullets (10) 1sp 5 Ibs.
Smoke arrow 10g9p —
Whistling arrows (20) 24gp 3 Ibs.

TABLE I-8: TINY AND LARGE WEAPON DAMAGE

MEDIUM WEAPON TINY WEAPON LARGE WEAPON
DAMAGE DAMAGE DAMAGE
1d2 - 1d3
1d3 1 1d4
1d4 1d2 1d6
1d6 1d3 1d8
1d8 1d4 2d6
1d10 1d6 2d8
1d12 1d8 3d6
2d4 1d4 2d6
2d6 1d8 3d6
2d8 1d10 3d8
2d10 2d6 4d8

Some weapons deal damage of multiple types. If a
weapon causes two types of damage, the type it deals is not
half one type and halfanother; rather, all damage caused
is considered to be of both types. Therefore, a creature
would have to be immune to both types of damage to
ignore any of the damage caused by such a weapon.

In other cases, a weapon can deal either of two types
of damage. In a situation where the damage type is
significant, the wielder can choose which type of damage to
deal with such a weapon. For example, the damage caused
by a dagger depends on whether the wielder is thrusting to
deal piercing damage or slicing to deal slashing damage.

SPECIAL: Some weapons have special features in addition
to those noted in their descriptions.

Blocking: When you use this weapon to fight defensively,
you gain a +1 shield bonus to AC.

Brace: If you use a readied action to set a brace weapon
against a charge, you deal double damage on a successful
hit against a charging creature (Core Rulebook 203).

Deadly: When you use this weapon to deliver a coup de
grace, it gains a +4 bonus to damage when calculating the
DC of the Fortitude saving throw to see whether the target
of the coup de grace dies from the attack. The bonus is not
added to the actual damage of the coup de grace attack.

Disarm: When you use this weapon, you get a +2 bonus on
combat maneuver checks to disarm an enemy.
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Distracting: You gain a +2 bonus on Bluff skill checks to
feint in combat while wielding this weapon.

Double: You can use a double weapon to fight as if
fighting with two weapons, but if you do, you incur all the
normal attack penalties associated with fighting with two
weapons, just as if you were using a one-handed weapon
and a light weapon. You can choose to wield one end of
a double weapon two-handed, but it cannot be used as a
double weapon when wielded in this way—only one end of
the weapon can be used in any given round.

Fragile: Fragile weapons cannot take the beating that
sturdier weapons can. A fragile weapon gains the broken
condition if the wielder rolls a natural 1 on an attack roll
with the weapon. If a fragile weapon is already broken,
the roll of a natural 1 destroys it instead. Masterwork and
magical fragile weapons lack these flaws unless otherwise
noted in the item description.

If a weapon gains the broken condition in this way,
that weapon is considered to have taken damage equal
to half its hit points +1. This damage is repaired either
by something that addresses the effect that granted the
weapon the broken condition (like quick clear in the case
of firearm misfires or the Field Repair feat from Ultimate
Combat) or by the repair methods described in the broken
condition (Core Rulebook 566). When an effect that grants
the broken condition is removed, the weapon regains the
hit points it lost when the broken condition was applied.
Damage done by an attack against a weapon (such as from
a sunder combat maneuver) cannot be repaired by an effect
that removes the broken condition.

Grapple: On a successful critical hit with a weapon of
this type, you can attempt a combat maneuver check to
grapple your opponent as a free action. This grapple
attempt does not provoke an attack of opportunity
from the creature you are attempting to grapple if that
creature is not threatening you. While you grapple
the creature using a grappling weapon, you can only
move or damage the creature on your turn. You are
still considered grappled, though you do not have to be
adjacent to the creature to continue the grapple. If you
move far enough away that the creature you're grappling
is no longer within the weapon’s reach, you end the
grapple with that action.

Monk: A monk weapon can be used by a monk to perform
a flurry of blows (see Monk, Core Rulebook 56).

Nonlethal: These weapons deal nonlethal damage (Core
Rulebook 191).

Performance: When wielding this weapon, if an attack
or combat maneuver made with this weapon prompts a
performance combat check (Ultimate Combat 154), you gain
a +2 bonus on that check.

Reach: You can use a reach weapon to strike opponents 10
feet away, but you can'’t use it against an adjacent foe.

Trip: When you use a trip weapon to make a trip attack,
if you are tripped during your own trip attempt, you can
drop the weapon to avoid being tripped.
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WEAPON DESCRIPTIONS

The weapons found on Tables 1-4, 1—5, and 16 are described
below. Splash weapons are described under Alchemical
Weapons in Chapter Two.

Weapons in this book are listed alphabetically by their
full names. In some cases, this may mean the weapon is
listed in a different way than it was in the Core Rulebook.
For example, the orc double axe is listed alphabetically
in this book as “orc double axe” rather than “axe, orc
double” as in the Core Rulebook. This should help make
finding weapons easier, especially for weapons with
complex names like “bamboo shaft arrow” and “tri-
point double-edged sword.”

A few weapons had their names altered to be consistent
with how other weapons are named; for example, the Core
Rulebook has “flail” and “heavy flail,” but in this book
they’re called “light flail” and “heavy flail.”

PRICE 5 GP

v The aklys is a hooked throwing club with
a 20-foot-long cord, usually of woven
leather; you can retrieve the aklys after
throwing it as a move action. The hook
allows you to make trip attacks at range.
Some aklyses have holes drilled through
them and whistle when flung.
PRICE —

AMENTUM TYPE martial

An amentum is a long leather thong that attaches to a
standard javelin. Before throwing, the amentum is wound
about the javelin’s shaft. You then throw the javelin while
gripping the amentum, imparting spin on the weapon and
greatly improving its range. Attaching an amentum to a
javelin is a move action, and winding it is a full-round action.
Javelins can be stored with amenta already wound about
them. A javelin wound with an amentum is considered a
martial weapon.

ARROWS

An arrow used as a melee weapon is treated as a light
improvised weapon (-4 penalty on attack rolls) and deals
damage as a dagger of its size (critical multiplier x2). Arrows
come in a leather quiver that holds 20 arrows.

PRICE 2 GP

ATLATL TYPE martial

This Stone Age weapon is a thin piece of wood or antler
used as a lever to hurl a specially fitted dart. An atlatl gives
much greater range to a dart, but must be loaded like a
projectile weapon. Your Strength modifier applies to
damage rolls when you use an atlatl, just as it does for
thrown weapons. You can fire—but not load—an atlatl with
one hand. Loading an atlatl is a move action that requires

PRICE 1 GP (20)
TYPE ammunition

o
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two hands and provokes attacks of opportunity. The Rapid
Reload feat can be taken for atlatls, allowing you to load a
dart as a free action.
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PRICE 1 GP

TYPE ammunition

ATLATL DART

An atlatl dart is the equivalent of a javelin except it has
fletching. If thrown without an atlatl, treat it as a javelin.

PRICE 1 GP (10)

TYPE ammunition

BAMBOO SHAFT ARROW

These foot-long arrows are used as ammunition for arrow
tubes. As an improvised melee weapon, they deal damage
equivalent to that of a spiked gauntlet. They come in a bamboo
tube that holds 10 shafts.

PRICE 13 GP

BARDICHE

TYPE martial

Ao

The crescent axe-blade of this polearm is attached to the
haft at two points: the center of the blade attaches to a
socket at the top of the haft, and the lower point of the
blade attaches to a secondary mount point. The blade is
often very long, sometimes almost as long as the haft. You
gain a +2 bonus to your CMD to resist sunder attempts made
against a bardiche.

PRICE 35 GP
TYPE exotic

BASTARD SWORD

A bastard sword is about 4 feet in length, making it too large
to use in one hand without special training; thus, it is an
exotic weapon. You can use a bastard sword two-handed as

a martial weapon.
PRICE 5 GP

BATTLE ASPERGILLUM TYPE simple

Named for the common aspergillum, a macelike tool used by
priests to sprinkle holy water, this light mace has a hollow
head and a metal plug closing off the hole through which the
head is filled. When the mace strikes a creature, holy water
sprinkles out through tiny holes throughout the weapon'’s
head; creatures subject to damage from holy water take 1
point of damage in addition to the normal effect of being
struck by the mace (a nonmagical aspergillum can deal holy
water damage to an incorporeal creature in this manner,
even if the mace itself deals no damage). After 5 hits, the
battle aspergillum is empty and needs to be refilled. Filling
it with holy water is a standard action that provokes attacks
of opportunity (like drinking a potion). A filled aspergillum
is normally carried upright, to prevent the holy water from
leaking out as the weapon moves.
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PRICE 10 GP
TYPE martial

The handle of this axe is long enough
that you can wield it one-handed or
two-handed. The head may have
one blade or two, with blade shapes
ranging from half-moons to squared
edges like narrower versions of
woodcutting axes. The wooden haft
may be protected and strengthened
with metal bands called langets.

BATTLEAXE

PRICE 5 GP
TYPE simple

Bayonets are close combat weapons designed to fit into the
grooves or muzzles of crossbows and firearms. They allow
you to make melee attacks with these weapons but render
them temporarily useless as ranged weapons. Attaching or
removing a bayonet is a move action.

PRICE 15 GP

BEC DE CORBIN TYPE martial

The bec de corbin is a polearm very similar to the lucerne
hammer, but the hammer head is slightly blunter and the
spike is stouter and more hooked. You primarily attack with
the spike. You gain a +2 bonus on combat maneuver checks to
sunder medium or heavy armor with a bec de corbin.

PRICE 11 GP
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PRICE 2 GP (20)
TYPE ammunition

BLUNT ARROWS

These arrows have rounded wooden tips that deal bludgeoning
damage rather than piercing. An archer can use a blunt arrow
to deal nonlethal damage (at the normal -4 attack penalty for
using a lethal weapon to deal nonlethal damage).

PRICE 1 GP

BO STAFF TYPE exotic

Similar to a quarterstaff, only more slender and tapered at one
end, the bo staff is both a defensive device and a weapon.

PRICE 5 GP
TYPE simple

BOAR SPEAR

This spear has a metal crossbar to protect you against onrushing
attackers. If you ready a boar spear against a charge and your
attack hits, you gain a +2 shield bonus to your AC against that
creature until your next turn.

PRICE 5 GP
TYPE exotic

A bolas is a pair of wooden, stone, or
metal weights connected by a thin rope
or cord. You can whirl and throw this
weapon to make a ranged trip attack
against an opponent. You can't be
tripped during your own trip attempt
when using a bolas.

TYPE martial

The blade of this polearm is a curved or hooked chopping blade
with a spiked projection on the back of the blade. The spike is
commonly used to block and parry. When fighting defensively
or with total defense, this weapon gives you a +1 shield bonus
to AC. A mounted opponent hit by a bill takes a -1 penalty on
his Ride check to stay mounted.

PRICE 2 GP
TYPE simple

Blowguns are generally used to deliver debilitating (but rarely
fatal) poisons from a distance. They are nearly silent when
fired. For a list of appropriate poisons, see Poisons on page 110.

PRICE 5 SP (10)

PRICE 3 GP
TYPE exotic

BOOMERANG

The boomerang is primarily a hunting tool, but it is not
uncommon for these versatile thrown weapons to be carried
into battle. A boomerang is made of wood and is flat, with
a long haft, a pronounced forward curve, and a sharp
backward bend at the head. A hunting boomerang does not

fly in a returning path.
PRICE 1 GP

BRASS KNUCKLES TYPE simple

These weapons fit snugly around the
knuckles and allow you to deal lethal
damage with an unarmed strike. You
may hold, but not wield, a weapon or
other object in a hand wearing brass
knuckles. You may cast a spell with a

OWGUN DARTS

The thin, light darts used in a blowgun are usually made of
hardwood with a stabilizing fletching of down or fur. A dart is
usually loaded from the back end just before firing.

TYPE ammunition

¥ PR 3
N
[ e

somatic component while wearing brass knuckles if you make
a successful concentration check (DC 10 + the level of the spell
you're casting). Monks are proficient with brass knuckles. Brass
knuckles can’t be disarmed.
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PRICE 20 GP (2)

BUTTERFLY SWORD TYPE martial

These short matching swords come in pairs,
cleverly nested together to appear as a single
blade. Both weapons can be drawn at the
same time, and they can be separated as a
free action and wielded in both hands to make
wickedly effective chops and slashes. Their
thin, broad blades extend just 1 foot in length.
A butterfly sword has a hardwood grip covered
with braided cord, and a metal D-shaped
guard to protect the wielder’s hand. The listed price is for a pair
of butterfly swords. Masterwork butterfly swords cost 320 gp for
the pair. If you add magical enhancement bonuses or properties
to a butterfly sword, treat each sword in the pair as a separate
weapon (for example, adding a +1 magical enhancement bonus
to a pair of masterwork butterfly swords costs 4,000 gp).
PRICE 5 GP

a -1 penalty on your attack roll with the weapon and must
succeed at a DC 15 Reflex save or cut yourself on the blade
(half damage, no Strength modifier). You do not need to make
this save if wearing heavy armor.

PRICE —
TYPE simple

This weapon is usually just a shaped piece of wood, sometimes
with a few nails or studs embedded in it.

PRICE 100 GP
TYPE martial

CESTUS TYPE simple

The cestus is a glove of leather or thick cloth
that covers the wielder from mid-finger to
mid-forearm. The close combat weapon is
reinforced with metal plates over the fingers
and often lined with wicked spikes along the
backs of the hands and wrists. While wearing
a cestus, you are considered armed and your
unarmed attacks deal lethal damage. If you
are proficient with a cestus, you can have
your unarmed strikes deal bludgeoning or piercing damage.
Monks are proficient with the cestus. When using a cestus, your
fingers are mostly exposed, allowing you to wield or carry items
in that hand, but the constriction of the weapon at your knuckles
gives you a-2 penalty on all precision-based tasks involving that
hand (such as opening locks). A cestus can’t be disarmed.
PRICE 15 GP

CHAIN SPEAR TYPE exotic

This weapon is often used in gladiatorial
events due to its versatility. The body of
the weapon is a short spear, primarily
used for thrusting. The butt of the spear is
fitted with a length of chain, often spiked,
with a hook at the end. The hook and
chain may be used to make trip attacks.
If your trip attack fails by 10 or more, you
may drop the chain spear to avoid being knocked prone.

PRICE 1 GP
TYPE martial

The chakram is a simple, elegant, and
highly portable thrown weapon. Itis a
flat, open-centered metal discus with
a sharpened edge. You can wield the
chakram as a melee weapon, but it is
not designed for such use; you take

You need at least two hands to use a bow, regardless of its
size. You can use a composite longbow while mounted. All
composite bows are made with a particular strength rating
(that is, each requires a minimum Strength modifier to use
it with proficiency). If your Strength modifier is less than the
strength rating of the composite bow, you can't effectively
use it, so you take a -2 penalty on attacks with it. The default
composite longbow requires a Strength modifier of +0 or higher
to use with proficiency. A composite longbow can be made
with a high strength rating to take advantage of an above-
average Strength score; this feature allows you to add your
Strength modifier on damage rolls, up to the maximum bonus
indicated for the bow. Each point of Strength bonus granted by
the bow adds 100 gp to its cost. If you have a negative modifier
due to low Strength, apply it to damage rolls when you use a
composite longbow. A composite longbow fires arrows.

For the purposes of Weapon Proficiency and similar feats, a
composite longbow is treated as if it were a longbow.

PRICE 75 GP
TYPE martial

COMPOSITE SHORTBOW

d

You need at least two hands to use a bow, regardless of its
size. You can use a composite shortbow while mounted. All
composite bows are made with a particular strength rating
(that is, each requires a minimum Strength modifier to use with
proficiency). If your Strength modifier is lower than the strength
rating of the composite bow, you can't effectively use it, so
you take a -2 penalty on attacks with it. The default composite
shortbow requires a Strength modifier of +0 or higher to use
with proficiency. A composite shortbow can be made with a high
strength rating to take advantage of an above-average Strength
score; this feature allows you to add your Strength modifier on
damage rolls, up to the maximum bonus indicated for the bow.

-
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Each point of Strength bonus granted by the bow adds 75 gp to
its cost. If you have a negative modifier due to low Strength,
apply it to damage rolls when you use a composite shortbow. A
composite shortbow fires arrows.

For the purposes of Weapon Proficiency, Weapon Focus,
and similar feats, a composite shortbow is treated as if it
were a shortbow.

CROSSBOW BOLTS

A crossbow bolt used as a melee
weapon is treated as a light
improvised weapon (-4 penalty on
attack rolls) and deals damage as a
dagger of its size (critical multiplier
x2). Bolts come in a case or quiver
that holds 10 bolts. All crossbows
except repeating crossbows use these
kinds of crossbow bolts, which are
sometimes called “quarrels.”

PRICE 1 GP (10)
TYPE ammunition

PRICE 2 GP
TYPE simple

A dagger is a fighting knife.
Its blade is usually less than
1 foot long, and can be
curved or straight, with one edge or two. Dagger designs vary
widely, and can have many different names (such as a thrusting
dagger being called a “dirk”). You get a +2 bonus on Sleight
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PRICE 8 GP
TYPE martial

This short, curved blade was created by goblins, who often drill
numerous holes into it in an attempt to reduce its weight. Most
dogslicers are sized for Small creatures.

PRICE 12 GP
TYPE martial

DOUBLE CHICKEN SABER

The tip of this 3-foot-long, straight-bladed sword is bent into
two staggered, opposing sharpened spurs that can be used to
pull weapons from an opponent’s hands.

PRICE 300 GP
TYPE exotic

This heavy weapon fires a pair
of iron-tipped bolts with a single
squeeze of the trigger. Because
of its size and weight, you take
a -4 penalty on your attack roll if
you're proficient with it, or -8 if
you're not. If the attack hits, the
target takes damage from both
bolts. Critical hits, sneak attack

DOUBLE CROSSBOW

of Hand skill checks made to conceal a dagger on your body.

PRICE 1 SP

DAN BONG TYPE exotic
opponent and target pressure points,
granting you a +2 bonus on combat

DIRE FLA"‘ TYPE exotic
A dire flail consists of two spheres of spiked iron dangling

These short, blunt sticks are held in
the hands to enhance unarmed martial
techniques and secured by a cord
looped over the thumb. They provide
the wielder with the ability to lock an
maneuver checks to grapple.
PRICE 5 SP
DART TYPE simple
This thrown weapon is larger than an arrow and shorter than a
javelin, with a weighted tip and a shorter range than a javelin.
Most darts are wooden shafts with a thick metal point.

PRICE 90 GP
from chains at opposite ends of a long haft. This weapon
excels at short but powerful strikes, and is typically swung in
a constant churning motion. The wielder of a dire flail must
have great strength, both to use the weapon effectively and
to keep from tiring out.

damage, and other precision-based damage apply to only the
first bolt. Reloading one bolt is a standard action; the Rapid
Reload feat reduces this to a move action. Crossbow Mastery
(Advanced Player’s Guide) allows you to reload both bolts as
a move action. A double crossbow fires crossbow bolts.
PRICE 50 GP

DOUBLE WALKING STICK KATANA gt

This single case conceals a pair of matched fighting swords
perfectly balanced to be wielded as a pair. Despite their name,
the blades more closely resemble the shorter wakizashi. When
drawn, the blades use the statistics listed on the table. When
the blades are concealed in their case, this weapon can be
used as a quarterstaff.

PRICE 8 GP

DOUBLE-CHAINED KAMA e

This weapon comprises a pair of kama connected with an
8-foot length of chain. The wielder can attack as if armed
with a single kama in each hand or extend the chain to make
a single reach attack. By swinging the chain, the wielder
can whip the kama about to disarm or trip opponents.
Furthermore, if one of the weapons is dropped, the wielder
can retrieve it as a free action by pulling on the chain.
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PRICE 50 GP

DWARVEN URGROSH LRI S0 0P

A dwarven urgrosh is a double weapon—
an axe head and a spear point on
opposite ends of a long haft. The
urgrosh’s axe head is a slashing weapon
that deals 1d8 points of damage. Its
spear head is a piercing weapon that
deals 1d6 points of damage. You can use
either head as the primary weapon; the
other becomes the off-hand weapon. If
you use an urgrosh against a charging
character, the spear head is the part
of the weapon that deals damage. Dwarves treat dwarven
urgroshes as martial weapons.
PRICE 30 GP

N

PRICE 3 GP
TYPE exotic

—

This weapon is used to augment unarmed martial techniques.
It consists of an 8- to 10-inch-long, dual-pointed steel spike
set on swivels and mounted on a ring, so that it can be spun
around at high speeds when slipped over the wielder’s ring
finger. The ring prevents the wielder from being disarmed and
turns unarmed strikes into piercing attacks.

PRICE 18 GP
TYPE exotic

B0 ARMS AND ARMOR

FALCATA
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DWARVEN WARAXE TYPE exolic

A dwarven waraxe has a large, ornate
head mounted on a thick handle,
making it too large to use in one
hand without special training; thus,
it is an exotic weapon. A Medium
character can use a dwarven waraxe
two-handed as a martial weapon, or a
Large creature can use it one-handed
in the same way. A dwarf treats a
dwarven waraxe as a martial weapon

This heavy blade has a single sharp edge, concave at the bottom
and convex at the top, with a hook-shaped hilt. Its shape
distributes the weight to give it the momentum of an axe with
the cutting edge of a sword, much like a larger version of a kukri.
The hooked hilt is sometimes carved to resemble the head of a
horse or bird of prey, and may have a thin chain stretched across
its opening, acting as a partial guard for the hand and fingers.

PRICE 75 GP
TYPE martial

even when using it in one hand.
PRICE 40 GP

EARTH BREAKER TYPE martial

The crude metal of this massive hammer’s
head ends in multiple blunt spikes that
help concentrate the force of a powerful
swing down into a smaller, more focused
area, allowing it to smash through armor
with greater ease. Due to the tremendous
size and weight of its head, an earth
breaker is poorly balanced, and requires
two hands to properly lift and control.

This sword has one curved, sharp edge like a scimitar, with the
back edge unsharpened and either flat or slightly curved. Its
weight is greater toward the end, making it better for chopping
rather than stabbing.

PRICE 5 GP
TYPE exotic

Made to resemble a courtier’s
fan, this device consists of
silk paper stretched and
folded over a folding frame of
hardened steel. Fighting fans

FIGHTING FAN

PRICE 80 GP
TYPE exotic

ELVEN CURVE BLADE

Essentially a longer version of a scimitar, but with a thinner
blade, the elven curve blade is exceptionally rare. You receive
a +2 circumstance bonus to your CMD whenever a foe attempts
to sunder your elven curve blade because of its flexible metal.

You can use the Weapon Finesse feat to apply your Dexterity
modifier instead of your Strength modifier on attack rolls with
an elven curve blade that is sized for you, even though it isn't
a light weapon.

are typically wielded in pairs using a technique that distracts the
opponent. The fans sport sharp tips, which can be poisoned.
For a list of appropriate poisons, see Poisons on page 110.

PRICE 2 GP (20)
TYPE ammunition

FLIGHT ARROWS

These arrows have light shafts and special fletching to give
them greater range. A flight arrow’s range increment is 20 feet
greater with longbows and 10 feet greater with shortbows.
They deal damage as if one size category smaller. =
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PRICE 40 GP

FLYING BLADE e i

A flying blade is a large, crescent-shaped blade anchored
to a 10-foot chain. You fight with a flying blade by spinning
it about your head or by snapping it toward an opponent.
Because the flying blade is a clumsy weapon, you receive a
-2 penalty on attack rolls with it, but when you make attacks
of opportunity provoked by movement, you receive a +2
bonus on attack rolls instead of the penalty.
PRICE 2 GP

GAUNTLET TYPE simple

This metal glove lets you deal lethal
damage rather than nonlethal damage
with unarmed strikes. A strike with
a gauntlet is otherwise considered
an unarmed attack. The cost and
weight given are for a single gauntlet.
Medium and heavy armors (except
breastplates) come with gauntlets.
Your opponent cannot use a disarm
action to disarm you of gauntlets.
PRICE 15 GP

GLADIUS TYPE martial

The gladius is the favorite sword of gladiators, with a heavier
blade than the standard shortsword. Feats and abilities that
affect shortswords apply to the gladius.

PRICE 8 GP

GLAIVE TYPE martial
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multiplier x4). You can use either head as the primary weapon.
Gnomes treat hooked hammers as martial weapons.
PRICE 12 GP

GREAT TERBUTJE PRI 12CP

This Stone Age weapon is a 4-foot-long version of the terbutje.
It is too large to use in one hand without special training;
thus, it is an exotic weapon. You can use a great terbutje two-
handed as a martial weapon.

PRICE 20 GP
TYPE martial

This two-handed battle axe is heavy
enough that you can’t wield it with
one hand. The head may have one
blade or two, and may be “bearded”
(meaning hooked or trailing at the
bottom) to increase cleaving power
and help pull down enemy shields.
The haft is usually 3 to 4 feet long.
PRICE 5 GP

GREATCLUB TYPE martial

This larger, bulkier version of the
common club is heavy enough that
you can't wield it with one hand. It
may be ornate and carved, reinforced
with metal, or a simple branch from
a tree. Like simple clubs, greatclubs
have many names, such as cudgels,
bludgeons, shillelaghs, and more.

GREATAXE

@mw-_‘ =
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A glaive is composed of a simple blade mounted on the end
of a pole about 7 feet in length.

PRICE 12 GP
TYPE martial

PRICE 50 GP
TYPE martial

GREATSWORD

GLAIVE-GUISARME

This polearm combines the blade of a glaive with a wicked
hook. A mounted opponent hit by a glaive-guisarme takes a -2

This immense two-handed sword is about 5 feet in length. A
greatsword may have a dulled lower blade that can be gripped.

PRICE 9 GP
TYPE martial

w&-\

penalty on her Ride check to stay mounted.
PRICE 20 GP

GNOME HOOKED HAMMER R D O

A gnome hooked hammer is a double
weapon—an ingenious tool with
a hammer head at one end of its
haft and a long, curved pick at the
other. The hammer’s blunt head is a
bludgeoning weapon that deals 1dé6
points of damage (critical multiplier
x3). Its hook is a piercing weapon that
deals 1d4 points of damage (critical

A guisarme is an 8-foot-long shaft with a blade and a hook
mounted at the tip.

PRICE 10 GP
TYPE martial

HALBERD

A halberd is similar to a 5-foot-long spear, but it also has a
small, axelike head mounted near the tip.
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HALFLING SLING STAFF e

Made from a specially designed sling

f f attached to a short club, a halfling sling
u?" ;*,f” staff can be used by a proficient wielder to
i ) devastating effect. Your Strength modifier
applies to damage rolls when you use

a halfling sling staff, just as it does for
, thrown weapons. You can fire, but not

load, a halfling sling staff with one hand.
Loading a halfling sling staff is a move action that requires two
hands and provokes attacks of opportunity.

A halfling sling staff fires bullets. You can hurl ordinary
stones with a halfling sling staff, but stones are not as dense
or as round as bullets. Thus, such an attack deals damage as
if the weapon were designed for a creature one size category
smaller than you and you take a -1 penalty on attack rolls.

A halfling sling staff can be used as a simple weapon that
deals bludgeoning damage equal to that of a club of its size.
Halflings treat halfling sling staves as martial weapons.

PRICE 100 GP
TYPE exotic

You can draw a hand
crossbow back by hand.
Loading a hand crossbow
is a move action that
provokes  attacks  of

HAND CROSSBOW

opportunity. A hand crossbow fires standard crossbow bolts,
like those used by light and heavy crossbows.

You can shoot, but not load, a hand crossbow with one
hand at no penalty. You can shoot a hand crossbow with each
hand, but you take a penalty on attack rolls as if attacking
with two light weapons.

PRICE 6 GP
TYPE martial

This one-handed axe is
short (roughly 1 foot long)
and designed for use with
one hand. Unlike throwing axes, it is not well balanced for a
graceful tumbling motion, and is instead heavier at its head.
Tomahawks, war hatchets, and other such names usually refer
to hand axes.

PRICE 5 GP
TYPE exotic

HARPOON

A harpoon is a barbed spear with an attached rope 50 feet
or less in length. Most harpoons have metal points, but some
use ivory or are made entirely of wood. If you are proficient
with the harpoon, it is a grappling weapon. A harpoon’s weight
includes 10 pounds for the weight of 50 feet of hemp rope. The
weight can be reduced by using shorter or lighter rope. If you
are not proficient with a harpoon, treat it like a spear.
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PRICE 50 GP

HEAVY CROSSBOW TYPE simple

: You draw a heavy crossbow
back by turning a small winch.
Loading a heavy crossbow is a
full-round action that provokes
attacks of opportunity. A heavy
crossbow fires crossbow bolts.

Normally, operating a heavy crossbow requires two
hands. However, you can shoot, but not load, a heavy
crossbow with one hand at a -4 penalty on attack rolls. You
can shoot a heavy crossbow with each hand, but you take a
penalty on attack rolls as if attacking with two one-handed
weapons. This penalty is cumulative with the penalty for
one-handed firing.

PRICE 15 GP

HEAVY FLAIL TYPE martial

Similar to a light flail, a heavy flail has a larger metal ball and
a longer handle.

PRICE 12 GP
TYPE simple

HEAVY MACE

A heavy mace has a larger head and a longer handle than a
light mace.

PRICE 8 GP
TYPE martial

This variant of the
light pick has a longer
handle and can be used
with one or two hands.
It is a common, inexpensive weapon for mounted soldiers since
it can be used effectively from horseback.

PRICE 7 GP/20 GP

HEAVY SHIELD TYPE martial

You can bash with a heavy shield instead of using it for defense.
The shield entries for heavy shields appear on page 11.
PRICE 20 GP

HOOKED AXE TYPE exofic

The hooked end of this axe’s blade can be used to disarm
foes or pull them off balance. A hooked axe can be used as
a martial weapon (in which case it functions like a battleaxe).

PRICE 3 GP
TYPE martial

HOOKED LANCE

This slender, 10-foot-long polearm has an added hook
protruding from the head that is used to snag the clothing and
armor of opponents. A hooked lance, unlike a lance, can’t be
wielded in one hand while mounted and doesn’t deal extra
damage if used while mounted.
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PRICE 10 GP
TYPE martial

Crafted by goblins for battling horses, this weapon is essentially
a long-handled halberd with an enlarged hook on the blade.
Most horsechoppers are sized for Small creatures.

PRICE 4 GP

Also called a mambele, danisco,
goleyo, njiga, or any of many lesser-
known names, this three-bladed
dagger is intended for throwing but
can be used as a melee weapon.
Though the basic three-blade design
is most common, hunga mungas
can take a wide variety of forms.

- PRICE 2 GP
TYPE martial
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PRICE 50 GP
TYPE exotic

Specifically constructed for samurai, katanas employ multiple
types of steel combined in a distinctive forging process. The
result are swords noted for their wickedly sharp yet slender,
gently curved blades, designed to make graceful hacking strokes
capable of severing opponents’ heads and limbs. Though finely
balanced, these blades are difficult to master. Characters can use
a katana two-handed as a martial weapon, but must take the
Exotic Weapon Proficiency (katana) feat to use it one-handed.
PRICE 2 GP

KERAMBIT TYPE martial

This small, curved pull dagger has a metal
loop at the base of its handle, allowing it
to be secured with a pinky or worn on
a string tied in the hair. While relatively
small, the curved blade can create brutal
wounds. Easily concealed (you gain a +2

This is an iron-
handled version of
a scholar’s brush
with a sharpened handle. Though it does little damage, it
is easily concealed (you gain a +2 bonus on Sleight of Hand
checks made to conceal an iron brush on your body) and can
be thrown short distances, or used to jab at key nerve clusters
and acupuncture points to surprisingly devastating effect.

JAVELIN

PRICE 1 GP
TYPE simple

A javelin is a thin throwing spear. Since it is not designed for
melee, you are treated as nonproficient with it and take a -4
penalty on attack rolls if you use a javelin as a melee weapon.

PRICE 8 GP
TYPE martial

This batonlike weapon is fitted with a metal hook that can be
used to block and pin an opponent’s weapon. Some variations
are tipped with a sharpened metal spike or blade.

PRICE 2 GP

Similar to a sickle—and in some regions still used to reap
grain—a kama is a short, curved blade attached to a simple
handle, usually made of wood. It is sometimes also referred to
as a kai, and is frequently used in pairs by martial artists.
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bonus on Sleight of Hand checks made to
conceal a kerambit on your body), it is a favorite weapon of
ninja and assassins.

PRICE 1 GP

KESTROS TYPE exotic

The kestros is an oddly shaped Bronze Age sling used for
launching kestros darts. Your Strength modifier applies on
damage rolls when you use a kestros, just as it does for
thrown weapons. You can fire—but not load—a kestros with
one hand. Loading a kestros is a move action that requires
two hands and provokes attacks of opportunity. Halflings
treat the kestros as a martial weapon.

KESTROS DART

PRICE 5 GP (10)
TYPE ammunition

This dart, meant to be thrown using a kestros, consists of a
heavy metal point about 9 inches long attached to a shaft
of wood about 12 inches long, fletched with feathers for
stability. If used as a melee weapon, it is a light improvised
weapon (-4 penalty on attack rolls) and deals damage as a
dagger of its size (critical multiplier x2). Kestros darts come
in a quiver that holds 10 darts.

PRICE 20 GP
TYPE exotic

This heavy blade has a convex curve near the end, making its
shape similar to that of a battleaxe. A typical khopesh is 20 to
24 inches in length. Its curved shape allows the wielder to hook
around defenses and trip foes. The elegant shape of a khopesh
leads some artisans to cover them in ornate decorations.
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PRICE 12 GP

KLAR TYPE martial

The traditional form of this tribal weapon is a short metal
blade bound to the skull of a large horned lizard, but a skilled
smith can craft one entirely out of metal. A traditional klar
counts as a light wooden shield with shield spikes; a metal
klar counts as a light steel shield with shield spikes. The
klar’s shield entry appears on page 12.

PRICE 9 GP

KNUCKLE AXE TYPE exotic

Knuckle axes, usually used in pairs, resemble axe blades
mounted on brass knuckles. You may hold, but not wield,
a weapon or other object in a hand wearing a knuckle axe.
Unlike when wearing brass knuckles, you cannot use a hand
wearing a knuckle axe for spellcasting.

- PRICE 8 GP

TYPE martial

A kukri is a curved
blade, about 1 foot

in length.
PRICE 12 GP
KUSARIGAMA TYPE exotic

This weapon has a single kama or
sickle held in the off hand, attached
by 10 feet of fine chain to a weighted
metal ball. The sickle can be used to
make trip attacks, jabs, and blocks,
while the ball is whipped around at
high speeds and then smashed into
the opponent, or used to tangle an
opponent’s sword or spear, allowing the wielder to then attack
with the sickle. For a Medium kusarigama, the sickle end deals
1d6 points of slashing damage, and the chain end deals 1d3
points of bludgeoning damage

PRICE 6 GP

PRICE 1 SP

LASSU TYPE exotic

This thrown weapon is a length of rope with a simple open
knot on one end that allows you to entangle a foe like you
would using a net. The DC to cast a spell while entangled
with a lasso is 10 + the spell level being cast. An entangled
creature can slip free with a successful DC 15 Escape Artist
check as a full-round action. The lasso has 2 hit points and
AC 10, and requires a DC 23 Strength check to break. On a
successful hit, the lasso tightens; to use it again you must
spend a standard action sliding the knot to enlarge the loop.

PRICE 35 GP
TYPE simple

You draw a light crossbow
back by pulling a lever.
Loading a light crossbow is
a move action that provokes
attacks of opportunity. A light
crossbow fires crossbow bolts.

Normally, operating a light crossbow requires two hands.
However, you can shoot, but not load, a light crossbow with
one hand at a -2 penalty on attack rolls. You can shoot a light
crossbow with each hand, but you take a penalty on attack
rolls as if attacking with two light weapons. This penalty is
cumulative with the penalty for one-handed firing.

PRICE 8 GP

LIGHT FLAIL TYPE martial

A light flail consists of a weighted
striking end connected to a handle by a
sturdy chain. Though often imagined as
a ball, sometimes spiked like the head
of a morningstar, the head of a light flail
can actually take many different shapes,
such as short bars. Military flails are
sturdier evolutions of agricultural flails,
which are used for threshing—beating

LIGHT CROSSBOW

KYOKETSU SHOGE

TYPE exotic

This weapon consists of a foot-long
double-edged blade, with another
smaller, curved hook-blade sticking
out the side like a rooster’s spur. The
blade is strung to a large iron hoop
with a 10-foot length of rope. The
blade can be used as an off-handed
melee weapon or thrown like a dagger, while the rope and
circlet can be whipped around and swung at opponents as a

stacks of grains to separate the useful
grains from their husks.
PRICE 1 GP

LIGHT HAMMER TYPE martial

A lighter version of a warhammer, this weapon usually has a
sleek metal head with one striking surface.

PRICE 5 GP
TYPE simple

bludgeoning reach weapon.
PRICE 10 GP

LANCE TYPE martial

A lance deals double damage when used from the back of a
charging mount. While mounted, you can wield a lance with
one hand.

o
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A mace is made up of an ornate metal head attached to a
simple wooden or metal shaft. The mace’s head is usually
flanged to cause more pain or damage. Some more primitive
maces are made with stone bound to a wooden haft with
leather straps.
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. PRICE 4 GP

TYPE martial

% | This weapon, adapted

from the pickaxe tool,

has a head with a

slightly curved, armor-
piercing spike and a hammerlike counterweight.

PRICE varies

LIGHT SHIELD TYPE martial

You can bash with a light shield instead of using it for defense.
The shield entries for light shields appear on page 12.

PRICE 75 GP
TYPE martial

LONGBOW

At almost 5 feet in height, a longbow is made up of one solid
piece of carefully curved wood. You need two hands to use
a bow, regardless of its size. A longbow can’t be used while
mounted. If you have a penalty for low Strength, apply it to
damage rolls when you use a longbow. You can apply your
Strength modifier to damage rolls when you use a composite
longbow, but not a reqular longbow. A longbow fires arrows.

PRICE 5 GP
TYPE simple

LONGSPEAR

A'longspear is about 8 feet in length.

PRICE 15 GP
TYPE martial

LONGSWORD

This sword is about 3-1/2 feet in length.

PRICE 15 GP
TYPE martial

LUCERNE HAMMER

mmmxx%w
/
This polearm has both a pronged hammer head for crushing
blows and a spiked head for piercing and peeling armor. The long
haft allows the wielder to put amazing force behind the head of
this weapon. You gain a +2 bonus on combat maneuver checks
to sunder medium or heavy armor with a lucerne hammer.
PRICE 5 GP

LUNGCHUAN TAMO TYPE martial

What seems to be an ordinary baton sheaths a pair of matching
slender-bladed daggers—perfectly balanced throwing blades.
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PRICE 40 GP/50 GP
TYPE exotic

The madu is a round, light leather shield with two animal
horns—usually from an antelope—extending from opposite
sides. If you are proficient with the madu, you may use it to
fight defensively with a -2 penalty instead of the normal -4,
and your attack penalty for using Combat Expertise improves
by +1 (minimum -1 penalty). You cannot hold anything else in
the hand that bears a madu. If you are not proficient with the
it, treat it as a light spiked shield. A madu can’t be disarmed.
It can be crafted entirely out of metal, but both versions offer
the same basic protection and attack benefits, though they
respond differently to some spells and effects. A druid can use
a leather madu, but not a steel madu.

PRICE 15 GP
TYPE exotic

This polearm consists of two curved metal bands that close
around a target when you attack, allowing you to bind an
opponent. A mancatcher is built to capture a creature of a
particular size category (such as Small or Medium) and doesn’t
work on creatures of the wrong size. Make a touch attack to
hit an opponent and a combat maneuver check to grapple him
(without the -4 penalty for not having two hands free); success
means you and the target are grappled. Once the target is
grappled, you can perform a move or damage grapple action
against him. The mancatcher has hardness 10 and 5 hit points;
breaking it requires a DC 26 Strength check. If you drop the
mancatcher, the target can free himself as a standard action.

MATTOCK

A mattock resembles a two-handed pick, but with a chisel-like
blade instead of a point.

PRICE 12 GP
TYPE martial

PRICE 2 GP

MERE CLUB TYPE simple

A Stone Age weapon traditionally made of carved stone, a
mere (MEH-reh) is a short, flat-sided, sharp-pointed club.

PRICE 10 GP
TYPE exotic

This weapon consists of one or
two spherical weights attached
by a 10-foot chain. You whirl
the weights and wrap them
around an opponent’s body. If
you succeed at a trip attempt
with a meteor hammer, you
can drag your opponent 5 feet closer to you rather than

METEOR HAMMER
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knocking her prone. You may use this weapon in two
different ways: In meteor mode you use it as a double
weapon, while in fortress mode you cannot use it as a
double weapon but gain reach and a +1 shield bonus to
AC. Switching between these two modes is a free action
decided at the start of your turn.

y PRICE 20 GP
MONK'S SPADE TYPE martial
~ This polearm is a
2 i@ double weapon. One

side is fitted with a
broad, shovel-like sharpened blade, while the opposite side
is fitted with a crescent blade that juts out like a pair of bull’s
horns. The monk’s spade does many types of damage. The
type of damage it deals depends on how it is wielded, with
the spade side able to bludgeon and slash and the crescent
side able to slash and pierce.

AR PRICE 8 GP

TYPE simple

A morningstar is a
spiked metal ball
affixed to a handle.

PRICE 35 GP

- £

A net must be folded to be thrown effectively. The first
time you throw your net in a fight, you make a normal
ranged touch attack roll. After the net is unfolded, you
take a -4 penalty on attack rolls with it. It takes 2 rounds
for a proficient user to fold a net and twice that long for a
nonproficient one to do so.

PRICE 15 GP
TYPE martial

NINE-RING BROADSWORD

This broad-bladed weapon has nine heavy rings threaded
through its spine, providing additional weight to add to the
force of its impressive chopping power.

PRICE 8 GP

NINE-SECTION WHIP PRICEot

\ / The nine-section whip consists of steel
I

bars linked together. The final bar is a
E 6-inch weighted spike. This weapon can

\ be wielded as a single-handed weapon,

a two-handed weapon, or in pairs.
Nine-section whips often have colored
cloth flags attached to the ends to make
them easier to control.

TYPE martial

The naginata consists of a 6-foot staff affixed to a 2-foot-long,
slightly curved, swordlike blade. The shaft is designed to keep
the wielder out of reach from swords and shorter weapons.

PRICE 20 GP

TYPE exotic

A net is used to entangle
enemies. When you throw a net,
you make a ranged touch attack
against your target. A net’s
maximum range is 10 feet. If
you hit, the target is entangled.
An entangled creature takes
a -2 penalty on attack rolls and a -4 penalty to Dexterity,
can move at only half speed, and cannot charge or run. If
you control the trailing rope by succeeding at an opposed
Strength check while holding it, the entangled creature
can move only within the limits that the rope allows. If the
entangled creature attempts to cast a spell, it must succeed
at a concentration check with a DC of 15 + the spell’s level
or be unable to cast the spell.

An entangled creature can escape with a successful DC
20 Escape Artist check (a full-round action). The net has 5
hit points and can be burst with a successful DC 25 Strength
check (also a full-round action). A net is useful only against
creatures within one size category of you.

J ;,f 4
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PRICE 60 GP
TYPE martial

This very long, two-handed weapon has a slender
but wickedly sharp 4-foot-long blade at one end. It is
predominantly used by ground troops to attack mounted
warriors, and can be used to hack riders from their mounts
or set to receive a charge.

PRICE 2 GP

A nunchaku is made up
of two wooden or metal
bars connected by a short

length of rope or chain.

OGRE HOOK

PRICE 24 GP
TYPE martial

This large crook of
sharpened metal
makes it easy to trip
and catch fleeing
opponents. Invented by ogres, most ogre hooks are Large
and crudely fashioned—often from metal torn from previous
victims’ weapons and armor. Despite their poor workmanship,
the rarity and peril involved in getting ogre hooks make such
items quite valuable.
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PRICE 60 GP
ORC DOUBLE AXE S,

f,: ‘:f . A cruel weapon with blades placed
"f'l: at opposite ends of a long haft, an
o orc double axe is a double weapon.
Though invented by and traditionally
associated with orcs, the double
axe can be crafted and wielded by
other races as well, though many
disdain it for its extreme weight and
clumsiness. Because of the blades at
either end of the axe, the wielder must hold an orc double
axe in the middle of its haft, and utilize a weaving, slashing
fighting style more akin to that of a quarterstaff than to that
of a greataxe or battleaxe.

PRICE 14 GP

PATA TYPE exotic
An evolution of the

punching  dagger,

the pata is a short

sword that ends in a full, fingerless gauntlet hilt. You punch
rather than stab with the weapon, allowing you to put more
force behind each strike. While wearing a pata, you cannot use
that hand for anything else. A pata provides a +10 bonus to
your CMD against disarm attempts.

PRICE 5 GP
TYPE martial

The tip of this heavy javelin is designed to break off and embed
itself into a shield once it hits. Like ammunition, a thrown
pilum that hits its target is destroyed. If you hit a shield-
bearing opponent with a pilum, he loses the AC bonuses from
that shield until he takes a standard action to pry the remnants
of the pilum from his shield.

PRICE 1 GP
TYPE martial

Resembling a slim
scroll case made of
bamboo or metal,
this tube is filled with fine sand that is soaked or coated
with inhaled or contact poison. When loaded with 3 doses
of these types of poison, you can blow into the tube to
disperse the poisoned sand into your enemies’ faces in
a 15-foot cone. Each creature in the cone is affected as if
afflicted with 1 dose of the poison. Even when loaded with
unpoisoned sand, the tube lets loose a powerful irritant,
and an opponent struck must succeed at a DC 12 Fortitude
saving throw or be dazzled for 1 round. Once expended,
the tube must be repacked before it can be used again.
Repacking a tube requires a full-round action, or a standard
action if you have the Rapid Reload feat.

POISONED SAND TUBE

.
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PRICE 2 GP
TYPE simple

PUNCHING DAGGER

A punching dagger’s blade is attached to a horizontal handle
that projects out from the fist when held.

PRICE 8 GP
TYPE exotic

A quadrens looks
similar to a sturdy
dagger, but with four
spikes mounted in a square pattern in place of a blade. When
you score a critical hit with a quadrens, the resulting gaping
wound causes 1 point of bleed damage. In addition to punching
through hide and armor, the spikes can also be used to snag
opponents’ blades and twist them out of their grips.

PRICE —
TYPE simple

QUARTERSTAFF

A quarterstaff is a simple piece of wood, about 5 feet in length.
In battle, it’s held with one hand at the butt and the other a
quarter of the way up the staff, allowing it to block blows and
make quick strikes.

PRICE 10 GP
TYPE martial

Similar in appearance to a trident, a ranseur has a single spear
at its tip, flanked by a pair of short, curving blades.

PRICE 20 GP
TYPE martial

RAPIER

You can use the Weapon Finesse feat to apply your Dexterity
modifier instead of your Strength modifier to attack rolls with
a rapier sized for you, even though it isn't a light weapon. You
can’t wield a rapier in two hands in order to apply 1-1/2 times
your Strength modifier to its damage.

