
EMERALD SPIRE LEVEL 15 

ORDER AND CHAOS 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

These stat blocks and other notes were compiled by James McTeague. If you notice any errors, please 

contact me at iammars21@gmail.com. 

This document uses trademarks and/or copyrights owned by Paizo Inc., which are used under Paizo's 
Community Use Policy. We are expressly prohibited from charging you to use or access this content. This 
[website, character sheet, or whatever it is] is not published, endorsed, or specifically approved by Paizo 
Inc. For more information about Paizo's Community Use Policy, please visit paizo.com/communityuse. 
For more information about Paizo Inc. and Paizo products, please visit paizo.com. 
 
 

mailto:iammars21@gmail.com
http://paizo.com/communityuse
http://paizo.com/


ZELEKHUT            CR 9  
LN Large outsider (extraplanar, inevitable, lawful)  
Init +9; Senses darkvision 60 ft., low-light vision, true seeing; Perception +20  

DEFENSE 

AC 24, touch 15, flat-footed 18 (+5 Dex, +1 dodge, +9 natural, –1 size)  
hp 115 (10d10+60); regeneration 5 (chaotic)  
Fort +10, Ref +8, Will +10  
Defensive Abilities constructed; DR 10/chaotic; SR 20  

OFFENSE 

Speed 50 ft., fly 60 ft. (average)  
Melee 2 chains +17 (2d6+7 plus 1d6 electricity and trip)  
Space 10 ft.; Reach 10 ft.  
Spell-Like Abilities (CL 10th; concentration +13)  

Constant—true seeing 
 At will—clairaudience/clairvoyance, dimensional anchor, dispel magic, fear (DC 17), hold person (DC 

16), locate creature  
3/day—hold monster (DC 18), mark of justice  
1/week—lesser geas (DC 17)  

STATISTICS 

Str 25, Dex 20, Con 16, Int 10, Wis 17, Cha 17  
Base Atk +10; CMB +18; CMD 34 (38 vs. trip)  
Feats Dodge, Improved Initiative, Mobility, Weapon Focus (chain), Vital Strike  
Skills Acrobatics +18 (+26 jump), Diplomacy +16, Fly +16, Perception +20, Sense Motive +20, Survival 

+16; Racial Modifiers +4 Perception, +4 Sense Motive  
Languages truespeech  
SQ chains  

SPECIAL ABILITIES 

Chains (Ex) A zelekhut’s arms end in long lengths of barbed metal. These chains deal slashing damage 
and 1d6 points of electricity damage with each hit. 

Constructed (Ex) Although inevitables are living outsiders, their bodies are constructed of physical 
components, and in many ways they function as constructs. For the purposes of effects targeting 
creatures by type (such as a ranger’s favored enemy and bane weapons), inevitables count as both 
outsiders and constructs. They are immune to death effects, disease, mind-affecting effects, 
necromancy effects, paralysis, poison, sleep, stun, and any effect that requires a Fortitude save (unless 
the effect also works on objects, or is harmless). Inevitables are not subject to nonlethal damage, 
ability damage, ability drain, fatigue, exhaustion, or energy drain. They are not at risk of death from 
massive damage. They have bonus hit points as constructs of their size. 

  



ARBITER            CR 2  
LN Tiny outsider (extraplanar, inevitable, lawful)  
Init +3; Senses darkvision 60 ft., detect chaos, low-light vision; Perception +5  

DEFENSE 

AC 16, touch 15, flat-footed 13 (+3 Dex, +1 natural, +2 size)  
hp 15 (2d10+4); regeneration 2 (chaotic)  
Fort +5, Ref +3, Will +3  
Defensive Abilities constant vigilance, constructed; SR 13  

OFFENSE

 Speed 20 ft., fly 50 ft. (average)  
Melee short sword +7 (1d3/19–20)  
Space 2-1/2 ft.; Reach 0 ft.  
Special Attacks electrical burst  
Spell-Like Abilities (CL 2nd; concentration +4)  

Constant—detect chaos  
3/day—command (DC 13), make whole, protection from chaos  
1/week—commune (CL 12th, 6 questions)  

STATISTICS

Str 11, Dex 16, Con 14, Int 11, Wis 11, Cha 14  
Base Atk +2; CMB +3; CMD 13  
Feats Flyby Attack, Weapon FinesseB  
Skills Diplomacy +7, Fly +12, Knowledge (planes) +5, Perception +5, Sense Motive +5, Stealth +16  
Languages truespeech  
SQ locate inevitable  

SPECIAL ABILITIES

Constant Vigilance (Su) An arbiter gains a +4 bonus to recognize and disbelieve illusions created by 
creatures with the chaotic subtype or possessing the chaotic descriptor.  

Constructed (Ex) Although inevitables are living outsiders, their bodies are constructed of physical 
components, and in many ways they function as constructs. For the purposes of effects targeting 
creatures by type (such as a ranger’s favored enemy and bane weapons), inevitables count as both 
outsiders and constructs. They are immune to death effects, disease, mind-affecting effects, 
necromancy effects, paralysis, poison, sleep, stun, and any effect that requires a Fortitude save (unless 
the effect also works on objects, or is harmless). Inevitables are not subject to nonlethal damage, 
ability damage, ability drain, fatigue, exhaustion, or energy drain. They are not at risk of death from 
massive damage. They have bonus hit points as constructs of their size. 

Electrical Burst (Ex) An arbiter can release electrical energy from its body in a 10-foot-radius burst that 
deals 3d6 electricity damage (DC 13 Reflex half ). Immediately following such a burst, the arbiter 
becomes stunned for 24 hours. The save DC is Constitution-based.  

Locate Inevitable (Su) An arbiter can always sense the direction of the nearest non-arbiter inevitable on 
the plane, the better to help it report back to its superiors. It cannot sense the range to this inevitable. 

  



CAULBORN            CR 7  
N Medium outsider (extraplanar)  
Init +4; Senses blindsense 60 ft., darkvision 60 ft., thoughtsense; Perception +15  

DEFENSE

AC 19, touch 18, flat-footed 15 (+4 deflection, +4 Dex, +1 natural)  
hp 76 (9d10+27)  
Fort +6, Ref +8, Will +13  
Defensive Abilities premonition, psychic deflection; Immune visual effects  

OFFENSE 

Speed 30 ft.  
Melee bite +13 (2d6+3), 2 claws +12 (1d6+3)  
Special Attacks consume thoughts  
Spell-Like Abilities (CL 7th; concentration +11, defensively +15)  

Constant—detect magic, detect thoughts (DC 16), read magic  
3/day—charm monster (DC 18), daze monster (DC 16), hold monster (DC 19), hypnotic pattern (DC 16), 

vampiric touch (DC 17)  
1/week—plane shift (willing targets only)  

STATISTICS 

Str 16, Dex 19, Con 16, Int 25, Wis 20, Cha 19  
Base Atk +9; CMB +12; CMD 30  
Feats Combat Casting, Combat Expertise, Combat Reflexes, Iron Will, Weapon Focus (bite)  
Skills Acrobatics +12, Appraise +12, Bluff +14, Intimidate +14, Knowledge (all) +14, Perception +15, 

Sense Motive +12, Stealth +11, Use Magic Device