REPEATING CROSSBOW BOLTS

Bolts for a repeating crossbow are designed to fit the bolt case
of a repeating crossbow. They are slightly more expensive
than reqular crossbow bolts and sold in increments of 5
instead of 10 (to match the capacity of the bolt case).

PRICE 1 GP (5)
TYPE ammunition
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PRICE 800 GP

REPEATING HAND CROSSBOW g s

This weapon functions identically to a repeating heavy
crossbow, except its damage, critical, and range values are
equivalent to those of a hand crossbow instead.

REPEATING HEAVY CROSSBOW

The repeating heavy crossbow holds 5 repeating crossbow
bolts. As long as it holds bolts, you can reload it by pulling the
reloading lever (a free action). Loading a new case of 5 bolts
is a full-round action that provokes attacks of opportunity.
You can fire a repeating crossbow with one hand or fire a
repeating crossbow in each hand in the same manner as you
would a normal crossbow of the same size. However, you must
fire the weapon with two hands in order to use the reloading
lever, and you must use two hands to load a new case of bolts.
PRICE 250 GP

REPEATING LIGHT CROSSBOW e

This weapon functions identically
to a repeating heavy crossbow,
except that its damage, critical,
and range values are equivalent
to those of a light crossbow
instead of a heavy crossbow. Its
significantly lighter construction
and pull make it both more portable and more useful to those
who rely on stealth or speed.

PRICE 400 GP
TYPE exotic

PRICE 25 GP
TYPE exotic

This sword is used almost exclusively by the life-hating
urdefhans (Bestiary 2 276). The sword is the size of a longsword
but consists of two serrated blades placed side by side.

PRICE 15 GP

PRICE 1 GP
TYPE exotic

'l A sai is a metal spike
’_i flanked by a pair of
prongs used to trap
an enemy’s weapon. When wielding a sai, you get a +2 bonus
on combat maneuver checks to sunder an enemy’s weapon.
Though pointed, a sai is not usually used for stabbing. Instead,
it is used primarily to bludgeon foes, punching with the hilt,
or else to catch and disarm weapons between its tines. Sais
are often wielded in pairs.
PRICE 8 GP

SANSETSUKON TYPE martial

Also called a three-section staff, this
weapon is divided into three 2-foot-
long segments chained together,
allowing the wielder greater flexibility
than a normal staff and allowing the
weapon to be swung rapidly to create
a defensive block, wrap and catch
weapons, or harness momentum via
a whipping motion for powerful strikes.

PRICE 1 GP
TYPE martial

This weapon consists of a soft wrapping around a hard, dense
core, typically a leather sheath around a lead rod. The head is
wider than the handle and designed to spread out the force of
the blow, making it less likely to draw blood or break bones.

PRICE 35 GP
TYPE exotic

SAWTOOTH SABRE

RHOMPHAIA TYPE martial

This Bronze Age weapon is an early polearm consisting of a long,

single-edged blade attached to a sturdy staff, sometimes slightly

curved. It serves as both a cutting and a thrusting weapon.
PRICE 1 GP

ROPE DART TYPE exotic

This deceptively complex weapon
appears to be nothing more than a
12-foot rope attached to a 6-inch-
long, conical metal spike. Similar to a
meteor hammer, it can be whirled at
great speeds, then aimed to strike and
pierce opponents with great reach.
Once it strikes, the wielder can quickly
retrieve the weapon with a tug of the rope as a free action.

. .1{‘! f |
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The signature weapon of certain assassin cults, the sawtooth
sabre is a cruelly efficient weapon. You may use a sawtooth
sabre as a Martial Weapon (in which case it functions identically
to a longsword). If you have the Exotic Weapon Proficiency
(sawtooth sabre) feat, for the purpose of two-weapon fighting
you can treat it as a light melee weapon; for all other purposes
it is one-handed melee weapon.

SCIMITAR

PRICE 15 GP
TYPE martial

This curved sword is shorter than a longsword and longer than
a shortsword. Only the outer edge is sharp, and the back is flat,
giving the blade a triangular cross-section.
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PRICE 20 GP
TYPE martial

The scizore is a
hardened tube that
fits over the forearm,
ending in a semicircular blade. The scizore grants a +1 shield
bonus to AC, but if you attack with the blade, you lose the AC
bonus that round and take a -1 penalty on attack rolls with it.
While wearing a scizore, you cannot use that hand for anything
else. A scizore provides a +10 bonus to your CMD against being
disarmed of your scizore. Donning a scizore is a full-round action.
PRICE 5 GP

SCORPION WHIP PRICE 5GP

This whip has a series of razor-sharp blades inset along its tip.
It deals lethal damage, even to creatures with armor bonuses.
If you are proficient with both the scorpion whip and whip, you
can use a scorpion whip in either the normal way (as a light
performance weapon) or as a whip. When you use a scorpion
whip as a whip, it is equivalent to a whip, but deals lethal
damage and can harm creatures regardless of their armor bonus.
PRICE 18 GP
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These weapons gain the disarm special feature when they
are used individually. A pair of shang gou can also be
formed into a single one-handed weapon to gain the trip
special feature.

PRICE 30 GP
TYPE martial

SHORTBOW

A shortbow is made up of one piece of wood about 3 feet
in length. You need two hands to use a bow, regardless
of its size. You can use a shortbow while mounted. If
you have a penalty for low Strength, apply it to damage
rolls when you use a shortbow. If you have a bonus for
high Strength, you can apply it to damage rolls when you
use a composite shortbow, but not a reqular shortbow. A
shortbow fires arrows.

PRICE 1 GP
TYPE simple

SHORTSPEAR

SCYTHE TYPE martial

This weapon consists of a long wooden
shaft with protruding handles and a sharp
curved blade set at a right angle. Derived
from a farm tool used to mow down crops,
a scythe requires two hands to use, and is
unwieldy but capable of inflicting grievous
wounds. Its connotations as a symbol of
death make it an intimidating weapon.

PRICE 50 GP
TYPE exotic

SEVEN-BRANCHED SWORD

This sword has a straight 2-foot-long blade with six shorter
L-shaped blades protruding from it, three on each side. The
shorter blades can be used to snag opponents’ clothing or
armor, or can target weapons in order to disarm them. To
snag armor or clothing, the attacker makes a trip attempt.
If successful, the victim doesn’t fall prone, but stumbles
forward, and is flat-footed for the remainder of the round.
PRICE 6 GP

Forged in pairs, these solid metal
blades end in curved hooks, while
the hand guards are hammered into
outward-facing spiked crescents.
Both the crescent and the tip of the
hilt are sharpened for combat. They
can be wielded as single weapons
or with two-weapon fighting styles.

..}

A shortspear is about 3 feet in length, making it a suitable
thrown weapon.

PRICE 10 GP
TYPE martial

Short swords are some of the most common weapons found
in any martial society, and thus designs are extremely varied,
depending on the region and creator. Most are around 2 feet
in length. Their blades can be curved or straight, single- or
double-edged, and wide or narrow. Hilts may be ornate or
simple, with crossquards, basket hilts, or no guard at all. Such
weapons are often used on their own, but can also be paired
as a matched set, or used in conjunction with a dagger or
longer sword.

PRICE 30 GP
TYPE exotic

The shotel is a downward-curving
sword designed to reach over or
around an opponent’s shield. You gain
a +1 bonus on attack rolls with a shotel
against opponents using bucklers,
light shields, or heavy shields. The
curve of a shotel’s blade varies from
sword to sword, and some models
are double-edged, while others are single-edged, with the
back edge able to be braced against a shield for additional
power. Shotels are particularly useful for hooking mounted
combatants and ripping them from their steeds.

_ V"  paizolcom 2170696, Kevin Athey <drizztdn@gmail .com>, Jun 19, 2017



paizo.com #2170696, Kevin Athey < drizztdn@gmail.cohs>, JURKLS, 2017 . r/' s

PRICE 1 GP (5)
TYPE exotic

A shuriken is a small piece of metal
with sharpened edges, designed for
throwing. A shuriken can’t be used as
a melee weapon. Although they are
thrown weapons, shuriken are treated as
ammunition for the purposes of drawing
them and crafting masterwork or otherwise special versions
of them, and of what happens to them after they are thrown.

PRICE 3 GP
TYPE exotic

Thus, such an attack deals damage as if the weapon were
designed for a creature one size category smaller than you
and you take a -1 penalty on attack rolls.

PRICE 1 SP (10)

TYPE ammunition

Sling bullets are shaped metal balls,
designed to be used by a sling or
halfling sling staff. Bullets come in a
leather pouch that holds 10 bullets.

PRICE 10 GP

TYPE ammunition

This weapon is a handheld shaft fitted with a pointed tip for
stabbing foes. It resembles a (much sturdier) arrow with a grip
designed for melee combat.

SIBAT

PRICE 2 GP
TYPE martial

This weapon is similar to a shortspear with a flexible rattan or
bamboo shaft and an elaborately barbed head. The barbs can
snag flesh, clothing, or armor to ensnare an enemy.

PRICE 10 GP
TYPE exotic
This blade is a smaller, lighter version of the shotel. You gain
a +1 bonus on attack rolls with a sica against opponents using
bucklers, light shields, or heavy shields.

PRICE 6 GP
TYPE simple

Originating as a farming tool used for
reaping grain, this one-handed weapon has
a blade with a strong curve that can easily
catch an opponent’s limb or armor. Its blade
can be either smooth or serrated, and some
fighting sickles are sharpened on both sides
near the point, making it easier to hook into
an opponent’s flesh.

SICKLE

PRICE —
TYPE simple

A sling is little more than a leather
cup attached to a pair of strings. Your
Strength modifier applies to damage
rolls when you use a sling, just as it
does for thrown weapons. You can
fire, but not load, a sling with one
hand. Loading a sling is a move action
that requires two hands and provokes
attacks of opportunity.

Asling fires sling bullets. You can hurl ordinary stones with
a sling, but stones are not as dense or as round as bullets.

This arrow is actually a specially-shaped smokestick that can
be fired from a bow. It trails smoke as it flies, and creates a
5-foot cube of smoke where it strikes. It otherwise functions

like a normal arrow in terms of damage, range, and so on.
PRICE 30 GP

SNAG NET TYPE exotic

This short, wide net is covered in barbed loops and slipknots. It
works like a typical net, except it has the trip weapon special
feature. If you entangle an opponent and hold the trailing
rope, on your turn in place of a melee attack you may make a
combat maneuver check to trip against that opponent; if you
succeed, you may trip your opponent or deal 1 point of piercing
damage to it. The concentration DC to cast while entangled in a
snag net is 17 + the spell’s level. The Escape Artist DC to escape
a snag net is 22.

PRICE 2 GP

TYPE simple

A spear is 5 feet in length and can be thrown.

PRICE +50 GP

SPIKED ARMOR

You can outfit your armor with spikes, which can deal damage
in a grapple or as a separate attack. See the armor spikes entry
on page 10 for details. Armor spikes can’t be disarmed.

PRICE 25 GP

A spiked chain is about 4 feet in length
and covered in wicked barbs. Some
have metal hoops to use as handgrips.
You can use the Weapon Finesse feat to
apply your Dexterity modifier instead
of your Strength modifier to attack rolls
with a spiked chain sized for you, even
though it isn't a light weapon,

TYPE martial
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" SPIKED GAUNTLET T

This is a gauntlet of thick leather or
metal with blades or spikes protruding
from above the knuckles, allowing
the wearer to stab with the force of a
punch. The cost and weight given are
for a single gauntlet. An attack with a
spiked gauntlet is considered an armed
attack. Your opponent cannot disarm

you of spiked gauntlets.
PRICE 17 GP/30 GP

SPIKED HEAVY SHIELD TYPE martial

Spiked shields are intimidating weapons, and can have a single
protruding central spike, razored shield edges, or a whole forest
of deadly protrusions. You can bash with a spiked heavy shield
instead of using it for defense. A spiked heavy shield can’t be
disarmed. See the armor spikes entry on page 10 for details.
PRICE 13 GP/19 GP

SPIKED LIGHT SHIELD o

You can bash with a spiked light shield instead of using it for
defense. A spiked light shield can’t be disarmed. See the armor
spikes entry on page 10 for details.

PRICE 24 GP

STARKNIFE TYPE martial

From a central metal ring, four tapering
metal blades extend from this weapon
like points on a compass rose. By
gripping the crossbar that runs through
the weapon’s open middle, a wielder
can strike with it as a deadly melee
weapon. Alternatively, by gripping it
by the outer rim, a starknife’s light,
aerodynamic design allows it to be thrown short distances in a
manner similar to a chakram.
PRICE 45 GP

SWORD CANE TYPE martial

This slender light blade lies within a wooden container that
serves as both its scabbard and hiding place. You can draw the
blade as a swift action (or a free action if you have the Quick
Draw feat). An observer must succeed at a DC 20 Perception
check to realize an undrawn sword cane is a weapon rather than
a walking stick; the DC decreases to 10 if the observer is able
to handle the weapon. You can use the Weapon Finesse feat to
apply your Dexterity modifier instead of your Strength modifier
to attack rolls with a sword cane sized for you, even though it
isn’t a light weapon. You can’t wield a sword cane in two hands
in order to apply 1-1/2 times your Strength modifier to damage.

g N
AN

PRICE 10 GP
TYPE exotic

You can use this

SWORDBREAKER DAGGER
dagger to disarm or

Wf@mm {3
” sunder enemy blades

by catching them in the grooves on the back of the blade
and using your weapon as a lever. If you are proficient with
this weapon, add a +4 bonus on combat maneuver checks to
disarm or sunder bladed weapons while using it.

PRICE 10 GP

TAIAHA TYPE exotic

The Stone Age taiaha is a long, heavy stick, club-shaped at
one end and tipped with a wooden or metal spear point at
the other. You wield it with a combination of solid strikes
with the club and fending motions with the spear. A taiaha
can be wielded as a martial weapon that deals 1d8 points of
bludgeoning damage (1d6 if Small) and has a x2 critical.

PRICE 2 GP
TYPE exotic

Also known as an
iron claw, this device
consists of a fanlike
structure of three or more 10-inch blades secured to a sturdy
handle strapped to the forearm of the off hand. It can be used
as an offensive weapon or defensively like a buckler, or used to
disarm an opponent without provoking an attack of opportunity.
It provides its owner with a +2 circumstance bonus on attempts
to disarm or sunder swords or other slender-bladed weapons.

B

PRICE 30 GP
TEMPLE SWORD T
¥ Heavy blades typically used by

guardians of religious sites, temple
swords have distinctive crescent-
shaped blades, which appear to be an
amalgam of sickle and sword. Many
have holes drilled into the blade or the
pommel so that charms, bells, or other
holy trinkets can be attached to reflect
the owner’s devotion or to serve as
foci for prayer or meditation. Monks
are proficient with the temple sword.
PRICE 8 GP

TEPOZTOPILLI TYPE martial

The head of this wooden Stone Age polearm is edged with

jagged bits of obsidian, glass, teeth, or similar materials. The

wide head serves well for both piercing and slashing attacks.
PRICE 5 GP

TERBUTIE TYPE martial

This Stone Age weapon, also called a macuahuitl, is made from
a length of tempered wood. It has bits of shark teeth, obsidian,
glass, or similar materials studded all along its length.

,
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PRICE 20 GP
TYPE exotic
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PRICE 12 GP
TYPE martial

TRI-POINT DOUBLE-EDGED SWORD

A slight improvement over the greatclub, this weapon consists
of a long, slender length of wood or metal whose upper half is
shod with a thick sheet of studded iron. The iron gives added
weight and strength to the club, while the studs are designed
to crack helmets and armor.

THROWING AXE

PRICE 8 GP
TYPE martial

This one-handed axe is small and
perfectly balanced for throwing, and can
be used as a melee weapon. Throwing
axes have a variety of alternative names,
including franciscas, tomahawks, and
more. The axe is normally gripped by
the haft and thrown overhand, making
one complete rotation in the air before
biting into the target with the axe head.
PRICE +50 GP

THROWING SHIELD SUCE 50 GF

This shield is designed for throwing and has specially
designed straps that allow you to unclasp and throw it as
a free action. Tower shields cannot be throwing shields.
Neither a shield’s enhancement bonus to AC nor its shield
spikes apply on your attack or damage rolls. A throwing
shield can’t be disarmed.

TIGER FORK

PRICE 5 GP
TYPE martial

This long, tridentlike weapon consists of a three-pronged
metal fork set upon an 8-foot-long shaft. It is wielded much
like a staff, with the wielder grasping the shaft from the
center and jabbing with its forked end. A tiger fork can be set
to receive a charge.

PRICE 1 GP
TYPE martial

These L-shaped fighting
batons are good for
striking and blocking.
The wielder holds the
handle and either spins the stick or strikes with the stick
covering the forearm.

PRICE 15 GP
TYPE martial

g r— :-e

A trident has three metal prongs at the end of a 4-foot-long
shaft. This weapon can be thrown.
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Topping the head of this 5-foot-long shaft are three long,
backward-curved blades fashioned in the appearance of a
blossoming lotus. The unusually large head is designed to
land heavy blows and cause multiple wounds that open away
from each other.

PRICE 3 GP
TYPE martial

This weapon consists
of a small metal
tube hidden within
a sleeve; the tube holds a short, spring-loaded bamboo
shaft. You gain a +2 bonus on Sleight of Hand checks made
to conceal a tube arrow shooter on your body. Releasing the
fastener allows the spring to force the arrow out. Once a shaft
is fired, the tube must be reloaded before it can be used again.
Reloading a tube is a full-round action, or a standard action if
the wielder has the Rapid Reload feat.

bE ARRU JUTER

PRICE 100 GP
TYPE exotic

TWO-BLADED SWORD

A two-bladed sword is a double weapon—twin blades extend
from either side of a central, short haft, allowing the wielder to
attack with graceful but deadly flourishes.

PRICE —

UNARMED STRIKE TYPE simple

An unarmed strike is an attack such as a punch or a kick
where the attacker is not using a weapon to make the attack.
A Medium character deals 1d3 points of nonlethal damage
with an unarmed strike. A Small character deals 1d2 points
of nonlethal damage. A monk or any character with the
Improved Unarmed Strike feat can deal lethal or nonlethal
damage with unarmed strikes at his discretion. The damage
from an unarmed strike is considered weapon damage for
the purposes of effects that give you a bonus on weapon
damage rolls.

An unarmed strike is always considered a light weapon.
Therefore, you can use the Weapon Finesse feat to apply your
Dexterity modifier instead of your Strength modifier to attack
rolls with an unarmed strike. Unarmed strikes do not count
as natural weapons (Core Rulebook 182). An unarmed strike
can't be disarmed.

PRICE 100 GP

UNDERWATER HEAVY CROSSBOW TYPE simple

Above water, this weapon is identical to a heavy crossbow.
You may use it underwater, where it has a range increment
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of 20 feet. It counts as a heavy crossbow for the purposes of
proficiencies and special abilities.
PRICE 70 GP

UNDERWATER LIGHT CROSSBOW TYPE simple

An underwater light crossbow functions like its normal
counterpart above water, and can be used underwater. When
fired underwater, the crossbow has a range increment of 20
feet. Anyone proficient with a normal light crossbow can use
an underwater light crossbow.

PRICE 30 GP
TYPE exotic

Commonly known as a whip sword, this
deadly weapon is fashioned from one
to four 5-foot-long, razor-sharp blades
of flexible steel, almost like a metal cat-
o’-nine-tails. The weapon is wielded by
whipping the blades at one’s opponent.
The coiled blade is fine and flexible
enough to be worn as a belt, and its
wielders often carry the blades wrapped
around themselves in this fashion.
PRICE 3 GP

This short and broad Stone Age club is made of hardened
wood or bone. It has a notch on one side that is used for
catching weapons. If you are proficient with the weapon,
you can use the notch in the wahaika to disarm your foes.
Otherwise, treat this weapon as a club. Feats and abilities
that affect clubs apply to the wahaika.

PRICE 35 GP
TYPE exotic

These short, slender blades are between 1 to 2 feet long. They
are primarily used as back-up weapons, to decapitate defeated
enemies, or to commit seppuku (ritual suicide) as a matter
of honor. These blades are specifically worn by samurai and
are intended to be paired with a katana. Together, this set of
blades is referred to as a daisho.

PRICE 12 GP

WARHAMMER TYPE martial

This weapon consists of a wooden haft
and a heavy, metal head. The head may
be single (like a carpenter’s hammer) or
double (like a sledgehammer). The haft is
long enough that you may wield it one- or
two-handed. Though heavy and relatively
slow to wield, warhammers are capable
of delivering immense blows, crushing
armor and flesh alike.

] .r‘},

.

‘F’“ﬁ{_ 02120 QOMIH21 70696, Kevin Athey < drizztdn@gmail.com>, Jun 19, 2017

PRICE 1 GP

A whip deals no damage to any creature
with an armor bonus of +1 or higher or
a natural armor bonus of +3 or higher.
The whip is treated as a melee weapon
with a 15-foot reach, though you don’t
threaten the area into which you can
make an attack. In addition, unlike most
other weapons with reach, you can use it
against foes anywhere within your reach
(including adjacent foes).

Using a whip provokes an attack of opportunity, just as if you
had used a ranged weapon.

You can use the Weapon Finesse feat to apply your Dexterity
modifier instead of your Strength modifier to attack rolls with
a whip sized for you, even though it isn't a light weapon. You
can’t wield a whip in two hands in order to apply 1-1/2 times
your Strength modifier to damage rolls.

WHISTLING ARROW

These arrows come with specially designed grooves and
fletching that cause them to emit a loud keening sound
audible within 500 feet of their flight path. They are sold in
quantities of 20.

PRICE 2 GP (20)
TYPE ammunition

PRICE —
TYPE simple

This close combat
weapon is just a
sharpened piece of
wood. Iron spikes that are used as weapons deal damage as
wooden stakes.

WUSHU DART

This sharpened wooden spike can be used as a punching
weapon, but it is also perfectly balanced for throwing.

PRICE 1 SP
TYPE martial

MASTERWORRK WEAPONS

A masterwork weapon is a finely crafted version of a
normal weapon. Wielding it provides a +1 enhancement
bonus on attack rolls.

Without using magic, you can’t add the masterwork
quality to a weapon after it is created; it must be crafted
as a masterwork weapon (see the Craft skill on page 93
of the Core Rulebook). The masterwork transformation spell
(Ultimate Magic) transforms a non-masterwork weapon into
a masterwork weapon.

The masterwork quality adds 300 gp to the cost of a normal
weapon (or 6 gp to the cost of a single unit of ammunition).
Adding the masterwork quality to a double weapon costs
twice the normal increase (+600 gp).

Masterwork ammunition is damaged (and effectively
destroyed) when used. The enhancement bonus of masterwork
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ammunition does not stack with any enhancement bonus of
the projectile weapon firing it.

All magic weapons are automatically considered to be of
masterwork quality. The enhancement bonus granted by the
masterwork quality doesn’t stack with the enhancement
bonus provided by the weapon’s magic.

Even though some types of armor and shields can be
used as weapons, you can't create a masterwork version of
such an item that confers an enhancement bonus on attack
rolls. Instead, masterwork armor and shields have lessened
armor check penalties.

FIREARMS

This section presents an anachronistic collection of
hand-held black powder weapons suitable for a wide
variety of fantasy adventure campaigns. Most of them
are single-shot muzzle-loaders with highly inefficient
triggering mechanisms—traditional sword and sorcery
firearms. More advanced firearms are also presented for
those brave enough to mix their fantasy with a technology
much closer to that of the Old West than the slow and
unstable weapons that gave musketeers their name. Of
course, it is the GM’s decision whether or not guns of any
type are allowed in a campaign.

What follows are additional rules for using firearms.
This section refers to firearm feats in Ultimate Combat.

FIREARM PROFICIENCY: The Exotic Weapon Proficiency
(firearms) feat allows you to use all firearms without
penalty. A nonproficient character takes the standard —4
penalty on attack rolls with firearms, and a nonproficient
character who loads a firearm increases all misfire values
by 4 for the shots he loads.

Even though the Exotic Weapon Proficiency (firearms)
feat grants you proficiency with all firearms, anytime
you take a feat that modifies a single type of weapon
(such as Weapon Focus or Rapid Reload), you must still
pick one specific type of firearm (such as musket, axe
musket, blunderbuss, pistol, or double pistol) for that
feat to affect.

All firearms are part of the same weapon group for the
purposes of the fighter’s weapon training class feature.

FIREARM CATEGORIES: The firearms in this chapter fall
into one of two categories: early or advanced firearms.

Early Firearms: Early firearms are typically matchlock,
wheellock, or flintlock weapons, and require more finesse
and care to use than advanced firearms. Early firearms
are muzzle-loaded, requiring a bullet and powder (or other
special alchemical substances) to be shoved down the barrel
before the weapon is fired. Early firearm ammunition can
be loaded from a cartridge, but that cartridge is made of soft
material (like paper or cloth) that is torn open so that the
contents may be shoved down the barrel.

Advanced Firearms: Advanced firearms are more reliable
and accurate than early firearms. The ammunition for an
advanced firearm takes the form of metal (usually brass)

-
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TABLE 1-9: FIREARM AMMUNITION

ITEM PRICE WEIGHT
Alchemical cartridge (dragon's breath) 40gp —
Alchemical cartridge (entangling shot) 40g0p —
Alchemical cartridge (flare) 10gp —
Alchemical cartridge (paper, bullet or pellet) 12gp  —
Alchemical cartridge (salt shot) 12gp —
Black powder (dose) 10gp —
Black powder (keg) 1,000gp 5 Ibs.
Firearm bullet (1) 1gp =
Metal cartridge 15gp —
Pellets (handful) 1gp =
Pitted bullet 5gp =

cartridges that are loaded into a chamber rather than
shoved down the muzzle.

CAPACITY: A firearm’s capacity is the number of shots it
can hold at one time. When making a full-attack action,
you may fire a firearm as many times in a round as you
have attacks, up to this limit, unless you can reload the
weapon as a swift or free action while making a full-
attack action. In the case of early firearms, capacity often
indicates the number of barrels a firearm has. In the case
of advanced firearms, it typically indicates the number of
chambers the weapon has.

RANGE AND PENETRATION: Armor, whether manufactured
or natural, provides little protection against the force of a
bullet at short range.

Early Firearms: When firing an early firearm, the attack
resolves against the target’s touch AC when the target is
within the first range increment of the weapon, but this
type of attack is not considered a touch attack for the
purposes of feats and abilities such as Deadly Aim. At
higher range increments, the attack resolves normally,
including taking the normal cumulative —2 penalty
for each full range increment. Unlike other projectile
weapons, early firearms have a maximum range of five
range increments.

Advanced Firearms: Advanced firearms resolve their
attacks against touch AC when the target is within the
first five range increments, but this type of attack is not
considered a touch attack for the purposes of feats such as
Deadly Aim. At higher range increments, the attack resolves
normally, including taking the normal cumulative —2
penalty for each full-range increment. Advanced firearms
have a maximum range of 10 range increments.

LOADING A FIREARM: You need at least one hand free to load
one-handed and two-handed firearms. In the case of two-
handed firearms, you hold the weapon in one hand and
load it with the other—you only need to hold it in two
hands to aim and shoot the firearm.

The Rapid Reload feat reduces the time required to
load one-handed and two-handed firearms. Loading any
firearm provokes attacks of opportunity. Other rules for
loading a firearm depend on whether the firearm is an
early firearm or an advanced firearm.
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Early Firearms: Early firearms are all muzzle-loaded,
requiring bullets or pellets and black powder to be
rammed down the muzzle. If an early firearm has
multiple barrels, each barrel must be loaded separately.
Itis a standard action to load each barrel of a one-handed
early firearm and a full-round action to load each barrel
of'a two-handed early firearm.

Advanced Firearms: Advanced firearms are chamber-
loaded. It is a move action to load a one-handed or two-
handed advanced firearm to its full capacity. The Rapid
Reload feat reduces this to a free action.

MISFIRES: If the natural result of your attack roll with a
firearm is equal to or less than the firearm’s misfire value,
that shot misses, even if you would have otherwise hit
the target. When a firearm misfires, it gains the broken
condition. While it has the broken condition, it suffers
the normal disadvantages that broken weapons do, and
its misfire value increases by 4 unless the wielder has gun
training in the particular type of firearm. In that case, the
misfire value increases by 2 instead of 4.

Early Firearms: If an early firearm with the broken
condition misfires again, it explodes. When a nonmagical
firearm explodes, the weapon is destroyed. Magical
firearms are wrecked, which means they can’t fire until
they are fully restored (which requires either the make
whole spell or the Gunsmithing feat from Ultimate Combat).
When a gun explodes, pick one corner of your square—the
explosion creates a burst from that point of origin. Each
early firearm has a burst size noted in parentheses after its
misfire value. Any creature within this burst (including the
firearm’s wielder) takes damage as if it had been hit by the
weapon—a DC 12 Reflex save halves this damage.

Advanced Firearms: Advanced firearms can misfire, but
when they do, they only gain the broken condition. A
subsequent misfire does not cause them to explode.

AMMUNITION: Firearm ammunition takes two forms:
either black powder and shot (either bullets or pellets) or
cartridges. Firearm ammunition is destroyed when it is
used. Unlike other types of ammunition, there is no chance
to retrieve firearm ammunition that misses. No part of a
cartridge can be reused to create new cartridges. Firearm
ammunition cannot be treated with poison, unless you are
using a pitted bullet.

CONCEALING FIREARMS: Like light weapons and hand
crossbows, one-handed firearms are easy to conceal on
your person. Some smaller firearms (like the coat pistol)
can grant bonuses to conceal a weapon on your person.

BUCKLERS: You can use a one-handed or two-handed
firearm without penalty while carrying a buckler.

FIRE WHILE PRONE: Firearms, like crossbows, can be fired
while their wielders are prone.

FIREARMS, BLACK POWDER, AND WATER: Black powder becomes
useless when exposed to water, but powder horns and
cartridges protect black powder from exposure. You
cannot normally load an early firearm underwater or fire
any firearm underwater without magical aid.
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DEFLECTING AND SNATCHING BULLETS: The Deflect Arrows feat
and the Snatch Arrows feat can be used to deflect bullets,
but not pellets shot from a scatter weapon.

SCATTER (WEAPON QUALITY): A weapon with the scatter
weapon quality can shoot two different types of
ammunition. It can fire normal bullets that target one
creature, or it can make a scattering shot, attacking all
creatures within a cone. Cannons with the scatter weapon
quality only fire grapeshot, unless their descriptions state
otherwise. When a scatter weapon attacks all creatures
within a cone, it makes a separate attack roll against
each creature within the cone. Each attack roll takes a
-2 penalty, and its attack damage cannot be modified
by precision damage or damage-increasing feats such as
Vital Strike. Effects that grant concealment, such as fog
or smoke, or the blur, invisibility, or mirror image spells, do
not foil a scatter attack. If any of the attack rolls threaten
a critical, confirm the critical for that attack roll alone.
A firearm that makes a scatter shot misfires only if all of
the attack rolls are misfires. If a scatter weapon explodes
on a misfire, it deals triple its damage to all creatures
within the misfire radius.

PRICE varies
ALCHEMICAL CARTRIDGE WEIGHT —
Dragon’s breath SIS
Entangling shot s
Flare 10 GP
Paper 12GP
Salt shot A0

An alchemical cartridge is a prepared bundle of black
powder with a bullet or pellets, sometimes with more exotic
material added, which is then wrapped in paper or cloth
and sealed with beeswax, lard, or tallow. There are many
types of alchemical cartridges, the simplest being the paper
cartridge—a simple mix of black powder and either pellets
or a bullet. Alchemical cartridges make loading a firearm
easier, reducing the time to load a firearm by one step (a
full-round action becomes a standard action, a standard
action becomes a move action, and a move action becomes
a free action), but they tend to be unstable. The misfire
value of a weapon firing an alchemical cartridge increases
as listed in each entry.

Dragon’s Breath Cartridge: This cartridge contains
alchemical compounds that, when fired, produce a cone of fire
instead of the normal attack of a one-handed or two-handed
firearm with the scatter weapon quality. The nonmagical
flame deals 2d6 points of fire damage to all targets within
the cone of the scatter firearm (DC 15 Reflex save for half).
These cartridges cannot be used in firearms that don’t have
the scatter weapon quality. Because this ammunition forces
a saving throw instead of making an attack roll, the misfire
rules are slightly different. If you roll a 1 with either of the
damage dice, the firearm misfires.

Entangling Shot Cartridge: This mix of black powder and
an alchemically treated resin strong enough to survive the
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TABLE I-10: FIREARMS

ONE-HANDED RANGED WEAPONS

(EARLY FIREARMS) PRICE DMG (S) DMG (M) CRITICAL RANGE MISFIRE CAPACITY WEIGHT TYPE SPECIAL
Buckler gun 750gp 1d4 1d6 x4 10ft.  1(5ft) 2 6lbs. BandP =
Coat pistol 750 gp 1d3 1d4 x3 10ft.  1(5ft) 1 11b. BandP =
Dagger pistol 740gp 1d3 1d4 x3 10ft.  1(5ft) 1 11b. BandP =
Double-barreled pistol 1,750 gp 1dé 1d8 x4 20 ft. 1-2(5ft) 2 51bs. BandP =
Dragon pistol 1,000 gp 1d4 1d6 x4 special 1-2(5ft) 1 31bs. BandP Scatter
Pepperbox 3,000 gp 1d6 1d8 x4 20ft. 1-2(5ft) 6 51bs. BandP =
Pistol 1,000 gp  1d6 1d8 x4 20ft. 1(5ft) 1 4lbs. BandP  —
Sword cane pistol 775gp 1d3 1d4 x3 10ft.  1(5ft) 1 11b. BandP =
TWO-HANDED RANGED WEAPONS (EARLY FIREARMS)

Axe musket 1,600 gp 1d6 1d8 x4 30ft. 1=2(5ft) 1 6lbs. BandP =
Blunderbuss 2,000 gp 1d6 1d8 x2 Special 1-2 (10 ft.) 1 8Ibs. BandP Scatter
Culverin 4,000 gp 2d6 2d8 x4 30 ft.  1(10ft) 1 40 Ibs. Band P Scatter
Double hackbut 4,000 gp 2d10 2d12 x4 50ft. 1-2(5ft) 2 18 Ibs. BandP =
Double-barreled musket 2,500 gp 1d10 1d12 x4 10ft. 1-3(5ft) 2 111bs. BandP =
Fire lance 25gp  1d4 1d6 x4 10ft. 1-4(5ft) 1 4 Ibs. P =
Musket 1,500 gp 1d10  1d12 x4 40 ft. 12(5ft) 1 9lbs. BandP —
Warhammer musket 1,600 gp 1d6 1d8 x4 30ft. 1-2(5ft) 1 6lbs. BandP =
ONE-HANDED RANGED WEAPONS (ADVANCED FIREARMS)

Revolver 4,000 gp 1d6 1d8 x4 20 ft. 1 6 41bs. BandP =
TWO-HANDED RANGED WEAPONS (ADVANCED FIREARMS)

Double-barreled shotgun 7,000 gp 1dé6 1d8 x2 20 ft. 1-2 2 151bs. Band P Scatter
Pepperbox rifle 7,000 gp 1d8 1d10 x4 80 ft. 1-2 4 151bs. BandP =
Rifle 5,000gp 1d8 1d10 x4 80 ft. 1 1 12 lbs. BandP o
Shotgun 5,000 gp 1d6 1d8 x2 20 ft. 1-2 1 12 Ibs. BandP Scatter
shot can only be loaded into a blunderbuss, a dragon pistol, A PRICE 1,600 GP

TYPE early

or another scatter weapon. It deals half damage to those hit

by a cone attack made with this weapon, but any creature
hit by the shot must succeed at a DC 15 Reflex saving throw
or become entangled for 2d4 rounds. An entangling shot
cartridge increases the firearm’s misfire value by 2.

Flare Cartridge: When a flare cartridge hits its target, it
deals only half the normal damage, but the creature struck is
blinded for 1 round (Fortitude DC 15 reduces this to dazzled),
and creatures within a 20-foot burst are dazzled for 1 round
(Fortitude DC 15 negates the effect). Flare cartridges are also
useful for sending up signal flares. Firing a flare cartridge
increases the firearm’s misfire value by 2 unless it is fired
from a blunderbuss or a dragon pistol, in which case doing
so only increases the firearm’s misfire value by 1. Flares can
be used only to attack single creatures; they do not work as a
shot for a scatter weapon'’s cone attack.

Paper Cartridge: This simple mix of black powder and
either pellets or a bullet increases the misfire value by 1.

Salt Shot Cartridge: This mix of black powder and rock salt
can only be loaded into a blunderbuss, a dragon pistol, or
other scatter weapon. It deals nonlethal instead of lethal
damage, and increases the misfire value by 1. You can use it
only with a scatter weapon’s cone attack.

This short musket
features an axe
blade at the end
of its barrel. It can
be used as both a musket and a battleaxe. It is considered
a double weapon for the purposes of creating masterwork
or magical versions of this weapon. If this firearm gains the
broken condition, both the firearm component and the axe
are considered broken. An axe musket uses either a bullet
and a single dose of black powder or an alchemical cartridge
as ammunition. This is an early firearm.

PRICE varies
BLACK POWDER TYPE ammunition
1 dose WEIGHT — PRICE 10 GP
1 keg WEIGHT 5 Ibs. PRICE 1,000 GP

Black powder is the key explosive component within a
firearm that enables it to function, but in larger amounts this
alchemical material can be quite destructive on its own as
well. A single dose of black powder is enough to power a
single shot from most one-handed and two-handed firearms,
while 10 doses are required to fire a cannon. BIackBdeer is
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often stored and transported in kegs (which hold 100 doses),
but in this quantity the powder itself becomes dangerous.
Exposure to fire, electricity, or a misfire explosion causes
black powder to explode—a single keg that explodes in this
manner deals 5d6 points of fire damage to anyone within a
20-foot burst (DC 15 Reflex half). Storing black powder in a
powder horn protects the powder from explosion.

BLUNDERBUSS

PRICE 2,000 GP
TYPE early
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to ignite a gunpowder charge. A wooden stock partially encases
the barrel, allowing you to carry it under your arm with ease.
Firing a culverin without support (such as a wall, a window, or
a stand) imposes a -4 penalty on attack rolls, and knocks you
prone. A culverin uses 4 doses of black powder and grapeshot
(@ handful of pellets) as ammunition. These statistics simulate
only the original, hand-held culverins—their larger descendants
are considered cannons and are dealt with in the siege weapon
section of Ultimate Combat. This is an early firearm.

DAGGER PISTOL

PRICE 740 GP
TYPE early

A combination of
a coat pistol and a
blade, the dagger

This weapon fires pellets or a bullet from its trumpet-shaped
barrel, making it an effective fowling weapon or close-
fighting personal defense weapon. The blunderbuss fires in
a 15-foot cone when firing pellets, and has a 10-foot range
increment when firing a bullet. A blunderbuss uses a bullet
or pellets and a single dose of black powder or a single
alchemical cartridge as ammunition. This is an early firearm.
PRICE 750 GP

BUCK N TYPE early

The front of this buckler is fitted with
a small, double-barreled gun that can
be shot while wearing the buckler.
Unlike with a double-barreled pistol,
you can shoot only one barrel at a
time. You must remove the buckler to
reload the gun. Each barrel of a buckler
gun uses either a bullet and 1 dose of
black powder or a single alchemical cartridge as ammunition.
Because of its awkward construction, a buckler gun is always
considered an off-handed weapon. This is an early firearm.

PRICE 750 GP

COAT PISTOL

TYPE early

Though less powerful
than other, larger
firearms, this pistol
is small enough to
be easily concealed
in a jacket or coat. You get a +2 bonus on Sleight of Hand
checks made to conceal a coat pistol on your body. A coat pistol
uses either a bullet and 1 dose of black powder or a single
alchemical cartridge as ammunition. This is an early firearm.

PRICE 4,000 GP
TYPE early

pistol can be used as both weapons. The awkwardness of the
configuration means you do not gain the bonus on Sleight of
Hand checks that either of those stand-alone weapons grants.
The dagger pistol is considered a double weapon for the purpose
of creating masterwork or magical versions of this weapon. If this
firearm gains the broken condition, both the firearm component
and the dagger component are considered broken. A dagger
pistol uses either a bullet and 1 dose of black powder or a single
alchemical cartridge as ammunition. This is an early firearm.
PRICE 4,000 GP

DOUBLE HACKBUT TYPE early

This double-length rifle uses
a pair of trunnions to mount
its barrel into a swiveling
mechanism fastened to the
top of a lightweight, two-
wheeled carriage. It takes a
full-round action to set up the
carriage. The carriage has a hind leg, allowing the wielder to
wheel the device about and immediately prop it for stability
during combat. Unlike other two-handed firearms, you must
fire the double hackbut while it is mounted, or else firing it
imparts a -4 penalty on attack rolls and the recoil knocks you
prone. A Large or larger creature can fire a double hackbut
one size smaller than itself without the gun’s mounting as a
normal two-handed weapon and without the danger of being
knocked prone, but takes the normal penalty for firing an
inappropriately sized weapon. A double hackbut uses a bullet
and 6 doses of black powder. This is an early firearm.

PRICE 2,500 GP
TYPE early

DOUBLE-BARRELED MUSKET

The culverin, also known as a hand bombard, consists of a simple
smoothbore tube, sealed at one end except for a small hole used

This musket has two parallel barrels; each barrel can be shot
independently as separate attacks, or both can be fired at once
as a standard action (the attack action). If both barrels are fired
at once, they must both target the same creature or object,
and the gun becomes wildly inaccurate, taking a -4 penalty on
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each shot. Each barrel of a double-barreled musket uses either
a bullet and 1 dose of black powder or a single alchemical
cartridge as ammunition. This is an early firearm.

PRICE 1,750 GP
TYPE early

This pistol has two
parallel barrels; each
barrel can be fired
independently  as
separate attacks, or
both can be fired at once as a standard action (the attack action).
If both barrels are shot at once, they must both target the same
creature or object, and the pistol becomes wildly inaccurate,
imposing a -4 penalty on each shot. This is an early firearm.

PRICE 7,000 GP

PRICE 1 GP
TYPE ammunition

FIREARM BULLET

The ammunition of most one-handed and two-handed firearms,
firearm bullets typically take the form of small balls of lead or
some other metal. Thirty bullets weigh half a pound.

METAL CARTRIDGE

PRICE 15 GP
TYPE ammunition

These sturdier versions of alchemical cartridges serve as the
ammunition for advanced firearms. They can hold either
bullets or pellets.

PRICE 1,500 GP
TYPE early

SKET

TYPE advanced

DOUBLE-BARRELED SHOTGUN

This twin-barreled shotgun’s barrels can be fired independently
as separate attacks, or both can be fired at once as a standard
action (the attack action). A double shot that fires bullets is
inaccurate, and takes a -4 penalty on both attacks. A double
shot that fires bullets targets only a single creature and increases
the damage of each barrel to 2d6 points (Small) or 2d8 points
(Medium) for a total of 4d6 or 4d8 points of damage. A double-
barreled shotgun uses metal cartridges (loaded with either a
bullet or pellets) as ammunition. This is an advanced firearm.

PRICE 1,000 GP
DRAGON PISTOL YPE carly
. = XN Like a miniature

blunderbuss, the
dragon pistol fires
pellets or a bullet
from its flared barrel. It fires in a 15-foot cone when firing
pellets, and has a 10-foot range increment when firing a bullet.
A dragon pistol uses either a bullet or group of pellets and 1
dose of black powder, or a single alchemical cartridge (with
either bullets or pellets) as ammunition. This is an early firearm.
PRICE 25 GP

FIRE LANCE TYPE carly

This primitive firearm is merely
along tube that, when ignited,
propels forth a short gout of
flame and a javelin. Unlike
other firearms, the fire lance is
wildly imprecise, and targets
AC rather than touch AC. A
fire lance is always treated as
having the broken condition for the purpose of determining
the effects of a misfire. A fire lance uses a javelin and 2 doses
of black powder as ammunition. This is an early firearm.
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This long-barreled firearm has a much greater range than a
pistol. A musket uses either a bullet and 1 dose of black powder
or a single alchemical cartridge as its ammunition. This is an
early firearm.

PELLETS

A handful of pellets, along with 1 dose of black powder, is
commonly used as ammunition for one-handed and two-
handed firearms with the scatter weapon quality, though
rocks or other small bits of hard material can be used in the
pellets’ place. Using anything other than pellets or alchemical
cartridges when firing off a cone attack with a scatter weapon
increases the weapon’s misfire range by 1 (though this increase
can be removed by switching back to standard ammunition).
Thirty handfuls of pellets weigh half a pound.

PRICE 1 GP
TYPE ammunition

PRICE 3,000 GP
TYPE early

This pistol has six
barrels instead of
one. The entire
barrel housing can
be quickly rotated by

PEPPERBOX

S —— T ——

hand between shots (a free action requiring one free hand),
allowing all six bullets to be fired before the weapon must
be reloaded. Each barrel of a pepperbox uses either a bullet
and 1 dose of black powder or a single alchemical cartridge as
ammunition. This is an early firearm.

PRICE 7,000 GP
TYPE advanced

PEPPERBOX RIFLE

The four barrels of this rifle are set into a turnable housing
that can be quickly rotated by hand (a free action) between
shots. A pepperbox rifle uses metal cartridges as ammunition.
This is an advanced firearm.
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PRICE 1,000 GP

._’ PISTOL TYPE early

The basic single-shot pistol
is one of the most common
firearms, although in most
campaigns it is still rare
enough to be an object of
envy or curiosity to most. As such, it can take a variety
of different forms, from wildly ornate masterpieces in the
shape of fire-breathing dragons to the more common wood-
handled pistols, or nothing more than a simple metal tube
with a triggering device.

A pistol uses either a bullet and 1 dose of black powder
or a single alchemical cartridge as ammunition. This is an
early firearm.

PRICE 5 GP
PlTTED BUI-I-ET TYPE ammunition

This ammunition is pitted with a pattern of small pocks
into which specially formulated poison compounds can be
applied. A poison compound is a derivative of a standard
toxin that is alchemically reduced to a solid form. These
can be made from any standard injury or contact poison
with a successful Craft (poison) check equal to the poison’s
DC + 4. The cost of purchasing an already prepared poison
compound for the purpose of treating pitted bullets is
equal to the poison’s base cost + 20 gp. Once crafted, the
compound can be pasted into the ammunition’s pitted
design and allowed to harden. Upon completion, the
bullet can be fired from an appropriate firearm, releasing
the poison compound into its target upon impact, but
the poison’s DC is reduced by 2. A pitted bullet cannot be
used with an alchemical cartridge. The listed cost does not
include the cost of poison.

REVOLVER PRICE 4,000 GP

TYPE advanced

A revolver is a pistol
with a revolving cylinder
containing six chambers.
Each chamber can hold a
metal cartridge, and when
one cartridge is fired, the cylinder automatically rotates (no
extra hand or action required), readying the next chamber for
firing. A revolver uses metal cartridges as ammunition. This is
an advanced firearm.

PRICE 5,000 GP
TYPE advanced
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stabilizing it and preventing the end-over-end tumbling
common to projectiles from simpler firearms. As a result,
a rifle can fire significantly farther and with more accuracy
than early long-bore firearms.

A rifle uses metal cartridges as ammunition. This is an
advanced firearm.

PRICE 5,000 GP
SHOTGUN TYPE advanced

This advanced version of the blunderbuss shoots in a 30-foot
cone when firing pellets, and has a 20-foot range increment
when firing a bullet (often called a slug). Shotguns can either
be simple and functional, or art pieces in their own right,
with engravings and inlay on the stocks and breeches. Those
used by the upper class are often emblazoned with images
of game animals, family crests, or elaborate maker’s marks.

A shotgun uses metal cartridges (loaded with either a bullet
or pellets) as ammunition. This is an advanced firearm.

SWORD CANE PISTOL PRICE 775 GP

TYPE early

D

A combination weapon, this gun mixes a coat pistol with a
sword cane. The sword cane pistol is considered a double
weapon for the purpose of creating masterwork or magical
versions of this weapon. The pistol attachment makes
the nature of the weapon a little more difficult to hide.
An observer must succeed at a DC 15 Perception check to
realize that an undrawn sword cane pistol is a weapon
rather than a simple walking stick; the DC decreases to 5
if the observer is able to handle the weapon. A sword cane
pistol uses either a bullet and 1 dose of black powder or a
single alchemical cartridge as ammunition. The sword part
of the weapon must be drawn in order to load the pistol
part of the weapon. This is an early firearm.

WARHAMMER MUSKET PRICE 1,600 GP

TYPE early

This  musket has a
warhammer head at the
end of its barrel, which
allows it to be used as

-
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both a musket and a warhammer. It is considered a double
weapon for the purposes of creating masterwork or magical
versions of this weapon. If this firearm gains the broken
condition, both the firearm component and the warhammer
are considered broken. A warhammer musket uses either
a bullet and 1 dose of black powder or a single alchemical
cartridge as ammunition. This is an early firearm.
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FIGHTER WEAPON GROUPS
For the purpose of the fighter class’s weapon training ability,
weapon groups are defined as follows.

Bardiche, battleaxe, dwarven waraxe, greataxe, handaxe,
heavy pick, hooked axe, knuckle axe, light pick, mattock, orc
double axe, pata, and throwing axe

BLADES, HEAVY

Bastard sword, chakram, double chicken saber, double
walking stick katana, elven curve blade, falcata, falchion,
great terbutje, greatsword, katana, khopesh, longsword,
nine-ring broadsword, nodachi, rhoka sword, sawtooth sabre,
scimitar, scythe, seven-branched sword, shotel, temple
sword, terbutje, and two-bladed sword

BLADES, LIGHT

Bayonet, butterfly sword, dagger, dogslicer, gladius, hunga
munga, kama, kerambit, kukri, pata, quadrens, rapier, short
sword, sica, sickle, starknife, sword cane, swordbreaker
dagger, and wakizashi

Composite longbow, composite shortbow, longbow, and
shortbow

CLOSE

Armor spikes, bayonet, brass knuckles, dan bong, emei
piercer, fighting fan, gauntlet, heavy shield, iron brush, klar,
light shield, madu, mere club, punching dagger, sap, scizore,
shield spikes, spiked gauntlet, tekko-kagi, tonfa, unarmed
strike, wooden stake, and wushu dart

CROSSBOWS

Double crossbow, hand crossbow, heavy crossbow, light
crossbow, repeating hand crossbow, repeating heavy
crossbow, repeating light crossbow, tube arrow shooter,
underwater light crossbow, and underwater heavy crossbow

DOUBLE

Bo staff, chain spear, dire flail, double walking stick katana,
double-chained kama, dwarven urgrosh, gnome hooked
hammer, kusarigama, monk’s spade, orc double axe,
quarterstaff, taiaha, and two-bladed sword

All one-handed, two-handed, and siege firearms
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FLAILS

flail), flying blade, heavy flail, kusarigama, kyoketsu
shoge, meteor hammer, morningstar, nine-section whip,
nunchaku, sansetsukon, scorpion whip, spiked chain,
urumi, and whip

Aklys, battle aspergillum, club, earth breaker, greatclub,
heavy mace, light hammer, light mace, mere club, taiaha,
tetsubo, wahaika, and warhammer

Bo staff, brass knuckles, butterfly sword, cestus, dan
bong, double chained kama, double chicken saber, emei
piercer, fighting fan, jutte, kama, kusarigama, kyoketsu
shoge, lungchuan tamo, monk’s spade, nine-ring
broadsword, nine-section whip, nunchaku, quarterstaff,
rope dart, sai, sansetsukon, seven-branched sword,
shang gou, shuriken, siangham, tiger fork, tonfa, tri-
point double-edged sword, unarmed strike, urumi, and
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NATURAL

Unarmed strike and all natural weapons, such as bite, claw,
gore, tail, and wing

POLEARMS

Bardiche, bec de corbin, bill, glaive, glaive-quisarme,
guisarme, halberd, hooked lance, horsechopper, lucerne
hammer, mancatcher, monk’s spade, ogre hook, naginata,
nodachi, ranseur, and tiger fork

Ballista, bombard, catapult, corvus, firedrake, firewyrm,
gallery, ram, siege tower, springal, trebuchet, and all other
siege engines (see Ultimate Combat for more details)

Amentum, boar spear, javelin, harpoon, lance, longspear,
pilum, shortspear, sibat, spear, tiger fork, and trident

THROWN

Aklys, amentum, atlatl, blowgun, bolas, boomerang,
chakram, club, dagger, dart, halfling sling staff, harpoon,
hunga munga, javelin, lasso, kestros, light hammer, net,
pilum, poisoned sand tube, rope dart, shortspear, shuriken,
sibat, sling, snag net, spear, starknife, throwing axe, throwing
shield, trident, and wushu dart
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SPECIAL MATERIALS

Weapons and armor can be crafted using materials that

o~

have innate special properties. If you make a suit of armor
or a weapon out of more than one special material, you get
the benefit of only the most prevalent material. However,
you can build a double weapon with each head made of a
different special material.

Each of the special materials described below has
a definite game effect. Some creatures have damage
reduction that makes them resistant to all but a special
type of damage, such as that dealt by evil-aligned weapons
or bludgeoning weapons. Others are vulnerable to weapons
of a particular material. Characters may choose to carry
several different types of weapons, depending upon the
types of creatures they most commonly encounter.

ADAMANTINE

Mined from rocks that fell from the
heavens, this ultrahard metal adds to
the quality of a weapon or suit of armor.
Weapons fashioned from adamantine
have a natural ability to bypass hardness
when sundering weapons or attacking
objects, ignoring hardness less than 20. Armor made from
adamantine grants its wearer damage reduction of 1/— if it’s
light armor, 2/— if it’s medium armor, and 3/— if it's heavy
armor. Adamantine is so costly that weapons and armor made
from it are always of masterwork quality; the masterwork cost is
included in the prices given below. Thus, adamantine weapons
and ammunition have a +1 enhancement bonus on attack rolls,
and the armor check penalty of adamantine armor is lessened
by 1 compared to ordinary armor of its type. ltems without
metal parts cannot be made from adamantine. An arrow could
be made of adamantine, but a quarterstaff could not.

Weapons and armor normally made of steel that are made
of adamantine have one-third more hit points than normal.
Adamantine has 40 hit points per inch of thickness and
hardness 20.

TYPE OF ADAMANTINE ITEM ITEM PRICE MODIFIER
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takes a -1 penalty on the damage roll (with @ minimum of
1 point of damage). The alchemical silvering process can’t be
applied to nonmetal items, and it doesn’t work on rare metals
such as adamantine, cold iron, and mithral.

Alchemical silver has 10 hit points per inch of thickness
and hardness 8.

TYPE OF ALCHEMICAL SILVER ITEM
Ammunition

ITEM PRICE MODIFIER
+2 gp per item

Light weapon +20 gp

One-handed weapon, or one head +90 gp
of a double weapon

Two-handed weapon, or both heads +180 gp

of a double weapon

ANGELSKIN

The preserved skin of an angel retains a portion of celestial
grace and can be crafted into leather, hide, or studded leather
armor. Angelskin radiates a moderate good aura that masks
malign auras. Any evil aura radiated by the wearer is reduced
in strength by 10 Hit Dice. Auras reduced below 1 Hit Die can't
be detected by means such as detect evil; the creature doesn't
detect as evil, though this has no effect on other aspects of
the creature’s alignment. For example, a weak chaotic creature
wearing angelskin armor detects as chaotic, but not evil.

Spells and supernatural abilities that have special effects
when cast on or used against creatures with evil alignments
(even beneficial effects) have a 20% chance of treating an evil
wearer as neutral instead. Ongoing effects such as smite evil
make this roll the first time they are used against the creature;
if the effect treats the target as neutral, it does so for the
remainder of the effect’s duration. If the ongoing effect applies
to an area and the wearer leaves that area, the percentage
chance should be rolled again. Permanent magic items such
as holy weapons always treat the wearer as evil. Armor
constructed from angelskin is always of masterwork quality;
the masterwork cost is included in the prices given below.

Angelskin has 5 hit points per inch of thickness and
hardness 5.

TYPE OF ANGELSKIN ITEM ITEM PRICE MODIFIER

Ammunition +60 gp per item

Light armor +5,000 gp
Medium armor +10,000 gp
Heavy armor +15,000 gp
Weapon +3,000 gp

ALCHEMICAL SILVER

A complex process involving metallurgy and
alchemy can bond silver to a weapon made
of steel so that it bypasses the damage
reduction of creatures such as lycanthropes.

0n a successful attack with a silvered
slashing or piercing weapon, the wielder

Light armor
Medium armor

1,000 gp
+2,000 gp

BLOOD CRYSTAL

Mysterious radiation deep below
the surface of the earth warps
once-ordinary quartz into blood-
craving stone. If an attack with a
piercing or slashing blood crystal
weapon hits a target suffering from a bleed effect, the
creature takes 1 additional point of damage from the
attack as the blood crystal drains blood from the wound.
This applies even if the creature was taking bleed damage




paizo.com #2170696, Kevin Athey <drizztdn@gmeail.cohp>, JURFLS, 2017 -'r" e

before the attack with the blood crystal weapon. This does
not increase the amount of the bleed effect.

Unfed blood crystal has a pale pink hue, darkening toward
deep crimson as it becomes saturated with blood. Piercing or
slashing weapons composed entirely or partially of metal can
be made from blood crystal. Unworked blood crystal has a
value of 500 gp per pound. Weapons made with blood crystal
have one-half the normal hit points. Armor and shields
cannot be made of blood crystal, as they would feed on the
wearer’s own wounds.

Blood crystal has 10 hit points per inch of thickness and
hardness 10.

TYPE OF BLOOD CRYSTAL ITEM
Ammunition
Weapon

COLD IRON

This iron, mined deep underground
and known for its effectiveness against
demons and fey creatures, is forged
at a lower temperature to preserve its
delicate properties. Weapons made of
cold iron cost twice as much to make
as their normal counterparts. Also, adding any magical
enhancements to a cold iron weapon increases its price by
2,000 gp. This increase is applied the first time the item is
enhanced, not once per ability added.

Items without metal parts cannot be made from cold iron.
An arrow could be made of cold iron, but a quarterstaff could
not. A double weapon with one cold iron half costs 50% more
than normal.

Cold iron has 30 hit points per inch of thickness and
hardness 10.

DARKLEAF CLOTH

Darkleaf cloth is a special form of flexible material made
by weaving together leaves and thin strips of bark from
darkwood trees, then treating the resulting fabric with special
alchemical processes. The resulting material is tough as cured
hide but much lighter, making it an excellent material from
which to create armor. Spell failure chances for armors made
from darkleaf cloth decrease by 10% (to a minimum of 5%),
maximum Dexterity bonuses increase by 2, and armor check
penalties decrease by 3 (to a minimum of 0).

An item made from darkleaf cloth weighs half as much
as the same item made from leather, furs, or hides. Items
not primarily constructed of leather, fur, or hide are not
meaningfully affected by being partially made of darkleaf
cloth. As such, padded armor, leather armor, studded leather
armor, and hide armor can be made out of darkleaf cloth
(although other types of armor made of leather or hide
might be possible). Because darkleaf cloth remains flexible,
it cannot be used to construct rigid items such as shields

ITEM PRICE MODIFIER
+30 gp per item
+1,500 gp
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or metal armors. Armors fashioned from darkleaf cloth are
always masterwork items; the masterwork cost is included
in the listed prices.

Darkleaf cloth has 20 hit points per inch of thickness and
hardness 10.

TYPE OF DARKLEAF CLOTH ITEM ITEM PRICE MODIFIER

Clothing +500 gp
Light armor +750 gp
Medium armor +1,500 gp

Other items +375 gp/Ib.

DARKWOOD

This rare magic wood is as hard as
normal wood but very light. Any
wooden or mostly wooden item
(such as a bow or spear) made
from darkwood is considered a
masterwork item and weighs only half as much as a normal
wooden item of that type. Items not normally made of wood
or only partially of wood (such as a battleaxe or a mace) either
cannot be made from darkwood or do not gain any special
benefit from being made of darkwood. The armor check penalty
of a darkwood shield is lessened by 2 compared to an ordinary
shield of its type. To determine the price of a darkwood item,
use the original weight but add 10 gp per pound to the price of
a masterwork version of that item. Darkwood has 10 hit points
per inch of thickness and hardness 5.

DRAGONHIDE

Armorsmiths can work with the
hides of dragons to produce armor
or shields of masterwork quality.
One dragon produces enough hide to
make a single suit of masterwork hide
armor for a creature one size category
smaller than the dragon. By selecting only choice scales and
bits of hide, an armorsmith can produce one suit of masterwork
banded mail for a creature two sizes smaller, one suit of
masterwork half-plate for a creature three sizes smaller, or one
masterwork breastplate or suit of full plate for a creature four
sizes smaller. In each case, enough hide is available to produce
a light or heavy masterwork shield in addition to the armor,
provided that the dragon is Large or larger. If the dragonhide
comes from a dragon that had immunity to an energy type, the
armor is also immune to that energy type, although this does
not confer any protection to the wearer. If the armor or shield is
later given the ability to protect the wearer against that energy
type, the cost to add such protection is reduced by 25%.

Because dragonhide armor isn't made of metal, druids can
wear it without penalty.

Dragonhide armor costs twice as much as masterwork
armor of that type, but it takes no longer to make than
ordinary armor of that type (double all Craft results).

ARMS AND ARMOR
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Dragonhide has 10 hit points per inch of thickness and
hardness 10. The hide of a dragon is typically between 1/2
inch and 1 inch thick.

EEL HIDE

This supple material offers as much protection as leather,
but is more flexible and resistant to electricity. Leather, hide,
or studded leather armor can be produced with eel hide.
The armor check penalty of such armor is reduced by 1 (to
a minimum of 0) and the maximum Dexterity bonus of the
armor is increased by 1. Additionally, wearing eel hide grants
the wearer electricity resistance 2. Armor crafted from eel
hide is always considered masterwork, and the masterwork
costs are included in the listed prices.
Eel hide has the same hit points and hardness as leather.

TYPE OF EEL HIDE ITEM
Light armor
Medium armor

ELYSIAN BRONZE

First crafted in the deeps of time by the titans and bestowed
as gifts to monster-slaying heroes among the lesser races,
Elysian bronze retains the brazen coloration of its namesake
but is as hard as steel. A weapon made of Elysian bronze adds
a +1 bonus on weapon damage rolls against magical beasts
and monstrous humanoids; this damage is multiplied on a
critical hit. After a creature uses an Elysian bronze weapon to
deal damage to a magical beast or monstrous humanoid, the
wielder gains a +1 bonus on attack rolls against that specific
creature type (for example, against chimeras, not all magical
beasts) for the next 24 hours, or until the weapon deals damage
to a different kind of magical beast or monstrous humanoid.
Armor made of Elysian bronze also protects its wearer
against the natural weapons or unarmed strikes of magical
beasts and monstrous humanoids, providing damage
reduction as if it were adamantine (1/— for light armor,
2/— for medium armor, or 3/— for heavy armor). It does not
provide this protection against creatures of other types.
Elysian bronze has the same hit points and hardness as steel.

ITEM PRICE MODIFIER
1,200 gp
+1,800 gp

TYPE OF ELYSIAN BRONZE ITEM ITEM PRICE MODIFIER

Ammunition +20 gp per item
Light armor +1,000 gp
Medium armor +2,000 gp
Heavy armor +3,000 gp
Weapon +1,000 gp

FIRE-FORGED STEEL

Dwarves stumbled across the secret of crafting fire-forged steel
in an effort to make forge-friendly tools. It didn’t take them long
to adapt its unique properties to arms and armor. Fire-forged
steel chapnels heat in one direction to protect its wearer or
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wielder. When it is crafted into armor, heat is channeled away
from the wearer, offering some limited protection. Armor
crafted from fire-forged steel grants the wearer fire resistance 2.

Weapons crafted from fire-forged steel similarly channel
heat away from the wearer; this does not grant the wielder
energy resistance. Instead, the blade absorbs and channels
heat to the parts of the weapon that contact enemies. If the
weapon is exposed to 10 points or more of fire damage (such
as from an opponent’s fireball or by holding it in a campfire
for 1 full round), the weapon adds +1d4 points of fire damage
to its attacks for the next 2 rounds. If the wielder is wearing
fire-forged armor and using a fire-forged weapon, this bonus
damage increases to 1d6 points of fire damage and lasts for
4 rounds. This bonus damage does not stack with fire damage
from weapon enhancements such as flaming.

Armor or weapons made from fire-forged steel are always
considered masterwork, and the masterwork costs are
included in the listed prices.

Fire-forged steel has the same hit points and hardness as steel.

TYPE OF FIRE-FORGED STEEL ITEM ITEM PRICE MODIFIER

Ammunition +15 gp per item
Light armor +1,000 gp
Medium armor +2,500 gp
Heavy armor +3,000 gp
Weapon +600 gp

FROST-FORGED STEEL

This material is the same substance as fire-forged steel with a
subtle difference in the alignment of the metal during crafting.
Instead of channeling heat away from the wearer, it channels
heat toward the wearer. Frost-forged steel works similarly to
fire-forged steel, except its effects apply to cold damage rather
than fire damage. This means frost-forged steel weapons are
less useful than their fire-forged counterparts, as there are
few nonmagical sources of cold that can quickly imbue it with
enough cold energy to deal bonus damage.

Armor and weapons made from frost-forged steel are
always considered masterwork, and the masterwork costs
are included in the listed prices.

Frost-forged steel has the same hit points and hardness as
steel. Frost-forged steel costs the same as fire-forged steel.

GREENWOOD

The secret of greenwood lies in its harvesting. Each length is
taken, with leaves still attached, from a tree animated by a
treant and cut with care to avoid the death of the tree. A dryad
then speaks to and shapes the wood, coaxing the living green
of the leaves into the grain of the wood itself. The resulting
wood remains alive as long as it is doused with at least one
gallon of water (plus 1 gallon for every 10 pounds of the
item’s weight) once per week and allowed to rest for an hour
in contact with fertile soil. Any wooden or mostly wooden
item (such as a bow or spear) made from greenwood is
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considered a masterwork item. Items not normally made
of wood or only partially of wood (such as a battleaxe or
a mace) either cannot be made from greenwood or do not
gain any special benefit from being made of greenwood.

When damp and in contact with fertile soil, living
greenwood heals damage to itself at a rate of 1 hit point per
hour, even repairing breaks and regrowing missing pieces. If
the weapon has the broken condition, it is repaired during the
first hour of contact with fertile soil. Greenwood items take
only one-quarter damage from fire.

Greenwood can be altered or enhanced with wood-shaping
magic such as ironwood, shape wood, and warp wood. The
duration of any such effect on a greenwood item is doubled.

To determine the price of a greenwood item, use the
original weight but add 50 gp per pound to the price of a
masterwork version of that item. Items made from darkwood
cannot be made into greenwood.

Greenwood has the same hit points and hardness as wood.

This rough-spun cloth, ranging in color from golden-brown
to brown-black, is woven from the mane of leonine magical
beasts, primarily griffons but also chimeras and manticores,
and is exceptionally strong and light. Wearing a cloak, robe,
clothing outfit, or padded or quilted armor made from griffon
mane grants a +2 competence bonus on Fly checks. If an item
made of griffon mane is magically given the ability to fly, the
cost to add that specific magical property is reduced by 10%,
though this does not reduce the cost of any other abilities
the item has.

Griffon mane has twice the number of hit points of normal
cloth and hardness 1.

TYPE OF GRIFFON MANE ITEM
Light armor
Other items

ITEM PRICE MODIFIER
+200 gp

+50 gp/Ib.

LIVING STEEL

Some trees suck up
potent minerals through
their roots the same
way others draw water
from the ground. Though these trees blunt saws and axes used
to hew them and shrug off fire, they eventually succumb to
time or the elements. When properly harvested, these fallen
trees produce nuggets of a metal called living steel. This
glossy green metal slowly repairs itself. An item made from
living steel repairs damage to itself at a rate of 2 hit points
per day, or 1 hit point per day if it has the broken condition.
Items not primarily of metal are not meaningfully affected by
being partially made of living steel.

Armor and shields made from living steel can damage
metal weapons that strike them. Whenever the wielder of
a metal weapon rolls a natural 1 on an attack roll against a

creature wearing living steel armor or wielding a living steel
shield, the item must make a DC 20 Fortitude save or gain
the broken condition. If the weapon already has the broken
condition, it is instead destroyed. Living steel cannot damage
adamantine weapons in this way.

Living steel has 35 hit points per inch of thickness and
hardness 15.

TYPE OF LIVING STEEL ITEM ITEM PRICE MODIFIER

Ammunition +10 gp per item
Light armor +500 gp
Medium armor +1,000 gp
Heavy armor +1,500 gp
Weapon +500 gp
Shield +100 gp
Other items +250 gp/Ib.

MITHRAL

Mithral is a rare, silvery metal that
is lighter than steel but just as hard.
When worked like steel, it can be
used to create amazing armor, and
is occasionally used for other items
as well. Most mithral armors are
one category lighter than normal for
purposes of movement and other limitations. Heavy armors are
treated as medium, and medium armors are treated as light,
but light armors are still treated as light. This decrease does not
apply to proficiency in wearing the armor. A character wearing
mithral full plate must be proficient in wearing heavy armor to
avoid adding the armor’s check penalty on all his attack rolls
and ability checks that involve moving. Spell failure chances
for armors and shields made from mithral are decreased by
10%, maximum Dexterity bonuses are increased by 2, and
armor check penalties are decreased by 3 (to a minimum of 0).

An item made from mithral weighs half as much as the
same item made from other metals. In the case of weapons,
this lighter weight does not change a weapon'’s size category
or the ease with which it can be wielded (whether it is light,
one-handed, or two-handed). Items not primarily of metal
are not meaningfully affected by being partially made of
mithral. (A longsword can be a mithral weapon, while a
quarterstaff cannot.) Mithral weapons count as silver for the
purpose of overcoming damage reduction.

Weapons and armors fashioned from mithral are always
masterwork items as well; the masterwork cost is included in
the prices given below.

Mithral has 30 hit points per inch of thickness and hardness 15.

TYPE OF MITHRAL ITEM ITEM PRICE MODIFIER

Light armor +1,000 gp
Medium armor +4,000 gp
Heavy armor +9,000 gp
Shield +1,000 gp
Other items

+500 gp/Ib.
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This deep green volcanic
glass is similar to
obsidian but is formed
when molten rock is tainted with anomalous trace minerals
from deep beneath the earth whose emanations are toxic to
living things. It can be fragmented to razor sharpness, but even
a tiny amount of viridium contacting the bloodstream can pass
on a wasting sickness.

Any successful hit with a viridium weapon causes the
target to contract leprosy (Fortitude DC 12 negates). On a
successful critical hit, a tiny fragment of viridium breaks off
within the target, affecting it as though with greenblood oil
(Fortitude DC 13 negates).

A creature carrying a viridium weapon must save every
24 hours or contract leprosy unless the weapon is kept inside
an extradimensional space (such as an efficient quiver) or a
scabbard lined with lead.

Oozes, plants, and outsiders are immune to the deadly
emanations of viridium.

Vviridium weapons have half the hardness of their base
weapon and have the fragile quality. Viridium can be magically
strengthened at an additional cost of +1,000 gp for a weapon
or +20 gp for ammunition. This removes the fragile quality
from the item but does not otherwise affect its abilities.

TYPE OF VIRIDIUM ITEM
Ammunition
Weapon

WHIPW0OD

Vanara woodworkers craft this extremely flexible material
in a time-consuming process. Whipwood is actually a
composite of several bendable wooden fibers woven and
fused together to form a flexible but sturdy unit. Only
wooden weapons or weapons with wooden hafts (such as
axes and spears) can be made out of whipwood. A creature
wielding a whipwood weapon gains a +2 bonus to its CMD
when defending against sunder attempts against the
weapon. A whipwood weapon’s hit points increase by +5.
Whipwood loses its special qualities if under the effect of
an ironwood spell. Whipwood weapons cost 500 gp more
than normal weapons of their type.

WYROOT

Therootofthewyrwoodtreehasapeculiarquality. Whenaweapon
constructed of wyroot confirms a critical hit, it absorbs some of
the life force of the creature hit. The creature hit is unharmed
and the wyroot weapon gains 1 life point. As a swift action, a
wielder with a ki pool or an arcane pool can absorb 1 life point
from the wyrwood weapon and convert it into either 1 ki point
or 1 arcane pool point. A wyroot weapon can gain at most
1 life point per day and hold up to 1 life point at a time. More

ITEM PRICE MODIFIER
+20 gp per item
+200 gp

o a

powerful wyroot weapons can gain up to 3 life points per day
and hold up to 3 life points at a time. Any unspent life points
dissipate at dusk. A creature can convert life points from only
one wyroot weapon per day.

Wyroot can be used to construct any melee weapon
made entirely of wood or with a wooden haft. Constructing
a weapon that can hold 1 life point increases the cost by
1,000 gp, constructing one that can hold up to 2 life points
increases the cost by 2,000 gp, and constructing one that can
hold up to 3 life points increases the cost by 4,000 gp.

PRIMITIVE MATERIALS

The standard Pathfinder Roleplaying Game campaign takes
place in a time period similar to the medieval and early
Renaissance age of iron and steel. But even in fantasy
campaigns set in this era, some cultures lack steel, and some
lack metalworking entirely. Sometimes this deficit is due to
geographical remoteness, lack of resources, repression by a
strong overlord, or societal taboos. Other campaigns might
be set before the medieval era, or in a dark future where
apocalypse survivors eke out livings with the best tools
they can scavenge. Some might even choose a lower level
of technology as a point of pride, for religious reasons, as
an assertion of superior martial prowess, or even to honor
ancestral warriors by using their bones to make weapons,
allowing them to symbolically keep fighting for their tribe or
family from beyond the grave.

Primitive campaigns can be broken into two broad
categories based on the level of technology. The first is the
Stone Age, where worked metals are all but unknown. The
second is the Bronze Age, where metal weapons appear but
iron and steel have not been mastered or are rare.

The following section presents general rules for armor
and weapons made of bone, bronze, gold, obsidian, and
stone. Most of these materials aren’t as strong as steel and
refer to the fragile quality for weapons and armor (see
page 22).

Items made from these materials can be magically
strengthened at an additional cost of 100 gp per pound. See
the individual material descriptions for the effect this has on
the material’s properties.

Bone can be used in place of wood
and steel in weapons and armor. Other
animal-based materials like horn, shell,
and ivory also use the rules for bone
weapon and armor. The cost of a bone
weapon or bone armor is half the price of
a normal weapon or armor of its type.

Light and one-handed melee weapons, as well as two-
handed weapons that deal bludgeoning damage only, can
be crafted from bone. Hafted two-handed weapons such as
spears can be crafted with bone tips, as can arrowheads.
Other two-handed weapons cannot be constructed of bone.
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Bone weapons have half the hardness of their base
weapons and have the fragile weapon quality. Masterwork
bone weapons also have the fragile quality, but magic bone
weapons do not. Bone weapons take a -2 penalty on damage
rolls (minimum 1 damage).

Studded leather, scale mail, breastplates, and wooden
shields can all be constructed using bone. Bone either
replaces the metal components of the armor, or in the case
of wooden shields, large pieces of bone or shell replace
the wood.

Bone armor has hardness 5 and has the fragile armor
quality. Masterwork bone armor also has the fragile quality,
but magic bone armor does not. The armor/shield bonus
of bone armor is reduced by 1, but in the case of studded
leather, the armor check penalty is also reduced by 1 (to
0). Magically strengthened bone does not have the fragile
quality or reduced armor/shield bonus.

BRONZE

Before the advent of iron and steel,
bronze ruled the world. This easily
worked metal can be used in place of
steel for both weapons and armor. For
simplicity’s sake, similar or component
metals such as brass, copper, or even
tin can use the following rules, even
though in reality bronze is both harder
and more reliable than those metals.

Light and one-handed weapons can be crafted from
bronze. Likewise, spear points, arrowheads, and axe heads
can be crafted from bronze, even those that are parts of two-
handed weapons. Bronze is too weak to be used for two-
handed weapons made entirely out of metal, and cannot
typically be used to craft polearms, with the exception of the
rhomphaia (see page 35).

Bronze weapons have the hardness of their base weapons
but also have the fragile quality. Bronze weapons deal the
same damage as steel weapons of the same type, and have
the same cost and weight.

Bronze can be used to create any medium or light armor
that is made entirely of metal or that has metal components.
Bronze armor protects a creature as well as steel armor does,
but it has the fragile quality. Bronze armor has the same cost
and weight as normal steel armor of its type. Bronze armor
has hardness 9. Magically strengthened bronze does not have
the fragile quality and can be made into heavy armor.

GOLD

Typically only used for ceremonial
weapons and armor and for display,
metal equipment made from gold is
fragile, heavy, and expensive.

Often golden armor is gold-plated
rather than constructed entirely from
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gold. Gold-plated items triple the base price of weapons and
armor and have the same properties as the item the gold is
plating. Items constructed purely of gold cost 10 times the
normal price for items of their type. Gold items weigh 50%
more than typical weapons or armor of their type.

Gold is often too soft to hold a decent edge, but light
weapons that deal piercing or slashing damage can be
constructed of gold or some nearly gold alloy. They take a -2
penalty on damage rolls (minimum 1 damage).

Gold weapons have half the hardness of their base
weapons and also have the fragile quality.

Gold can be fashioned into light or medium metal armor.
The softness and the weight of the metal decrease the armor/
shield bonus by 2, and increase the armor check penalty by 2.
Gold armor has hardness 5 and the fragile quality. Magically
strengthened gold is the equivalent of steel and can be made
into any armor or weapon that can be made of steel.

OBSIDIAN
‘ This black volcanic glass is extremely

sharp, and can be shaped into a
variety of weapons that deal piercing
(see page 38).

and slashing damage. Bits of obsidian
inserted into a length of tempered wood
create effective swords called terbutjes

Obsidian weapons cost half as much as base items of their
type, and weigh 75% of what base items of their type do.

Obsidian can be used to craft light and one-handed
weapons that deal piercing or slashing damage, as well as
spear tips and arrowheads.

Obsidian weapons have half the hardness of their base
weapons and have the fragile quality.

The fragile glass nature of obsidian is perfect for creating
sharp points and blades, but those same qualities make it
unsuitable for creating armor. Armor cannot be constructed
from obsidian. Magically strengthened obsidian does not

have the fragile quality, and can be made into any armor or
weapon that can be made of stone.

STONE

Stone Age weapons almost always utilize stone in some way.
From rocks lashed to wooden hafts to create early maces and
axes, to flint knives and stone arrowheads, these primitive
weapons are still deadly.

Stone weapons cost a quarter as much as base items of their
type, and weigh 75% of what base items of their type do.

Light and one-handed bludgeoning weapons, spears, axes,
daggers, and arrowheads can all be made of stone.

Weapons made of stone have half the hardness of their
base weapons, and have the fragile condition. With a few
exceptions (such as stoneplate, see page 14), armor cannot
usually be constructed from stone. Magically strengthened
stone does not have the fragile quality.

ARMS AND ARMOR
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he zombie tide pressed forward,

N magqgoty limbs raised high. One
lurched up the side of the tumbled stones,
Q and Damiel kicked it in the jaw, sending it
~ tumbling away in a spray of rotted teeth.
. “Do something, elf!” Valeros skewered
| /* :"‘\"' N another of the creatures with his sword,
a‘k ¥ then tugged it close and removed its
NN 2 head with his dagger. “I'm not taking a
; ’ half-share to do all the work!”
?;/ Zal Damiel finished mixing his concoction

and threw. The beaker arced out into
the horde and shattered. Spears of frost
leapt in every direction, freezing the
foremost zombies into ice-covered statues.

Damiel laughed grimly. “Who's
pulling his weight now, Valeros?” He
paused. “Valeros?”

Beside him, the warrior stood perfectly
still, his skin pale and cold...
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fIDVENTURING GEAR

The items found on Table 2—-1: Adventuring Gear are
described below, along with any special benefits they
confer on the user (“you”).

Kits: This section includes several kits of preselected
gear for each character class or for specific adventuring
purposes (dungeoneering, spelunking, and so on). GMs can
use these kits to quickly round out an NPC'’s gear. Players
can use them to equip new PCs in a hurry or as a shorthand
for providing gear for cohorts, followers, minions, and
hirelings. The listed price includes a small discount for
purchasing these items as a group. Items in a kit that are
used up, destroyed, or lost cost the full price to replace.

TABLE 2-1: fIDVENTURING GEAR

ITEM PRICE WEIGHT
Air bladder 1sp 1/2 1b.
Alchemist’s kit 40 gp 24 |bs.?
Animal glue 5sp 1/2 1b.
Area map 50 gp 2 Ibs.
Astrolabe 1,000 gp 6 Ibs.
Backpack, common 2gp 2 Ibs.
Backpack, masterwork 50 gp 4 Ibs.
Bandolier 5sp =
Banner 1-20 gp 2 Ibs.
Barbarian’s kit 9gp 26 Ibs.?
Barbed vest 10 gp 4 Ibs.
Bard’s kit 41 gp 33-1/2 Ibs.2
Barrel 2gp 30 Ibs.
Basket 4sp 11b.
Bedroll 1sp 5 Ibs.!
Bell 1gp =

Bell net 2gp 2 Ibs.
Belt pouch 1gp 1/2 b
Blanket 5sp 3 Ibs.
Block and tackle 5gp 5 Ibs.
Blue book 5gp 11b.
Book of letters 50 gp 3 Ibs.
Bottle 2gp 11b.
Breakaway chains 65 gp 2 Ibs.
Bucket 5sp 2 Ibs.
Bullseye lantern 12 gp 3 Ibs.
Buoy, common 5sp 16 Ibs.
Buoy, superior 10 gp 30 Ibs.
Butterfly net 5gp 2 Ibs.
Caltrops 1gp 2 Ibs.
Camouflage netting 20 gp 5 Ibs.
Campsite kit 12 gp 80 Ibs.
Candle 1cp =
Candle lamp 5gp 11b.
Candlestick 1cp 1/2 1b.
Canteen 2gp 11b.
Canvas (sq. yd.) 1sp 11b.
Cauldron 1gp 5 Ibs.
Cauldron, mithral 2,501 gp 2-1/2 Ibs.
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ITEM PRICE WEIGHT
Cavalier’s kit 23 gp 112 Ibs.?
Chain (10 ft.) 30 gp 2 Ibs.
Chalk 1cp —
Chalkboard 1gp 2 Ibs.
Chest, small 2.gp 25 Ibs.
Chest, medium 5gp 50 Ibs.
Chest, large 10 gp 100 Ibs.
Chest, huge 25 gp 250 Ibs.
Chirurgeon’s kit 400 gp 4 Ibs.
Chronicler’s kit 40 gp 4-1/2 Ibs.
Clay 1sp 11b.
Cleric’s kit 16 gp 32 Ibs.2
Coffee pot 3ap 4 Ibs.
Coffin, common 10 gp 30 Ibs.!
Coffin, ornate 100 gp 50 Ibs.!
Collapsible bathtub 15 gp 20 Ibs.
Collapsible plank 4sp 10 Ibs.
Compass 10 gp 1/2 Ib.
Cooking kit 3ap 16 Ibs.
Copy of a key 1gp =

Cot 1gp 30 Ibs.!
Crowbar 2gp 5 Ibs.
Cypher books 150 gp 2 Ibs.
Dragonslayer’s kit 485 gp 64 Ibs.
Drill 5sp 11b.
Druid’s kit 14 gp 44 |bs.2
Dungeoneering kit, common 15 gp 25 Ibs.
Dungeoneering kit, deluxe 130 gp 15 Ibs.
Ear trumpet 5gp 2 Ibs.
Earplugs 3¢cp =
Entertainer’s kit 5sp 3 Ibs.
Everburning torch 110 gp 11b.
Fake footprint shoes 5gp 2 Ibs.
False manacles 65 gp 2 Ibs.
False-bottomed chest 52 gp 25 Ibs.
False-bottomed cup 1gp =
False-bottomed scabbard 45 gp 11b.
Familiar satchel 25 gp 6 Ibs.
Fighter’s kit 9gp 29 Ibs.?
Filter hood 10 gp 4 1bs.
Firewood (per day) 1cp 20 Ibs.
Fishhook 1sp -~
Fishing kit 5sp 3 Ibs.
Fishing net 4.gp 5 Ibs.
Flask 3¢p 1-1/2 Ibs.
Flint and steel 1gp —
Folding chair 2.gp 10 Ibs.
Folding ladder 2gp 16 Ibs.
Folding pole 2sp 10 Ibs.
Folding table 10 gp 20 Ibs.
Gambler’s kit, common 75 gp 5 Ibs.
Gambler’s kit, cheating 300 gp 5 Ibs.
Gear maintenance kit 5gp 2 Ibs.
Glass cutter 5gp =

Glue paper 1sp =
Grappling arrow 1gp 1/2 Ib.
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ITEM PRICE WEIGHT ITEM PRICE WEIGHT
Grappling hook, common 1gp 4 Ibs. Paper (sheet) 4sp =
Grappling hook, mithral 2,001 gp 2 Ibs. Parchment (sheet) 2sp —
Grooming kit 1gp 2 Ibs. Pathfinder’s kit 12 gp 22 Ibs.
Gunslinger’s kit 26 gp 31 Ibs.? Perfume/cologne 5gp —
Gunsmith’s kit 15 gp 2 Ibs. Periscope 20 gp 4 |bs.
Hammer 5sp 2 Ibs. Pitcher 2¢p 5 Ibs.
Hammock 1sp 3 Ibs.! Piton 1sp 1/2 Ib.
Harrow deck 100 gp — Poison pill ring +20 gp =
Helmet candle 2gp 4 1bs Poisoning sheath 50 gp 11b!
Heritage book 50 gp 2 Ibs. Pole 5¢p 8 Ibs.
Hip flask 1gp 1/2 IbJ Portable bridge 200 gp 60 Ibs.
Hollowed pommel 5gp Ol Portable ram 10 gp 20 Ibs.
Holy symbol, wooden 1gp — Pot, common 8sp 4 Ibs.
Holy symbol, iron 5gp 11b. Pot, mithral 2,001 gp 2 Ibs.
Holy symbol, silver 25gp 11b. Powder 1¢p 1/2 Ib.
Holy symbol, gold 100 gp 1 Ib. Powder horn 39p 11b.
Holy symbol, platinum 500 gp 11b. Prosthetic (arm) 10gp 3 Ibs.’
Holy symbol, +5gp = Prosthetic (foot) 1gp 2 Ibs!
compartment Prosthetic (hand) 1gp 11b!
Holy symbol, flask +10 gp - Prosthetic (leg) 20 gp 6 Ibs.
Holy symbol, tattoo 100 gp — Pyrography kit 19p 2 Ibs.
Holy text 1-100 gp 1-20 Ibs. Ranger’s kit ogp 28 Ibs.?
Hooded lantern 7gp 2 Ibs. R!cg pap.er (sheet) Sich -
Hourglass (6 seconds) 10 gp = R!d!ng k!t’ common 16igp 54 Ibs.
Hourglass (1 minute) 20 gp 1/2 b, Rldlnglklt,. exotic mount 36 gp 59 Ibs.
Hourglass (1 hour) 25 gp 11b. Rogue's kit SOTIE 37]1bs:2
Ink 8 ap — Rope (50 ft.) 1gp 10 Ibs.
Inkpen 1sp = Sack 1sp 1/2 Ib.
Inquisitor’s kit 30 gp 34 Ibs.2 E:aback e i‘;';p A=
Iron spike 5cp 11b. : —
iron vial 15p T Scrivener’s kit 2gp 11b.
Scroll box 5gp 11b.
Journal 10 gp 11b.
T 30 S Ibe] Scro!l case 1gp 1/2 Ib.
Ladder 2sp 20 Ibs. Sealing wax : LAl ! Hib -
—"— e
Lock, simple 20 gp 11b. Sextar?t Soggp 2 Ibs.
Lock;average alll )y U0 Shaving kit 15 sp 1/2 1b.
Lock, good a 0]y LD, Shield sconce 1gp 1/2 1b.
Lock, superior UL 11b. Shovel, common 2.gp 8 Ibs.
et J1sp 1/2 1b. Shovel, folding 10 gp 12 Ibs.
Magnifying glass 100 gp L signal horn 1gp 2 Ibs
Magus'’s kit 22 gp 31 Ibs.? signal whistle 8sp y=
Manacles, common 15 gp 2 Ibs. Signet ring 5gp T
Manacles, masterwork 50 gp 2 Ibs. silent whistle 9sp =
Manacles, mithral 2,015 gp 2 Ibs. silk rope (50 ft.) 10 gp 5 |bs.
Marbles 1sp 2 Ibs. Skeleton key 85 gp =
Mess kit 2sp 11b. skillet, common 8sp 4 Ibs.
Miner’s pick 3gp 10 1bs. Skillet, mithral 2,001 gp 2 Ibs.
Mirror 10 gp 1/21b. Sledge 1gp 10 Ibs
Mock armor 90 gp 10 Ibs! smoked goggles 10 gp e
Monk’s kit 8.gp 22 |bs.? snorkel, common 5p —
Mug/tankard 2¢p 11b. Snorkel, masterwork 5gp —
oil 1sp 1 1b. Soap 1¢p 1/2 Ib.
Oracle’s kit 99p 29 Ibs.? Sorcerer’s kit 8gp 19 Ibs.2
Paladin’s kit 11 gp 30 Ibs.? Spelunking kit 174 gp 32 Ibs.
~ { %%
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ITEM PRICE WEIGHT
Spider’s silk rope (50 ft.) 100 gp 4 Ibs.
Spyglass 1,000 gp 11b.
Stationery 1gp =
Stilts, common 2sp 10 Ibs
Stilts, masterwork 5gp 10 Ibs."
Stove can 10 gp 11b.
String or twine (50 ft.) 1cp 1/2 Ib.
Summoner’s kit 8gp 19 Ibs.2
Survival kit, common 5gp 4 Ibs.
Survival kit, masterwork 50 gp 5 Ibs.
Swarmsuit 20 gp 10 Ibs.!
Tattoo 1¢p-20 gp =
Teapot 1sp 11b.
Tent, small 10 gp 20 Ibs.!
Tent, medium 15 gp 30 Ibs.
Tent, large 30gp 40 Ibs.
Tent, pavilion 100 gp 50 Ibs.!
Thurible 50 gp 3 Ibs.
Torch 1cp 11b.
Traveler’s dictionary 50 gp 2 Ibs.
Troll slayer’s kit 30gp 17 Ibs.
Undead slayer’s kit 402 gp 7 Ibs.
Vial 1gp =
Waffle iron, common 1gp 5 Ibs.
Waffle iron, mithral 2,501 gp 2-1/2 Ibs.
Water clock 1,000 gp 200 Ibs.
Waterproof bag 5sp 1/2 Ib.
Waterproof lantern +5gp =
Waterskin 1gp 4 1bs.!
Wax key blank 15 gp 1/2 Ib.
Weapon cord 1sp —
Whetstone 2¢p 11b.
Wire 5gp 1/2 Ib.
Wire saw, common 30 gp =

Wire saw, adamantine 150 gp =
Witch’s kit 21gp 21 Ibs.?
Wizard’s kit 21gp 21 Ibs.?
Wrist sheath 1gp 11b.

"These items weigh one-quarter this amount when made for

Small characters. Containers for Small characters also carry

one-quarter the normal amount.

2 These items weigh approximately three-quarters this

amount when made for Small characters. Containers for

Small characters also carry one-quarter the normal amount.
PRICE 1 SP

AIR BLADDER WEIGHT 1/2 Ib.
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This kit includes an alchemy crafting kit, a backpack, a
bedroll, a belt pouch, a flint and steel, ink, an inkpen, an iron
pot, a mess kit, soap, torches (10), trail rations (5 days), and
a waterskin. The kit does not contain a formula book because
an alchemist begins play with a formula book and does not
need to purchase one.

PRICE 5 SP

ANIMAL GLUE WEIGHT 1/2 Ib.

This simple glue is created by boiling animal skin, bones, hooves,
horn, and tendons until they turn into an ochre syrup that cools
when it hardens. Before you use animal glue, you must heat it
until it liquefies. You normally apply it with a brush and hold
the pieces together for a minute, at which point it is cooled and
hardened. The glue is sufficient to coat 1 square foot of surface,
or (because of waste and spills) up to 40 smaller applications
of approximately 2 square inches each. Pulling apart a large
glued surface (at least 1 square foot) requires a DC 15 Strength
check. Pulling apart a small glued surface (anything less than 1
square foot) requires a DC 10 Strength check. Animal glue slowly
dissolves in water, reducing the Strength DC needed to break
it by 1 per 10 minutes. It softens if heated, even with steam,
reducing the Strength DC needed to break it by 1 per minute.

PRICE 50 GP
WEIGHT 2 |bs.

A geographically relevant map grants a
user a +1 circumstance bonus on Survival
checks made to navigate in the wilderness.
It also can be used to grant the same bonus
on Knowledge (dungeoneering) checks
made to navigate underground.

PRICE 1,000 GP

ASTROLABE WEIGHT 6 Ibs.

This device consists of a flat disc upon which two other discs
are mounted. The mounted discs can rotate on a central axis,
allowing them to spin and move as days pass. The bottom disc
represents the latitude of the user; an astrolabe is useless if the
user is outside the preset latitude. The upper disc represents
the sky, and is filled with astronomical features. Anyone can be
shown how to use an astrolabe at night to determine the date
and time (which takes 1 minute). When using an astrolabe,
you can make a Survival check using your Intelligence modifier
instead of your Wisdom modifier to avoid becoming lost.

BACKPACK

Common WEIGHT 2 |bs. PRICE 2 GP

AREA MAP

Used by swimmers for longer dives, this bladder is similar to a
waterskin, but is relatively airtight. If inflated, it holds enough
air to sustain a Medium creature for 1 round or a Small creature
for 2 rounds.

PRICE 40 GP
WEIGHT 24 |bs.

Masterwork WEIGHT 4 |bs. PRICE 50 GP

This leather knapsack has one large
pocket that closes with a buckled strap
and holds about 2 cubic feet of material.
Some may have one or more smaller
pockets on the sides.
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Masterwork Backpack: This backpack has numerous pockets
for storing items that might be needed while adventuring.
Hooks are included for attaching items such as canteens,
pouches, or even a rolled-up blanket. It has padded bands that
strap across the chest and the waist to distribute its weight
more evenly. Like a common backpack, it can hold about 2
cubic feet of material in its main container. When wearing a
masterwork backpack, treat your Strength score as +1 higher
than normal when calculating your carrying capacity.

BANDOLIER

This leather belt is worn over one shoulder and runs
diagonally across the chest and back. It has small loops
or pouches for holding eight objects the size of a flask
or small dagger. You can use the “retrieve a stored item”
action to take an item from a bandolier. You can wear up to
two bandoliers at the same time (any more than this and
they get in each other’s way and restrict your movement).
PRICE 1-20 GP

BANNER WEIGHT 2 Ibs.

This is a banner, flag, or pennant. You tie it to
a pole, lance, or polearm. Most are woven,
dyed, or painted with a pattern or symbol,
such as a knight’s crest or a country’s flag.
A simple banner with one field color and a
simple insignia such as a weapon or shield
costs 1 gp. A banner with two to four field
colors and a complex insignia such as a lion
or dragon costs 5 gp. A detailed banner with
four or more field colors and a very complex insignia, such as a
heraldic device with eight or more sections, costs 20 gp.
PRICE 9 GP

BARBARIAN'S KIT WEIGHT 26 Ibs,

This kit includes a backpack, a belt pouch, a blanket, a flint and
steel, aniron pot, rope, soap, torches (10), trail rations (5 days),
and a waterskin.

PRICE 10 GP

BARBED VEST WEIGHT 4 Ibs.

Thin leather flaps keep the hundreds of tiny, fishhook-like
needles dotting the surface of this black vest from harming
you while you wear it. However, any creature that injures you
with a natural or unarmed attack must make a DC 15 Reflex
save or take 1 point of damage. If a creature swallows you, it
takes 1 point of damage each round until it either spits you up,
you escape, or you die (at which point the vest has sustained
enough damage that it no longer serves as a threat). The vest
can only be worn over light armor or no armor.

PRICE 5 SP
WEIGHT —

PRICE 41 GP

BARD'S KIT WEIGHT 33-1/2 Ibs.

This includes a backpack, a bedroll, a belt pouch, a common
musical instrument, a flint and steel, ink, an inkpen, an iron
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pot, a journal, a mess kit, a mirror, rope, soap, torches (10), trail

rations (5 days), and a waterskin. %
ANIMALS AND
PRICE 2 GP TRANCPNRTC
TRANSPORTS

BARREL WEIGHT301bs.| ————
This is a sturdy wooden barrel with a tight-fitting lid, banded CLOTHING
with metal. ENTERTAINMENT
AND TRADE GOODS

PRICE 4 SP T
BASKET FOOD
This large basket has a lid and holds about 2 cubic feet. LODGING AND
PRICE 1 SP ==
BEDROLL WEIGHT 5 Ibs. %ﬁ
This consists of two woolen ALCHEMICAL
sheets sewn together along TOOLS
the bottom and one side to ALCHEMICAL
create a bag for sleeping WEAPONS

in. Some have cloth straps along the open side so the
bedroll can be tied closed while you are sleeping. It can
be rolled and tied into a tight coil for storage or transport.
Most people use a blanket with the bedroll to stay warm or
provide a ground cushion.

PRICE 1 GP

BELL WEIGHT —
This handbell can produce only one loud note.

PRICE 2 GP

BELL NET WEIGHT 2 |bs.

Copper bells hang at each the corners of this 5-foot-by-5-
foot wire net. A bell net is designed to blanket gear while
you sleep, hunt, cook, or otherwise can’t give it your full
attention, rasing an alarm if your possessions are disturbed.
Creatures attempting to access gear protected by a bell net
must succeed at a DC 25 Sleight of Hand check to avoid
chiming the bells. Hearing the chiming bells of a bell net
requires a DC 0 Perception check. Because the many bells
chime when you move, traveling with a bell net gives you
a -2 penalty on Stealth checks.

PRICE 1 GP
WEIGHT 1/2 Ib.

A typical leather or cloth belt pouch has a
leather cord to cinch it shut and another to
tie it to your belt. It is large enough to hold
100-200 coins or two apples.

PRICE 5 SP

BLANKET WEIGHT 3 Ibs.
B

BELT POUCH

This warm, woven blanket has
straps so it can be rolled up and tied.
Blankets are often used in conjunction
with bedrolls to provide additional
warmth or a ground cushion.
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PRICE 5 GP
WEIGHT 5 Ibs.

Whether it is used to hoist treasure from a
pit or move supplies, a simple block-and-
tackle pulley, when it is properly secured,
adds a +5 circumstance bonus on Strength
checks to lift heavy objects. Securing the
pulley requires 1 minute.

BLOCK AND TACKLE

PRICE 5 GP
WEIGHT 1 Ib.

This book details the seedier entertainment establishments
in one major city. It contains the names of brothels,
burlesque houses, and gambling halls in that city. By
consulting the book for 1 hour, for the next 24 hours you
gain a +2 circumstance bonus on Knowledge (local), Bluff,
and Diplomacy checks to gather or use information in that
city. At the GM’s discretion, you can use it in settlements
near that city for a +1 bonus.

BLUE BOOK

PRICE 50 GP

BOOK OF LETTERS WEIGHT 3 Ibs,

This portfolio contains examples of official letters along
with proper forms of address, etiquette, and turns of phrase.
Used by bureaucrats, diplomats, and clerks, it’s also useful
for counterfeiting official correspondence. It provides a +2
circumstance bonus on Diplomacy checks when dealing
with city officials and a +2 circumstance bonus on Linguistics
checks when creating forgeries. A book of letters is only
accurate for a particular region, such as a country or even
a town, and only provides its bonus relating to that region.

PRICE 2 GP

BUTTI'E WEIGHT 1 Ib.

This glass bottle holds about a pint and includes a cork.

PRICE 65 GP

BREAKAWAY CHAINS WEIGHT 2 Ibs.

These masterwork chains are easy to break, even though

they look like normal chains (Perception DC 25 to notice the

difference). A DC 10 Strength check breaks them instantly.
PRICE 5 SP

BUCKET WEIGHT 2 Ibs.

A typical bucket has a rope handle and can hold 1-2 gallons
of liquid.

PRICE 12 GP

BULLSEYE LANTERN WEIGHT 3 Ibs.

A bullseye lantern provides normal light in a 60-foot
cone and increases the light level by one step in the area
beyond that, out to a 120-foot cone (darkness becomes
dim light and dim light becomes normal light). A bullseye
lantern does not increase the light level in normal light
or bright light. A lantern burns for 6 hours on 1 pint of oil.

You can carry a lantern in one hand.
N

BUOY

Ccommon
Superior

WEIGHT 16 Ibs.
WEIGHT 30 Ibs.

PRICE 5 GP
PRICE 10 GP

A buoy is used to mark a specific spot in a lake, river, or
similar body of water, making it possible for you to return
to that location at a later date. A common buoy includes
a float (typically an air-filled bladder or sealed gourd), a
200-foot length of twine, and a 15-pound stone used as an
anchor. The float is usually painted a vivid color, and may
have a small flag to attract attention. Though anchor buoys
prove quite resilient to normal weather and tides, they
offer little challenge to intelligent creatures determined to
sabotage them. A superior buoy has a spherical or ovoid
hollow metal float (typically copper), a length of chain
rather than twine, and a metal anchor rather than a weight.
PRICE 5 GP

BUTTERFLY NET WEIGHT 2 Ibs.

One end of this 6-foot-long pole supports a wide metal hoop
covered by a thin mesh net. You can use this to sift objects
from material capable of passing through the net, such as
sand or water. You can also use a butterfly net to capture
Fine or Diminutive creatures as if it were a net (weapon),
though you don’t need to re-fold the butterfly net if you
miss, and you use the handle of the butterfly net like you
would the rope of a net weapon.
PRICE 1 GP

CALTROPS WEIGHT 2 Ibs.

A caltrop is a four-pronged metal spike
crafted so that one prong always faces
up no matter how the caltrop comes to
rest. You scatter caltrops on the ground
in the hope that your enemies step on
them or are at least forced to slow down
to avoid them. One 2-pound bag of caltrops covers an area
5 feet square.

Each time a creature moves into an area covered by
caltrops (or spends a round fighting while standing in
such an area), it runs the risk of stepping on one. Make an
attack roll for the caltrops (base attack bonus +0) against
the creature. For this attack, the creature’s shield, armor,
and deflection bonuses do not count. If the creature is
wearing shoes or other footwear, it gets a +2 armor bonus
to AC. If the attack succeeds, the creature has stepped
on a caltrop. The caltrop deals 1 point of damage, and
the creature’s speed is reduced by half because its foot
is wounded. This movement penalty lasts for 24 hours,
until the creature is successfully treated with a DC 15
Heal check, or until it receives at least 1 point of magical
healing. A charging or running creature must immediately
stop if it steps on a caltrop. Any creature moving at half
speed or slower can pick its way through a bed of caltrops
with no trouble.

Caltrops may not work against unusual opponents.
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PRICE 20 GP

CAMOUFLAGE NETTING WEIGHT 5 Ibs.

This loose mesh of twine and varicolored cloth is used
to disquise the presence of creatures or large objects.
Camouflage netting must be manufactured to provide
camouflage in a single type of terrain, such as snow, sand,
forest, grass, swamp, urban, or water. When you hide
under the netting in the appropriate terrain, you gain a +4
circumstance bonus on Stealth checks as long as you remain
immobile and prone. Covering up with camouflage netting is
a full-round action requiring a DC 10 Survival check (failure
means you do not cover yourself correctly with the netting
and do not gain its bonus on Stealth checks). You have the
entangled condition when using the netting, except your
Dexterity penalty does not affect your initiative or Stealth
checks. Taking off camouflage netting is a move action, or a
swift action if combined with a move action to stand up from
a prone position.

You may spend 1 minute covering an object with camouflage
netting. Make a Survival check with a =10 penalty and use
the total as the Stealth check result for the object. Creatures
who fail a Perception check against this Stealth DC do not
recognize what the object is and usually treat it as a natural
part of the terrain. For example, you can conceal a wagon as
a rock or patch of brush. Covering a Large object requires two
nets. Covering a Huge or Gargantuan object requires five nets
and takes 10 minutes of work, and the Survival check penalty
is -20 instead of -10. Camouflaging a Colossal object depends
on its shape but generally requires at least 10 camouflage
nets and takes 1 hour of work, and the Survival check penalty
is =30 instead of -10.

A creature with the scent ability ignores the effect of
camouflage netting and makes checks against your actual
Stealth roll when in scent range. Any creature within 10
feet of a Large or larger object hidden by camouflage
netting automatically recognizes it as an object covered in

camouflage.
CAMPSITE KIT PRI L

This kit is actually four bundles of gear, designed so four
individuals can share the load. It consists of four bedrolls, four
blankets, a day’s worth of firewood, a flint and steel, a tindertwig,
four mess kits, a cooking kit, and 8 days of trail rations (with the
expectation that adventurers will supplement the rations with a
little hunting as they travel). Adventurers expecting inclement
weather should also purchase one or more tents.

PRICE 1 CP
CANDLE WEIGHT —
IR A candle dimly illuminates a small area,
fH increasing the light level in a 5-foot radius by
| | B B one step (darkness becomes dim light and dim
B l‘ | light becomes normal light). A candle cannot
b | ||'. | increase the light level above normal light. A
'L];J |&'I'J ]
_ candle burns for 1 hour.

PRICE 5 GP

CANDLE LAMP WEIGHT 1 b,

A candle lamp is a small lanternlike device with glass panels
and a slot to hold a candle. It protects the candle from drafts
and catches wax drippings. It provides the same light as a
candle, but can be shuttered such that it only illuminates 1 to
3 adjacent squares. You can use a candle lamp to keep your
hands warm.

PRICE 1 CP

CANDLESTICK WEIGHT 1/2 b,

This saucerlike object has a flat bottom, a handle, and a spike
on top. You can affix a candle onto the spike (up to 3 inches
in diameter) and hold the candlestick by the handle. The flat
bottom means you're able to set it down and not worry about
the candle falling over and extinguishing itself. A typical
candlestick is crafted from baked clay or a cheap metal such
as copper, but elaborate and expensive ones exist.

PRICE 2 GP

CANTEEN WEIGHT 1 Ib.

This hollow container is made of wood, a gourd, or metal,
and carries liquid like a waterskin, but is more resistant to
punctures and cuts.

PRICE 1 SP

CANVAS (SQ. YD.) WEIGHT 1 b,

This square yard of heavy cloth is suitable for painting, for
covering items in a rainstorm, for creating a sail, or as an
improvised bag. It is not waterproof but can be treated with
oil, wax, or resin to make it water-resistant.

AULDRU

Common WEIGHT 5 Ibs. PRICE 1 GP
Mithral WEIGHT 2-1/2 |bs. | PRICE 2,501 GP

This larger version of an iron pot holds approximately 1
gallon—enough to fill the bellies of four hungry humans
for one meal. It can also be used for potion-making and
similar activities. A mithral cauldron is lighter, and food
rarely sticks to it.

PRICE 23 GP

CAVALIER'S KIT WEIGHT 112 Ibs.

This includes animal feed (5 days), a backpack, a bedroll, a
belt pouch, a bit and bridle, a flint and steel, an iron pot,
a mess kit, a riding saddle, rope, saddlebags, soap, torches
(10), trail rations (5 days), and a waterskin.

PRICE 30 GP
WEIGHT 2 Ibs.

This chain is made of interlocking metal
links roughly an inch long, and thick
enough to bear large amounts of weight.
It has hardness 10 and 5 hit points. It can
be burst with a DC 26 Strength check.

CHAIN (10 FT.)
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PRICE 1 CP
WEIGHT —

This fat piece of white chalk easily
marks wood, metal, or stone. You can
write with it for about 24 hours before
it is expended. Chalk also comes in other
colors, but these are rarer and can be
more expensive.

PRICE 1 GP

CHALKBOARD WEIGHT 2 Ibs.

A wooden frame approximately the same
size as a large book surrounds this thinly
sliced piece of polished black stone.
Rubbing a damp cloth over the slate erases
anything scribed with chalk on its surface.

CHEST
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This includes a backpack, a bedroll, a belt pouch, candles (10),
a cheap holy text, a flint and steel, an iron pot, a mess kit, rope,
soap, a spell component pouch, torches (10), trail rations (5
days), a waterskin, and a wooden holy symbol.

PRICE 3 GP

COFFEE POT WEIGHT 4 Ibs.

This tall, teapotlike device contains a small chamber for
coffee grounds and a large chamber for water, connected by
a small tube. Heating the pot forces boiling water through
the tube and into the grounds. A glass knob at the top of the
tube allows you to see the color of the brew and stop when
it is sufficiently strong. It can brew up to 4 cups of coffee at a
time. It can also be used to make tea, steep medicinal herbs,
or just boil water.

comes in several sizes, including
small (2 cubic feet, 1 hit point,
break DC 17), medium (4 cubic
feet, 15 hp, break DC 23), large (6

cubic feet, 30 hit points, break DC
29), and huge (8 cubic feet, 50 hit points, break DC 35). Most
include a simple inset lock.

PRICE 400 GP

CHIRURGEON’S KIT WEIGHT 4 Ibs,

This sturdy leather case straps to the waist or thigh, or
can be slung over a shoulder. It consists of a belt pouch,
a healer’s kit, a bottle of strong brandy, a potion of cure
light wounds, a vial of smelling salts, and 2 doses each of
alchemist’s kindness, antiplague, antitoxin, bloodblock, and

soothe syrup.
PRICE 40 GP

CHRONICLER’S KIT WEIGHT 4-1/2 Ibs,

This bundle contains a map case, two vials of ink, two
inkpens, 10 sheets of paper, two blank journals, a pound of
fine powder for drying ink, and a 20-foot measuring cord. The
supplies usually suffice for chronicling a single expedition of
not more than 2 months’ duration.

PRICE 1 SP

Common WEIGHT 30 Ibs. | PRICE 10 GP

Small WEIGHT 25 Ibs. [ PRICE 2 GP Ornate WEIGHT 50 Ibs. | PRICE 100 GP
Medium WEIGHT 50 Ibs. | PRICE 5 GP A plain coffin is made of simple wood and
Large WEIGHT 1001bs. | PRICE 10 GP has a loose, flat lid that can be nailed onto
WEIGHT 2501bs. | PRICE 25 GP it. Ornate coffins are favored by aristocratic
The common wooden chest families for displaying their dead, and

include upholstered cloth liners and a

hinged lid.
COLLAPSIBLE BATHTUB e el

After 10 minutes of assembly, this collection of wooden slats
provides support for a cylindrical watertight canvas cloth. It
can hold enough water to allow 1 Medium creature to bathe
in comfort without any of the risks that might come from
entering lakes, rivers, or other bodies of water.

COLLAPSIBLE PLANK

PRICE 4 SP
WEIGHT 10 Ibs.

Hinged in two places, collapsible planks can hold 250 pounds
before breaking. The 10-foot-long plank folds down into a
3-foot-by-1-foot-by-6-inch bundle. Folding or unfolding it is a
standard action.

PRICE 10 GP
WEIGHT 1/2 Ib.

An ordinary compass that points to the
magnetic north pole grants you a +2
circumstance bonus on Survival checks
made to avoid becoming lost. You can
also use it to grant the same bonus on

CLAY WEIGHT 1 |b.

This pound of clay is sold in a watertight container to keep it
soft, can be hardened by sunlight, baking, or any heat source.

PRICE 16 GP
WEIGHT 32 Ibs.

CLERIC’S KIT

Knowledge (dungeoneering) checks made
to navigate underground.
PRICE 3 GP

COOKING KIT WEIGHT 16 Ibs.

This kit contains an iron pot, an iron skillet, a ladle, a skewer,
a wooden cutting board, a cutting knife, an iron tripod for
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the pot, a packet of tinder, and a small selection of local or
otherwise easy to find seasonings. You can attach the skewer to
the tripod for roasting small game animals. All the component
pieces (except the skillet) fit within the pot for easy storage
and transport.

PRICE 1 GP

COPY OF AKEY mcE Lo

([ G

PRICE 5 SP
WEIGHT 1 Ib.

A drill can create a 1-inch-diameter hole
in stone, wood, or metal as a standard
action. Harder materials wear down or
break the drill more quickly. Hearing
the sound of drilling requires a DC 15
Perception check.

An artisan can make a working copy of a key in an hour (making
a duplicate that looks exactly like the original requires a skilled
smith, a DC 25 Craft check, and 1 day).

PRICE 1 GP
COT WEIGHT 30 Ibs.

This elevated camp bed is made of wood and canvas, and is
particularly useful when the ground is wet or rocky. It is large
enough for a full-grown human, but folds down into a 4-foot-
by-9-inch cylindrical bag.

PRICE 14 GP

DRUID’S KIT WEIGHT 44 Ibs,

This includes animal feed (5 days), a backpack, a belt pouch, a
blanket, a flint and steel, holly, mistletoe, an iron pot, a mess
kit, soap, a spell component pouch, torches (10), trail rations (5
days), and a waterskin.

DUNGEONEERING KIT

Common WEIGHT 25 Ibs. | PRICE 15 GP
PRICE 2 GP Deluxe WEIGHT 15 Ibs. | PRICE 130 GP
CROWBAR @] (D JwiGi BIC 1.
WEIGHT 5 Ibs. This bundle of essential supplies for exploring ruins and

This versatile tool
is designed to help
pry open whatever
the user desires. A
crowbar grants a +2 circumstance bonus on Strength checks
made to force open a door or chest. If it is used in combat, treat
a crowbar as a one-handed improvised weapon that deals
bludgeoning damage equal to that of a club of its size.

|

PRICE 150 GP

CYPHER BOOKS WEIGHT 2 Ibs.

These books, always sold in identical pairs, contain
numbered grids on each page which simply and easily
catalog random lists of words. This allows a user to write
messages which substitute letters and numbers that
reference the page, row, and column of a particular word
found within the cypher book. A creature without access
to the appropriate cypher book takes a -10 penalty on
Linguistic checks made to decipher each page of a coded
message. Writing a message using the cipher takes 10 times
as long as writing an uncoded message, and decoding it
with the cipher book takes as much time as writing the
original coded message.

PRICE 485 GP

DRAGONSLAYER'S KIT WEIGHT 64 Ibs.

Aimed more at hired blades than seasoned adventurers,
this kit provides supplemental equipment for outfitting
hirelings to hunt dragons. It includes a potion of cure
moderate wounds, oil of bless weapon (1 application),
a longspear, a backpack, three large sacks, a sunrod, a
tower shield, and 5 vials of alchemist’s fire. For hunting
dragons that are immune to fire, the alchemist’s fire can
be replaced with acid at the time of purchase, for a savings
of 50 gp.
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abandoned cities includes two candles, chalk, a hammer
and four pitons, 50 feet of hemp rope, a hooded lantern
with 5 flasks of oil, two sacks, two torches, and four
tindertwigs. A deluxe dungeoneering kit contains two
candles, chalk, a hammer and four pitons, 50 feet of silk
rope, two sacks, three sunrods, four tindertwigs, and an
everburning torch.

PRICE 5 GP

EAR TRUMPET WEIGHT 2 Ibs.

By holding this specially crafted ear trumpet to your ear and
placing the other end against a door or wall, you reduce the
DC penalty for listening through a door or wall by 5.

PRICE 3 CP

EARPLUGS PR O

Made of waxed cotton or cork, earplugs give you a +2
circumstance bonus on saves against effects that require
hearing, but also cause a -5 penalty on hearing-based
Perception checks.

PRICE 5 SP

ENTERTAINER'S KIT WEIGHT 3 Ibs,

This kit includes juggling balls, colored handkerchiefs,
playing cards, clownish makeup, and other simple props for
stage magicians and other street entertainers.

PRICE 110 GP

EVERBURNING TORCH WEIGHT 1 b,

This otherwise normal torch has a continual flame spell cast on
it. This causes it to shed light like an ordinary torch, but it does
not emit heat or deal fire damage if used as a weapon.

PRICE 5 GP
WEIGHT 2 Ibs.

FAKE FOOTPRINT SHOES

- I
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These oversized shoes are worn over normal footwear. They
create footprints or bootprints that look like those left by
another creature. Each pair creates a specific type of footprint,
such as tiger, orc, goblin, or ogre. When walking with these
shoes, you may make a Survival check; the check result is
the Survival DC for anyone trying to determine whether the
tracks are what they appear to be.

PRICE 65 GP
WEIGHT 2 Ibs.

These manacles are nearly indistinguishable from standard
manacles upon inspection (Perception DC 25). A wearer
who knows the location of the secret catch can open them
as a standard action; otherwise they act like masterwork
manacles. Some appear to be of common quality, though
false manacles are always masterwork.

FALSE MANACLES

PRICE 52 GP

FALSE-BOTTOMED CHEST WEIGHT 25 Ibs.

These chests are typically used by smugglers transporting
contraband or those with treasures they would prefer to keep
hidden. The secret compartment in this chest is approximately
1 inch deep. Different styles open from the inside, from the
underside, or through the back. Detecting the compartment
requires a DC 20 Perception check.

PRICE 1 GP
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PRICE 10 GP

FILTER HOOD WEIGHT 4 Ibs.

This snug leather hood has built-in goggles and a filtration
tube containing sponges. A filter hood uses your head slot
and imposes a -2 penalty on hearing- and sight-based
Perception checks. While the sponges are moist, the hood
grants you a +2 resistance bonus on saving throws against
inhaled poisons and other airborne attacks that require
you to breathe them. Moistening the sponges with water
is a standard action. The sponges dry out after 1d4 x 10
minutes and should be thoroughly rinsed after each use.
PRICE 1 CP

FIREWOOD (PER DAY) WEIGHT 20 Ibs,

This bundle of dry wood includes twigs and logs.
PRICE 1 SP

m WEIGHT —

This metal hook is little more than a stiff, bent needle.

PRICE 5 SP
FISHING KIT WEIGHT 3 Ibs.
—_— This kit includes a simple

fishing pole and a small
box that contains fishing
tackle (hooks, lines, sinkers,

FALSE-BOTTOMED CUP

WEIGHT —

The tiny compartment in the thick bottom of this cup is an
excellent place to store a small item or substance. The most
insidious are designed with a weighted catch that opens when
the cup is tilted back, releasing the hidden substance into the
contents of the cup. Spotting the secret compartment in an
empty cup requires a DC 15 Perception check.

PRICE 45 GP

FALSE-BOTTOMED SCABBARD WEIGHT 1 b,

The space at the bottom of this sword scabbard is just large
enough to hold a potion flask. Some are accessed from the
outside; others open on the inside with a secret catch at the
top end. Finding the secret compartment requires a DC 25
Perception check, or DC 20 if you can compare the sword’s
length to that of the scabbard.

PRICE 25 GP

FAMILIAR SATCHEL WEIGHT 6 Ibs,

This armored case provides total cover to any Tiny or smaller
creature contained within it. It includes air holes (which can be
plugged with cork stoppers if you need to go underwater) and
two receptacles for food and water.

PRICE 9 GP
WEIGHT 29 Ibs.

This kit includes a backpack, a bedroll, a belt pouch, a flint
and steel, an iron pot, a mess kit, rope, soap, torches (10), trail
rations (5 days), and a waterskin.

ﬁ. N

FIGHTER'S KIT

floats, and lures).
PRICE 4 GP

FISHING NET WEIGHT 5 Ibs.

This net measures 5 feet by 5 feet, and can be used to cover a
pit or to block Tiny or larger creatures from entering an area.

PRICE 3 CP
WEIGHT 1-1/2 Ibs.

This glass bottle holds 1 pint. It is relatively
fragile and breaks if thrown at a creature
or hard surface. Flasks may be simple
blown glass, or they may be elaborate
affairs embossed with family crests and
other artwork.

PRICE 1 GP
WEIGHT —

Lighting a torch with a flint
and steel is a full-round
action. Lighting any other
fire with them takes at

least that long.
PRICE 2 GP

FOLDING CHAIR WEIGHT 10 Ibs.

This simple folding chair has a wooden frame and canvas seat
and back, making it easy to transport and set up wherever
you wish. It folds up easily and fits in a handy carrying bag.
The chair can support up to 250 pounds with ease.
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PRICE 2 GP

FOLDING LADDER WEIGHT 16 Ibs,

The hook, pole, and rungs of this 10-foot ladder are hinged,
allowing you to fold it into a 3-foot-by-1-foot-by-1-foot bundle.
Folding or unfolding it is a standard action.

PRICE 2 SP

FOLDING POLE WEIGHT 10 Ibs.

This hinged pole can be unfolded and locked in place with sliding
pins, creating a 10-foot pole. When collapsed, it is only 3 feet
long. Assembling or collapsing the pole is a full-round action.
The hinges and pins mean it is not as strong as a one-piece pole,
and is best used for probing rather than vaulting or climbing.

FOLDING TABLE

([ G

This 1-foot-square piece of paper is coated on one side with
a weak glue or sticky material such as tree sap or even
honey. It is stored folded in half. If you apply glue paper to
a window before you break it, the broken pieces stick to the
glue rather than noisily falling to the ground. Glue paper is

good for a single use.
PRICE 1 GP

GRAPPLING ARROW e

This small grappling hook is designed to be tied to a silk rope
and fired from a bow. When fired, it has a range increment
of 30 feet. An equivalent item exists for crossbows.

This wooden table has jointed legs and a hinge down the
middle. When fully extended, it is a 2-foot-by-4-foot table, but
collapses down to 2 feet by 2 feet by 2 inches. Setting up the
table is a full-round action; collapsing it is 2 full-round actions.

AMBI ER

WEIGHT 5 Ibs. PRICE 75 GP
WEIGHT 5 Ibs. | PRICE 300 GP

Particularly useful for travelers moving through areas too
small or remote to support a full-time place for gambling, this
small, tightly packed suitcase holds decks of cards, a betting
wheel, numbered cloths, colored wooden chips, and a wide
variety of other sorts of specialized equipment necessary for
many different games of chance. A cheating gambler’s kit
is very similar, except its cards are marked and its games
are rigged, giving a knowledgeable user a +4 circumstance
bonus on Profession (gambler) checks when using these
materials. A DC 25 Perception or DC 20 Profession (gambler)
check exposes the ruse.
PRICE 5 GP

GEAR MAINTENANCE KIT WEIGHT 2 Ibs,

This kit contains metal polish, a small file, a leather paring
knife, conditioning oil for leather, two soft cloths, extra leather
straps, a sewing needle, and a few buttons.

Common
Cheating

PRICE 5 GP
WEIGHT —

This small metal rod
has a tiny sharp
wheel on one end and a bulb on the other. You score the
glass with the wheel and tap it with the bulb to break it. If
you succeed at a DC 15 Sleight of Hand check, you can break
the glass very quietly (DC 15 Perception check to hear). Most
thieves use glue paper with a glass cutter to reduce noise and
capture glass fragments.

GLUE PAPER

PRICE 1 5P
WEIGHT —

NPV l I
PRICE 10 GP
WEIGHT 20 Ibs. Common WEIGHT 4 Ibs. PRICE 1 GP
Mithral WEIGHT 2 Ibs. [ PRICE 2,001 GP

Throwing a grappling hook requires a
ranged attack roll, treating the hook as a
thrown weapon with a range increment of
10 feet. Objects with ample places to catch
the hook have an AC of 5.

PRICE 1 GP

GROOMING KIT WEIGHT 2 Ibs.

This pouch of toiletries includes a comb, scissors, a nail file, a
sponge, a hairbrush, a miniature mirror, soap, a chewing stick,
and tooth powder.

PRICE 26 GP

GUNSLINGER’S KIT WEIGHT 31 Ibs.

This includes a backpack, a bedroll, a belt pouch, a flint and
steel, a gunsmith’s kit, an iron pot, a mess kit, a powder horn,
rope, torches (10), trail rations (5 days), and a waterskin.

GUNSMITH’S KIT

PRICE 15 GP
WEIGHT 2 Ibs.

This small kit has all the tools a person needs to create, repair,
and restore firearms, except for the necessary raw materials.
Without such a kit, you cannot properly construct or provide
upkeep for firearms.

PRICE 5 SP
WEIGHT 2 Ibs.

If @ hammer is used in
combat, treat it as a one-
handed improvised weapon
that deals bludgeoning
damage equal to that of a spiked gauntlet of its size.
PRICE 1 SP

This blanket or net is attached to strong ropes, allowing
you to hang it from a heavy branch or two trees and sleep
above the ground. Climbing into or out of a hammock
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is a full-round action. A successful DC 5 Dexterity check
reduces this to a move action.

PRICE 100 GP
WEIGHT —

This is a traditional fortune-
telling deck of cards used by
soothsayers and seers. Some
harrow decks are elaborately
illustrated, but most are
parchment or paper cards with
hand-painted images. Harrow decks are often handed down
through generations and treated with utmost care by their
users as a result.

PRICE 2 GP

HELMET CANDLE WEIGHT 4 Ibs,

This device consists of a helmet with a short, thin spike on
top upon which a candle is stuck, freeing your hands for
other tasks.

HERITAGE BOOK

HARROW DECK

PRICE 50 GP
WEIGHT 2 Ibs.

This collection of genealogical tables, descriptions of
common traits found in particular noble families, heraldry,
scurrilous rumors, and ancestral deeds provides readers
with a great deal of insight into the aristocracy. Consulting
this book grants a +2 circumstance bonus on Knowledge
(nobility) checks.

PRICE 1 GP
WEIGHT 1/2 Ib.

This metal canteen has a flattened, curved
shape so you can easily conceal it in a
pocket or against your body. A typical hip
flask holds 8 ounces, and like a reqular flask
may be little more than a plain canteen or
a decorative work of art.

PRICE 5 GP

HOLLOWED POMMEL WEIGHT —

Depending on the weapon, a hollow pommel may hold
something as large as a flask or as small as a rolled piece
of paper. Detecting a hollow pommel requires a DC 15
Perception check.

HOLY SYMBOL

HIP FLASK

=

its own holy symbol. The material used to make the holy
symbol has no effect on its powers, though a religion may
place special significance on a particular material.

Unholy Symbols: An unholy symbol is like a holy symbol
except that it focuses negative energy and is used by evil
clerics (or by neutral clerics who want to cast evil spells or
channel negative energy).

PRICE +5 GP

HOLY SYMBOL, COMPARTMENT WEIGHT —

Designed and approved by a member of the appropriate
religion, this modification to a holy symbol creates a secret
compartment large enough to hold a potion vial. Detecting the
compartment requires a DC 20 Perception check.

PRICE +10 GP

HOLY SYMBOL, FLASK WEIGHT —

This version of a standard holy symbol is oversized and has
a watertight compartment that can hold 1 pint (the same
volume as a flask of holy water). Adventurers normally use
the compartment to hold holy water or alcohol. A holy symbol
flask is not meant for you to throw at enemies and is not fragile
like a flask or vial. Like using holy water on an incorporeal
opponent, you unstopper the flask and pour the contents onto
an adjacent target. Detecting the compartment requires a
successful DC 10 Perception check.

PRICE 100 GP

HOLY SYMBOL, TATT00 WEIGHT —

In some religions, you are allowed to tattoo or brand your deity’s
holy symbol onto your skin (typically the palm, back of the hand,
or forearm) in a special ceremony. Thereafter, it functions like
an actual holy symbol of your faith, and you may use it as a
divine focus for spellcasting, channeling energy, and so on. The
tattoo must be fully visible to use it in this way (it cannot be
covered with a glove, gauntlet, or any other material). The listed
price includes the cost of a simple brand or non-fading black
tattoo; add appropriate tattoo costs if you want something more
elaborate. Specifically damaging or erasing the tattoo or brand
negates its use as an actual holy symbol.

PRICE 1-100 GP
WEIGHT 1-20 Ibs.

This is the religious text of a particular
religion, with a title, text, and detailed
rites specific to that faith. The cheap
variety is a small, light book with no
illustrations, printed or written on thin
paper, and with a cover made of canvas

Wooden WEIGHT — PRICE 1 GP
Iron WEIGHT 1 |b. PRICE 5 GP
Silver WEIGHT 1 |b. PRICE 25 GP
Gold WEIGHT 1 Ib. PRICE 100 GP
Platinum WEIGHT 1 |b. PRICE 500 GP

A holy symbol focuses positive energy and is used by good
clerics and paladins (or by neutral clerics who want to cast
good spells or channel positive energy). Each religion has

or thin leather. A typical holy text for an experienced
adventuring priest is durable, with a leather cover, chapter
illustrations, quality paper; it costs 25 gp and weighs
2 pounds. The most expensive versions have detailed
illustrations, gilded initials and border decorations, covers
made of fine leather, wood, or even metal, and are often
oversized and difficult to carry around.
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PRICE 7 GP

HOODED LANTERN WEIGHT 2 Ibs.

A hooded lantern sheds normal light in
a 30-foot radius and increases the light
level by one step for an additional 30 feet
beyond that area (darkness becomes dim
light and dim light becomes normal light).
A hooded lantern does not increase the
light level in normal light or bright light. A lantern burns for
6 hours on 1 pint of oil. You can carry a lantern in one hand.

6 seconds WEIGHT — PRICE 10 GP
1 minute WEIGHT 1/2 |b. [ PRICE 20 GP
WEIGHT 1 |b. PRICE 25 GP

The standard hourglass takes 1 hour to
empty the sand from the upper chamber;
smaller ones that mark time more
precisely are also readily available, in
1-minute and 6-second sizes. Hourglasses
tracking more than an hour are rare.

PRICE 3 CP

WEIGHT 9 Ibs.

This basic clay jug is fitted with a stopper and holds 1 gallon of
liquid. The listed weight is for a jug filled with water, wine, or
ale; when empty, it weighs about 1/2 pound.

PRICE 2 SP

LADDER WEIGHT 20 Ibs.

This simple 10-foot ladder consists of two long boards with
wooden steps nailed into them at 1-foot increments.

PRICE 1 5P
WEIGHT 1 Ib.

A common lamp illuminates a small area,
providing normal light in a 15-foot radius and
increasing the light level by one step for an
additional 15 feet beyond that area (darkness
becomes dim light and dim light becomes
normal light). A lamp does not increase the
light level in normal light or bright light. A lamp burns for 6
hours on 1 pint of oil. You can carry a lamp in one hand.

LAMP

LOCK

PRICE 1 5P
WEIGHT —

This is @ wooden stylus with a metal tip that retains a small
amount of ink after you dip it in a vial of ink.

PRICE 30 GP

INQUISITOR’S KIT WEIGHT 34 Ibs,

This kit includes a backpack, a bedroll, a belt pouch, candles
(10), a cheap holy text, a flint and steel, an iron pot, manacles,
a mess kit, rope, soap, a spell component pouch, torches (10),
trail rations (5 days), a waterskin, and a wooden holy symbol.

PRICE 5 CP

PRICE 8 GP

WEIGHT — Simple WEIGHT 1 |b. PRICE 20 GP
This vial contains 1 ounce of ink. Average WEIGHT 1 |b. PRICE 40 GP
Ink in colors other than black costs Good WEIGHT 1 Ib. PRICE 80 GP
twice as much. Superior WEIGHT 1 |b. PRICE 150 GP

This can be a padlock, an inset lock in a
door or chest, or any other type of keyed
lock. The DC to open a lock with the
Disable Device skill depends on the lock’s
quality: simple (DC 20), average (DC 25),
good (DC 30), or superior (DC 40).

PRICE 5 SP
WEIGHT 1/2 Ib.

Handheld magnets are relatively weak
and are mainly used to detect or pull
iron, mithral, or adamantine at a short

0 range. They are not powerful enough to
tug metal over significant distances or aid

WEIGHT 1 Ib.

This foot-long iron spike is used to keep doors open or closed
and to secure ropes for climbing. Hearing a spike being
hammered in requires a DC 5 Perception check.

PRICE 1 SP

IRON VIAL WEIGHT 1 Ib.

This metal potion bottle has hardness 5, 3 hit points, and a
break DC of 14.

PRICE 10 GP

JOURNAL WEIGHT 1 Ib.

in disarming creatures wielding metal weapons. This hand-
sized horseshoe magnet can lift up to a 3-pound iron weight.
PRICE 100 GP

MAGNIFYING GLASS e o
focus, tinder to ignite, and at least a full-

Lighting a fire with a magnifying glass
requires bright light, such as sunlight, to

This is a blank, lightweight book with an oilskin cover. It has
50 paper pages.
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Q This simple lens allows a closer look at
\\g | et
round action. A magnifying glass grants a

small objects. Itis also useful as a substitute

for a flint and steel when starting fires.
+2 circumstance bonus on Appraise checks involving any item
that is small or highly detailed.
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PRICE 22 GP
WEIGHT 31 Ibs.

) T
MAGUS’S KIT

This includes a backpack, a bedroll, a belt pouch, a flint and
steel, ink, an inkpen, an iron pot, a mess kit, rope, soap, a
spell component pouch, torches (10), trail rations (5 days),
and a waterskin. The kit does not contain a spellbook because
a magus begins play with a spellbook.

MANACLES

Common WEIGHT 2 Ibs. PRICE 15 GP
Masterwork WEIGHT 2 Ibs. PRICE 50 GP
Mithral WEIGHT 2 |Ibs. | PRICE 2,015 GP

Manacles can bind a Medium creature. A
manacled creature can use the Escape
Artist skill to slip free (DC 30, or DC 35 for
masterwork manacles). Breaking the
manacles requires a Strength check (DC
26, or DC 28 for masterwork manacles).
Manacles have hardness 10 and 10 hit points.

Most manacles have locks; add the cost of the lock you
want to the price of the manacles.

For the same price, you can buy manacles for a Small
creature. For a Large creature, manacles cost 10 times the
indicated amount, and for a Huge creature, 100 times the
indicated amount. Gargantuan, Colossal, Tiny, Diminutive, and
Fine creatures can be held only by specially made manacles,
which cost at least 100 times the indicated amount.

Mithral Manacles: These bindings are more difficult to
break than standard manacles and are particularly useful
against lycanthropes. They have hardness 15, 30 hit
points, and a break DC of 30. They are otherwise treated as
masterwork manacles

PRICE 1 SP

MARBLES WEIGHT 2 Ibs.

S Marbles can be used to slow opponents.
One 2-pound bag of marbles covers an area
5 feet square. A creature entering a square
with marbles scattered on it must succeed
at a DC 10 Reflex save or fall prone (the
creature’s stability bonus to trip applies to
this save). Any creature moving at half speed or slower can pick
its way through a square of marbles with no trouble.
PRICE 2 SP

MESS KIT WEIGHT 1 Ib.

This kit includes a plate, bowl, cup, fork, knife, and spoon,
made of wood, horn, or tin. Each item has a handle or small
hole, and can be tied together using the included leather cord.

PRICE 3 GP

PRICE 10 GP

MIRROR WEIGHT 1/2 Ib.

This hand-held mirror is about a foot across.
Unlike many higher-quality glass mirrors,
this one is made out of polished steel and
sturdy enough that you can drop it without

risk of breakage.
PRICE 90 GP

MOCK ARMOR WEIGHT 10 Ibs.

When an arcane caster needs a
disquise, she might don a suit of
mock armor. Made from leather
or thin wood such as balsa or
bamboo and painted to look
like metal, a suit of mock armor
passes as full plate under all but
the closest scrutiny. A character
inspecting someone in mock
armor must succeed at a DC 20
Perception check to identify it as fake. Mock armor gives you
no Armor Class bonus, doesn't affect your maximum Dexterity
bonus, and has no armor check penalty, arcane spell failure
chance, or speed reduction. It cannot be given magical armor
abilities, whether enhancement bonuses or properties like
fortification or ghost touch. When wearing mock armor, you
gain a +4 circumstance bonus on Bluff checks to conceal your
identity or allegiance as a spellcaster (for example, in cities
where arcane spellcasting is illegal). The Craft (carpentry) or
Craft (leather) DC to create mock armor is 25.
PRICE 8 GP

MONK’S KIT WEIGHT 22 Ibs.

This kit includes a backpack, a belt pouch, a blanket, rope,
soap, torches (10), trail rations (5 days), and a waterskin.

PRICE 2 CP
MUG/TANKARD WEIGHT 1 Ibs.
Whether it is a simple pottery cup or an
elaborate drinking stein with a handle and
decorative lid that flips up, this cup may be
used to hold any sort of beverage. Tankards
are commonly made out of clay or tin.

PRICE 1 5P
WEIGHT 1 Ibs.

s A 1-pint flask of oil burns for 6 hours in a

1 lantern or lamp. You can also use a flask
of oil as a splash weapon. Use the rules for
alchemist’s fire, except that it takes a full-
round action to prepare a flask with a fuse.
Once it is thrown, there is a 50% chance of

If a miner’s pick is used in combat, treat it as a two-handed
improvised weapon that deals piercing damage equal to that
of a heavy pick of its size.

the flask igniting successfully.
You can pour a pint of oil on the ground to cover an area 5
feet square, provided that the surface is smooth. If lit, the oil
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burns for 2 rounds and deals 1d3 points of fire damage to each
creature in the area.

PRICE 9 GP

ORACLE’S KIT WEIGHT 29 Ibs.

This kit includes a backpack, a bedroll, a belt pouch, candles
(10), a flint and steel, an iron pot, mess kit, rope, soap, torches
(10), trail rations (5 days), and a waterskin.

PRICE 11 GP

PALADIN’S KIT WEIGHT 30 Ibs.

This kit includes a backpack, a bedroll, a belt pouch, a cheap holy
text, a flint and steel, an iron pot, a mess kit, rope, soap, torches
(10), trail rations (5 days), a waterskin, and a wooden holy symbol.

PRICE 4 SP

PAPER (SHEET) WEIGHT —

A sheet of ordinary paper typically measures 9 inches by 6
inches and is unsuitable for making magical scrolls. It has
hardness 0, 1 hit point, and a break DC of 5.

PRICE 2 SP

PARCHMENT (SHEET) WEIGHT —

) This sheet of thin, treated animal
y

skin is a durable writing surface and
break DC of 5.
PRICE 12 GP

is suitable for making magic scrolls.
It has hardness 0, 2 hit points, and a
7
PATHFINDER’S KIT WEIGHT 22 Ibs.

This kit consists of a backpack, a bedroll, a belt pouch, a clay
mug, a dagger, two fishhooks, a flint and steel, a sewing
needle, a signal whistle, 50 feet of string, 50 feet of thread,
a waterskin, a week’s worth of trail rations, and a whetstone.
For Small creatures, the weight of a Pathfinder’s kit is 7-1/2
pounds. Leaving the bedroll and rations at camp or on a mount

reduces the weight by 12 pounds for Medium creatures and by
3 pounds for Small creatures.

PRICE 5 GP

PERFUME/COLOGNE PRIE S 6P

Most perfumes and colognes are derived
from the essential oils of flowers. Perfume
or cologne may (at the GM'’s discretion)
provide a +1 circumstance bonus on several
Charisma-based skill checks.

PRICE 20 GP

PERISCOPE WEIGHT 4 Ibs.

This 2-foot-long metal tube has right angles at each end
with mirrors inside; if you look in one end, you can see out
the other end, allowing you to safely peer over obstacles,
around corners, or into small spaces where your head
wouldn’t fit. When using a periscope, the end of the tube
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counts as a Diminutive object, making it much less likely
that an observed creature notices you; if you have total
concealment from the creature except for the end of the
periscope, use the tube’s Diminutive size modifier on your
Stealth check instead of your own size modifier. Distortion
from the mirrors gives you a -4 penalty on Perception
checks while looking through the periscope. Though the
tube is fairly sturdy (hardness 5, 2 hit points), the mirrors
inside are fragile (hardness 1, 1 hit point), and any damage
that gets through the tube’s hardness applies to the tube
and the mirrors.

PITCHER

PRICE 2 CP
WEIGHT 5 Ibs.

This basic clay pitcher has a handle and an open top with a
groove for easy pouring. It holds 1/2 gallon of liquid. The listed
weight is for a pitcher filled with water, wine, or ale; empty, it
weighs about 1/2 pound.

PRICE 1 SP
WEIGHT 1/2 b.
A piton is an iron spike with
a loop or ring on the end so

you can tie a rope to it.
PRICE +20 GP
POISON PILL RING et

This ring has a tiny compartment under
the setting, typically used to hold poison.
Opening and closing a ring is a move
action; doing so unseen requires a DC 20
Sleight of Hand check.

PRICE 50 GP

POISONING SHEATH WEIGHT 11b.

This scabbard contains strips of natural sea sponges on its
interior. By carefully pouring a dose of poison into the empty
scabbard (a full-round action), you saturate the sponges with
the toxin, which keeps it viable and wet for up to 4 hours.
Preparing the scabbard carries the normal risk of poisoning
yourself, just like poisoning a weapon. The next weapon you
draw from the scabbard is automatically poisoned as if you
had directly applied poison to it (but does not risk poisoning
you); this consumes the poison in the scabbard. A scabbard
only fits one type of bladed weapon, such as a dagger,
shortsword, or longsword. This kind of item is usually illegal
in areas that outlaw poison.

PRICE 5 CP
WEIGHT 8 |bs.

This 10-foot length of wood is useful for probing pits, flagstones,
and murky liquids from a safe distance.
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PRICE 200 GP

L
PORTABLE BRIDGE PRI

When staked down with eight pitons (four on each side of the
gap), this rope and slat bridge can support up to 1,500 pounds
and span a 30-foot gap. It rolls up into a parcel that can be
carried slung over the back or by a pack animal. Convincing an
animal to cross a portable bridge requires the come or heel trick.
PRICE 10 GP

PORTABLE RAM WEIGHT 20 Ibs.

This iron-shod wooden beam gives
you a +2 circumstance bonus on
Strength checks made to break open
a door and allows a second person to
help, automatically increasing your
bonus by +2.

Common
Mithral

4

WEIGHT 4 Ibs. PRICE 8 SP
WEIGHT 2 Ibs. | PRICE 2,001 GP

This 8-inch-diameter iron pot is sturdy
and has feet, a lid, and a rounded handle.
It can hold enough stew to feed one
hungry human for one meal. A mithral
pot is lighter and food rarely sticks to it.
PRICE 1 CP

POWDER WEIGHT 1/2 Ib.

Powdered chalk, flour, and similar materials are popular with
adventurers for their utility in pinpointing invisible creatures.
Throwing a bag of powder into a square is an attack against
AC 5, and momentarily reveals whether an invisible creature
is there. A much more effective method is to spread powder
on a surface (which takes 1 full round) and look for footprints.
PRICE 3 GP

POWDER HORN WEIGHT 1 Ib.

Typically crafted from hollowed-out animal horn, but
increasingly crafted from metal in a wide variety of shapes,
a powder horn can hold up to 10 doses of black powder. A
powder horn protects black powder stored within in it from
exposure to fire, electricity, firearm misfires, and water,
and the narrow end of the horn is useful in funneling the
expensive powder carefully into the barrel of a firearm.

PROSTHETIC
Arm

WEIGHT 3 Ibs. PRICE 10 GP
Foot WEIGHT 2 Ibs. PRICE 1 GP
Hand WEIGHT 1 Ibs. PRICE 1 GP
Leg WEIGHT 6 Ibs. PRICE 20 GP

People who lose hands, arms, legs, or feet in combat

sometimes replace them with prosthetics: realistic simulations

of their missing limbs. Usually carved of wood and painted

to matchﬁthe wearer’s skin tone, these items have limited
e

functionality, allowing a legless person to walk at half speed,
or enabling an armless person to hold a shield in a fixed
position, but little more. Clever individuals have been known
to create small compartments in their prosthetics, just large
enough to hold very small objects. A prosthetic hand or foot
can hold an item with negligible weight, while a prosthetic
limb can hold up to 1 or 2 pounds.

PRICE 1 GP

PYROGRAPHY KIT WEIGHT 2 Ibs,

Also called a “woodburning kit,” this set of metal needles,
styluses, and brands is used to draw on leather or wood by
burning it. Using the kit requires a fire source; the needle or
stylus is heated in the fire and held in a thick leather handle,
then used like a pen.

’ PRICE 9 GP

RANGER s KIT WEIGHT 28 Ibs.
This includes a backpack, a bedroll, a belt pouch, a flint and
steel, iron pot, mess kit, rope, torches (10), trail rations (5 days),
and a waterskin.

PRICE 5 CP

RICE PAPER (SHEET) WEIGHT —

This sheet of paper is made of rice, straw, or tree bark. It has
hardness 0, 1 hit point, and a break DC of 2.

RIDING KIT

Common
Exotic mount

WEIGHT 54 Ibs. | PRICE 16 GP
WEIGHT 59 Ibs. | PRICE 36 GP

This kit includes a bit and bridle, a saddle, a saddle blanket,
saddlebags, and 2 days’ worth of feed for a mount. The weight
can be lightened 10 pounds by discarding the feed.

PRICE 50 GP

ROGUE’S KIT WEIGHT 37 Ibs.

This kit includes a backpack, a bedroll, a belt pouch, caltrops,
chalk (10), a flint and steel, a grappling hook, an iron pot,
a mess kit, a mirror, pitons (10), rope, soap, thieves’ tools,
torches (10), trail rations (5 days), and a waterskin.

PRICE 1 GP
WEIGHT 10 Ibs.
This 50-foot length of hemp rope has 2 hit points and can be
burst with a DC 23 Strength check.

PRICE 1 SP
WEIGHT 1/2 Ib.

This heavy canvas sack, useful for carrying
adventuring gear and other supplies,
holds about 4 cubic feet. A leather thong
threaded through loops at the bag’s end
allows it to be tied shut easily.
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PRICE 4 CP
WEIGHT 2 Ibs.

Saws can take many
different shapes,
from small carpentry
saws to the long,
two-handled saws used by lumberjacks. You can insert a saw
between a door and its frame to cut through wooden bolts
or bars, dealing 5 hit points per round plus your Strength
modifier to the sawed object as a full-round action. Hearing
the sawing requires a successful DC 10 Perception check.
Saws used to cut ice on rivers have a point on the end to
break through the ice before cutting.

PRICE +5 GP

SAWBACK SWORD BCE L

This is @ modification to any light or heavy blade rather than a
unique weapon type. The saw blade on the back of the sword
lets you use it to perform crude carpentry.

PRICE 2 GP
WEIGHT 1 Ib.

This soft leather case contains a vial for holding ink, an ink pen,
spare pen nibs, a small container of pigment for making ink, a
tiny knife for cutting quills into pens, a blotter, and a small ruler.

SCRIVENER'S KIT

PRICE 5 GP

PRICE 5 SP

SEWING NEEDLE WEIGHT —

This needle allows you to stitch together cloth, canvas, or
thin leather.

PRICE 500 GP
WEIGHT 2 Ibs.

A sextant is used to determine your latitude.
Using a sextant with an astrolabe gives you
a +4 circumstance bonus on Survival checks
made to prevent getting lost.

PRICE 15 GP

SHAVING KIT WEIGHT 1/2 Ib.

A shaving kit contains a straight razor, a whetstone, a small
mirror, a brush, a cup, and enough shaving powder to last a
Medium humanoid 50 shaves.

PRICE 1 GP

SHIELD SCONCE WEIGHT 1/2 b,

This metal frame holds a torch and is
designed to be strapped to the front of a
light, heavy, or tower shield, allowing you
to carry a torch without giving up your
shield or occupying your weapon hand.

SEXTANT

SCROLL BOX WEIGHT 1 b,

This wooden box easily holds 10 scrolls and has small clips or
bookmarks for easier indexing. Retrieving a scroll from a held
scroll box is @ move action. A scroll box has hardness 5, 5 hit
points, a break DC of 20. A scroll box is water-tight.

PRICE 1 GP
WEIGHT 1/2 |b.

A leather or wooden scroll
case easily holds four scrolls;
you can cram more inside,
but retrieving any of them becomes a full-round action
rather than a move action. You must destroy the scroll case
to damage its contents (hardness 2 for leather or 5 for wood,
2 hit points, break DC 15). A scroll case is not watertight, and
must still be protected from the elements.
PRICE 1 GP

This stick of red wax is used to seal envelopes, often using an
impression from a signet ring as proof they were sent by you.
PRICE 30 GP

SENTRY MANNEQUIN WEIGHT 35 Ibs.

After 5 minutes of assembly and coverage with the included
loose hood and baggy clothing, this wooden frame looks like a
vigilant humanoid figure. Creatures more than 30 feet distant
from it must succeed at a DC 10 Perception check in order to
realize it is not someone standing watch.
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Common
Folding

WEIGHT 8 Ibs. PRICE 2 GP
WEIGHT 12 Ibs. | PRICE 12 GP

This tool lets you dig a pit at a rate of 2 cubic feet per minute.
If a shovel is used in combat, treat it as a one-handed
improvised weapon that deals bludgeoning damage equal to
that of a club of its size.

Folding Shovel: A folding shovel is a full-sized shovel with
a sturdy sectional handle that folds into pieces no longer than
the shovel blade, allowing it to fit in a smaller space such as a
backpack. Converting the shovel from its folded state to usable
(or vice versa) is 2 full-round actions.

PRICE 1 GP

SIGNAL HORN WEIGHT 2 Ibs.

Sounding a horn requires a DC 10 Perform (wind instruments)
check and can convey concepts such as “Attack!”, “Help!”,
“Advance!”, “Retreat!”, “Fire!”, and “Alarm!” The report of a
signal horn can be clearly heard (Perception DC 0) up to a
half-mile distant. For each quarter-mile beyond, Perception
checks to hear the horn take a -1 penalty.

PRICE 8 SP
WEIGHT —

With a DC 5 Perform (wind
instruments) check, you can use
a whistle to signal the same sorts

i
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of situations as signal horns. A whistle’s piercing report can
be clearly heard (Perception DC 0) up to a quarter-mile
away. For each quarter-mile beyond, Perception checks to
hear a whistle take a -2 penalty. Silent whistles that only
animals and other creatures with keen hearing can hear

PRICE 10 GP

SMOKED GOGGLES R0 GP

These spectacles have lenses made of
smoked glass that help protect against
creatures with gaze attacks. You are
always treated as averting your gaze
when dealing with gaze attacks, and

also exist.
PRICE 5 GP

SIGNET RING CRIE O

This ring has an embossed design, typically a family crest or
official icon. You press a signet ring into softened wax to leave
an impression of this symbol.

PRICE 9 SP

SILENT WHISTLE ERCE2SP

Only animals and other creatures with keen hearing can hear
this whistle.

PRICE 10 GP
WEIGHT 5 Ibs.

This 50-foot length of silk rope has 4
hit points and can be broken with a DC
24 Strength check.

SILK ROPE

PRICE 85 GP

SKELETON KEY L

Many door locks have a similar design and thus can be
unlocked by a similar key. A skeleton key may be tried on
any standard door lock that uses a key, even if you don’t
have the Disable Device skill. You use the key’s Disable
Device bonus of +10 rather than your own total; you cannot
take 10 when using a skeleton key. The key only gets one
roll for any particular lock. If the roll fails, the key is unable
to open or close that lock. Inferior skeleton keys may only
have a +5 bonus.

SKILLET

Common WEIGHT 4 Ibs. PRICE 8 SP
Mithral WEIGHT 2 Ibs. | PRICE 2,001 GP

This 8-inch-diameter skillet has a long handle and feet so you
can rest it on a fire or hot coals. Adventurers prefer models
with a hinged handle that folds over the top of the skillet for
easier storage and transport. A mithral skillet is lighter and
food rarely sticks to it.

PRICE 1 GP

SLEDGE WEIGHT 10 Ibs.

This heavy, two-handed hammer is normally used in carpentry
and other construction tasks, and is also useful for driving in
tent stakes to help secure campsites in areas with strong winds.
If used in combat, treat it as an improvised earth breaker (see
PageRLl

you gain a +8 circumstance bonus on saving throws against
visual-based attacks (any attack that a blind creature would
be immune to). You take a -4 penalty on Perception checks
while wearing the goggles, and all opponents are treated as
having concealment (20% miss chance).

SNORKEL

Common WEIGHT — PRICE 5 SP
Masterwork WEIGHT — PRICE 5 GP

This waterproof wooden tube has a curved end with
a mouthpiece. When you hold the mouthpiece in your
mouth, the tube extends past your face and toward the
back of your head, allowing you to breathe indefinitely
when swimming facedown or barely submerged. If you
submerge the tip of the snorkel, it floods with water and
can’t be used to breathe until you clear the water from it
(requiring @ move action and full access to air). A typical
snorkel’s length is about 15 inches; any shorter than this
and it tends to fill with water when you swim, but any
longer and you’re not moving enough fresh air through the
snorkel to be effective.

Masterwork Snorkel: This snorkel has a valve at the top to
keep out of the water, keeping it from being flooded from
splashes or when you submerge. It also has a sump and
valve near your mouth, preventing water from reaching
your mouth and automatically draining excess water when
you surface.

PRICE 1 CP
WEIGHT 1/2 |b.

Most soap is made from animal fat and lye
: derived from ashes. You can use this thick
'.)-;«,_ block of soap to scrub clothes, pots, linens,
; adventurers, or anything else that might
be dirty. A bar of soap has approximately
50 uses.

Wy
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PRICE 8 GP

SORCERER’S KIT WEIGHT 19 Ibs,

This kit includes a backpack, a bedroll, a belt pouch, a flint and
steel, an iron pot, a mess kit, soap, torches (10), trail rations (5
days), and a waterskin.

PRICE 174 GP

SPELUNKING KIT WEIGHT 32 Ibs,

This kit holds equipment for exploring underground, consisting
of a lantern with 4 flasks of oil, a hammer and 8 pitons, 100
feet of silk rope, a grappling hook, and a climber’s kit.
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PRICE 100 GP

SPIDER’S SILK ROPE PR Loh

This 50-foot length of rope is woven
of strands of silk from monstrous
spiders. Rare to virtually nonexistent
on the surface world, it is commonly
used by the dark elves, though shorter
spider’s silk rope scraps (generally no
more than 10 feet long) occasionally appear among goblins.
Spider’s silk rope has 6 hit points and can be broken with a
DC 25 Strength check.

PRICE 1,000 GP

Masterwork Stilts: These stilts strap to your feet and legs,
allowing you to use your hands for other tasks without
penalty. Walking on masterwork stilts requires a DC 10
Acrobatics check. Attaching or removing a masterwork stilt
is a full-round action.

PRICE 10 GP
WEIGHT 1 Ib.

This little metal container holds a
waxy fuel that creates enough heat
to cook with but only as much light
as a candle. To snuff the flame, close
the metal lid on the container; it cools

WEIGHT 1 Ib.

Objects viewed through a
spyglass are magnified to
twice their size. Characters
using a spyglass take a -1
penalty on Perception skill checks per 20 feet of distance to
the target, if the target is visible.

PRICE 1 GP

STATIONERY WEIGHT —

Generally used only by the wealthy, fancy stationery is a finer-
quality 9-inch-by-6-inch paper, often embossed or engraved
with the owner’s personal seal.

WEIGHT 10 Ibs. [ PRICE 2 SP
WEIGHT 10 Ibs. | PRICE 5 GP

This item consists of a pair of wooden poles with a footrest
halfway up. By standing on the footrests and holding the
tops of the poles you can avoid certain ground-based
threats to your feet. For example, you can use stilts to cross
water without getting wet, but you would still activate a
trap that triggers when you walk in a certain area. Using
stilts reduces your base speed from 30 feet to 20 feet, or
from 20 feet to 15 feet. You can hop off your stilts as a
move action, or as a free action with a successful DC 10
Acrobatics check.

You must use both your hands to walk with stilts. Walking
with stilts requires a DC 5 Acrobatics check for each move.
Failing this check means you do not move for that move
action; failing by 5 or more means you fall off the stilts.
If you want to use one hand for something else while
standing on stilts, you must succeed at a DC 10 Acrobatics
check or lose the action; if you want to use two hands, the
DC increases to 20.

Stilts for a Medium creature raise you 2 feet above the
ground; stilts for a Small creature raise you 1 foot from the
ground. You can use taller stilts, but each additional foot of
elevation increases the Acrobatics DCs of using stilts by +5. A
stilt has hardness 5 and 10 hit points. If you only have one
stilt, your speed drops to 5 feet because you can only hop
rather than walk.

Common
Masterwork
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enough that it can be carried in a few minutes. Each lasts 5
hours (enough to cook about 10 meals).
PRICE 1 CP

STRING OR TWINE WEIGHT 1/2 b,

Sold in balls or spools of 50 feet, string
and twine are useful for rigging traps
and alarms and are a vital component
of grappling bolts and arrows. String or
twine has hardness 0, 1 hit point, and a
break DC of 14.

PRICE 8 GP

SUMMONER’S KIT WEIGHT 19 Ibs,

This kit includes a backpack, a bedroll, a belt pouch, a flint and
steel, an iron pot, a mess kit, soap, torches (10), trail rations (5
days), and a waterskin.

U )

WEIGHT 4 Ibs. PRICE 5 GP
WEIGHT 5 Ibs. PRICE 50 GP

A survival kit provides the necessary tools for day-to-day
existence in a temperate wilderness. It typically contains a
flint and steel, a mess kit, two waterskins (enough to hold
water for 1 person for 1 day), very basic maps showing major
landmarks, and a small utility knife.

A masterwork survival kit contains higher quality gear
and a guide to identifying flora and fauna. It grants you
a +2 circumstance bonus on Survival checks to get along
in the wild, deal with severe weather, keep from getting
lost, avoid natural hazards such as quicksand, and predict

the weather.
PRICE 20 GP

SWARMSUIT WEIGHT 10 Ibs,

These heavy and overlapping layers of clothing, coupled with
a wide hat outfitted with a dense, veil-like netting around
its brim, makes it all but impossible for Diminutive and Fine
creatures to make physical contact with your body. Wearing
a swarmsuit cuts your speed in half, but gives you DR 10/—
against swarms of Fine creatures and DR 5/— against swarms
of Diminutive creatures.

Common
Masterwork
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PRICE 1 CP - 20 GP
WEIGHT —

The price of a tattoo depends on the quality, size, and number
of colors used. A coin-sized tattoo in blue ink that will blur
over a decade costs 1 cp, a hand-sized one in black ink that
won’t fade costs 1 sp, and a tattoo covering an entire back
takes several sessions and costs 10 gp. Each additional color
costs as much as a single tattoo of its size. While these prices
represent the baseline, tattoos—like any other artwork—can
be worth far more depending on the prestige of the artist.

TATTO0

PRICE 1 5P

TEAPOT WEIGHT 1 Ib.

This is a small spouted pot for cooking tea. It includes a lid and
a strainer, and can make four cups of tea at a time.

TENT

Small WEIGHT 20 Ibs. | PRICE 10 GP
Medium WEIGHT 30 Ibs. [ PRICE 15 GP
Large WEIGHT 40 Ibs. | PRICE 30 GP
Pavilion WEIGHT 50 Ibs. [ PRICE 100 GP

Tents come in a variety of sizes
and accommodate between one
and 10 people. A small tent holds
one Medium creature and takes 20
minutes to assemble, a medium
tent holds two creatures and takes
30 minutes, a large tent holds four
creatures and takes 45 minutes, and a pavilion holds 10
creatures and takes 90 minutes (two Small creatures count
as a Medium creature, and one Large creature counts as
two Medium creatures). Pavilion tents are large enough to
accommodate a small fire in the center. Packing up a tent

PRICE 50 GP
WEIGHT 2 |bs.
Each of these books references
a specific language and has two
sections. The first presents a wide
variety of useful phrases and words
in Common (arranged by category)
followed by a phonetic representation
of the same in the language that the book deals with.
The second section provides an alphabetical (by phonetic
spelling) collection of words and phrases in the second
language and their approximate Common translation. Using
this book does not grant a bonus on rolls to communicate, but
at the GM’s discretion it can negate or reduce a penalty if the
other creature is patient enough to wait for the translation.

DICTIONARY

PRICE 30 GP

TROLL SLAYER'S KIT WEIGHT 17 Ibs.

This kit includes 1 vial of alchemist’s fire, 1 flask of acid, 10
torches, one tindertwig, and 5 flasks of oil.

PRICE 402 GP

UNDEAD SLAYER'S KIT WEIGHT 7 Ibs,

This kit includes a wooden holy symbol, a necklace of garlic
bulbs, a hammer, a wooden stake, 2 flasks of holy water,
one sunrod, a potion of lesser restoration, and a potion of
protection from evil.

PRICE 1 GP

VIAL WEIGHT —

A vial is made out of glass or steel and holds 1 ounce of liquid.

| R(]
common WEIGHT 5 Ibs. PRICE 1 GP
Mithral WEIGHT 2-1/21bs. | PRICE 2,501 GP

takes half as long as assembling it.
PRICE 50 GP

THURIBLE WEIGHT 3 Ibs.

When filled with coal and common herbs worth 2 sp, this
miniature brazier fills an area 30 feet in diameter with light
smoke for 1 hour. Any creature in the area of this smoke
gains a +2 circumstance bonus on Fortitude saves to resist
inhaled diseases.

PRICE 1 CP

TORCH WEIGHT 1 Ib.
A torch burns for

h 1 hour/ Shedding
normal light in a

20-foot radius and increasing the light level by one step for
an additional 20 feet beyond that area (darkness becomes
dim light and dim light becomes normal light). A torch does
not increase the light level in normal light or bright light. If a
torch is used in combat, treat it as a one-handed improvised
weapon that deals bludgeoning damage equal to that of a
gauntlet of its size, plus 1 point of fire damage.

This pair of hinged metal plates is decorated with studs to
add texture to the pastry cakes you cook with it. You pour
batter on it, close it, and place it on a fire or stove to cook.
Some waffle irons have plates that imprint the waffle with a
noble’s coat of arms, a religious symbol, or a country’s flag.
A mithral waffle iron almost always bears a specific insignia
rather than the generic waffle pattern. As with other mithral
cookware, food rarely sticks to a mithral waffle iron.

PRICE 1,000 GP

WATER CLOCK WEIGHT 200 Ibs.

This large, bulky contrivance gives the time accurately to
within half an hour per day since it was last set. It requires
a source of water, and it must be kept still because it marks
time by the requlated flow of droplets of water.

PRICE 5 SP

WATERPROOF BAG WEIGHT 1/2 Ib.

This leather sack sealed with tar or pitch keeps delicate
items from being ruined by water. Items kept inside remain
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relatively dry, making the bag ideal for carrying maps,

ADVENTURING
GEAR

PRICE 5 GP

scrolls, spellbooks, and the like, although the bag is not WEIGHT 1/2 Ib. %
impervious and can only be completely immersed for 10 This 6-foot length of copper wire is strong and flexible. By W

rounds before enough water seeps in to ruin such items. attaching it to two pitons or iron spikes across an area, you can TRANSPORTS
create a simple tripwire trap. N .
WATERPROOF LANTERN At s

Type mechanical; Perception DC 15; Disable Device DC 10 ENTERTAINMENT

Meant to shelter its flame from both water and wind, this EFFECTS AND TRADE GOODS
lantern treats severe winds as strong winds, windstorms Trigger location; Reset automatic _‘W

as severe winds, and hurricanes as windstorms for the Effect trip combat maneuver +5 (+10 if the target is running) AND DRINK
purpose of determining whether they extinguish its flame. TOM

It holds enough air to burn underwater for 5 rounds before > | ~ SERVICES
oing dark. T P ]

" 1 Common WEIGHT — PRICE 30 GP ALEHEMICAL
PRICE 1 GP Adamantine WEIGHT — PRICE 150 GP _—

WATERSKIN WEIGHT 4 |bs. This flexible saw consists of an abrasive wire hooked to %

[ This bag is made of an animal bladder or two metal rings. By feeding the wire around a deadbolt ALCHEMICAL

treated leather. It is watertight and holds or small door bar, you can use the rings to quietly saw ~ WEAPONS

about 1/2 gallon of liquid. The listed weight
is for a waterskin full of water; empty, it
weighs about 2 pounds.

PRICE 15 GP

WAX KEY BLANK WEIGHT 1/2 b,

This two-sided case contains a soft
wax that readily takes and keeps
an impression of an object pressed
between the two halves, creating
an excellent mold of the item. A
skilled artisan may then make a copy of the item from
the mold (destroying the mold in the process). Making
an impression surreptitiously requires a DC 25 Sleight of

Hand check.
PRICE 1 SP

WEAPON CORD PRICELSP

Weapon cords are 2-foot-long leather straps that attach
your weapon to your wrist. If you drop your weapon or are
disarmed, you can recover it as a move action, and it never
moves any farther away from you than an adjacent square.
However, you cannot switch to a different weapon without
first untying the cord (a full-round action) or cutting it (a
move action or an attack, hardness 0, 1 hit point). Unlike
with a locked gauntlet, you can still use a hand with a
weapon cord, though a dangling weapon may interfere with
finer actions.

PRICE 2 CP
WEIGHT 1 Ib.

A whetstone allows
you to sharpen a
blade by sliding it
against the stone at a precise angle. Honing a blade with a
whetstone requires about 15 minutes of work and grants the
weapon a +1 bonus on your damage roll the first time you hit
with it. This only works on nonmagical blades.

paizo.com #2170696, Kevin Athey <drizztdn@gmail .com> ,Jun19,2097 §

through the obstruction. The saw takes 10 minutes to cut
through a 2-inch piece of wood or a 1-inch iron bar. A wire
saw can cut through items with hardness 10 or less. After
five uses, the abrasive wire is worn smooth and must be
replaced (costing 25 gp).

Adamantine Wire Saw: This works twice as fast as a normal
saw when cutting materials with hardness 10 or less, or at
normal speed when cutting materials with hardness 11-20.
Replacing an adamantine wire saw’s wire costs 145 gp.

PRICE 21 GP

WITCH'S KIT WEIGHT 21 Ibs.

This kit includes a backpack, a bedroll, a belt pouch, candles
(10), chalk (10), a flint and steel, ink, an inkpen, an iron pot,
a mess kit, soap, a spell component pouch, torches (10), trail
rations (5 days), and a waterskin.

PRICE 21 GP

WIZARD’S KIT WEIGHT 21 Ibs.

This kit includes a backpack, a bedroll, a belt pouch, a flint
and steel, ink, an inkpen, an iron pot, a mess kit, soap, a spell
component pouch, torches (10), trail rations (5 days), and a
waterskin. The kit does not contain a spellbook because a
wizard begins play with a spellbook and does not need to
purchase one.

PRICE 1 GP

WRIST SHEATH WEIGHT 1 Ib.

This is a sheath designed to be strapped to your forearm and
hidden under a long sleeve. The sheath can hold one forearm-
length item, such as a dagger, dart, or wand, or up to five
arrows or crossbow bolts. As a move action, you can bend
your wrist to cause some or all of these items to drop into
your hand (provoking attacks of opportunity as normal). You
have a +2 bonus on Sleight of Hand checks made to oppose
the Perception check of someone observing or frisking you to
determine items in the sheath. You can only wear one wrist
sheath per arm.
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ULTIMATE EQUIiPMENT

TOOLS AND SKILL KITS

These items are particularly useful to characters with

certain skills and class abilities.
PRICE 2 GP

ABACUS WEIGHT 2 Ibs.

This device helps you perform mathematical calculations.

PRICE 200 GP
WEIGHT 40 Ibs.

This lab is used for making alchemical
items, and provides a +2 circumstance
bonus on Craft (alchemy) checks. It
has no bearing on the costs related
to the Craft (alchemy) skill. Without
this lab, a character with the Craft
(alchemy) skill is assumed to have enough tools to use the
skill but not enough to get the +2 bonus that the lab provides.

ALCHEMIST'S LAB

PRICE 25 GP

ALCHEMY CRAFTING KIT WEIGHT 5 Ibs.

An alchemist with an alchemy crafting kit is assumed to
have all the material components needed for his extracts,
mutagens, and bombs, except for those components that have
a specific cost. An alchemy crafting kit provides no bonuses on
Craft (alchemy) checks. (This item was called an “alchemist’s
kit” in the Advanced Player’s Guide, and was renamed to avoid
confusion with this book'’s pre-selected set of adventuring gear
called an “alchemist’s kit.”)

PRICE 100 GP

ANTIDOTE KIT WEIGHT 3 Ibs.

This small box contains a wide variety of remedies and
treatments against not only specific poisons but also their
most common methods of delivery, including such things
as purgatives to eliminate ingested toxins. It grants a +3
circumstance bonus on Heal checks made to treat poison. An
antidote kit is exhausted after 10 uses.

PRICE5 GP
ANVIL WEIGHT 10-100 Ibs.

While anvil sizes vary depending on the type of smithing for
which they are used, all anvils have the same basic shape and
construction. Blacksmith anvils are much heavier and larger
(100 pounds) than farrier anvils (50 pounds), which in turn are
much bigger than silver- or goldsmith anvils (10 pounds). Many
metalworking tasks are impossible without the proper anvil.

ARTISAN’S TOOLS

Common WEIGHT 5 |bs.

PRICE 5 GP
WEIGHT 5 Ibs. PRICE 55 GP

These special tools include the items needed to pursue any
single craft. Without them, you have to use improvised tools
(=2 penalty on Craft checks), if you can do the job at all.

Masterwork

Masterwork Artisan’s Tools: These tools serve the same
purpose as artisan’s tools, but masterwork artisan’s tools are
the perfect tools for the job, so you get a +2 circumstance
bonus on Craft checks made with them.

PRICE 8 SP

BALANCING POLE WEIGHT 12 Ibs,

This flexible pole can be anywhere from 15 to 30 feet in length.
When used properly, it helps you keep your balance when
crossing narrow walkways. Using a balancing pole grants you a
+1 circumstance bonus on Acrobatics checks made to traverse
a narrow surface.

PRICE 2 GP

BEAR TRAP WEIGHT 10 Ibs.

Although intended for trapping large animals, bear traps work
as well for trapping humanoids or monsters. The hinged jaws
of the trap are attached to a chain, which in turn is secured
to a spike driven into the ground to ensure that the victim
cannot simply crawl away. Prying open the jaws or pulling
the spike from the ground requires a DC 20 Strength check.
BEAR TRAP CR1
Type mechanical; Perception DC 15; Disable Device DC 20
EFFECTS
Trigger location; Reset manual
Effect Atk +10 melee (2d6+3); sharp jaws spring shut around
the creature’s ankle and halve the creature’s base speed (or
hold the creature immobile if the trap is attached to a solid
object); the creature can escape with a DC 20 Disable Device
check, DC 22 Escape Artist check, or DC 26 Strength check.

PRICE 1 GP

BELLOWS WEIGHT 3 Ibs.

Bellows are useful for starting fires, providing a +1 circumstance
bonus on Survival checks to start or maintain fires.

PRICE 80 GP

CLIMBER’S KIT WEIGHT 5 Ibs.

These crampons, pitons, ropes, and other tools give you a +2
circumstance bonus on Climb checks.

PRICE 50 GP

DISGUISE KIT WEIGHT 8 Ibs.

This kit contains tools like makeup and fake facial hair, and
provides a +2 circumstance bonus on Disguise checks. A
disquise kit is exhausted after 10 uses.

PRICE 50 GP

FOOTPRINT BOOK WEIGHT 3 Ibs.

This 50-page tome contains accurate drawings of common
animal, humanoid, and monster tracks, as well as notes on
stride length, tread depth, and similarly useful information. The
book gives you a +2 circumstance bonus to identify a creature
by its tracks, though the use of shoes makes identifying many
humanoids difficult or impossible. Though the book can’t help
you identify unique individuals, it can help you tell an ogre’s
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footprint from a troll’s footprint, or an elf’s track from an orc’s.
Books sold in different areas may have different footprints,
depending on what creatures are common to that location.

PRICE 200 GP

FORGER'S KIT WEIGHT 6 Ibs.

These inks, pens, papers, templates for certificates, and tools
for modifying or copying official seals facilitates the creation of
counterfeit documents. It grants a +2 circumstance bonus on
Linguistic checks made for the purpose of making forgeries.

PRICE 15 GP

FORMULA BOOK WEIGHT 3 Ibs.

A formula book has 100 pages of parchment, and each
alchemical extract formula takes up one page per extract level. A
newly purchased formula book contains no extract formulas. An
alchemist character begins play with a formula book containing
the extract formulae he knows (Advanced Player’s Guide 32).
This is the alchemist equivalent of a spellbook for wizards (a
spellbook and a formula book are essentially the same item).

FORTUNE-TELLER’S DECK

Common WEIGHT 1/2 |b. PRICE 1 GP
Quality WEIGHT 1 |b. PRICE 25 GP
Masterwork WEIGHT 1 |b. PRICE 50 GP

This deck of illustrated cards is used by
those in tune with the spirit world to
predict the future—and by charlatans
to take money from the gullible.
A common deck only has simple
drawings on simple wooden plaques.
A quality fortune-teller’s deck usually
consists of wooden plaques with painted color images; it
is suitable as a focus for the augury spell, and provides a +1
circumstance bonus on Profession (fortune-teller), Profession
(medium), and similar Profession checks. A masterwork fortune-
teller’s deck may be wood, ivory, or even metal, with painted or
carved images, and is often highlighted with gold inlays or tiny
gems; it has all the benefits of a quality deck, except it provides
a +2 circumstance bonus on the listed skill checks.
PRICE 50 GP

HEALER'S KIT WEIGHT 1 b,

= This collection of bandages
and herbs provides a +2
circumstance bonus on Heal
checks. A healer’s kit is
exhausted after 10 uses.
PRICE 15 GP

JUGGLER’S KIT WEIGHT 10 Ibs.

This kit includes multiple sets of well-balanced objects, such as
balls, clubs, knives, rings, and torches. It provides a +1 bonus on
Perform (act or comedy) checks and checks involving juggling.

TABLE 2-2: TOOLS AND SKILL KITS

ITEM PRICE WEIGHT
Abacus 2.gp 2 Ibs.
Alchemist’s lab 200 gp 40 Ibs.
Alchemy crafting kit 25gp 50 Ibs.
Antidote kit 100 gp 3 Ibs.
Anvil 5gp 10-100 Ibs.
Artisan’s tools, common 5gp 5 Ibs.
Artisan’s tools, masterwork 55 gp 5 Ibs.
Balancing pole 8sp 12 Ibs.
Bear trap 2.gp 10 Ibs.
Bellows 1gp 3 Ibs.
Climber’s kit 80 gp 5 Ibs.”
Disguise kit 50 gp 8 Ibs.”
Footprint book 50 gp 3 Ibs.
Forger’s Kit 200 gp 6 Ibs.
Formula book 15 gp 3 Ibs.
Fortune-teller’s deck, common 1gp 1/2 Ib.
Fortune-teller’s deck, quality 25 gp 1lb.
Fortune-teller’s deck, masterwork 50 gp 1lb.
Healer’s kit 50 gp 11b.
Juggler’s kit 15 gp 10 Ibs.”
Leeching kit 5gp 5 Ibs.
Mapmaker’s kit 10 gp 2 Ibs.
Masterwork tool 50 gp 11b.
Merchant’s scale 2.gp 11b.
Midwife’s kit 10 gp 2 Ibs.
Musical instrument, common 5gp 3 Ibs.®
Musical instrument, masterwork 100 gp 3 Ibs.®
Parasol 1gp 2 Ibs.
Parasol (umbrella) 2gp 3 Ibs.
Portable alchemist’s lab 75 gp 20 Ibs.
Portable altar 250 gp 40 Ibs.
Portrait book 10 gp 3 Ibs.
Spell component pouch 5gp 2 Ibs.
Spellbook 15 gp 3 Ibs.
Stretcher 1gp 10 Ibs.
Surgeon’s tools 20 gp 5 Ibs.”
Symptom kit 25gp 5 Ibs.
Thieves’ tools, common 30gp 11b.
Thieves’ tools, masterwork 100 gp 2 Ibs.
Traveling formula book 10 gp 1lb.
Traveling spellbook 10 gp 1lb.
Veterinarian'’s kit 25gp 11b.

“ These items weigh one-quarter this amount when made for
Small characters.
PRICE 5 GP

LEECHING KIT WEIGHT 5 Ibs.

This sturdy ceramic jar has a heavy lid with a few
tiny holes to let air in. It is normally half-filled
with water and contains four adult leeches, each
about 6 inches long. A leeching kit grants you a
+2 circumstance bonus on Heal checks to treat
poison. Used for medicinal bloodletting, a leech
can survive for 6 months between feedings.
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ULTIMATE EQUIiPMENT

PRICE 10 GP
WEIGHT 2 Ibs.

This small kit contains a simple slate with a grid carved into
its surface and a number of differently colored pieces of
chalk. If you use this kit to draw a map as you travel, you
receive a +2 circumstance bonus on Survival skill checks to
avoid becoming lost.

MAPMAKER'S KIT

PRICE 50 GP
WEIGHT 1 Ib.

This tool is perfect for its
intended job. It grants a +2
circumstance bonus on a
related skill check (if any).
The bonuses provided by
multiple masterwork items
do not stack.

Several common items already count as masterwork
tools for particular skills. These are the alchemist’s lab,
climber’s kit, disquise kit, healer’s kit, masterwork musical
instrument, and masterwork thieves’ tools. Therefore, there
is no masterwork climber’s kit, masterwork healer’s kit, and
so on—those items are already the best available for general
checks with the relevant skill.

Some skills have no appropriate tool or masterwork tool—
no nonmagical item exists that grants a bonus for all uses
of that skill. For example, just because a certain perfume is
favored by local nobles (granting a +2 circumstance bonus
on Diplomacy checks to influence them) doesn’t mean that
perfume has the same effect on a member of the thieves’
quild, a foreign berserker, or a medusa. Likewise, just because
a fake beard woven by dwarves out of the beards of famous
dwarves may grant a +2 circumstance bonus on Use Magic
Device checks to emulate the dwarven race doesn’t mean the
beard has any effect on using that skill to activate elven items
or paladin items, or to decipher a written spell.

Individual GMs may want to allow masterwork tools for
other skills at the listed cost. The circumstance bonus for
such a tool should never be more than +2. The tool should
either have a limited number of uses (such as the disquise
and healer’s kits) or only apply to certain aspects of the skill
(such as the balancing pole’s bonus on Acrobatics checks to
traverse a narrow surface or the magnifying glass’s bonus on
Appraise checks for detailed items).

MASTERWORK TOOL

PRICE 2 GP
WEIGHT 1 Ib.

A merchant’s scale is a simple lever on
a fulcrum, from which two trays hang.
It grants a +2 circumstance bonus
on Appraise checks involving items
that are valued by weight, including
anything made of precious metals.

MIDWIFE’S KIT

PRICE 10 GP
WEIGHT 2 Ibs.
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This kit is used by midwives to care for pregnant women
and to deliver babies. Each kit contains herbs to treat
common conditions during pregnancy, salves for aches and
distended skin, swaddling cloths, a small but sharp knife for
cutting an umbilical cord, powder for cleaning the newborn,
bandages, a needle, and thread. Using the kit gives you a
+4 circumstance bonus on Heal checks when dealing with
humanoid pregnancy or birth. You may use it for other
kinds of pregnant or birthing creatures (such as animals or
monstrous humanoids), but it only gives a +2 bonus on such
Heal checks. A midwife’s kit is exhausted after 10 uses.

MUSICAL INSTRUMENT

Common WEIGHT 3 Ibs. PRICE 5 GP
Masterwork WEIGHT 3 Ibs. PRICE 100 GP

If you want to perform using a Perform
skill associated with amusicalinstrument
(keyboard, percussion, string, or wind),
you must have an appropriate musical
instrument; otherwise you can't use the
skill. The listed cost and weight is for a
typical small instrument you could carry
by hand, such as a drum, lyre, bell, harp,
or flute; larger instruments such as a
cello or piano are of course larger and
more expensive.

Masterwork Musical Instrument: This
high-quality instrument grants a +2 circumstance bonus on
Perform checks made to perform with the instrument.

PARASOL

Parasol WEIGHT 2 |bs. PRICE 1 GP
Umbrella WEIGHT 3 |bs. PRICE 2 GP
This  folding  umbrella is

translucent and not waterproof.
It cuts down on the heat from
direct sunlight. In very hot
conditions where the sun is a
factor (such as a desert), it gives
you a +1 circumstance bonus on
your hourly Fortitude saves against heat, and reduces the
damage from a failed save by 1 hit point (minimum 1). It
provides insufficient protection in conditions of severe or
extreme heat. You must hold a parasol in one hand and use
it to shade yourself from the sun. Alternatively, you can hold
the parasol and use it to shade another creature of your size
or smaller. The listed price is for a simple, functional parasol
made of fabric or lacquered paper. A parasol used as a
fashion accessory can be far more expensive, depending on
the materials used, and can cost from 1 gp to 10 gp.

Umbrella: An umbrella is a heavier, waterproof parasol
made of oiled or waxed cloth. It is intended to keep you dry in
the rain or snow, but can still protect against sunlight just like
a standard parasol.
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PRICE 75 GP

PORTABLE ALCHEMIST'S LAB purrrrerepraree

This compact version of a full-
sized alchemist’s lab provides a
+1 circumstance bonus on Craft

(alchemy) checks.
PRICE 250 GP

PORTABLE ALTAR WEIGHT 20 [bs.

Portable altars are typically made of wood and are ornately
carved and decorated with the religious iconography of a
specific religion. The top of the altar lifts up, and items such
as candles, incense, and oil can be stored within. These
altars are modest, but give traveling priests a center from
which to say their daily prayers, perform minor rituals, or
preach to an assembled crowd.

PRICE 20 GP

SURGEON’S TOOLS WEIGHT 5 Ibs,

When used in conjunction with a healer’s kit, surgeon’s tools
raise the kit's bonus to a +3 circumstance bonus on Heal checks
to treat wounds or deadly wounds.

PRICE 25 GP

SYMPTOM KIT WEIGHT 5 Ibs.

This small wooden box has many tiny compartments filled
with items useful if you want to feign a sickness, as well as a
handy reference book outlining common indicators for some of
the more feared virulent diseases. The kit includes such things
as false pustules, pills that cause the person chewing them
to foam at the mouth, and herbal concoctions designed to
induce fevers or vomiting. Using a symptom kit grants you a +5
circumstances bonus on Disguise checks made for the purpose
of simulating illness. A symptom kit is exhausted after 10 uses.

THIEVES’ TOOLS

PRICE 10 GP
PURTRAIT BUUK WEIGHT 3 Ibs. Common WEIGHT 1 |b. PRICE 30 GP
This 100-page book contains face drawings of male and female WEIGHT 2 [bs. PRICE 700 GP

dwarves, elves, gnomes, half-elves, half-orcs, halflings, and
humans. By selecting an appropriate drawing and adding
hair, a beard, or other small features such as moles or scars,
even a poor artist can quickly create a reasonable likeness of
a specific person—for example, an inquisitor making wanted
posters of a half-elven witch.

PRICE 5 GP

SPELL COMPONENT POUCH WEIGHT 2 Ibs.

A spellcaster with a spell component
pouch is assumed to have all the material
components and focuses needed for
spellcasting, except for components that
have a specific cost, divine focuses, and
focuses that wouldn't fit in a pouch. Most
spell component pouches are waterproof and can be strung
onto a belt or bandolier.
PRICE 15 GP

SPELLBOOK WEIGHT 3 Ibs.

A spellbook has 100 pages
of parchment, and each spell
takes up one page per spell
level (one page each for 0-level
spells). A newly purchased
spellbook contains no spells. A
wizard character begins play with a spellbook containing the

spells he knows (Core Rulebook 79).
PRICE 1 GP

STRETCHER WEIGHT 10 Ibs.

A stretcher allows two people to share the burden of carrying
one heavy object. You can also use it to drag a load you couldn’t
carry on your own. A stretcher holds up to 300 pounds.

Masterwork

This kit contains lockpicks and other
tools you need to use the Disable
Device skill. Without these tools, you
must use improvised tools, and you
take a -2 circumstance penalty on

Disable Device checks.

Masterwork Thieves’ Tools: This kit contains extra tools and
tools of better make, which grant a +2 circumstance bonus on
Disable Device checks.

PRICE 10 GP

TRAVELING FORMULA BOOK WEIGHT 11b.

This is the alchemist equivalent of a traveling spellbook for
wizards (a traveling formula book and a traveling spellbook
are essentially the same item).

PRICE 10 GP

TRAVELING SPELLBOOK WEIGHT 1 b,

A traveling spellbook is less cumbersome than a normal one,
but holds fewer spells. It has 50 pages. Some wizards prefer
to travel with a smaller spellbook, omitting specialized spells
that are rarely used on adventures. Others hide a traveling
spellbook containing their most important spells, just in case.

PRICE 25 GP

VETERINARIAN’S KIT WEIGHT 11D,

This item is the equivalent of a healer’s
kit, except its materials are especially
suitable for treating common animals
(cats, dogs, goats, oxen, sheep, and
so on). It provides a +3 circumstance
bonus on Heal checks to treat animals,
but only a +1 circumstance bonus on Heal checks on other
creatures. A veterinarian’s kit is exhausted after 10 uses.
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AINIMALS, MOUNTS, AIND RELATED GEAR

The following animals, mounts, and related gear can
be found in most large cities. Based on its location, a
settlement might not have all of these animals or related
gear available at a given time (as the GM deems fit).

The tables for this section are split up into five
categories: Pets and Familiars, Guard and Hunting
Animals, Farm and Work Animals, Mounts, and Animal-
Related Gear. Animals that fit into more than one

category appear on multiple lists.
PRICE 2 GP

ANIMAL HARNESS WEIGHT 2 Ibs.

This leather or hemp harness allows a holder to restrain
and control a domesticated animal. A harness is standard
equipment for anyone trying to teach an animal tricks with the
Handle Animal skill. Ready-made harnesses are available in
most markets for common domesticated animals such as cats,
dogs, horses, and oxen, but harnesses can be made for nearly

any creature.
PRICE 1,500 GP

AXE BEAK (COMBAT TRAINED) purrrereryares

These Large avian predators are sometimes used as hunting
animals but are prized as mounts. More information on these

creatures can be found in Bestiary 3.
PRICE 1,000 GP

AXE BEAK EGG WEIGHT 10 Ibs.

Axe beaks raised from eggs are easily trained as mounts or

used as livestock.
PRICE 15 GP

BADGER WEIGHT 20 Ibs.

These fierce, burrowing creatures are only rarely kept as pets.
More information on badgers can be found in Bestiary 2.

PRICE varies

BARDING

WEIGHT varies

Barding is a type of armor that
covers the head, neck, chest,
body, and possibly legs of a horse
or other mount. Barding made of
medium or heavy armor provides
better protection than light
barding, but at the expense of speed. Barding can be made of
any of the armor types found on Table 1-1: Armor and Shields.
Armor for a horse (a Large non-humanoid creature) costs
four times as much as armor for a human (2 Medium humanoid
creature) and also weighs twice as much (see Table 1-2: Armor for
Unusual Creatures). If the barding is for a pony or other Medium
mount, the price is only double, and the weight is the same as for
Medium armor worn by a humanoid. Medium or heavy barding
slows a mount that wears it, as shown on the table below.
Flying mounts can't fly in medium or heavy barding.
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TABLE 2-3: PETS AND FAMILIARS

ANIMAL PRICE WEIGHT
Badger 15 gp 20 Ibs.
Bat 5gp 11b.
Cat 3¢p 8 Ibs.
Cat, hunting 100 gp 100 Ibs.
Centipede, house 1cp 3 0z.
Crab 20 gp 5-7 Ibs.
Dog, lap 15 gp 5 Ibs.
Donkey rat 1gp 50 Ibs
Fox 8 gp 12 Ibs.
Goat 1-6 gp 50 Ibs.
Hedgehog 5gp 3 Ibs.
Lizard 5cp 2 0z.
Monkey 3gp 5 Ibs.
Octopus 25gp 2 Ibs.
Otter 20 gp 10 Ibs.
owl 20 gp 1-3 Ibs.
Parrot 50 gp 4 1bs.
Pig 3-10 gp 100-300 Ibs.
Pseudodragon 200 gp 7 Ibs.
Rabbit 2gp 3 Ibs.
Raccoon 5gp 7 Ibs.
Rat 1cp 11b.
Rat, dire 5gp 50 Ibs.
Raven 2gp 3 Ibs.
Scorpion, greensting 15 gp 9 oz.
Skunk 10 gp 10 Ibs.
Snake, constrictor 5gp 60 Ibs.
Snake, viper 5gp 10 oz.
Squirrel, common 1gp 2 Ibs.
Squirrel, flying 20 gp 11b.
Spider 25gp 8 oz.
Stirge 20 gp 11b.
Thrush 1sp 7 oz.
Toad 2¢p 7 oz.
Turtle 3gp 4 Ibs.
Weasel 2gp 8 0z.

Removing and fitting barding takes five times as long as
the figures given on Table 1-3: Donning Armor. A barded
animal cannot be used to carry any load other than a rider,
and normal saddlebags.

BASE SPEED
BARDING (40 FT.) (50 FT.) (60 FT.)
Medium armor 30 ft. 35 ft. 40 ft.
Heavy armor 30 ft.” 35 ft.* 40 ft.”

“ Amount wearing heavy armor moves at only triple its normal
speed when running instead of quadruple.

PRICE 5 GP

BAT WEIGHT 1 |b.
These Diminutive rodents are nocturnal fliers that eat insects
and fruit. They rely primarily on sound to navigate rather than
sight. They are absent only in desert and arctic regions. Some
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TABLE 2-4: GUARD AND HUNTING ANIMALS

ANIMAL PRICE WEIGHT ANIMAL PRICE WEIGHT
Axe beak (combat trained) 1,500 gp 500 Ibs. Hippogriff egg 200 gp 10 Ibs.
Axe beak egg 1,000 gp 10 Ibs. Horse
Cat, hunting 100 gp 100 Ibs. Horse, heavy 200 gp 2,000 Ibs.
Dog, guard 25gp 25 Ibs. Horse, heavy (combat trained) 300 gp 3,000 Ibs.
Falcon 40 gp 2 Ibs. Horse, light 75 gp 900 Ibs.
Hawk 18 gp 2 Ibs. Horse, light (combat trained) 110 gp 1,200 Ibs.
owl 20 gp 1-3 Ibs. Pony 30gp 800 Ibs.
Pseudodragon 200 gp 7 Ibs. Pony (combat trained) 45 gp 900 Ibs.
Stirge 20 gp 11b. Mastodon 2,000 gp 8 tons
TABLE 2-5: FARM AND WORK ANIMALS TABLE 2-7: ANIMAL-RELATED GEAR
ANIMAL PRICE WEIGHT ITEM PRICE WEIGHT
Camel 150 gp 1,000 Ibs. Animal harness 2gp 2 Ibs.
Cattle 10-50 gp 1,500 Ibs. Barding
Chicken 14gp 6 Ibs. Medium creature x2" x1*
Donkey or mule 8gp 600-800 Ibs. Large creature x4" x2"
Duck 2gp 3 Ibs. Bit and bridle 2gp 11b.
Elephant 1,000 gp 5 tons Cage
Goat 1-6 gp 50 Ibs. Diminutive or Fine 10 gp 2 Ibs.
Pig 3-10 gp 100-300 Ibs. Tiny 2gp 5 Ibs.
Sheep 2-20 gp 150 Ibs. Small or Medium 15 gp 60 Ibs.
Yak 24 gp 1,000 Ibs. Large 30 gp 240 Ibs.
Huge 60 gp 960 Ibs.
TABI.E 2'6: MOUNTS Falconry gauntlet 10 gp 11b.
ANIMAL PRICE WEIGHT Feed (per day) 5cp 10 Ibs.
Axe beak (combat trained) 1,500 gp 500 Ibs. saddle
Axe beak egg 1,000gp 10 Ibs. Military 20 gp 30 Ibs.
Cz?mel A 150 gp 1,500 Ibs Pack 5gp 15 Ibs.
D!re bat, r!d!ng . 300 gp 400 Ibs. Riding 10 gp 25 Ibs.
Dire bat, riding (combat trained) 450 gp 450 Ibs. saddle (exotic)
Dog, riding 150 gp 50 Ibs. Wilitary 60 gp 75 T
Elephant 1,000 gp 5 tons :
Gecko, riding 300 gp 1,200 Ibs. Pack 150p 20 Ibs.
Gecko, riding (combat trained) 400 gp 1,500 Ibs. Riding 309p 30 Ibs.
Griffon (combat trained) 8,000gp 500 Ibs. Saddlebags 49p 8 Ibs.
Griffon egg 3,500gp 10 Ibs. Stabling (per day) 5sp &
Hippogriff (combat trained) 5000gp 500 Ibs. * Relative to similar armor for a Medium humanoid.

cultures keep bat houses near towns and villages to control
insect problems. More information on bats can be found in
the Bestiary.

PRICE 2 GP
WEIGHT 1 |b.

This is headgear used by a rider to control a mount. Bit and
bridles for horses, ponies, and riding dogs can be readily
purchased in most settlements and bits and bridles can be
crafted for any creature that serves as a mount.

PRICE varies

This secure, portable enclosure is used to hold creatures—
generally animals, but a large enough cage can hold anything.
Cages are made from iron, wood, or bamboo, depending on

BIT AND BRIDLE
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local customs and available materials. One cage holds one
animal of that size, or five animals of a smaller size. The weight
of the creature adds to the weight of the cage. Cages come in
the following sizes: Diminutive or Fine, Tiny, Small, Medium,
Large, and Huge. Cages for aquatic creatures cost twice as much,
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and weigh four times the normal weight when filled with water.
PRICE 150 GP

CAMEL WEIGHT 1,500 Ibs.

Due to their incredible endurance,
these Large animals are the
preferred mounts of desert-
dwelling people. They tend to
be ill-tempered beasts. More
information on camels can be
found in Bestiary 2.
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PRICE 3 CP
WEIGHT 8 Ibs.

These Tiny animals are often kept as
pets or familiars. Though small, they
are excellent hunters. Grain farmers
usually keep cats for pest control in crop
storage areas, but cats can be found in
most regions and strays occupy many
cities. More information on cats can be found in the Bestiary.
PRICE 100 GP

CAT, HUNTING WEIGHT 100 Ibs,

Rarely, Medium cats such as cheetahs and leopards are trained
to hunt for humanoid masters.
PRICE 10-50 GP

CATTLE WEIGHT 1,500 Ibs.

Cattle are kept for milk and meat, and used as beasts of burden.
A bull is used primarily for mating. Other males are castrated
and become oxen, which are used to carry loads and plow fields.

PRICE 1 CP

CENTIPEDE, HOUSE WEIGHT 3 o7,

These creatures come in many forms, from the lighter-colored
20-legged variety to the darker 300-legged variety. Typically,
these arthropods are what pass for pets in the slums, but the
young and eccentric often search for the best specimens to
serve as familiars. Centipedes employed as familiars have an
Intelligence score and lose the mindless trait. More information
on house centipedes can be found in Ultimate Magic.
PRICE 1 GP

These domesticated birds are not capable of long distance
flights, and are raised for their eggs and meat. Male chickens
are kept for mating and occasionally blood sport.

PRICE 20 GP

CRAB WEIGHT 57 Ibs.

Aquatic spellcasters often find large ocean crabs to be agreeable
familiars. Without the bond of a familiar, however, these
crustaceans’ lack of intelligence makes them dull pets. More
information on king crabs can be found in Ultimate Magic.

DIRE BAT, RIDING

Common WEIGHT 400 Ibs. | PRICE 300 GP
Combat trained WEIGHT 450 Ibs. | PRICE 450 GP

Considered to be the fastest nonmagical transport in cavernous
underground realms, dire bats (Bestiary 30) are domesticated in
captivity to serve as riding animals. Stables that accommodate
these massive creatures are only commonly found in cities
built in larger underground caverns, owing to the greater
space required for training and exercise, though the outriders
of some subterranean races fly them almost to the surface.

These creatures require exotic saddles to ride.
=
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Dire Bat, Riding (Combat Trained): These animals are used by
scouts and militaries for war.

Guard WEIGHT 25 Ibs. | PRICE 25 GP
Lap WEIGHT 5 Ibs. PRICE 15 GP
Riding WEIGHT 50 Ibs. | PRICE 150 GP

Most dogs fall into one of the following categories.

Guard Dog: This Small, combat-trained dog is bred for
battle; breeders favor strength, a thick body, and a low
center of gravity. Guard dogs are sold in most large cities and
some cultures use them for sport fighting or in some armies’
special infantry. More information on dogs can be found in the
Bestiary.

Lap Dog: These tiny dogs are commonly kept as pets. They
cannot be combat trained, but can serve as noisy-but-skittish
watch creatures. Lap dogs have the same statistics as foxes
(see Bestiary 3).

Riding Dog: This Medium dog is bred for carrying Small
riders, and is combat trained. Breeders select dogs with
strong backs, endurance, and loyal dispositions and train
them for riding and combat before sale. Reputable breeders
can be found in major cities. More information on riding
dogs can be found in the Bestiary.

PRICE 8 GP
DONKEY OR MULE WEIGHT 600-800 Ibs.
Donkeys and mules are stolid in the face of danger, hardy,
surefooted, and capable of carrying heavy loads over vast
distances. Unlike a horse, a donkey or mule is willing (though
not eager) to enter dungeons and other strange or threatening
places. Donkeys and mules have the same statistics as ponies
(see the Bestiary).

PRICE 1 GP

DONKEY RAT WEIGHT 50 Ibs.

These Tiny capybara-like white rodents are native to temperate
swamps and coasts. They are common pets and livestock in
some lands. More information on donkey rats can be found in
Ultimate Magic.

PRICE 2 GP
WEIGHT 3 Ibs.
Farm ducks are used for eggs, meat, and down, while wild
ducks are hunted for meat. Ducks have the same statistics as
ravens (see the Bestiary).

PRICE 1,000 GP

ELEPHANT WEIGHT 5 tons

These Huge animals are exceptionally strong and are quick
learners. Some cultures train them for battle or labor. Most
known elephants come from savannas or vast rainforest
regions. They eat so much that housing them outside of
their native environment is expensive. More information on
elephants can be found in the Bestiary.
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PRICE 40 GP

FALCON WEIGHT 2 Ibs.

This Tiny, long-winged hawk is a popular hunting bird among
many aristocracies. Falcons are technically a subset of hawks
but are considered more “noble” in many cultures. Ownership
of these birds is denied to commoners in many nations with
hierarchical monarchies.

PRICE 10 GP
WEIGHT 1 Ib.

This gauntlet, made from layers
of thick leather, is worn on a
falconer’s off hand to give a
falcon a place to stand before
and after the hunt. The gauntlet
also has a tassel and a ring to
attach to a falcon’s tether.

FALCONRY GAUNTLET

PRICE 5 CP
WEIGHT 10 Ibs.

Horses, donkeys, mules, and ponies can graze in some
regions to sustain themselves, but feed provides more reliable
nourishment. Riding dogs and other carnivores can be fed
meat for the same cost. Except for horses, other Large
creatures need to eat twice the feed of other animals each
day. Huge creatures need four times the feed.

FEED (PER DAY)

PRICE 8 GP
WEIGHT 12 |bs.

These quick and wily carnivores can be difficult to train, but
often make excellent familiars. Many humanoid communities
see these canines as a menace to their farming fowl, and
some use dogs to track them during recreational hunts. More
information on foxes can be found in Bestiary 3.

WEIGHT 1,200 Ibs. | PRICE 300 GP
WEIGHT 1,500 Ibs. | PRICE 400 GP

Larger than even giant geckos, these mammoth lizards have
been specifically bred to be used as mounts. Prized for their
ability to run along cave ceilings and sheer walls, they require
exotic saddles to ride. A riding gecko has the same statistics
as a giant gecko with the giant template (see Bestiary 3).

Common
Combat trained

PRICE 1-6 GP
GOAT WEIGHT 50 Ibs.

As an agricultural animal, goats provide milk, meat, hair, and
hide, and they are sometimes used to clear fields of weeds
and shrubbery. Some spellcasters bond with them as familiars.
More information on goats can be found in Bestiary 3.

PRICE 8,000 GP

GRIFFON (COMBAT TRAINED) - guwerrerrerryres

These deadly but majestic fliers are the favored aerial cavalry
of many kingdoms. While griffons can be trained, some good

deities consider doing so akin to enacting slavery, insisting that
a griffon must come to its rider on its own free will. The price
listed is for a trained griffon; free will is bought with different
currency (determined by the GM). More information on griffons
can be found in the Bestiary.

PRICE 3,500 GP
WEIGHT 10 Ibs.

Unscrupulous adventurers and the desperate sometimes steal
eggs from griffon nests, as trainers find it easier to raise a
griffon from a hatchling than trying to train a spirited adult.

PRICE 18 GP
WEIGHT 2 Ibs.

This Tiny, short-winged raptor is a popular hunting bird, but
is utilized more often by lower nobility than by commoners
without titles. Hawks are known for their sharp eyesight and
powerful aerial dives. More information on hawks can be
found in the Bestiary.

PRICE 5 GP
WEIGHT 3 Ibs.

These spiny mammals roll into a ball when threatened. They
are sometimes kept as pets and are favored by some wizards
as familiars. More information on hedgehogs can be found in
Ultimate Magic.

PRICE 5,000 GP

HIPPOGRIFF (COMBAT TRAINED) guuerrerrernyres

Less intelligent and easier to train than griffons, hippogriffs
make reliable winged mounts. More information about
hippogriffs can be found in Bestiary 2.

PRICE 200 GP

HIPPOGRIFF EGG WEIGHT 10 Ibs,

While it is easier to train a full-grown hippogriff than a griffon,
the eggs of these creatures are still prized by breeders.

' »
Heavy WEIGHT 2,000 Ibs. | PRICE 200 GP
Heavy, combat trained | WEIGHT 3,000 Ibs. | PRICE 300 GP
Light WEIGHT 900 Ibs. PRICE 75 GP
Light, combat trained | WEIGHT 1,200 Ibs. | PRICE 110 GP
Pony WEIGHT 800 Ibs. PRICE 30 GP
WEIGHT 900 Ibs. PRICE 45 GP

Pony, combat trained
i

This Large quadruped is used as a
mount and pack animal. Horses can
be trained for war but otherwise
are skittish around battle. Many
cultures support breeding programs
and often consider their horse the
best at whatever task they breed
it to perform. More information on
horses and ponies can be found in
the Bestiary.
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Heavy Horse: These horses are often used as portage animals,
pulling significant loads across great distances.

Heavy Horse (Combat Trained): Heavy warhorses are bred
and trained for war. They are often outfitted with heavy
barding, but fight just as fiercely even without the armor.

Light Horse: These horses can be ridden, but often serve as
porters or carriage horses.

Light Horse (Combat Trained): These light warhorses are
bred for war and are favored by fast and light cavalry, scouts,
and daredevil knights.

Pony: These creatures are typically used for carting
goods along narrow mountain trails or as steeds for young
or Small riders.

Pony (Combat Trained): Ponies can be trained for war just as
effectively as their larger, more mature brethren. Such steeds
often serve Small riders that expect to face battle.

PRICE 5 CP

LIZARD WEIGHT 2 07,

These Tiny cold-blooded animals can be found in all warm
regions and are often quite colorful. They eat insects and have
the ability to walk up walls and hang upside down. Varieties of
more intelligent lizards are often selected by wizards as familiars.
More information on lizards can be found in the Bestiary.

PRICE 2,000 GP

MASTODON WEIGHT 8 tons

These cousins to elephants are larger and more powerfully
built. There is a nearly hairless version that dwells in
southern climates and a woolly variety adapted to cold. More
temperamental than elephants, they are used primarily as
mounts. For more information, see the Bestiary.

PRICE 3 GP

MONKEY WEIGHT 5 Ibs.

. These Tiny herbivorous primates
can be found in a variety of
habitats, but typically favor warm
forests and jungles. They can
grasp and carry objects that
weigh under a pound. They are
sometimes used as familiars.
More information on monkeys
can be found in the Bestiary.
PRICE 25 GP

0CTOPUS WEIGHT 2 Ibs.

These cunning animals can be employed as familiars by
aquatic spellcasters. If they are kept as pets, they must be kept
in water, as they cannot survive out of it. More information on
blue ringed octopuses can be found in Ultimate Magic.

PRICE 20 GP

OTTER WEIGHT 10 Ibs.

These playful water mammals are either used as familiars
or trained to perform tricks as pets. They are surprisingly

.' ]

intelligent, and have been known to use rocks as simple
tools, such as for opening the shells of mollusks. More
information on otters can be found in Bestiary 3.

PRICE 20 GP
OwL WEIGHT 1-3 |bs.

These Tiny birds of prey are mainly nocturnal and are
known for their keen eyes and near-silent flight. Owls eat
small animals and insects, and can be found in nearly any
environment. Some farmers create owl homes near fields
and barns to control rodent populations. The smartest owls
make excellent familiars. More information on owls can be
found in the Bestiary.
PRICE 50 GP

PARROT WEIGHT 4 Ibs.

These colorful and intelligent birds
can be trained to mimic humanoid
voices. They are often kept as pets by
the wealthy and those who live in the
tropical climates they favor. Parrots
have the same statistics as ravens
(see the Bestiary).

PRICE 3-10 GP
WEIGHT 100-300 Ibs.

Domesticated pigs are the descendents of wild boars, and are
raised for their meat and hide, being among the most versatile
and common farm animals. More information on pigs can be
found in Bestiary 3.

PRICE 200 GP

PSEUDODRAGON WEIGHT 7 Ibs.

Found primarily in temperate forests, pseudodragons are
intelligent enough that some consider their sale slavery.
A handful of pseudodragons offer themselves for hire to
adventurers, typically for half their listed price per week of work.
For more information, see the Bestiary.

PRICE 2 GP

RABBIT WEIGHT 3 Ibs.

Rabbits are often raised or hunted for their meat and
skins, though some people keep the skittish mammals as
pets. Though they are often confused with hares, rabbits
are distinctly different in that they make their homes in
burrows beneath the ground, and they are usually smaller
than hares. Rabbits have the same statistics as rats (see
the Bestiary).

PRICE 5 GP
WEIGHT 7 Ibs.

These nocturnal hunter-scavengers are found primarily in
forested terrains, and are noted for their domino mask-like
visages, highly dextrous forepaws (which they rely on for
their hyper-sensitive sense of touch), and the strangely
anthropomorphic tendency to “wash” their food in water

RACCOON
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before eating it. Raccoons are sometimes kept as pets and
used by some spellcasters as familiars. More information on
raccoons can be found in Bestiary 3.

PRICE 1 CP
RAT WEIGHT 1 Ib.

These Tiny rodents live everywhere and eat nearly anything.
Despite having a reputation as disease-ridden scavengers,
domesticated rats are clean, loyal creatures that make excellent
familiars. More information on rats can be found in the Bestiary.

PRICE 5 GP

RAT, DIRE WEIGHT 50 Ibs,

These Small animals are vicious scavengers in the wild.
However, dire rats raised in captivity can be trained as loyal
pets and protectors. Pet dire rats do not have filth fever. More
information on dire rats can be found in the Bestiary.

PRICE 2 GP
WEIGHT 3 Ibs.

These Tiny birds are known for their intelligence, and even play
games with each other in the wild. They eat insects and can
be found in surprisingly varied habitats. More information on
ravens can be found in the Bestiary.

PRICE varies
WEIGHT varies

Saddles are used to support a rider
or supplies on a mount.

Military ~ Saddle: This saddle
braces the rider, providing a +2
circumstance bonus on Ride checks
related to staying in the saddle. If
the rider is knocked unconscious
while in a military saddle, he has a
75% chance to stay in the saddle.

Pack Saddle: A pack saddle holds gear and supplies, but not
a rider. It holds as much gear as the mount can carry.

Riding Saddle: These saddles are the most pervasive type
of riding equipment. If the rider is knocked unconscious while
in a riding saddle, he has a 50% chance to stay in the saddle.

Exotic Saddle: These saddles are designed for a variety of
unusual mounts, each customized for a specific type of beast.
Exotic saddles come in military, pack, and riding styles, just as

)
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ADVENTUME
SCORPION, GREENSTING weGhsc] | LA

Typically found in forested areas, these Tiny scorpions sport
pincers too small to be dangerous to anything larger than an
insect, but they still possess a poisonous stinger. Sometimes =
they are kept as pets or serve as familiars. Greensting CLOTHING
scorpions employed as familiars have an Intelligence score Em

and lose the mindless trait. More information on greensting  AND TRADE G00DS
scorpions can be found in Ultimate Magic. FOOD

AND DRINK
These livestock animals are kept for their fur, meat, and hide, ALCHEMICAL
and can be found in virtually any civilized settlement. They are REMEDIES
especially prized in colder environs, where their wool and hide ALCHEMICAL
can be used to make durable and highly insulated clothing. TOOLS
Sheep have the same statistics as goats (see Bestiary 3). ALCHEMICAL

WEAPONS

PRICE 10 GP
WEIGHT 10 Ibs.
These creatures are infamous for the overwhelmingly foul odor
they produce to ward off predators. Skunks are sometimes
kept as pets, though usually only after their scent glands have
been removed. More information on skunks can be found in
Bestiary 3.

PRICE 5 GP

SNAKE, CONSTRICTOR WEIGHT 60 Ibs.

These Medium reptiles are found chiefly in warm climates.
Somewhat aggressive, constrictors squeeze their prey to death
before consuming it. Due to their size, these snakes are less
popular for traveling spellcasters, but they can be quite helpful
in a laboratory. More information on constrictor snakes can be
found in the Bestiary.

PRICE 5 GP
WEIGHT 10 oz.

This tiny reptile eats small animals and can be found in most
temperate and warm environments. The bite is painful but
not especially dangerous to the average adventurer. More
information on vipers can be found in the Bestiary.

SQUIRREL

Common WEIGHT 2 Ibs. PRICE 1 GP
Flying WEIGHT 1 Ibs. PRICE 20 GP

normal saddles do, and have the same traits.
PRICE 4 GP

SADDLEBAGS WEIGHT 8 Ibs.

These sturdy, weatherproof bags
are draped over a saddle to add
extra carrying capacity. Each side of
a saddlebag can typically carry 20
pound of items that can fit in the
bags. Saddlebags do not increase
the amount of weight a mount can
carry; they merely give riders a place to stow their equipment.
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These tiny rodents are as common in the wild as rats are in
cities. They typically eat nuts, seeds, and vegetation. Squirrels
have the same statistics as rats (see the Bestiary).

Flying squirrel: These Tiny squirrels use a membrane of skin
between their front and hind legs to glide. They sometimes
serve spellcasters as familiars. More information on flying
squirrels can be found in the Bestiary 3.

PRICE 25 GP
WEIGHT 8 oz.




These Tiny spiders have red bodies and black legs. They are
hunting spiders, so they do not cast webs, though they are
poisonous. For more information, see Ultimate Magic.

STABLING (PER DAY e
( ) WEIGHT —
This is the amount it costs to stable a single creature that is
Large or smaller for one day, at a typical stable or hostler.
Particularly fancy stables may cost more, and larger or more
exotic creatures cost double.

PRICE 20 GP

STIRGE WEIGHT 1 Ib.

These Tiny beasts are allegedly sold for indoor defense to rich
clients, but often wind up in exotic blood sports. Despite the
popular misconception that stirges are untameable vermin,
such creatures are trainable, but they must be fed fresh blood
daily to dissuade them from turning on their handlers. More
information about stirges can be found in the Bestiary.

PRICE 1 5P

THRUSH WEIGHT 7 o7.

These small plump birds are sometimes kept as pets, but are
more often used as familiars for spellcasters. They are known
for their beautiful song and their potential for actual speech.
More information on thrushes can be found in Ultimate Magic.

PRICE 2 CP

TOAD WEIGHT 7 oz.

This Diminutive amphibian is primarily kept as a familiar
by spellcasters. Toads live in most temperate and warm
environments, and eat insects. More information on toads can
be found in Bestiary.

PRICE 3 GP

TURTLE WEIGHT 4 Ibs.

These reptiles have bony shells that they can retreat into. They
are sometimes kept as pets and used as familiars, and in some
places their flesh is eaten or used as an ingredient in medicines.
More information on turtles can be found in Ultimate Magic.

PRICE 2 GP

WEASEL WEIGHT 8 07.

These Tiny animals eat smaller animals and can be found in
nearly any environment. They are clever and curious, traits that
are magnified when they are kept as familiars. Many varieties of
weasel exude a strong musky odor. This description also applies
to similar animals, such as ferrets, minks, polecats, and stoats.
More information on weasels can be found in the Bestiary.

PRICE 24 GP
WEIGHT 1,000 Ibs.

These shaggy-haired relatives to cows are more at home in
mountainous terrain where they are frequently used as pack
animals and to pull plows. Yaks have the same statistics as
bison (see the Bestiary).
i
-
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TRANSPORT

Transport vehicles can be purchased or hired to provide
passage. The following are a number of vehicles, both
common and exotic, that can be purchased or hired. The table
sorts the vehicles by Land Transport and Sea Transport and
includes costs to buy these vehicles or rent passage on them.

PRICE 100 GP
PASSAGE 3 CP

This four-wheeled vehicle
can transport as many as four
people within an enclosed
cab, plus two drivers. In
general, two horses (or other
beasts of burden) draw it. A
carriage comes with the harness needed to pull it.
PRICE 15 GP

CART PASSAGE 1 CP

This two-wheeled vehicle can be drawn by a single horse or
other beast of burden, and is often used to transport goods
across short distances. It comes with a harness.

PRICE varies

CHARIOT PASSAGE 2 (P

This two-wheeled vehicle is
drawn by a horse. There are
three varieties of chariots.

Light Chariots: These
chariots are often used for
racing or as the platform
for a single archer charging
across the battlefield at high speed.

Medium Chariots: These chariots are used in battle to break
apart infantry formations or as fast-moving fighting platforms.

Heavy Chariots: This type of chariot is typically used as a
fighting platform or for transporting material quickly onto
the battlefield.

PRICE 20 GP

DOG SLED PASSAGE 3 (P

This sled is designed to be pulled over snow and ice by a team
of trained riding dogs. Most sleds have runners at the back for
a musher to stand on. A dog sled can carry up to the capacity

of all the dogs that pull it.
PRICE 30,000 GP

GALLEY PASSAGE 1 SP

This three-masted ship has 70 oars on either side and requires
a total crew of 200. A galley is 130 feet long and 20 feet wide,
and can carry 150 tons of cargo or 250 soldiers. For 8,000 gp
more, it can be fitted with a ram and firing platforms fore,
aft, and amidships. This ship cannot make sea voyages and
sticks close to the coast. It moves about 4 miles per hour
when being rowed or under sail.

CARRIAGE

i
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PRICE 15,000 GP
PASSAGE 1 SP

This flat-bottomed sailing ship has two or three masts with
junk-rigged sails, allowing it to be easily sailed by small
crews. Junks typically have a high poop deck and no keel.

PRICE 3,000 GP

KEELBOAT PASSAGE 1 5P

This 50- to 75-foot-long ship is 15 to 20 feet wide and has a
dozen oars to supplement its single mast with a square sail. It
requires a crew of 8 to 15 to sail and can carry 40 to 50 tons
of cargo or 100 soldiers. It can make sea voyages, as well as
sail down rivers (thanks to its flat bottom). It moves about 1
mile per hour.

PRICE 10,000 GP

LONGSHIP PASSAGE 5 (P

This 75-foot-long ship with 40 oars requires a total crew of 50.
It has a single mast and a square sail, and it can carry 50 tons
of cargo or 120 soldiers. A longship can make sea voyages. It
moves about 3 miles per hour when being rowed or under sail.

PRICE —
RAFT PASSAGE 1 CP

The most basic and primitive type of watercraft, a raft is a
simple, flat boat with no hull, often made of logs lashed
together. It typically uses two to four oars for propulsion.

PRICE 50 GP

ROWBOAT PASSAGE 2 (P

This 8- to 12-foot-long boat with two oars holds two or three
Medium passengers, and is either carried on the deck of a
larger ship or moored to a dock onshore. A rowboat moves
about 1-1/2 miles per hour.

PRICE 10,000 GP

SAILING SHIP ¢ 0000

This large, seaworthy ship is 75 to 90 feet long, 20 feet wide,
and has a crew of 20. It can carry 150 tons of cargo. It has
square sails on its two masts and can make sea voyages. It
moves about 2 miles per hour.

PRICE 500 GP

SHIP’S BOAT PASSAGE 2 (P

Ship’s boats are usually carried on the decks of larger ships to
ferry passengers and cargo.

PRICE 100 GP

SLEIGH PASSAGE 2 (P

This wagon has runners, making it an ideal conveyance for
snow and ice travel. In general, two horses (or other beasts of
burden) are needed to draw it. A sled comes with the harness
required to pull it.

PRICE varies
PASSAGE varies
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TABLE 2-8: TRANSPORT

PRICE OF PASSAGE

LAND TRANSPORT PRICE (PER MILE)
Carriage 100 gp 3cp
Cart 15 gp 1cp
Chariot

Chariot, light 50 gp 2¢cp

Chariot, medium 100 gp 2¢cp

Chariot, heavy 200 gp 2¢p
Dog sled 20 gp 3¢p
Sleigh 100 gp 2¢p
Wagon

Wagon, light 50 gp 2¢cp

Wagon, medium 75 gp 2¢cp

Wagon, heavy 100 gp 3¢p
SEA TRANSPORT
Galley 30,000 gp 1sp
Junk 15,000 gp 1sp
Keelboat 3,000 gp 1sp
Longship 10,000 gp 5¢p
Raft — 1cp
Rowboat 50 gp 2¢cp
Sailing ship 10,000 gp 2sp
Ship’s boat 500 gp 2¢p
Warship 25,000 gp 2sp

This four-wheeled open vehicle is used for transporting heavy
loads. It includes the harness needed to pull it. There are three
common varieties of wagon.

Light Wagon: Wagons of this type are most commonly
employed by farmers and craftsmen transporting their
goods short distances or by venders in and around
cities. A light wagon carries up to 1,000 pounds of cargo
and requires two Medium creatures or one Large creature
to pull it.

Medium Wagon: Wagons of this type are typically
employed for heavy duty work, often in agricultural, mining,
or construction settings. A medium wagon can carry up to
2,000 pounds of cargo and requires four Medium or two
Large creatures to pull it.

Heavy Wagon: Wagons of this type are large, four-
wheeled vehicles primarily used in caravans to transport
goods over long stretches of territory. A heavy wagon carries
up to 4,000 pounds of cargo, and is pulled by either eight
Medium creatures or four Large creatures.

PRICE 25,000 GP

This 100-foot-long ship has a single mast, although oars can
also propel it. It has a crew of 60 to 80 rowers. This ship can
carry 160 soldiers, but not for long distances, since there isn’t
room for supplies to support that many people. A warship
cannot make sea voyages and sticks to the coast. It is not used
for cargo. It moves about 2-1/2 miles per hour when being
rowed or under sail.
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(LOTHING

The following clothes and outfits can be useful to PCs
and NPCs who want to dress for special occasions, such as
braving an arctic wasteland, attending a gala, sleuthing
around an urban setting, or any other situation where
specific garb might be beneficial or fitting.

All characters begin play with one outfit valued at 10
gp or less. Additional outfits can be purchased normally.

PRICE 1 GP

ARTISAN’S OUTFIT

WEIGHT 4 Ibs.

PRICE 8 GP
WEIGHT 7 Ibs.

This outfit is designed for mountaineering
or hunting and traveling in icy climates. It
includes a coat of wool or thick animal fur,
a linen shirt, a wool cap, a heavy cloak,
a heavy skirt or pants, and waterproof
leather boots. In some regions, the
outfit may be composed primarily of fur
and animal pelts. This outfit grants a +5
circumstance bonus on Fortitude saving
throws against exposure to cold weather.

COLD-WEATHER OUTFIT

S

Artisan’s clothing is well made from
simple but durable cloth, appropriate
for those who must work in various
specialized and often manual trades, such
as baking, carpentry, and other middle-
class professions. This outfit includes a
shirt with buttons, a skirt or pants with a
drawstring, shoes, and perhaps a cap or
hat. It may also include a belt or a leather

-

or cloth apron for carrying tools.
PRICE varies

BROOCH WEIGHT —

This is a small ornament used to hold an element of clothing,
such as a cloak or cape, in place. Many organizations provide
special brooches as a symbol of membership or to honor a

special achievement.
PRICE varies

CAUL WEIGHT —

This ornate hairnet, fashioned from silk, cloth of gold, and

jewels, is most commonly worn by royal or aristocratic women.
PRICE 5 GP

CLEATS WEIGHT 2 Ibs.

Cleats reduce the penalty for walking over slick surfaces by
500%. For example, walking across ice normally costs 2 squares
of movement (1 square plus a 1 square penalty) for every
square of movement, but with cleats it costs only 1.5 squares
for every square. Cleats cause damage to any type of finished

flooring. They may supplement another outfit.
PRICE 5 GP

CLERIC’S VESTMENTS WEIGHT 6 Ibs.

p These ceremonial clothes are worn when
S T performing priestly functions within a
T church or temple, and aren’t well suited
to adventuring. A cleric’s vestments
typically include a cassock, stole, and
surplice. The colors usually correspond to
fi , the deity worshiped, and while some
priests may choose elaborate embroidery
with ecclesiastical themes, others find
merit in humble simplicity.

PRICE 30 GP

COURTIER’S OUTFIT WEIGHT 6 Ibs,

This outfit includes tailored clothes in
whatever fashion happens to be current in
noble courts of that region. Anyone trying
to influence nobles or courtiers while
wearing street dress will have a hard
time of it (-2 penalty on Charisma-based
skill checks to influence such individuals).
If you wear this outfit without jewelry
(costing an additional 50 gp), you look
like an out-of-place commoner.

PRICE varies

DECORATIVE TRIM RICE vores

This decorative set of collars, cuffs, and trim pieces attaches to
otherwise plain clothes. Frequent travelers, such as merchants
or entertainers, use trim to blend in with the local styles
without buying a new wardrobe. A traveling noble keeps extra
sets for use by temporary staff and loaned guards.

PRICE 10 GP

DIVING SUIT WEIGHT 2 Ibs.

This one-piece suit of clothing reduces one’s drag in the
water, making swimming easier. It provides a +1 circumstance
bonus on Swim checks. The suit only grants this bonus if it
is the outermost garment, and has no effect if worn over
bulky clothes or armor or with cumbersome gear (such as
a backpack, large weapons, and so on). Damage to the suit
(such as from several rounds of combat against slashing and
piercing attacks) negates the suit’s bonus until it is repaired.

ENTERTAINER'S OUTFIT T
This set of flashy—perhaps even gaudy—

clothes is meant for entertaining.
Entertainer’s outfits come in a wide
range of styles, from scandalous to
flattering to absurd. While the outfit
looks whimsical, its practical design
does nothing to inhibit your ability to
tumble, dance, walk a tightrope, or run
(if the audience turns ugly).
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PRICE 10 GP

XPLORER’S OUTFIT WEIGHT 8 Ibs.

This set of clothes is for someone who
never knows what to expect. It includes
sturdy boots, leather breeches or a skirt,
a belt, a shirt (perhaps with a vest or
jacket), gloves, and a cloak. Rather than
a leather skirt, a leather overtunic may
be worn over a cloth skirt. The clothes
have plenty of pockets (especially the
cloak). The outfit also includes any extra
accessories you might need, such as a
scarf or @ wide-brimmed hat.

E

PRICE 20 GP

FIRE-RESISTANT BOOTS WEIGHT 2 Ibs,

These heavy leather boots contain a layer of brick dust
that protects your feet from heat. You gain fire resistance
2 against fire attacks directed at or under your feet, such
as walking across hot coals. Repeat or prolonged exposure
to fire damage eventually burns the outer leather of the
boots, ruining them (typically after about 1d10+20 rounds
of exposure).

PRICE 12 GP
WEIGHT 5 Ibs.

The most basic of cold-weather gear, animal furs serve to keep
their wearers warm. Wearing enough fur to cover the body
provides a +2 circumstance bonus on Fortitude saves to resist
cold weather. This does not stack with any bonuses gained
from the Survival skill. Furs may supplement another outfit.

PRICE varies
HAT WEIGHT 1/2 b2 Ibs.

Hats of various styles appear in all cultures. Ranging from the
turban to the tricorne to the furred cap, a hat can be a simple
covering for the head. Particular hats are sometimes mandatory
for social or religious sects. A utilitarian hat such as a tricorne
typically costs 2 sp.

PRICE varies
WEIGHT 1 Ib.

This high conical headpiece ends in a tip that usually has a
piece of silk or similar diaphanous material dangling from it.
Women of noble birth sometimes wear a hennin to formal or
social occasions as a signal of their eligibility, and give the silk
part of the headpiece as a token to suitors they favor.

PRICE 8 GP

HOT WEATHER OUTFIT WEIGHT 4 Ibs.

Covering your body from head to foot in light, airy cloth keeps
you cooler than baring your skin to the sun. This outfit typically
consists of a loose linen robe and either a turban or loose head
covering and veil. The outfit provides a +2 circumstance bonus
on Fortitude saves to resist warm or hot weather. This does not
stack with any bonuses gained from the Survival skill.
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TABLE 2-9: CLOTHING

ITEM PRICE WEIGHT
Artisan’s outfit 1gp 4 |bs.”
Brooch Varies =

Caul 10-100 gp =
Cleats 5gp 2 Ibs.”
Cleric’s vestments 5gp 6 Ibs.”
Cold-weather outfit 8gp 7 Ibs.”
Courtier’s outfit 30 gp 6 Ibs.”
Decorative trim 1sp-50 gp —
Diving suit 10 gp 2 Ibs.®
Entertainer’s outfit 3gp 4 |bs.”
Explorer’s outfit 10 gp 8 Ibs.”
Fire-resistant boots 20 gp 2 Ibs.”
Furs 12 gp 5 Ibs.”
Hat 1sp-50 gp 1/21b-2Ibs.”
Hennin 10-100 gp 11b.7
Hot weather outfit 8 gp 4 |bs.”
Ice skates 1gp 2 Ibs.”
Jewelry Varies Varies
Kilt 2sp 11b.s
Mask 1sp-50 gp 11b.7
Monk’s outfit 5gp 2 Ibs.”
Monster mask 5-10 gp 11b.7
Noble’s outfit 75 gp 10 Ibs.”
Patchwork cloak 5ap 1/21b.”
Peasant’s outfit 1sp 2 Ibs.®
Pickpocket's outfit 5ap 3 Ibs.”
Pocketed scarf 8gp 1/21b.”
Poncho 5sp 2 Ibs.”
Reinforced scarf 10 gp 11b.s
Reversible cloak 2 sp-100 gp 11b.*
Royal outfit 200 gp 15 Ibs.”
Scarf 1sp-5gp 1/21b.”
Scholar’s outfit 5gp 6 Ibs.”
Skis 5gap 20 Ibs.”
Snowshoes 5ap 4 1bs.”
Soldier’s uniform 1gp 5 Ibs.”
Tabard 5gp 11b.*
Tear-away clothing +5gp =
Traveler’s outfit 1gp 5 Ibs.”
Wig 5 gp-500 gp 1/21b-41bs.”

“ These items weigh one-quarter this amount when made for
Small characters.
PRICE 1 GP

ICE SKATES WEIGHT 2 Ibs.

Each of these calf-high boots bears a horizontal blade on
the bottom, allowing you to travel swiftly on ice. Wearing
ice skates allows you to move on ice at normal speed with
a successful DC 5 Acrobatics check (including running and
charging), but your movement is reduced to half speed on all
other terrain. Donning or removing an ice skate is a full-round
action. Skating with only one is possible, but the DC of the
Acrobatics check rises to 15.
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PRICE varies
WEIGHT varies
The price of jewelry varies
wildly by its quality. Many
cultures, particularly nomads,
consciously use jewelry as
a form of portable wealth,
most notably with belts and bangles made from coins. A
commoner’s ornaments may only be worth a few copper
pieces, an artisan’s a few silver pieces, and a merchant’s
a few gold pieces, while nobles rarely wear jewelry worth
less than 100 gp.

PRICE 2 SP
WEIGHT 1 Ib.

This heavy pleated skirt is usually worn by men. Most have
a specific design or pattern that represents allegiance to a
particular clan or other social group.
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cover the rest of your head. Each mask is most suitable for
a wearer of a particular size, though some size and monster
combinations are less believable than others (a Small
creature in an orc mask may be able to pass as an orc child,
but a Medium creature in a goblin mask at best looks like a
deformed hobgoblin).

PRICE 75 GP

NOBLE’S OUTFIT WEIGHT 10 Ibs.

These clothes are designed specifically
to be expensive and gaudy, letting
everyone know exactly how expensive
they are. Precious metals and gems are
worked into the clothing, along with
elaborate embroidery, and some outfits
may contain impractical concessions
to high fashion. A would-be noble also
needs a signet ring and jewelry (worth
at least 100 gp) to accessorize this outfit.

PRICE varies
WEIGHT 1 Ib.

The gala events of decadent nobles are where one might
see the most outlandish and stylish of masks, but simpler
masks might be found wherever local customs permit. They
range from small bits of fabric that cover only a portion of
the face to elaborate constructions that cover the entire face
or head.

PRICE 5 GP
WEIGHT 2 Ibs.

This simple outfit includes sandals,
loose breeches, and a loose shirt, and
is bound together with sashes. The
outfit is designed to give you maximum
mobility, and it’s made of high-quality
fabric. You can conceal small weapons
in pockets hidden in the folds, and the
sashes are strong enough to serve as

short ropes.
PRICE varies

MONSTER MASK WEIGHT 1 b,

This articulated mask resembles a specific type of humanoid
monster, such as a bugbear, goblin, orc, or hobgoblin. The
mouth opens and closes when you move your jaw and its
skin is actually carefully-painted cloth. Though such masks
are usually intended for theater performances where an
actor plays the role of a monster, adventurers have been
known to use them to help blend in with monsters of the
appropriate type. The mask negates the -2 Disguise DC for
disquising yourself as a different race, but only at a distance
of at least 20 feet or when you have concealment; closer
than this distance or in clearer circumstances, the mask is
obviously a false representation. It only covers your face
and is normally worn with a wig or helmet to disguise or
ﬁ. %

MONK’S OUTFIT

PRICE 5 GP

PATCHWORK CLOAK WEIGHT 1/2 b,

These cloaks are popular among traveling bards, and each
patchwork cloak is unique. The patches represent where
the traveler has been, and often the performer uses them
to recall specific stories from his repertoire. When a bard
retires or dies, he often bequeaths his cloak to a young
entertainer he mentored or admired.

PRICE 1 5P

PEASANT’S OUTFIT WEIGHT 2 Ibs.

These clothes are of poor quality, the fabric little more than
sack cloth, often patched and mended many times over. A
peasant’s outfit consists of a loose shirt and baggy breeches, or
a loose shirt and skirt or overdress. Cloth wrappings are used
for shoes, causing significantly more wear on the feet.

PRICE 5 GP

PICKPOCKET’S OUTFIT WEIGHT 3 Ibs.

Outfitted with concealed pockets, this clothing gives you a +2
bonus when hiding small objects on your person.

PRICE 8 GP

POCKETED SCARF WEIGHT 1/2 b,

An elaborate design disquises several small pockets on one
side of this scarf. This scarf grants you a +4 bonus on Sleight
of Hand checks made to hide objects on your body. This
bonus does not stack with the bonus wearing heavy clothing
provides but does stack with bonuses for attempting to hide
small objects.

PRICE 5 SP
WEIGHT 2 Ibs.

This circle of water-resistant fabric (typically wool or leather)
has a hooded opening in the center, making it easy to slip it on
or off and protecting your entire body from rain or snow.
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PRICE 10 GP

REINFORCED SCARF WEIGHT 110,

One side of this 8-foot-long scarf is reinforced with chain links
and metal plates. While not enough to provide a benefit to
Armor Class, these versatile scarves can be used like a length
of chain to climb short distances or bind an enemy. A reinforced
scarf has hardness 10 and 4 hit points. It can be burst with a
successful DC 24 Strength check.

PRICE varies

REVERSIBLE CLOAK WEIGHT 11,

These cloaks have an outer layer of fabric and an inner layer
of a different color. They are worn for the sake of fashion, in
theater performances, or to aid a quick appearance change as
part of a disquise. The price varies depending on the cloak’s
quality, with the low end being a simple linen cloak and the
high end being made of silk or decorated with fur trim.

PRICE 200 GP
WEIGHT 15 |bs.

Royal clothes are ostentatious, with
) gems, gold, silk, and fur in abundance. A
\* royal outfit is rarely designed for regular

| wear or inclement weather—or even for
donning unaided—as it's presumed that
anyone who might be wearing it has
plenty of servants to take care of his or
her every need. This outfit includes only
the clothing, not a royal scepter, crown,
ring, or other regal accoutrements.

ROYAL OUTFIT

il

PRICE varies
WEIGHT 1/2 |b.

Entertainers often employ seductive garb and entrancing props
in their performances. Scarves of colorful cloth or transparent
silk, often embroidered with elaborate scenes or motifs, are
favorite accessories.

PRICE 5 GP

SCHOLAR'’S OUTFIT WEIGHT 6 Ibs,

Perfect for a scholar, this outfit includes a robe, a belt, a cap,
soft shoes, and possibly a cloak.
PRICE 5 GP

Each ski is a flat piece of wood about 5-6 feet long for a
Medium wearer, curled up slightly at the front end, with
lengthwise grooves along the underside and a wooden or
metal bracket with laces on top for holding the wearer’s boot
in place. Wearing skis allows you to move on snow and ice
at normal speed, but your movement is reduced to 5 feet on
all other terrain. You normally use a pair of spiked poles to
help you move and maintain balance while skiing, but javelins,
shortspears, or even trimmed-down saplings will do if nothing
else more suitable is available. Donning or removing a ski is a
full-round action, though the laces can be cut as a move action
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(which requires repairing or replacing the laces if you want to
use the skis again).
PRICE 5 GP

These high-tension nets of rope or sinew in wooden frames
are lashed to the feet to spread your weight across the snow,
making you much less likely to break through the crust and
rendering walking much easier. Snowshoes reduce the
penalty for walking through heavy snow by 50%; for example,
if moving through snow normally costs you 2 squares of
movement (1 square plus a 1 square penalty) per square
traveled, snowshoes reduce this cost to 1.5 squares per square
traveled. Snowshoes may supplement another outfit.
PRICE 1 GP

SOLDIER’S UNIFORM WEIGHT 5 Ibs,

The exact details of this item varies from country to country,
but typically includes sturdy boots, leather breeches or a kilt,
a belt, a shirt, gloves, a cloak or jacket, and a hat. The belt
includes several loops or rings for tying pouches, a waterskin,
a scabbard, and similar things a traveling soldier requires.
PRICE 5 GP

TABARD WEIGHT 1 Ib.

Often worn over armor, this outer garment is usually sleeveless
and open at the sides. The broad front provides a canvas for
insignias and coats of arms, making a wearer’s membership in
an order readily apparent.

PRICE +5 GP

TEAR-AWAY CLOTHING e

Sneaks and thieves know the value of a good disguise. The ability
to remove that disquise in a hurry, thus revealing the next layer
of disquise, is nearly as valuable. Tear-away clothing is generally
loose fitting and allows another layer of clothing to be worn
underneath. The seams on this clothing are designed to break
easily, making it a simple matter (a standard action) to remove
these items and walk away with none the wiser. Any outfit can
be crafted as tear-away clothing for an additional price.
PRICE 1 GP

TRAVELER’S OUTFIT WEIGHT 5 Ibs,

This set of clothes consists of boots, a wool skirt or breeches,
a sturdy belt, a shirt (perhaps with a vest or jacket), and an
ample cloak with a hood.

PRICE varies

WEIGHT 1/2 |b~4 Ibs.

False hair comes in many forms, from the severe coif of a judge
to the towering confection adorning a noble to the simple curls
worn by a housewife whose hair is thinning. Wigs can be found
for sale in any major city and can be special-ordered in most
towns. As they are usually made of hair, the available colors

are likely limited by the locally predominant hair color, but
others can be obtained by applying dye.
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ENTERTAINMENT

Many adventurers like to sit down and play a game now

and then to pass the time—or make some easy gold.
PRICE varies

BAI'L WEIGHT varies

This ball may be an inflated animal bladder, carved from light
wood, fabric stuffed with cloth or plant fiber and sewn shut.
PRICE 5 SP

BILLIARDS GEAR WEIGHT 8 Ibs.

This set includes a wooden cue, a block of cue chalk, 16
wooden balls, and a triangular wooden ball rack.

PRICE 1 SP-10 GP
WEIGHT 2 Ibs.

Board games have innumerable
types and variations. Siege, a
strateqy game where players
try to surround the other’s
pieces, is popular with older

BOARD GAME

adults, while more chaotic games like Wyvern’s Race and
Doppel are tavern favorites.

BOWLING SET

PRICE 5 SP-10 GP
WEIGHT 15 Ibs.

This simple 10-pins game is often complicated by irreqularities
in the ball, the pins, and the playing field.
PRICE 1 SP-100 GP

Playing cards range from block-printed symbols on thick paper
to elaborate, hand-painted works of art on waxed vellum,
ivory, wood, or even metal.

PRICE 5 SP

CROQUET SET WEIGHT 10 Ibs.

This set includes four wooden mallets, nine wooden wickets
(goals), and four wooden balls.
PRICE 1 CP-1 SP

CROSSWORD e

These word puzzles can be found in many languages. A typical

one is drawn on leather or wood in a 15-by-15 square grid.

Larger grids allow longer words and tend to be more difficult.
PRICE 5 SP

DARTBOARD SET WEIGHT 10 Ibs,

This set includes a multicolored board and six brass-tipped
darts. The board usually consists of a layer of soft wood or cork
on a hardwood backing.

Dice can come in many shapes, but the most common are cubes.

PRICE 1 SP
WEIGHT —
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TABLE 2-10: ENTERTAINMENT

ITEM PRICE WEIGHT
Ball (2 in.) 8 cp =

Ball (5in.) 2sp =

Ball (10 in.) 6 gp 11b.
Billiards gear 5sp 8 Ibs.
Board game 1 sp-10 gp 2 Ibs.
Bowling set 5 sp-10 gp 15 Ibs.
Cards 1sp-100 gp 11b.
Croquet set 5sp 10 Ibs.
Crossword 1cp-1sp =
Dartboard set 5sp 10 Ibs.
Dice 1sp =
Dominos 1sp-25gp 11b.
Horseshoes game 5sp 3 Ibs.
Kite 1sp-2,000 gp 11b.-5 Ibs.
Loaded dice, average 10 gp =
Loaded dice, superior 50 gp =
Marked cards 1gp 11b.
Polo gear 5sp 5 Ibs.
Puzzle box 1.gp-1,000 gp 11b.-5 Ibs.
Rounders gear 1sp 1/2 Ib.
Tennis gear 3sp 3 Ibs.

PRICE 1 SP-25 GP

WEIGHT 1 Ib.

This wooden box contains 28 tiles with numbers or pips on
each end. A common set is made of wood or bone, but more
expensive ones may be made of ivory, stone, or metal.

HORSESHOES GAME

This game includes two iron stakes and four iron horseshoes.

KITE

Kites range from canvas toys to ornate, silken works of art.

LOADED DICE

PRICE 5 SP

WEIGHT 3 Ibs.

PRICE 1 5P-2,000 GP

WEIGHT 1 1b=5 Ibs.

PRICE 10 GP-50 GP

WEIGHT —

Most loaded dice are weighted, with a
heavier substance included opposite
the desired number. You can spot this
tampering with a DC 15 Appraise or
Perception check. Superior dice (such
as wooden dice carved around a
naturally heavy point) have DCs ranging from 20 to 30.

PRICE 1 GP
WEIGHT 1 Ib.

Whether bent, colored, or
scratched, marked cards allow an
informed user to know what'’s on
the front of the card by viewing
the mark on the back. Realizing
that the cards are marked requires
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a DC 25 Perception check or DC 20 Profession (gambler) check.
The listed price is for a common paper deck.

PRICE 5 SP

POLO GEAR WEIGHT 5 Ibs.

This includes a leather helmet, a long-handled mallet, and a
wooden ball.

PRICE 1 GP-1,000 GP

PUZZLE BOX WEIGHT 1 b5 Ibs,

This box features moving parts, secret panels, or unusual codes
and locking mechanisms. Depending on the box, a Disable
Device, Knowledge (engineering), Linguistics, or simple
Intelligence check might openit. The DC of the check varies with
the complexity of the box, but is typically 15 or 20 (retry once
per day). Multiple skill checks might be necessary for different
stages of the puzzle. If the puzzle box was constructed with
the intention that one specific person should be able to open it,
that person gets a +5 circumstance bonus on the check.

PRICE 1 SP

ROUNDERS GEAR WEIGHT 1/2 b,

Players of this game divide into teams and alternate hitting a
small, leather-encased ball with a wooden bat. They run around
a field to various safe bases, scoring points when a player
completes a circuit through all four bases. The set includes two
balls, two bats, and four cloth-stuffed canvas bases.

PRICE 3 SP

TENNIS GEAR WEIGHT 3 Ibs.

This includes a wool-stuffed leather ball and a wooden racket
strung with animal gut.

TRADE GOODS

Merchants commonly exchange trade goods without using

currency. Some trade goods are detailed on Table 2—11: Trade
Goods. Trade goods are the exception to the rule that you
can sell an item for half'its price; they’re valuable enough to
be exchanged almost as if they were cash itself. Trade goods
are usually transported and sold in larger quantities than the
amount listed. A farmer may have 10- and 20-pound sacks of
potatoes to sell to a large family or restaurant, and be resistant
to tearing open a bag just to sell a few individual potatoes.

Trade goods fall into several categories.

ANIMALS: The listed price is for one live animal. For larger
animals such as pigs and cows, the price includes a short
length of cheap rope, allowing you to lead the creature
away. For smaller animals such as chickens and geese, the
purchase might include a bag for carrying them.

FOOD: Food items includes staples such as wheat, nuts, or
cheese, plus more exotic foods or ingredients such as chilies,
coffee beans, or honey. Note that some of the food items here
have different prices than in the section on food, because
purchasing that item as something ready to eat includes the
cost (in money or labor) of preparing and cooking the food.

paizo.com #2170696, Kevin Athey <drizzzdn@gmail .com> ,jun 19,2017 “

TABLE 2-11: TRADE G0ODS

PRICE ITEM

1cp Guinea pig, rat, wheat (1 1b.)

2¢p Beans (1 1b.), cheese (1 1b.), chicken, flour (1 Ib.),
potatoes (1 1b.), turnips (1 1b.)

3¢p Charcoal (20 Ibs.), citrus (1 1b.), nuts (1 1b.), peat (20
Ibs.)

5¢p Coffee beans (1 1b.), coal (20 Ibs.), masonry stone
(11b.), sugar (11b.)

1sp Iron (1 1b.)

5sp Copper (1 1b.), garlic (1 Ib.), mint (1 Ib.), mustard
(1 Ib.), oregano (1 Ib.), thin leather (1 sq. yard),
tobacco (1 1b.)

1gp Allspice (1 1b.), basil (1 Ib.), cinnamon (1 Ib.),
dill (1 1b.), glass (1 Ib.), goat, honey (1 Ib.),
maple syrup (1 1b.), nutmeg (1 1b.), rosemary (1 1b.)

2.gp Beaver pelt, chilies (1 1b.), cardamom (1 Ib.), cumin
(11b.), fennel (1 Ib.), ginger (1 1b.), pepper (1 Ib.),
saffron (1 1b.), sheep, vanilla (1 1b.)

3gp Fox pelt, mink pelt, pig, thick leather (1 sq. yard)

4 gp Ermine pelt, linen (1 sq. yard)

5gp Marble (1 1b.), salt (1 Ib.), seal pelt, silver (1 1b.)

6 gp Wool (1 Ib. or 1 sq. yard)

8 gp Cotton (1 Ib. or 1 sq. yard)

10gp  Chocolate (1 Ib.), cow, darkwood (1 Ib.), silk (1 sq.
yard)

15gp  Cloves (11b.), ox, saffron (1 Ib.)

50gp  Coldiron (11b.), gold (1 Ib.)

300 gp Adamantine (11b.)

500 gp  Mithral (1 Ib.), platinum (1 1b.)

For example, turnips as a trade good are 2 cp per pound, but
a poor meal (which primarily consists of turnips) is 1 sp per
day. You can buy a 10-pound bag of turnips for 2 sp, but you'd
have to cut and boil them to turn them into a meal.

RAW MATERIALS: Raw materials have little use as-is but can
be made into other useful or valuable items. Iron, stone,
darkwood, leather, cloth, and fur pelts are raw materials.
Metals are usually sold as ingots or rough nuggets, but can
be transported or sold as ore.

The value of metal ore depends on its grade—how much
of it is valuable metal out of the total volume of common
rock. For a typical fantasy campaign, an ore’s grade may be
as high as 60% (for some particularly rich iron deposits) or
as low as 5% (any less than this and it’s not cost-effective to
mine it). For convenience, assume that typical ore is 25%
grade. Multiply the pure metal’s price per pound by this
grade percentage to determine the best value of the ore. For
example, gold is 50 gp per pound, so a 25% grade ore is worth
about 50 gp X 25% = 12-1/2 gp per pound. Given the cost of
smelting, ore is usually worth one-half to three-quarters
this value (so the 25% grade gold ore is actually bought and
sold for about 6 gp to 9 gp per pound).

SPICES: Spices such as garlic, cumin, fennel, salt, and
ginger are used to flavor other foods. They are usually sold
in jars, bottles, or waxed-cloth packets.
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ULTIMATE EQUIiPMENT

FOOD AND PRINK

These prices are for meals and beverages in an average
city or town. Unless otherwise specified, the amount
received for the listed price is presumed to be a standard

meal serving for a single person.
PRICE 3 GP-30 GP

ABSlNTHE WEIGHT varies

This green alcoholic drink, made from wormwood, is rumored
to enhance creativity, which makes it a favored beverage of
artists and eccentrics.

PRICE 4 CP-2 SP
WEIGHT 1 1b.-8 Ibs.

Ale is a type of beer brewed from malted barley. It has a sweet,
full-bodied, and sometimes fruity taste.

APPLEJACK

ALE

PRICE 8 CP-4 GP
WEIGHT 1 1b.-8 Ibs.

This even stronger version of hard cider is typically made by
allowing hard cider to freeze during the winter cold, then
removing the ice to extract much of the water from the cider
and concentrate the alcohol.

PRICE 10 GP
WEIGHT 2 |bs.
This clear alcoholic beverage, distilled from sorghum, is
extremely potent, and is often regarded as an acquired
taste due to its corrosive flavor.

PRICE 10 GP
WEIGHT —

BANQUET

A banquet includes several food courses, good drinks, and
servants to bring the food and take away empty plates. The
listed price is for having a banquet at a restaurant (though
some restaurant owners can be hired to serve a banquet at a
private location). The price listed above is per person.

PRICE 2 CP
WEIGHT 1/2 Ib.

This is a loaf of bread with a crust
that ranges from crisp to soft,
depending on the local ingredients
and baking methods. Bread may be
leavened or unleavened, depending

: on whether yeast is used to make
it rise. Unleavened bread is also known as flatbread, and
ranges in thickness from that of a cracker to half an inch thick.
Both leavened and unleavened bread may be stuffed with
cheese, fruit, olives, meat, or other rich ingredients when
prepared for festive occasions. Bread that is left exposed to
air becomes dry and stale in about a day.

PRICE 1 GP
WEIGHT 2 Ibs.

This drink is a favorite of goblins, boggards, and other primitive
humanoids. It is made by soaking a poisonous toad or frog (or
its eggs) in weak beer, or by “milking” these animals for their
poison and mixing it with the beer (which allows the animal to
be used over and over again). Some tribes use wide-mouthed
jugs and leave the dead animal inside as a crunchy treat for
eating once the drink is gone. A creature drunk on bufo has the
dazzled condition in addition to the normal intoxication effect.

PRICE 1 GP
WEIGHT 2 Ibs.

This beerlike drink, made from manioc root or corn, requires
extensive chewing as part of its production.

PRICE 50 GP
WEIGHT —

These translucent, salty fish eggs are a delicacy. They are
usually eaten as a spread on crackers, boiled eggs, bread,
pastries, or vegetables. They tend to spoil quickly and are
rare outside of the coastal areas where they are harvested.
Purists only consider sturgeon eggs to be true caviar, but
others are more relaxed about the definition and include
salmon, trout, and whitefish eggs as caviar. In some
countries, the roe of larger exotic fish and sea creatures
(such as chuul, giant gar, and reefclaws) are eaten as caviar,
though at much higher prices.

PRICE 1 SP
WEIGHT 1/2 Ib.

The listed price is for a hunk of cheese from a wheel. A 5- or
10-pound wheel of aged cheese is encased in a tough rind,
which keeps the interior fresh.

PRICE 5 GP

CHOCOLATE WEIGHT 1/2 Ib.

This dark, bitter treat can be consumed as a solid or melted and
added to a beverage such as milk. In some lands it is mixed
with sugar or chilies.

PRICE 1 CP
WEIGHT 1/2 Ib.

This drink is brewed by pouring boiling water through
crushed, roasted coffee beans. Two cups is potent enough to
reduce the penalties from the fatigued condition from -2 to
-1 for 1 hour.

Brewing your own coffee requires ground coffee beans (5
cp for 1 pound of coffee beans, or 8 cp for 1 pound of ground
beans) and a cooking device. You can boil the grounds in a pot,
then pour the liquid after allowing the solids to settle, or filter
the drink by pouring it through a sieve or cloth. Many travelers
prefer the convenience of using a coffee pot (see page 62).

PRICE 4 CP

DWARVEN STOUT WEIGHT 1/2 b

More a family of beers than one single drink, dwarven stout is
known by different names in human lands. Dwarven stouts are
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dark beers characterized by a slightly burnt flavor and a foamy
head; they are said to be as filling as a meal. Most dwarven
clans use a recipe unique to that clan, and family rivalries over
the best brew may date back for hundreds of years.

PRICE 2 GP

DWARVEN TRAIL RATIONS gy

Dwarven trail rations consist of smoked sausages and salted
meat, rounded out with hard biscuits and dried vegetables. If
you are a dwarf who subsists on nothing but these rations for
at least 1 week, you can hustle or make a forced march for an
additional hour without ill effects, but cannot do both in the
same day. This benefit lasts until you eat a meal other than the
rations or go for a full day without eating a day’s worth.

PRICE 2 GP

ELVEN TRAIL RATIONS WEIGHT 110,

Elves favor soft trail bread made of oats mixed with other
grains, berries, and nuts and sweetened with honey. They
supplement this trail bread with dried fruits and nuts. If you
are an elf who subsists on nothing but these rations for at
least 1 week, you receive a +2 bonus on checks and saves that
benefit from the Endurance feat. This benefit lasts until you
eat a meal other than the rations or go for a full day without
eating a day’s worth.

PRICE 1 (P

FORTUNE COOKIE FRE L

This twist of hard, baked pastry surrounds a slip of paper that
contains cryptic advice.

PRICE 2 GP
WEIGHT 1 Ib.

Almost any preserved food can be found in gnome trail
rations, which are designed to keep a wandering gnome
from needing to dine on the same meal twice in a week. If
you are a gnome who subsists on nothing but these rations
for at least 1 week, you are treated as being 1 Hit Die higher
for the purposes of spells and supernatural abilities that
have variable effects based on Hit Dice, such as color spray
and sleep. This does not actually improve your caster level,
character level, or Hit Dice in any other way. This benefit lasts
until you eat a meal other than the rations or go for a full day
without eating a day’s worth.

GNOME TRAIL RATIONS

PRICE 2 CP
WEIGHT 1/2 Ib.

A foul mix of different alcohols and whatever’s handy, grog was
invented by pirates and sailors and never managed to crawl
far onto land. Grog is no one’s first choice of drink, but anyone
who’s spent enough time on a ship has had at least a taste.

PRICE 1 SP
WEIGHT 1-1/2 Ibs.

This dish is a meaty pudding made of sheep organs (mainly
heart, liver, and lungs) minced with onion, oats, fat, spices,
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TABLE 2-12: 00D AND DRINK

ITEM PRICE WEIGHT
Absinthe (glass) 3ap =
Absinthe (bottle) 30 gp 1-1/2 Ibs.
Ale (mug) 4. cp 11b.
Ale (gallon) 2sp 8 Ibs.
Applejack (mug) 8cp 11b.
Applejack (gallon) 4sp 8 Ibs.
Baijiu (bottle) 10 gp 2 Ibs.
Banquet (per person) 10 gp =
Bread 2¢p 1/2 Ib.
Bufo (jug) 1gp 2 Ibs.
Cauim (gourd) 1gp 2 Ibs.
Caviar 50 gp =
Cheese 1sp 1/2 Ib.
Chocolate (bar) 5gp 1/2 Ib.
Coffee (cup) 1cp 1/2 Ib.
Dwarven stout (mug) 4.¢p 1/2 Ib.
Dwarven trail rations 2gp 1-1/2 Ibs.®
Elven trail rations 2.gp 11b.7
Fortune cookie 1c¢p =
Gnome trail rations 2.gp 11b.”
Grog (mug) 2¢p 1/2 Ib.
Haggis 1sp 1-1/2 Ibs.
Halfling trail rations 2gp 1/21b.”
Honey (jar) 1gp 1/2 Ib.
Ice cream 1sp =
Jungle coffee (cup) 3¢p 1/2 Ib.
Kahve (cup) 2¢p 1/2 Ib.
Kumis (wineskin) 5sp 1-1/2 Ibs.
Maple syrup (jar) 1gp 1/2 Ib.
Mead (mug) 5¢p 1/2 Ib.
Mead (gallon) 2.gp 8 Ibs.
Meal, poor (per day) 1sp =
Meal, common (per day) 3 sp =
Meal, good (per day) 5sp =
Meat 3sp 1/2 Ib.
Milk 5¢p 1/2 Ib.
Oldlaw whiskey (bottle) 20 gp 11b.
Orc trail rations 1gp 11b.*
Powdered milk 1sp 11b.
Pulque (cup) 1sp 1/2 Ib.
Pulque (wineskin) 4 sp 2 Ibs.
Rumboozle (cup) 1sp 1/2 Ib.
Sealord wine (bottle) 15 gp 1/2 Ib.
Street meat 1cp 1/2 Ib.
Tea (cup) 2¢p 1/2 Ib.
Tea, ceremonial (cup) 4.cp 1/2 Ib.
Tea ceremony set 25gp 5 Ibs.
Tepache (cup) 5¢p 1/2 Ib.
Trail rations 5sp 11b*
Travel cake mix 1sp 11b.
Wandermeal (per day) 1cp 1/21b*
Whiskey (cup) 1sp 1/2 Ib.
Wine, common (pitcher) 2 sp 6 Ibs.
Wine, fine (bottle) 10 gp 1-1/2 Ibs.
Yogurt 1sp 1/2 Ib.

“These items weigh one-quarter this amount when made for
Small characters.
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and salt, wrapped in a sheep stomach and slow-cooked.
Though its ingredients discourage cautious eaters, fans of
haggis consider it a hearty meal with a wonderful texture. It
is usually served with turnips, potatoes, and whiskey.

PRICE 2 GP

HALFLING TRAIL RATIONS WEIGHT 1/2 10,

A day’s worth of halfling trail rations is actually more than
what a typical adventuring halfling eats in a day—a full
belly strengthens a halfling’s resolve. Common foods include
sweetened dried fruit, aged sausage, hard sharp cheese,
honey cakes, and a mixture of roasted grains, nuts, and
molasses. If you are a halfling who subsists on nothing but
these rations for at least 1 week, you reduce the penalty for
the shaken condition from -2 to -1. This benefit lasts until you
eat a meal other than the rations or go for a full day without
eating a day’s worth.

PRICE 1 GP

HONEY WEIGHT 1/2 Ib.

This golden liquid is used as a sweetener. It naturally resists
spoilage, and if stored in a sealed wooden, glass, or ceramic
container it can be used to preserve fruit, nuts, meat, or even
leather for decades.

PRICE 1 SP
WEIGHT —

This exotic dessert is made with milk and cream, often
flavored with fruit or mint. Because it quickly melts at room
temperature, it must be made fresh from snow or ice, or
maintained at a low temperature, such as in a cold cellar or
with alchemy or magic. This limitation means it is expensive
and in most lands it is only available during certain seasons.
The listed price is for a large scoop (1 cup).

PRICE 3 CP

]UNGLE CUFFEE WEIGHT 1/2 Ib.

Coffee brewed “jungle style” has a winelike acidic taste that is
too strong for a novice palate.

PRICE 2 CP

KAHVE WEIGHT 1/2 Ib.

This style of coffee is served with generous helpings of milk,
sugar, and spices to counteract its natural bitterness. Kahve is
drunk throughout the day, both at home and at coffeehouses
around town. The grounds left in the bottom of a cup are
sometimes used for fortune-telling.

PRICE 5 SP
KUMIS WEIGHT 1-1/2 Ibs.

This alcoholic beverage, made from fermented horse milk,
has approximately the same potency as typical beer. It is
served cold.

PRICE 1 GP
WEIGHT 1/2 Ib.

MAPLE SYRUP

This sweet liquid comes from tapping, and partially
draining, the sap of maple trees during the early spring. The
sap is then boiled down into a syrup, though it is sometimes
thickened further and then poured over snow to create a
taffylike candy, known as snow candy.

PRICE 5 CP-2 GP

This alcoholic beverage is made by fermenting honey and
water. It may be flavored with spices, fruit, or hops.

MEALS PRICE varies

WEIGHT —

The listed price is for a day’s worth of meals. Poor meals
might consist of bread, baked turnips, onions, and water.
Common meals might consist of bread, chicken stew, carrots,

and watered-down ale or wine. Good meals might consist of
bread and pastries, beef, peas, and ale or wine.

PRICE 3 SP
MEAT WEIGHT 1/2 Ib.

This is a chunk of meat big enough to be a meal. In most
temperate locations, it is meat from a fish (or other seafood),
pig (bacon, ham, or pork), sheep (lamb or mutton), chicken,
quail, duck, goose, goat (chevon), rabbit, deer (venison),
cow (beef), or horse. In other climates and cultures it may
instead be meat from a moose, seal, whale, walrus, caribou,
reindeer, dog, cat, alpaca, snake, rat, guinea pig, lizard, frog,
or insect.

Inns with frequent adventurer clientele may have more
exotic meats on the menu such as the meat of basilisks,
dinosaurs, dire animals, giant scorpions, girallons, hydras, or
shocker lizards, costing anywhere from 1-100 gp per meal
depending on the danger and rarity of the creature.

PRICE 5 CP
MILK WEIGHT 1/2 Ib.

Milk is a nutritious liquid created by mammals, in particular
cows, goats, sheep, and horses. Fresh milk is thick and tends
to separate. Often, the cream is allowed to rise to the top and
then skimmed off, with the remainder served as a beverage.

PRICE 20 GP

OLDLAW WHISKEY WEIGHT 11b.

This single-malt whiskey is made with a recipe that’s nearly
200 years old, and is a favorite alcoholic beverage of old
soldiers everywhere.

PRICE 1 GP

ORC TRAIL RATIONS WEIGHT 1 1b.

A typical orc trail ration consists of coarse black bread, thin
sausages as hard as leather that must be chewed slowly to
soften them, dried meat of uncertain origin, and pungent
peppers. If you are an orc or half-orc who subsists on
nothing but these rations for at least 1 week, you add +2 to
the DC to resist any Intimidate checks you make. This bonus
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lasts until you eat a meal other than the rations or go for a
full day without eating a day’s worth.

PRICE 1 SP

POWDERED MILK WEIGHT 1 b,

This dry powder can be mixed with water to produce skim
milk. 1t is dried by slowly adding millet flour to milk while
heating it, cooking it down until it becomes thick, then
allowing it to dry. Powdered milk is sold in sealed pots or
jars. One pound makes approximately 1 gallon of milk.

PRICE 1 5P-4 SP

PULQUE WEIGHT 1/2 Ib.~2 Ibs.

This nutritious milk-colored alcoholic beverage is fermented
from the heart of the agave or century plant.

PRICE 1 SP

RUMBOOZLE WEIGHT 1/2 Ib.

A potent drink featuring rum, wine, ale, eggs, sugar, and
spices, rumboozle is served warm in finer taverns.

PRICE 15 GP
WEIGHT 1/2 Ib.

These red and white wines grown in certain coastal vineyards
have a sweet-tart flavor valued by nobles in many lands.

SEALORD WINE

PRICE 1 CP
WEIGHT 1/2 |b.
Usually sold by vendors on a thin wooden stick, these small

chunks of cooked meat often come from many different sorts
of creatures—rats and pigeons are the most common.

STREET MEAT

PRICE 2 CP-4 CP
WEIGHT 1/2 Ib.

TEA

A popular beverage in many regions, tea may be green or
black, depending on when the leaves are picked and how they
are prepared. It may be served unadorned, or with milk, sugar,
lemon, or spices.

PRICE 25 GP

TEA CEREMONY SET WEIGHT 5 Ibs,

This includes a tray, a teapot, a whisk,
a bowl to mix the tea in, four tiny cups,
and a decorative box in which to store
all of these items. The ceremonial
brewing of tea is part of the classical
tea ceremony. Knowing the proper
steps for preparing and participating in a tea ceremony requires
a successful DC 15 Knowledge (nobility) skill check.
PRICE 1 5P

TEPACHE WEIGHT 1/2 Ib.

This mildly alcoholic beverage is made of beer, pineapple (or
other tropical fruit), sugar, and cinnamon, then fermented a
few days and served cold with chili powder. It is sweet and
pleasant but common only in warmer climates.
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ADVENTURING
PRICE 5 SP e
TRAIL RATIONS WEIGHT 11h. To0LS D
The listed price is for a day’s worth of food. This bland food is W
usually some kind of hard tack, jerky, and dried fruit, though TRANSPORTS
the contents vary from region to region and the race of those
creating it. As long as it stays dry, it can go for months without CLOTHING
spoiling. ENTERTAINMENT
SRS AND TRADE GOODS
TRAVEL CAKE MIX TRl 00
. AND DRINK
This mixture of flour, powdered milk, natron, sugar, and salt W
lasts for months in a sealed container. When mixed with = SERVICES
water (eggs are optional), it creates a batter you can use W
to make biscuits (or other quickbreads such as pancakes, ~ REMEDIES
waffles, scones, or muffins) or a cake. One pound of travel
cake mix makes a dozen biscuits. M%Igf_“s'
ALCHEMICAL
PRICE 1 CP AL e
WANDERMEAL WEAPONS

WEIGHT 1/2 Ib.

This tough, dried cake is a halfling
invention made from flour, water,
and spices. Wandermeal keeps for
months without spoiling, travels
well, and fills the belly. However,
eating it for over a week without
other nutrients requires the eater to make a daily Fortitude
saving throw (DC 15 + 1 for each additional day) or be
sickened. The effect ends 1 day after more nutritious food is
eaten. The listed price is for a day’s worth of food.

PRICE 1 SP

WHISKEY WEIGHT 1/2 Ib.

Whiskey is a distilled beverage made from fermented grain
mash (typically barley, corn, malt, rye, or wheat) aged in a
wooden cask. The longer the drink ages in the cask, the
smoother the final product.

PRICE 2 SP-10 GP

M WEIGHT 11/2 b6 s

Wine is made from fermented fruit juice,
usually grapes, but also sometimes berries,
apples, or even rice (sake). The lower listed
price is for unremarkable common wine
and the higher is for significantly finer
wine, though wine from certain vintners
(and specific years) may fetch much higher
prices. In colder climates, wine is often
mulled with fruit, spices, honey, and almonds and served as a
warming beverage during the winter.
PRICE 1 SP

YOGURT WEIGHT 1/2 Ib.

This thick, fermented milk has a tangier taste than
unprocessed milk. It may be sweetened with fruit, honey, or
jam; blended with chopped herbs and oil to create a sauce; or
mixed with water and salt, sugar, fruit, or mint as a drink.
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LODGING AND SERVICES

These prices are for lodging and services in a typical city
or town.

PRICE
2 CP-1GP

BATH

A cold bath usually involves someone else’s used soapy bath
water. A hot bath is a one-person washtub filled with hot
water one pot at a time. A public bath is a bath facility (such as
a bath house or resort) that provides hot water, soap, and
cologne or perfume, and may also offer wading pools,
massages, or other services for an additional cost. Some public
baths require membership or a minimum social status.

PRICE

COMPANION 5 CP-10 GP

Whether a brazen strumpet, gigolo, saucy tart, escort, or
expensive doxy, this person is available for an adventurer who
needs intimacy. An hour’s diversion typically costs a few silver
pieces plus the price of a room.

PRICE

DOCTOR 1GP

A doctor is a person skilled in nonmagical healing and medicine.
A typical doctor is a 3rd-level expert with 3 ranks in Heal, the
Skill Focus (Heal) feat, and ranks in other valuable skills such as
Knowledge (nature) and Knowledge (religion). An experienced
doctor is up to 5th level, has additional ranks in appropriate skills,
and is paid five to 10 times as much; however, these doctors are
in high demand and are usually employed full-time by royalty.
A doctor generally knows a little bit about what local magical
healing can do and where to find it. The listed price is per day.

FOOTMAN = op

A footman is a house servant in good physical shape, who is
dressed in his employer’s livery and capable of running ahead
of his employer to make arrangements at a destination (such
as an inn or a noble’s mansion). This is a position of lesser rank
than a valet, and is often a status symbol for the employer,
with taller or better-looking employees earning higher wages
as footmen. A skilled and personable footman can hope to
eventually become a valet. The listed price is per day.

PRICE

HIRELING 1 SP-3 SP PER DAY

This listing is for any other sort of typical employment not
covered by another service or job in this section. An untrained
hireling is a crier, laborer, maid, mourner, porter, or other
menial worker. A trained hireling is a mason, mercenary
warrior, carpenter, blacksmith, cook, scribe, painter, teamster,
and so on. The listed price represents a minimum wage for
an adequately skilled worker, and an expert hireling usually
requires significantly higher pay. The listed price is a day’s
wages (generally 7-10 hours of work per day).

W
J ﬁ: 3
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Typical equipment for a guard or mercenary warrior is
studded leather armor and a club, shortsword, or shortspear.
Most guards are off-duty soldiers or city watchmen, though
some are unskilled laborers with a talent for fighting.

INN STAY 25P-32 GP

The listed price is for a single night’s stay at an inn. Poor
accommodations at an inn amount to a place on the floor near
the hearth. Common accommodations consist of a place on a
raised, heated floor and the use of a blanket and a pillow. Good
accommodations consist of a small, private room with one
bed, some amenities, and a covered chamber pot in the corner.

Inn Suite: Only available in larger and more expensive inns, a
suite is a rented bedroom and an attached private room. A small
suite includes a fireplace and good lock on the outer door. An
average suite includes a fireplace, a superior lock on the door,
and either two bedrooms or one larger bedroom. A luxurious
suite includes a fireplace, a superior lock on the outer door, and
two large or three or four smaller bedrooms, plus servants on
call to clean, cook, help with dressing, or send messages.

LAUNDRY 15P-1 GP

The listed price is for up to four items (such as trousers, an
undergarment, shirt, and jacket or vest). Additional items
may be washed for 3 cp each. Laundry is finished the next
day unless you bring it to the washer early. Magical laundry
service is a mage (typically an apprentice wizard) magically
and instantly cleaning your clothes with prestidigitation.

LAWYER 5 SP-10 GP

A lawyer is a person who knows and practices law. A lawyer
writes and interprets contracts, represents clients or the
government in civil and criminal trials, gives legal advice, or
presides over cases as a judge. An experienced lawyer with
a successful history can charge higher fees than a novice or
competent but unremarkable one. The listed price is per day.

PRICE
2 CP PER MILE

A messenger carries a written or verbal message to its
intended target. Verbal messages must be short enough
for the messenger to memorize (typically about 25 words).
A few messengers have exceptional memories and charge
5 sp to relay a verbal message of up to 300 words. Most
messengers are only willing to travel to locations within the
current city or outlying areas. You can pay a messenger the
return fee if you want her to wait for the message recipient
to reply, just in case the recipient is too miserly or poor to
pay for a return message. Depending on the location and
the overall wealth in a settlement, a messenger may be
a runner or ride a horse. If you can find someone already
traveling to a place, she may only charge you half as much
to carry your message.
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PRICE
75P

A nurse is a person familiar with healing and medicine. A
typical nurse is a 1st-level expert with 1 rank in Heal and
the Skill Focus (Heal) feat. An experienced nurse is 3rd or
4th level, has additional ranks in Heal, and is paid two to
three times as much; however, these nurses are in high
demand and are normally employed full-time by wealthy
merchants or nobles to look after children and elderly
family members. A nurse generally knows a little bit about
what local magical healing can do and where to find it. The
listed price is per day.

PRICE

ROAD OR GATE TOLL 1CP

Cities and towns often use gate tolls to generate additional
income, to favor local sellers over visiting merchants, to
discourage heavy traffic in congested areas, or to recoup
the cost of constructing and maintaining the road or gate.
Bridge tolls are also popular, as most travelers have no
easy way to circumvent them.

PRICE
1GP/10 GP

A scribe is a literate person with clear handwriting who can
take dictation or transcribe text documents. You must provide
ink and writing materials, though the scribe can acquire these
for you at half price. Scribes cannot copy magical writing. A
scribe who can accurately copy a map is rare and demands a
higher wage. The listed price is per day.

PRICE

SPELLCASTING VARIES

The indicated amount is how much it costs to get a spellcaster
to cast a spell for you. This price assumes that you can go to
the spellcaster and have the spell cast at her convenience
(generally at least 24 hours later, so that the spellcaster has
time to prepare the spell in question, though you may be
lucky enough to find someone who has it prepared that day
or a spontaneous caster who knows it). If you want to bring
the spellcaster somewhere to cast a spell (for example, to
cast dispel magic on a magical seal in a dungeon) you need
to negotiate with her; the default answer to such requests is
typically no, since most people don’t actually like to go on
unexpected life-threatening adventures.

The price given is for any spell that does not require a
costly material component. If the spell includes a material
component, add the cost of that component to the cost of the
spell. If the spell has a focus component (other than a divine
focus), add 1/10 the cost of that focus to the cost of the spell.

If a spell has dangerous consequences (such as contact
other plane, which has a risk of decreasing the caster’s
Intelligence and Charisma), the spellcaster will certainly
require proof that you can and will pay for dealing with any
such consequences (that is, assuming that the spellcaster
even agrees to cast such a spell, which isn’t certain). If these

TABLE 2-13: LODGING AND SERVICES

ITEM PRICE

Bath (cold) 2¢p

Bath (hot) 6 cp

Bath (public) 2 sp-1gp
Companion 5 cp-10 gp
Doctor 1gp
Footman 5sp
Hireling (untrained) 1 sp per day
Hireling (trained) 3 sp per day
Inn stay (poor) 2sp

Inn stay (common) 5sp

Inn stay (good) 2.gp

Inn suite (small) 4 gp

Inn suite (average) 16 gp

Inn suite (luxurious) 32 gp+
Laundry 1sp
Laundry (magic) 1gp
Lawyer (novice) 5sp

Lawyer (competent) 3gp
Lawyer (experienced) 10 gp
Messenger 2 cp per mile
Nurse 7sp

Road or gate toll 1cp

Scribe (text) 1gp

Scribe (map) 10 gp

Spellcasting caster level x
spell level x 10 gp*
Valet 1gp

* See description.

additional costs put the total spellcasting price above 3,000
gp, the spell is not generally available.

In the case of spells that transport the caster and
characters over a distance, you will likely have to pay for
two castings of the spell (one for the caster to take you
there and one for the caster to return), even if you aren’t
returning with the caster.

Not every town or village has a spellcaster of sufficient
level to cast any spell. In general, you must travel to a small
town (or larger settlement) to be reasonably assured of
finding a spellcaster capable of casting 1st-level spells, a
large town for 2nd-level spells, a small city for 3rd- or 4th-
level spells, a large city for 5th- or 6th-level spells, and a
metropolis for 7th- or 8th-level spells. Even a metropolis
isn’t quaranteed to have a local spellcaster able to cast 9th-
level spells.

VALET

This title includes valets, butlers, lady’s maids, ladies-in-
waiting, secretaries, stewards, concierges, majordomos,
manservants, bodyservants, and other skilled, trusted servants
and employees who work closely with an employer or run a
household or business, sometimes without direct supervision.
The listed price is per day.

PRICE
1GP
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ULTIMATE EQUIiPMENT

ALCHEMICAL REMEDIES

Alchemical remedies are substances used to overcome
a negative condition or ward against a specific kind
of attack. You use most remedies by drinking them
or applying them to your skin or clothing. All of these
substances can be made by a character with the Craft
(alchemy) skill; the DC to craft each item is listed in Table
2-14: Alchemical Remedies.
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PRICE 150 GP

FIRE WARD GEL WEIGHT 1 b,

When you apply this thin gel to your
skin, armor, or clothing, it creates a
resistant barrier that protects you

from fire or heat damage. You gain
fire resistance 5. The gel burns away
as it absorbs fire damage; when it
absorbs a total of 20 points of fire
damage, it is discharged. Fire ward

PRICE 5 GP
WEIGHT 1 Ib.

Each pot of this slick black goo has
sufficient contents to cover one
Medium creature or two Small ones. If
you coat yourself in alchemical grease,
you gain a +5 alchemical bonus on
Escape Artist checks, on combat
maneuver checks made to escape a grapple, and to your CMD to
avoid being grappled; this lasts 4 hours or until you wash it off.
PRICE 1 GP

ALCHEMIST'S KINDNESS e

Favored by young rakes and other well-to-do inebriates, this
crystalline powder resembles salt. Mixed with water, it makes
a fizzing cocktail that eliminates the effects of a hangover
within 10 minutes of drinking it.

PRICE 50 GP

ANTIPLAGUE e

If you drink a vial of this foul-tasting, milky tonic, you gain a +5
alchemical bonus on Fortitude saving throws against disease
for the next hour. If already infected, you may also make two
saving throws (without the +5 bonus) that day and use the
better result.

ALCHEMICAL GREASE

= .

PRICE 50 GP
WEIGHT —

This substance counteracts a specific
toxin. If you drink a vial of antitoxin,
‘%T you gain a +5 alchemical bonus on

Fortitude saving throws against
poison for 1 hour.

ANTITOXIN

PRICE 40 GP
WEIGHT —

This clear resin protects a weapon from harmful
attacks made by oozes and rust monsters, as
well as from similar effects that corrode or melt
weapons, rendering the weapon immune for
24 hours. One pot can coat one two-handed
weapon, two one-handed or light weapons,
or 50 ammunition items. Applying it takes 1
full round per pot. Immersing the weapon in
water or similar liquid washes it off.

gel counts as protection from energy for the purpose of
stacking multiple fire protection effects. Applying fire ward
gel takes 1 minute, and it lasts for 1 hour before losing
its potency. Multiple applications of fire ward gel do not
stack; applying more while a dose is active merely resets
the potential amount of fire damage absorbed to 20 points.

PRICE 150 GP
WEIGHT 1 Ib.

. When you apply this thin gel to your
skin, armor, or clothing, it creates a
resistant barrier that protects you from
cold damage. You gain cold resistance
5. The gel flakes away as it absorbs cold
damage; when it absorbs a total of 20
points of cold damage, it is discharged.
Frost ward gel counts as protection from energy for the
purpose of stacking multiple cold protection effects. Applying
frost ward gel takes 1 minute, and it lasts for 1 hour before
losing its potency. Multiple applications of frost ward gel do
not stack; applying more while a dose is active merely resets
the potential amount of cold damage absorbed to 20 points.
PRICE 30 GP

MEDITATION TEA e S0

Drinking this cloudy tea has a soothing effect that clarifies
your thoughts. For 10 minutes after drinking the tea, you gain
a +2 alchemical bonus against mind-affecting effects. If you
drink meditation tea while suffering from a mind-affecting
affect, you may immediately roll another saving throw (with
the +2 bonus) against the effect; you may gain this particular
benefit only once per day.

FROST WARD GEL

PRICE 80 GP

PADZAHR ETCHT=
Drinking this crystal-clear liquid

accelerates the natural process

of healing Constitution damage.
Resting for 1 hour after drinking
a vial heals you of 1 point of
Constitution damage as if you had
benefited from a full night’s rest.
Taking multiple doses in an hour does not increase the rate of
healing; you must take each individually, followed by an hour
of rest, for it to have any effect. Using more than 4 doses of
padzahr in 1 day has no effect.
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PRICE 25 GP

SMELLING SALTS e

These sharply scented gray crystals cause people inhaling
them to regain consciousness. Smelling salts grant you
a new saving throw to resist any spell or effect that has
already rendered you unconscious or staggered. If exposed
to smelling salts while dying, you immediately become
conscious and staggered, but must still make stabilization
checks each round; if you perform any standard action (or
any other strenuous action), you take 1 point of damage after
completing the act and fall unconscious again. A container of
smelling salts has dozens of uses if stoppered after each use,
but depletes in a matter of hours if left open.
PRICE 25 GP

SUUTHE SYRUP WEIGHT 1/2 |b.

This sweet and wholesome-tasting
blue liquid creates a sense of
warmth and comfort. Soothe syrup
coats your stomach and makes
it much more difficult for you to
succumb to queasiness. For 1 hour
after drinking soothe syrup, you
gain a +5 alchemical bonus on saving throws made to resist
effects that would make you nauseated or sickened.
PRICE 300 GP

SOUL STIMULANT IcE 00 o

This soothing elixir was created to
counter the energy-draining effects of
vampires, wights, and similar horrible
creatures. If you have a negative level
(whether temporary or permanent),
you can drink a dose of soul stimulant,
negating the negative level’s penalty for
12 hours. You can only benefit from 1 dose of soul stimulant
at a time, though you can continue to take a dose every 12
hours to stave off the negative level’s effects.
PRICE 50 GP

TROLL OIL WEIGHT 1 Ib.

This crimson liquid is viscous and tastes foul. If you drink it,
for the next hour you automatically stabilize when reduced to
negative hit points (unless the damage is sufficient to instantly
kill you) and have a 50% chance each round to end any bleed
effect on you. If you take fire or acid damage, the benefits of
troll oil are suspended for 1 round.

PRICE 45 GP

TWITCH TONIC e

This thick syrup is extracted from
bitter herbs and enhanced by alchemy
to ward against sleep, paralysis, and
the staggered condition. If you drink
twitch tonic, you gain a +2 alchemical
bonus on saving throws made against
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TABLE 2-14: ALCHEMICAL REMEDIES

ITEM PRICE WEIGHT CRAFT DC
Alchemical grease 5gp 11b. 15
Alchemist’s kindness 1gp = 20
Antiplague 50 gp = 25
Antitoxin 50 gp b 25
Bladeguard 40 gp = 15
Fire ward gel 150 gp 11b. 25
Frost ward gel 150 gp 11b. 25
Meditation tea 30 gp = 20
Padzahr 80 gp = 25
Smelling salts 25gp = 25
Soothe syrup 25gp 1/2 Ib. 15
Soul stimulant 300 gp = 30
Troll oil 50 gp 11b. 30
Twitch tonic 45 gp = 25
Vermin repellent 5gp = 20
Wismuth salix 30 gp = 20

these effects for the next hour. If you drink twitch tonic while
suffering from any of these effects, you may immediately roll
another saving throw against the effect (with the +2 bonus);
you may gain this particular benefit only once per day. You can
administer twitch tonic to an unconscious or paralyzed creature
as a full-round action, similar to administering a potion.

PRICE 5 GP

VERMIN REPELLENT PR O

This vile-smelling white paste keeps vermin at bay if spread
on your skin. Normal-sized (Fine) vermin avoid you. Swarms of
vermin must make a successful DC 15 Fortitude saving throw
in order to enter your square. Vermin repellent has no adverse
effect on vermin of Small size or larger, though if an attacking
vermin has a choice of targets that are respectively covered
and not covered in repellent, it usually chooses the creatures
without repellent. Once applied, vermin repellent remains
effective for 4 hours or until you spend 1 round washing it off.

Vermin repellent counts as a strong scent, allowing creatures
with the scent ability to detect it at a greater range (see the
Universal Monster Rules in the Bestiary).

PRICE 30 GP

WISMUTH SALIX e S0 0

This pink liquid has a horrible chalky taste, but is quite
effective at counteracting nausea, indigestion, and diarrhea.
A vial of wismuth salix, taken in small doses during the
day, alleviates these symptoms. If you drink an entire vial
of wismuth salix, for 1 hour you get a +2 alchemical bonus
on Fortitude saving throws against effects that inflict the
nauseated or sickened condition. If you drink a vial of it while
suffering from the nauseated or sickened condition, you may
immediately roll another saving throw (with the +2 bonus)
against the effect; you may gain this particular benefit only
once per day. Drinking a vial of wismuth salix (whether over
the course of a day or all at once) usually turns your tongue
black for about a day, though this is a harmless side effect.
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ALCHEMICAL TOOLS

Alchemical tools are adventuring items that can prove
extremely useful in a variety of situations, including
battles, dungeon-delving, or crafting other alchemical
items. All of these tools can be made by a character with
the Craft (alchemy) skill; the DC to craft the item is listed
in Table 2—15: Alchemical Tools.

PRICE 5 GP

ALCHEMICAL CEMENT WEIGHT 2 Ibs.

You mix this fine gray powder with water and a cubic foot of
sand or gravel to form a durable stone-like material. Until it
cures, it has the consistency of thick mud, and you must hold it
in place (typically with a frame of earth or wood) if you want it
to harden in a specific shape. It takes 1d10+10 minutes for the
cement to partially cure, gaining hardness 2 and 5 hit points
per inch of thickness. After 1d6 hours the cement is fully cured
and as hard as true stone.

PRICE 20 GP

ALCHEMICAL GLUE WEIGHT 1/2 Ib,

This glue is stored as two flasks of syrupy liquid. When
mixed together and allowed to cure, they form a strong
bond. The glue is sufficient to coat 1 square foot of surface,
or (because of waste, spills, and inaccurate mixing) up to 20
smaller applications of approximately 2 square inches each.
The glue is tacky after 1 minute and fully cured after 1 hour.
Pulling apart a large glued surface (at least 1 square foot)
requires a DC 20 Strength check for tacky glue or DC 25 for
cured glue. Pulling apart a small glued surface (anything
less than 1 square foot) is a DC 15 Strength check for tacky
glue or DC 20 for cured glue.

PRICE 25 GP

ALCHEMICAL GLUE ACCELERANT [

This tiny dropper contains a liquid that speeds up the
cure time of alchemical glue. Applying the accelerant is a
standard action. Accelerated glue is tacky after 1 round and
fully cured in 1 minute. The dropper contains 20 doses; each
dose is sufficient to cure one small application of alchemical
glue. The entire dropper must be used to cure a full square

foot of glue.
PRICE 20 GP

ALCHEMICAL SOLVENT WEIGHT 1/2 b,

This bubbling purple gel eats through
adhesives. Each vial can cover a single
5-foot square. It destroys most normal
adhesives (such as tar, tree sap, or glue)
in a single round but takes 1d4+1 rounds
to deal with more powerful adhesives
(alchemical glue, tanglefoot bags, spider
webbing, and so on). It has no affect on
fully magical adhesives, such as
sovereign glue.

W PAIZ0.COM#21 70696, Kevin Athey <drizztdn@gmail.com>, Jun 19, 2017

PRICE 30 GP

ARMOR OINTMENT WEIGHT 1 b,

This thick lubricant makes the joints of armor move more freely.

Applying the ointment takes 1 minute and reduces your armor’s

armor check penalty by 1 (to a minimum of -1) for 8 hours.
PRICE 20 GP

BLACKFIRE CLAY WEIGHT 10 Ibs,

This pliant black clay is always pleasantly warm to the touch.
Working blackfire clay in your hands for a full round causes
the clay to grow much warmer, granting you a +4 alchemical
bonus on saving throws made to resist cold weather. You can
combine five blocks of clay over the course of a minute to
produce a source of warmth equivalent to a small campfire,
allowing you to heat a campsite and cook food.

Blackfire clay only produces heat, never light, smoke, or
odor. The clay emits warmth for 1 hour before hardening into
an unusable lump. A newly created brick of blackfire clay is
composed of 10 blocks.

PRICE 25 GP

BLOODBLOCK T

ﬁ This gooey, pinkish substance helps
_ treat wounds. Using a dose gives you a
+5 alchemical bonus on Heal checks for
providing first aid, treating wounds made
by caltrops or similar objects, or treating
deadly wounds. A dose of bloodblock ends
a bleed effect as if you had made a DC 15
Heal check. When treating deadly wounds,

using a dose of bloodblock counts as one use of a healer’s kit
(and grants the +5 bonus stated above).

PRICE 10 GP

BUOYANT BALLOON WEIGHT 1 Ib.

This fist-sized alchemically treated
animal bladder is tightly sealed around
a small wooden grip. By giving the
handle a sharp twist you break a tiny
glass ampoule just inside the bladder,
filling the bag with buoyant gas and
causing it to swell into a 3-foot-diameter sphere. Inflating the
balloon is a move action. Once filled, the balloon floats upward
at a speed of 60 feet per round. The balloon can lift up to 20
pounds of weight as it rises, though carrying more than 10
pounds reduces its speed to 30 feet per round. Multiple balloons
attached to a single object add their carrying capacities together
when determining how much weight they can lift. If a balloon is
not held or bound in place in some manner, it continues to rise
until it reaches a height of 600 feet, or until 10 minutes have
passed, after which it pops or deflates and is destroyed.
PRICE 1 GP

CANDLEROD WEIGHT 1 Ib.

Similar to but weaker than a sunrod, this stick glows like a
candle when struck and lasts for 12 hours.
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PRICE 5 SP

CASTING PLASTER WEIGHT 5 Ibs,

This white, dry powder mixes with water to form a paste,
which hardens over the course of an hour to create a solid
material. It can be used to make casts of footprints or
carvings, fill in gaps or cracks in walls, or (if applied over a
cloth wrapping) create a cast for a broken bone. Hardened
plaster has hardness 1 and 5 hit points per inch of thickness.
A 5-pound clay pot of plaster can cover about 5 square feet
of flat space to a depth of 1 inch, five Medium forearm or
lower-leg casts, two Medium full-arm or full-leg casts, or
twice as many casts for a Small creature.

PRICE 15 GP

CHILL CREAM WEIGHT 1 b,

This sticky light blue paste grows pleasantly cool to the touch
whenever it is exposed to light. Spreading a dose on your
face and hands takes a full-round action and grants you a +2
alchemical bonus on saves to resist hot weather. In areas of
bright light this bonus increases to +4, while in areas of dim
light or darkness it is negated. A dose of chill cream lasts for 1
hour after being applied. A newly crafted bottle of chill cream
holds 5 doses.

PRICE 30 GP
WEIGHT —

This milky fluid can be mixed with water to
quickly kill light and medium vegetation.
One flask of defoliant kills light brush and
small trees in 50 5-foot squares. Light
vegetation (anything but trees) dies within
1 hour and can be cleared at a rate of 10
minutes per 5-foot square (representing
uprooting dead plants and breaking
stumps into gravel-sized pieces), leaving
barren ground. Medium vegetation (anything but massive
trees) dies in 2 hours and can be cleared at a rate of 1 hour per
5-foot square. Massive trees can usually survive a single dose
of defoliant, and using defoliant doesn’t make clearing them
any easier. Defoliant can be used as a splash weapon against
plant creatures. A direct hit with the undiluted fluid deals 1d6
hit points of damage, 1 point of Strength damage, and 1 point
of Constitution damage (Fortitude DC 20 negates the Strength
and Constitution damage); plant creatures within 5 feet of the
target take 1 hit point of damage.
PRICE 50 GP

EMBALMING FLUID WEIGHT 10 Ibs,

L This fluid is used to preserve corpses,
; whether for later dissection, taxidermy,
necromancy, or magic such as raise dead.
Embalming fluid is technically a poison,
and using it makes a corpse unpalatable
to most animals and vermin, though
corpse-eating undead don’t mind the taste. Treating a corpse
with embalming fluid takes 1 hour and a successful DC 25

DEFOLIANT

TABLE 2-15: ALCHEMICAL TOOLS

ITEM PRICE WEIGHT CRAFT DC
Alchemical cement 5ap 2 Ibs. 15
Alchemical glue 20gp  1/21b. 20
Alchemical glue accelerant 25gp = 25
Alchemical solvent 20gp 1/21b. 20
Armor ointment 30 gp 11b. 15
Blackfire clay 20gp 10 Ibs. 20
Bloodblock 25gp = 25
Buoyant balloon 10 gp 11b. 15
Candlerod 1gp 11b. 20
Casting plaster 5sp 5 Ibs. 25
Chill cream 15 gp 11b. 15
Defoliant 30 gp = 25
Embalming fluid 50gp 10 Ibs. 25
Foaming powder 10 gp 11b. 20
Glowing ink 5ap = 15
Impact foam 25gp 11b. 20
Invisible ink (simple) 2gp = 15
Invisible ink (average) 10 gp = 20
Invisible ink (good) 25gp 2 20
Invisible ink (superior) 75 gp = 25
Light detector 1gp = 10
Marker dye 15 gp 11b. 15
Mending paste 25gp  1/21b. 25
Nushadir 10 gp 11b. 20
Rusting powder 60 gp = 30
Scent cloak 20 gp 2 Ibs. 20
Smoke pellet 25gp = 20
Smokestick 20gp 1/21b. 20
Sunrod 2gp 11b. 25
Tindertwig 1gp = 25
Water purification sponge 25gp 11b. 15
Weapon blanch (adamantine) 100gp 1/21b. 25
Weapon blanch (cold iron) 20gp 1/21b. 20
Weapon blanch (silver) 5gp 1/21b. 20

Heal check. The embalmed corpse decays at half the normal
rate (each day dead counts as half a day for the purpose of

raise dead).
PRICE 10 GP

FOAMING POWDER TR o

When you add this 1-pound bag of green powder to a gallon
of water, the two combine to form 50 cubic feet of thick green
foam. Unless contained, in 1 round the foam fills a 5-foot-square
to a depth of 2 feet. When multiple pounds of powder are used,
the foam expands at a rate of one 5-foot square per round.
Ground covered with the foam is treated as difficult terrain,
but is otherwise harmless. After 1 hour, the foam hardens to
form a buoyant material roughly the density of honeycomb. The
cured foam is easy to cut, with hardness 0 and 5 hit points per
foot of thickness. The cured foam breaks down over a few days,
and even faster if exposed to water. Casting transmute mud to
rock on uncured foam converts it into a soft, pumice-like stone
(hardness 2, 5 hit points per inch of thickness).

ADVENTURING
GEAR

TOOLS AND
SKILLKITS

ANIMALS AND
TRANSPORTS

CLOTHING

ENTERTAINMENT
AND TRADE GOODS

FOOD

AND DRINK
LODGING AND

SERVICES

ALCHEMICAL
REMEDIES

ALCHEMICAL

T00LS
ALCHEMICAL
WEAPONS




' = 7y
FQUIVEIR.  uLTimATE EQUiPMENT
PRICES GP

GLOWING INK PRI

Often extracted from phosphorescent insects, tiny marine
plants, or subterranean fungi, glowing ink emits a faint but
steady light (typically red or green) that allows you to read it
in normal darkness—this includes darkness created by spells
like darkness, but not the supernatural darkness created by
deeper darkness. If there is glowing ink on an object, you
have a +2 bonus on Perception checks to locate it. Mixing
glowing ink with marker dye makes the dye glow in the dark

until it fades.
PRICE 25 GP

IMPACT FOAM WEIGHT 1 b,

This milky white liquid bubbles into a
1-foot-thick semisolid sheet of foam
when splashed across the ground. You
can spend a minute to apply a flask of
impact foam to a 10-foot-radius area,
or you can throw the flask as a splash
weapon. The foam does not interfere
with movement, but reacts strongly to
sudden force. A creature that falls onto a sheet of impact
foam ignores the first 1d6 points of falling damage and
converts the second 1d6 points of falling damage into
nonlethal damage. A sheet of impact foam dissolves after
10 minutes or when exposed to at least a gallon of water.

PRICE varies
INVISIBLE INK WEIGHT —
Simple 267
Average UL e
Good 25 GP
Superior G

Invisible ink is a staple of spies, rebels, and
secret societies everywhere. Messages
written with invisible ink only become
visible under specific circumstances.
Revealing the secret message with the
proper triggering agent is a full-round
action per page of text. A successful Craft
(alchemy) check reveals the message
without the proper trigger and takes 1
hour (the DC varies by ink quality).

Simple: This ink is keyed to a single, fairly common trigger,
such as heat or vinegar (DC 20 to reveal without the trigger).

Average: This ink is keyed to either two common triggers or
one uncommon trigger, such as blood or acid (DC 25 to reveal
without the trigger).

Good: This ink is keyed to either two uncommon triggers
or one rare trigger, such as a specific vintage of wine or a
specific kind of monster’s blood (DC 30 to reveal without
the trigger).

Superior: This ink is keyed to either two rare triggers or one
unique trigger, such as the blood of a specific person (DC 35 to
reveal without the trigger).

=
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PRICE 1 GP
WEIGHT —
This hand-sized metal plate is covered with
a thin layer of light-sensitive transparent
paste. If exposed to light, the paste darkens
,J and becomes opaque, depending on the
4 ‘ amount of light. Bright light causes it to fully
i ,‘z'# darken in 1 round, normal light in 3 rounds,
and dim light in 10 rounds. It is mainly used
Ll by creatures with darkvision to determine
whether creatures carrying light have recently passed through
an area. The plate is sold wrapped in a thick black cloth to
prevent accidental light exposure from ruining the plate.

LIGHT DETECTOR

PRICE 15 GP

MARKER DYE WEIGHT 1 b,

This dye (available in several colors) creates
an obvious stain wherever it is splashed.
Washing has no effect for the first 72 hours
(though magic can erase it), but it fades
completely after 2 weeks. You can throw it

as a splash weapon.
PRICE 25 GP

MENDING PASTE WEIGHT 1/2 b,

You can use this smelly, silvery paste to temporarily repair
metal objects. It is sold in a sealed flask and reacts with air,
turning solid in 1d6+4 minutes. You must make an appropriate
DC 20 Craft check to repair a metal item with the broken
condition; success means the object loses the broken condition
but gains the fragile quality (see page 22). Increase the DC by
+5 if the broken object is a magic item or by +5 if it is a firearm
(add both modifiers if the item is a magical firearm). If the
check fails, the mending paste is consumed but you may try
again with another flask or conventional repair methods.
PRICE 10 GP

This reagent is often stored in the form of small, salty pellets
in a dry container, though it can also be mixed with a flask
of water and carried that way. Nushadir neutralizes acid; a
vial of pellets or a flask of nushadir-water is enough to render
a cubic foot of acid safe to touch in 1 minute, though this is
usually too slow to prevent damage from a thrown vial of acid
or the contents of a large monster’s gullet. Nushadir vapors are
slightly irritating to the eyes, nose, and mouth, causing nausea
for 1d4 rounds after close exposure (Fortitude DC 10 negates).

PRICE 60 GP
WEIGHT —

T This flaky brown powder derived from
: rust monster fluids causes iron and
similar metals to corrode and fall apart.
If you apply a dose of rusting powder
to a metal lock or trap as part of using
the Disable Device skill, you gain a +5

RUSTING POWDER
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alchemical bonus to open the lock or disable the trap, but
there is a 75% chance that the mechanism is destroyed and
cannot be used afterward. If the check fails, the mechanism
is destroyed. A destroyed lock cannot be unlocked (but still
counts as locked for the purpose opening the locked object).
A destroyed trap mechanism immediately triggers the trap.
If you fail the DC by 5 or more, the powder also lands on
an object in your square (including possibly your armor or
weapon), dealing 5 hit points of damage to the object.

Rusting powder is sold in a paper tube; you apply it by
tearing the ends off the tube and blowing the flakes into the
target device. Rusting powder does not affect gold, silver,
copper, bronze, brass, or mithral, but easily affects iron, steel,
and adamantine.

PRICE 20 GP

SCENT CLOAK WEIGHT 2 Ibs.

This 1-foot-long, gold-tipped iron rod glows brightly when
struck (a standard action). It sheds normal light in a 30-foot
radius and increases the light level by one step for an additional
30 feet beyond that area (darkness becomes dim light and dim
light becomes normal light). A sunrod does not increase the
light level in normal light or bright light. It glows for 6 hours,
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after which the gold tip is burned out and worthless.
PRICE 1 GP

TINDERTWIG PR LGP

e The alchemical substance on the
. end of this small, wooden stick
ignites when struck against a rough
surface (a move action). Creating a
flame with a tindertwig is much
faster than creating a flame with
tinder and a flint and steel or

This collection of coarsely ground spices, seeds, musk, and
alchemical reagents are meant to be rubbed into your skin
and clothes in order to override your scent, increasing the DC
of tracking you by scent by +10 for 24 hours. Because you still
have a smell, creatures with scent can still detect and pinpoint
you if you are cloaked; they just can’t identify your smell as
something unique. Washing for 1 full round removes the

scent cloak.
PRICE 25 GP

SMOKE PELLET oo

This small clay sphere contains two
alchemical substances separated
by a thin barrier. When you break
the sphere, the substances mingle
and fill a 5-foot square with a
cloud of foul but harmless yellow

smoke. The smoke pellet acts as a smokestick, except the
smoke only lasts for 1 round before dispersing. You may
throw a smoke pellet as a ranged touch attack with a range
increment of 10 feet.

magnifying glass. Lighting a torch with a tindertwig is
a standard action rather than a full-round action, and
lighting any other fire with one is at least a standard
action. A tindertwig burns for 1d2 rounds and sheds light
as a candle. Tindertwigs are waterproof, but must be dried
before you can strike them.

PRICE 25 GP

WATER PURIFICATION SPONGE WEIGHT 11b.

This fist-sized blue sponge absorbs up to 1 pint of water;
squeezing the water out of the sponge filters and purifies it,
making it safe for drinking, washing, and similar activities.
Filling and emptying the sponge is a full-round action. The
filtration is enough to remove mundane impurities and
common diseases, but does nothing to protect against poisons,
magic, and other exotic threats. Each sponge can cleanse 25
pints of water before deteriorating and becoming useless.

PRICE varies

WEAPON BLANCH

WEIGHT 1/2 Ib.

Adamantine 100 GP

Cold iron 20 GP

PRICE 20 GP Silver 5GP

WEIGHT 1/2 Ib.

This alchemically treated wooden stick instantly creates thick,
opaque smoke when burned. The smoke fills a 10-foot cube
(treat the effect as a fog cloud spell, except that a moderate
or stronger wind dissipates the smoke in 1 round). The stick is
consumed after 1 round, and the smoke dissipates naturally
after 1 minute.

PRICE 2 GP
WEIGHT 1 Ib.
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These silver, alchemical powders
have a gritty consistency, appearing
at first glance to be simple metal
shavings. When poured on a weapon
and placed over a hot flame for a full
round, however, they melt and form
a temporary coating on the weapon. The blanching gives
the weapon the ability to bypass one kind of material-based
damage reduction, such as adamantine, cold iron, or silver.
The blanching remains effective until you make a successful
attack with the weapon. Each dose of blanching can coat one
weapon or up to 10 pieces of ammunition. Only one kind of
weapon blanch can be on a weapon at one time, though a
weapon made of one special material (such as adamantine)
can have a different material blanch (such as silver), and
counts as both materials for the first successful hit.

AND TRADE GOODS

F00D

AND DRINK
LODGING AND
SERVICES

ALCHEMICAL
REMEDIES

ALCHEMICAL
T00LS

ALCHEMICAL
WEAPONS



[UIVEIR. uLTimATE EQUiPMENT

fILCHEMICAL WEAPONS

Alchemical weapons are designed to harm others, though
they may have additional uses. Each of these substances
can be made with the Craft (alchemy) skill; the DC to craft

the item is at the end of each item.
PRICE 10 GP

You can throw a flask of acid as a splash weapon. Treat this
attack as a ranged touch attack with a range increment of
10 feet. A direct hit deals 1d6é points of acid damage. Every
creature within 5 feet of the point where the acid hits takes 1
point of acid damage from the splash. Crafting this item is a

DC 15 Craft (alchemy) check.
PRICE 20 GP

ALCHEMIST’S FIRE WEIGHT 1 b,

Alchemist’s fire is a mix of several
volatile liquids that ignite when
exposed to air. You can throw a
flask of alchemist’s fire as a splash
weapon. Treat this attack as a ranged
touch attack with a range increment
of 10 feet.

A direct hit deals 1d6 points of fire damage. Every creature
within 5 feet of the point where the flask hits takes 1 point of
fire damage from the splash. On the round following a direct
hit, the target takes an additional 1dé points of damage. If
desired, the target can use a full-round action to attempt to
extinguish the flames before taking this additional damage.
Extinguishing the flames requires a DC 15 Reflex save. Rolling
on the ground provides the target a +2 bonus on the save.
Leaping into a large body of water or magically extinguishing
the flames automatically smothers the fire. Crafting this item

is a DC 20 Craft (alchemy) check.
PRICE 15 GP

ALKALI FLASK WEIGHT 1 b,

This flask of caustic liquid reacts
with an ooze’s natural acids. You
can throw an alkali flask as a splash
weapon with a range increment of
;/- 10 feet. Against non-ooze creatures,
— an alkali flask functions as a normal
flask of acid. Against oozes and other acid-based creatures, the
alkali flask inflicts double damage. Crafting this item is a DC 20

Craft (alchemy) check.
PRICE 75 GP

BANSHEE BALLERINA FIREWORK R

This small firework burns brightly and makes a loud, eerie

whistling sound. It can be thrown to target an intersection

as a splash weapon. Any creatures within 5 feet of the noise

are effectively deafened while they remain in the area, as

even the loudest sounds they make are drowned out by the
=
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piercing sound. A banshee ballerina firework burns for 1d4+1
rounds before extinguishing itself with a quiet puff of smoke.
Crafting this item is a DC 30 Craft (alchemy) check.

PRICE 40 GP

BOTTLED LIGHTNING WEIGHT 11b.

Electricity crackles along a metal filament inside this small
glass bottle. You can open the bottle as a standard action,
unleashing a small bolt of lightning toward an enemy within
20 feet of you. This is a ranged touch attack that deals 1d8
points of electricity damage. Any creature in a line between
you and the target (including the target) takes 1 point of sonic
damage from the terrific clap of thunder the bolt generates
(Reflex DC 15 negates). Crafting bottled lightning is a DC 25

Craft (alchemy) check.
PRICE 35 GP

BURST JAR WEIGHT 1 Ib.

This simple clay pot has two sealed, airtight inner chambers
containing alchemical liquids. The jar is thrown as a splash
weapon. It shatters on impact, covering the target with a
mixture of the two liquids. One round later on your turn, the
liquids react and explode with concussive force. The target
takes 1 point of sonic damage, is deafened for 1d4 rounds, and
must make a DC 12 Fortitude save or be stunned for 1 round.
Creatures within 5 feet of the explosion take 1 point of sonic
damage. The target can use a full-round action to scrape or
wash off the liquid before it detonates, depositing the material
in its square or an adjacent square; the material detonates as
normal, though the original target only takes damage as if
it were within 5 feet of the explosion. Crafting this item is a
DC 25 Craft (alchemy) check.
PRICE 100 GP

FLAME FOUNTAIN FIREWORK R

This hollow metal or wooden tube contains slow-burning
powder. When you light the fuse (a move action), it creates a
3-foot-long, blazing fountain of red-hot fiery sparks. You wield
this fountain of sparks as if it were a heavy mace. Attacks with
the fountain are melee touch attacks. The fountain deals 1d8
points of fire damage (your Strength modifier does not apply
to the damage).

The fountain sheds light as a torch and can ignite combustible
materials such as parchment, straw, dry sticks, and cloth. Once
ignited, it lasts for 1 minute. If extinguished before this time,
the remaining duration is wasted. Crafting this item is a DC 25

Craft (alchemy) check.
PRICE 50 GP

FLASH POWDER Bt

This coarse gray powder ignites and burns almost instantly
if exposed to flame, significant friction, or even simple
force such as throwing it against a floor (a standard action).
Creatures within a 10-foot-radius burst are blinded for 1
round (Fortitude DC 13 negates). Crafting this item is a DC 20
Craft (alchemy) check.

v b Y paizalcom#2170696, Kevin Athey <drizztdn@gmail.com>, Jun 19, 2017



paizo.com #2170696, Kevin Athey <drizztdn@gmail.cop>, SRS, 201y m

—
ADVENTURING
TABLE 2-16: ALCHEMICAL WEAPONS =
! TOOLS AND
SIMPLE WEAPONS SKILLKITS
LIGHT MELEE WEAPONS PRICE DMG CRITICAL RANGE WEIGHT TYPE SPECIAL W
Liquid blade 40gp 1d6 19-20/%2 = 2 Ibs. P Fragile, see text TRANSPORTS
ONE-HANDED MELEE WEAPONS CLOTHING
Flame fountain firework 100gp 1d8 x2 = = Fire See text Em
AND TRADE GOODS
RANGED WEAPONS W
Acid 10gp 1d6 x2 10 ft. 11b. Acid Splash AND DRINK
Alchemist’s fire 20gp 1dé6 x2 10 ft. 11b. Fire Splash W
Alkali flask 15gp 1dé x2 10 ft. 11b. Acid Splash, see text ~ SERVICES
Banshee ballerina firework ~ 75gp — a 10 ft. = Sonic Area, see text W
Bottled lightning 40gp  1d8/1 x2 20 ft. 11b. Electricity/sonic  See text ~ REMEDIES
Burst jar 35gp 1 = 10 ft. 11b. Sonic Splash, see text W cocaar
Flash powder 50gp — = 10 ft. = Light Area, see text %
Fuse grenade 100gp 2d6/1d6 x2 10 ft. 11b. B/fire Area, see text
Ghast retch flask 50gp — = 10 ft. 11b. Poison Splash, see text
Holy water 25gp 2d4 x2 10 ft. 11b. = Splash, see text T
Itching powder 60gp — = 10 ft. 2 |bs. Poison Splash, see text
Keros oil 5gp 1d3 x2 5 ft. = Fire See text
Liquid ice 40gp 1dé6 x2 10 ft. 2 Ibs. Cold Splash
Paper candle firework 1gp — = 10 ft. = = See text
Pellet grenade, iron 50gp 1d6/1d6/1d6 — 10 ft. 11b. B/P/fire Area, see text
Pellet grenade, silver 70gp 1d6/1d6/1d6 — 10 ft. 11b. B/P/fire Area, see text
Pellet grenade, cold iron 100gp 1d6/1d6/1d6 — 10 ft. 11b. B/P/fire Area, see text
Pellet grenade, adamantine 150 gp  1d6/1d6/1d6  — 10 ft. 11b. B/P/fire Area, see text
Shard gel 25gp 1d4 x2 10 ft. 11b. P Splash
Skyrocket firework 50gp 2dé6 = 10 ft. 11b. Fire Areas
Sneezing powder 60gp — — 10 ft. 2 Ibs. Poison Splash, see text
Star candle firework 5gp 1/1 Blindness 5 ft. — Fire/nonlethal  See text
Starfountain firework 500gp 1d6 —= 10 ft. 100 Ibs.  Fire Area
Tangleburn bag 150gp 1dé6 = 10 ft. 5 Ibs. Fire Entangle, see text
Tanglefoot bag 50gp — = 10 ft. 4 Ibs. = Entangle
Thunderstone 30gp — = 20 ft. 11b. Sonic Area, see text
PRICE 100 GP save prevents the nauseated condition, but not the sickened
WEIGHT 1 Ib. condition. Creatures within 5 feet of where the flank hits are

This hollow clay container holds a
small charge of black power and a
slow-burning fuse. Lighting the fuse
is a move action; 1d3 rounds later
the grenade explodes, dealing 2d6

sickened for 1 round. This is a poison effect. Crafting this item
is a DC 20 Craft (alchemy) check.

HOLY WATER

PRICE 25 GP
WEIGHT 1 Ib.

points of bludgeoning damage and ™ Holy water damages undead creatures
1d6 points of fire damage in a 10-foot-radius burst (Reflex DC p 1 and evil outsiders almost as if it were acid.
15 halves). You throw a fuse grenade as if it were a splash (S ) A flask of holy water can be thrown as a

splash weapon.
Treat this attack as a ranged touch
: attack with a range increment of 10 feet. A
flask breaks if thrown against the body of a corporeal creature,
but to use it against an incorporeal creature, you must open
the flask and pour the holy water out onto the target. Thus, you
can douse an incorporeal creature with holy water only if you
are adjacent to it. Doing so is a ranged touch attack that does

not provoke attacks of opportunity.

weapon. Crafting this item is a DC 25 Craft (alchemy) check.
PRICE 50 GP

GHAST RETCH FLASK WEIGHT 1 1b.

Harvested and concentrated from the remains of slain ghasts,
this foul-smelling powder is kept in tightly sealed flasks. It is
thrown as a splash weapon and the flask breaks on impact,
releasing noxious dust. The target is nauseated for 1 round and
sickened for 3 rounds after that. A successful DC 12 Fortitude
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A direct hit by a flask of holy water deals 2d4 points of
damage to an undead creature or an evil outsider. Each such
creature within 5 feet of the point where the flask hits takes 1
point of damage from the splash.

Temples to good deities sell holy water at cost (making no
profit). Holy water is made using the bless water spell.

PRICE 60 GP

ITCHING POWDER WEIGHT 2 Ibs,

This fine gray powder causes targets to suffer from
uncontrollable itching until they spend at least 1 round
washing it off. Throwing a packet of itching powder is a splash
attack with a range increment of 10 feet. Anyone standing on
the square of impact must succeed at a DC 12 Fortitude save
to resist the powder, while those in adjacent squares must
make a DC 8 Fortitude save. Creatures that fail the save take
a -2 penalty on attack rolls, saving throws, skill checks, and
ability checks until they wash the powder off. This is a poison
effect. Crafting this item is a DC 25 Craft (alchemy) check.
PRICE 5 GP

KEROS OIL RS oP

Also known as firebreather’s oil, this bitter liquid is harder
to ignite than common oil but burns quickly at a low
temperature, making it ideal for exotic performers such as
fire-spinners and flame-spitters. You may spit a mouthful of
keros oil past an open flame (such as a candle, tindertwig,
or torch) to ignite it, creating a brief burst of fire. If you
use it to attack, the attack is a ranged touch attack with
a maximum range of 5 feet that deals 1d3 points of fire
damage. If you roll a 1 on your attack roll, you accidentally
inhale or swallow some of the burning fuel; you take 1d6
points of fire damage and are nauseated for 1 round. A
bottle of keros oil holds enough for 10 mouthfuls; taking
a mouthful from the bottle is a standard action (the Rapid
Reload feat reduces this to a move action). Crafting this item
is a DC 15 Craft (alchemy) check.

PRICE 40 GP
WEIGHT 2 Ibs.

You can empty the
contents of this
palm-sized metal
tube with a quick flick of your wrist (@ move action),
causing the bubbling transparent liquid within to instantly
solidify into a jagged crystalline blade. By holding the
tube, you can then use the crystalline blade as if it were a
Medium short sword with the fragile quality (see page 22).
The blade lasts for 10 minutes, after which it evaporates,
leaving nothing behind but the tube. You can add one
dose of poison to the liquid in the bottle, which acts like
applying a dose of poison to a weapon except it is a full-
round action; when the liquid turns into a solid blade, the
weapon includes one application of that poison. When the
blade evaporates, the poison does so as well. Crafting a
liquid blade is a DC 15 Craft (alchemy) check.
ﬁ. %

LIQUID BLADE
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PRICE 40 GP

LIQUID ICE WEIGHT 2 Ibs.

Also known as “alchemist’s ice,” this
sealed jar contains crystalline blue
fluid that immediately starts to hiss
and evaporate once opened. During
the 1dé rounds after it is opened
but before it evaporates completely,
you can use it to freeze a liquid or to
coat an object in a thin layer of ice.
You can also throw liquid ice as a splash weapon. A direct hit
deals 1d6 points of cold damage; creatures within 5 feet of
where it hits take 1 point of cold damage from the splash.
Crafting this item is a DC 25 Craft (alchemy) check.
PRICE 1 GP

PAPER CANDLE FIREWORK WEIGHT —

This finger-sized explosive detonates noisily 1 round after
lighting. Anyone in the same square as a paper candle
when it explodes must make a DC 15 Fortitude save or be
dazzled for 1d4 rounds. Crafting this item is a DC 20 Craft
(alchemy) check.

PRICE varies
PELLET GRENADE WEIGHT 11b.
Iron 20 GP
Silver ULl
Cold iron 100 GP
Adamantine 150 GP

This variant of a fuse grenade
has most of the black powder
replaced with metal pellets. When
it explodes, it deals 1d6 points of
bludgeoning damage, 1d6 points
of piercing damage, and 1dé
points of fire damage in a 10-foot-radius burst (Reflex
DC 15 halves). A typical pellet grenade uses iron pellets,
but they can instead be packed with silver, cold iron, or
adamantine, bypassing damage reduction as appropriate
to that material type. Like ammunition, the pellets are
destroyed after one use. Crafting a pellet grenade is a DC
25 Craft (alchemy) check.

PRICE 25 GP

SHARD GEL WEIGHT 1 Ib.

This vivid green gel instantly crystallizes into needle-like
shards upon contact with the air. You can throw a flask of
shard gel as a splash weapon. A direct hit deals 1d4 points
of piercing damage as the shards penetrate the target’s
flesh. The target’s square and each square adjacent to it are
covered in shards that function like caltrops. The caltrops
last for 5 rounds before dissolving into harmless green
sludge. Any effect that deals sonic damage to an area (such
as sound burst or shout) immediately destroys all gel shards
in that area. Crafting a flask of shard gel is a DC 20 Craft
(alchemy) check.
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PRICE 50 GP
WEIGHT 1 Ib.

When lit, this foot-
long wooden tube
begins to shake
and emit a handful
of white sparks, shedding light as a torch. One round later
it takes flight, moving at a speed of 90 feet for 1d6 rounds
before loudly exploding in a burst of light and sound, dealing
2d6 points of fire damage in a 10-foot-radius burst (Reflex DC
15 halves). Anyone who takes damage from the explosion is
either blinded or deafened (50% chance of either) for 1 round.
Crafting this item is a DC 25 Craft (alchemy) check.
PRICE 60 GP

SNEEZING POWDER WEIGHT 2 Ibs.

This coarse yellowish-red powder is a splash weapon that causes
uncontrollable sneezing for 1d4+1 rounds. Anyone standing in
the square of impact must succeed at a DC 12 Fortitude save to
resist the powder, while those in adjacent squares must make
DC 8 Fortitude saves. Creatures affected by sneezing powder
must make a DC 10 Fortitude save every round for the duration
or be staggered until their next turn. This is a poison effect.
Crafting this item is a DC 25 Craft (alchemy) check.

SKYROCKET FIREWORK

PRICE 5 GP
WEIGHT —

When lit, this foot-
long wooden tube
launches a flaming
pyrotechnic “candle” every round for 4 rounds. The projectiles
deal 1 point of nonlethal damage and 1 point of fire damage
if they hit; on a critical hit, the target is also blinded for 1
round. The projectiles shed light as candles for 1 round and
have a range increment of 5 feet. Attacking with a star candle
is a ranged touch attack and always has a -4 nonproficiency
penalty. Crafting this item is a DC 20 Craft (alchemy) check.
PRICE 500 GP

STARFOUNTAIN FIREWORK WEIGHT 100 Ibs.

This tree stump-sized bundle of tubes immediately begins to
emit arcs of multi-colored sparks when lit. Starting 1d6 rounds
after lighting, it loudly releases brightly colored streaks of tiny
flaming particles for 4 rounds. Outdoors, these particles soar far
up into the sky before dispersing. Indoors or in a closed area, the
ricocheting fireworks deal 1d6 points of fire damage each round
in @ 20-foot-radius spread (Reflex DC 15 halves). Creatures who
fail their save are blinded for 1d4 rounds and deafened for 1
hour. Crafting this item is a DC 25 Craft (alchemy) check.

STAR CANDLE FIREWORK

PRICE 150 GP

TANGLEBURN BAG WEIGHT 5 Ibs,

This sack contains tanglefoot bag materials and alchemical
powders that burn at a high temperature. It functions like a
tanglefoot bag, plus a direct hit on a creature deals 1d6 points
of fire damage, and the creature must make a DC 20 Reflex
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save or catch on fire. If it catches on fire, for the next 2 rounds
extinguishing the flames is a DC 25 Reflex save instead of a DC
15 save, and using water to extinguish the flames creates a
burst of burning material equivalent to alchemist’s fire making
a direct hit on the target (including splash damage). After the
initial 2 rounds, the flames may be extinguished as normal.
Crafting this item is a DC 30 Craft (alchemy) check.

ADVENTURING
GEAR

TOOLS AND
SKILLKITS

ANIMALS AND
TRANSPORTS

CLOTHING

ENTERTAINMENT
AND TRADE GOODS

PRICE 50 GP
WEIGHT 4 Ibs.

A tanglefoot bag is a small sack
filled with tar, resin, and other
sticky substances. When you throw
a tanglefoot bag at a creature (as
a ranged touch attack with a range
increment of 10 feet), the bag
comes apart and goo bursts out, entangling the target and
then becoming tough and resilient upon exposure to air. An
entangled creature takes a -2 penalty on attack rolls and a -4
penalty to Dexterity and must make a DC 15 Reflex save or be
glued to the floor, unable to move. Even on a successful save,
it can move only at half speed. Huge or larger creatures are
unaffected by a tanglefoot bag. A flying creature is not stuck to
the floor, but it must make a DC 15 Reflex save or be unable to
fly (assuming it uses its wings to fly) and fall to the ground. A
tanglefoot bag does not function underwater.

A creature that is glued to the floor (or unable to fly) can break
free by making a DC 17 Strength check or by dealing 15 points
of damage to the goo with a slashing weapon. A creature trying
to scrape goo off itself, or another creature assisting, does not
need to make an attack roll; hitting the goo is automatic, after
which the creature that hit makes a damage roll to see how
much of the goo was scraped off. Once free, the creature can
move (including flying) at half speed. If the entangled creature
attempts to cast a spell, it must make a concentration check with
a DC of 15 + the spell’s level or be unable to cast the spell. The
goo becomes brittle and fragile after 2d4 rounds, cracking apart
and losing its effectiveness. An application of universal solvent
to a stuck creature dissolves the alchemical goo immediately.
Crafting this item is a DC 25 Craft (alchemy) check.

PRICE 30 GP

THUNDERSTONE WEIGHT 1 b,

You can throw this stone as a ranged attack
with a range increment of 20 feet. When
it strikes a hard surface (or is struck hard),
it creates a deafening bang that is treated
as a sonic attack. Each creature within a
10-foot-radius spread must make a DC 15
Fortitude save or be deafened for 1 hour. A deafened creature,
in addition to the obvious effects, takes a -4 penalty on
initiative and has a 20% chance to miscast and lose any spell
with a verbal component that it tries to cast.

Since you don't need to hit a specific target, you can simply
aim at a particular 5-foot square. Treat the target square as AC
5. Crafting this item is a DC 25 Craft (alchemy) check.
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POISONS

A poison is a substance that interferes with the natural
functions of a living creature’s body, causing injury or
death, typically requiring only a very small amount. The
target of a poison may resist with a successful saving throw.
Poisons can be delayed or cured with spells such as delay
poison and neutralize poison. Poisons have four categories,
based on how they reach the target: contact, ingested,
inhaled, or injury.

CONTACT: These poisons are delivered the moment a
creature touches the poison with its bare skin. Such poisons
can be used as injury poisons. Contact poisons usually have
an onset time of 1 minute and a frequency of 1 minute.

INGESTED: These poisons are delivered when a creature
eats or drinks the poison. Ingested poisons usually have
an onset time of 10 minutes and a frequency of 1 minute.

INHALED: These poisons are delivered the moment a
creature enters an area containing such poisons and do not
usually have an onset time. For most inhaled poisons, 1 dose
fills a volume equal to a 10-foot cube. A creature can attempt
to hold its breath while inside the area to avoid inhaling the
toxin. A creature holding its breath receives a 50% chance of
not having to make a Fortitude save each round. See the rules
for holding your breath and suffocation (Core Rulebook 445).
If a creature is holding its breath and fails the Constitution
check to continue doing so, rather than suffocating it begins
to breathe normally again (and is subject to the effects of the
inhaled poison if'still in the area).

INJURY: These poisons are primarily delivered through the
attacks of certain creatures and through weapons coated in
the toxin. Injury poisons do not usually have an onset time
and have a frequency of 1 round.

APPLYING POISON

One dose of poison smeared on a weapon or some other
object affects just a single target. A poisoned weapon or
object retains its poison until the weapon scores a hit or the
object is touched (unless the poison is wiped off before a
target comes in contact with it).

Applying poison to a weapon or single piece of ammunition
is a standard action. Whenever you apply or ready a poison
for use, there is a 5% chance that you expose yourself to the
poison and must save against the poison as normal. This does
not consume the dose of poison. Whenever you attack with a
poisoned weapon, if the attack roll results in a natural 1, you
expose yourself to the poison. This consumes the poison on
the weapon. If you have the poison use class feature (such as
from the assassin prestige class or the alchemist base class
in the Advanced Player’s Guide), you do not risk accidentally
poisoning yourself when applying poison.

MULTIPLE DOSES OF POISON

Unlike other afflictions, multiple doses of the same poison
“stack,” meaning that successive doses combine to increase the

poison’s DC and duration.

- b

.

Making your initial saving throw against a poison means
stacking does not occur—the poison did not affect you and
any later doses are treated independently. Likewise, if a
poison has been cured or run its course (by you either making
the saves or outlasting the poison’s duration), stacking does
not occur. However, if there is still poison active in you when
you are attacked with that type of poison again, and you fail
your initial save against the new dose, the doses stack. This
has two effects, which last until the poisons run their course.

INCREASED DURATION: Increase the duration of the poison by
1/2 the amount listed in its frequency entry.

INCREASED DC: Increase the poison’s DC by +2.

These increases are cumulative (a third dose adds another
1/2 of the frequency to the duration and +2 to the DC, and so
on). When affected by multiple doses of the same poison, you
only make one saving throw at this higher DC when required
by the frequency, rather than one saving throw against each
dose of the poison.

Multiple doses do not alter the Cure condition of the Poison,
and meeting that Cure condition ends all doses of the poison.

Applied contact poisons and injury poisons cannot inflict
more than one dose of poison per weapon at a time (because
the poison on the weapon only lasts for one successful attack
before it wears off). Inhaled and ingested poisons can inflict
multiple doses at once.

Doses from different poisons (such as an assassin with
greenblood oil on his dagger and Medium spider venom on
his short sword) do not stack—the effects of each are tracked
separately.

EXAMPLE: A fighter is facing three Medium spiders (which
inject Medium spider venom on a successful bite). Medium
spider venom normally has a frequency of 4 rounds and a DC
of 14. On the first round, all three spiders bite him and he
fails all three saves. The second and third doses each increase
the total duration by 2 rounds (half of the 4 round frequency)
and the save DC by +2, for a total duration of 8 rounds (4 + 2 +
2)and DC 18 (14 + 2 + 2). Fortunately, Medium spider venom is
cured after just one successful save, even though the fighter is
battling three doses at once.

EXAMPLE: This time, the fighter makes two of his initial
saves against the spider venom, so he only has one dose active
in his body. He fails his save on his turn. On the spiders’s
turn, two of them bite him, and he fails both saves, which
increases the duration to 8 rounds and the DC to 18, just as if
he had failed all three saves in the same round.

CRAFTING POISON
You can make poison with the Craft (alchemy) skill. The DC
to make a poison is equal to its Fortitude save DC. Rolling
a natural 1 on a Craft skill check while making a poison
exposes you to the poison. This does not consume the
poison. Crafters with the poison use class feature do not risk
poisoning themselves when using Craft to make poison.
The sample poisons on the next page represent just some
of the common poisons available in cities. Of course, most
cities have laws against buying, selling, or crafting poison.
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POISON TYPE FORT DC ONSET FREQUENCY EFFECT CURE PRICE
Black lotus extract Contact 20 1min.  1/rd. for 6 rds. 1d6 Con 2 saves 4,500 gp
Dragon bile Contact 26 = 1/1d. for 6 rds. 1d3 Str = 1,500 gp
Malyass root paste Contact 16  1min.  1/min. for 6 min.  1d2 Dex 1 save 250 gp
Nitharit Contact 13 1min.  1/min. for 6 min.  1d3 Con 1 save 650 gp
Sassone leaf residue Contact 16  1min.  1/min. for 6 min. ~ 2d12 hp/1 Con 1 save 300 gp
Tears of death Contact 22 1min.  1/min. for 6 min.  1d6 Con and = 6,500 gp
paralyzed 1 min.
Terinav root Contact 16 1min.  1/min. for 6 min.  1d3 Dex 1 save 400 gp
Arsenic Ingested 13 10 min.  1/min. for 4 min.  1d2 Con 1 save 120 gp
Belladonna Ingested 14 10 min.  1/min. for 6 min.  1d2 Str* 1 save 100 gp
Dark reaver powder Ingested 18 10 min.  1/min. for 6 min. ~ 1d3 Con and 1 Str 2 saves 800 gp
Hemlock Ingested 18 10 min.  1/min. for 6 min.  1d6 Dex"” 2 saves 2,500 gp
Id moss Ingested 14 10 min.  1/min. for 6 min.  1d3 Int 1 save 125 gp
Indigo dreams Ingested 13 10 min.  1/min. for 6 min.  1d3 Wis 2 saves 150 gp
King’s sleep Ingested 19  1day  1/day 1 Con drain 2 saves 5,000 gp
Lich dust Ingested 17 10 min.  1/min. for 6 min.  1d3 Str 2 saves 400 gp
0il of taggit Ingested 15 1min. — unconscious 1d3 hrs. 1 save 90 gp
Striped toadstool Ingested 11 10 min.  1/min. for 4 min.  1d3 Wis and 1 Int 1 save 180 gp
Swampseer poison Ingested 18 10 min.  1/min. for 3 min.  1d4 Wis/1d2 Wis 2 saves 400 gp
and confusion 1 min.
Wolfsbane Ingested 16 10 min.  1/min. for 6 min. ~ 1d3 Con 1 save 500 gp
Azure lily pollen Inhaled 15 = 1/min. for 2 min.  nauseated 1 min./ 1 save 1,500 gp
paralyzed 2d4 hrs.
Burnt othur fumes Inhaled 18 = 1/rd. for 6 rds. 1 Con drain/1d3 Con 2 saves 2,100 gp
Insanity mist Inhaled 15 = 1/1d. for 6 rds. 1d3 Wis 1 save 1,500 gp
Nightmare vapor Inhaled 20 = 1/1d. for 6 rds. 1 Wis and 2 saves 1,800 gp
confused 1 rd.
Ungol dust Inhaled 15 == 1/rd. for 4 rds. 1 Cha drain/1d2 Cha 1 save 1,000 gp
Black adder venom Injury 1 = 1/rd. for 6 rds. 1d2 Con 1 save 120 gp
Bloodroot Injury 12 11d. 1/1d. for 4 rds. 1 Conand 1 Wisand 1 save 100 gp
confusion 1 rd.
Blue whinnis Injury 14 = 1/1d. for 2 rds. 1 Con/unconscious 1 save 120 gp
1d3 hrs.
Deathblade Injury 20 = 1/1d. for 6 rds. 1d3 Con 2 saves 1,800 gp
Drow poison Inju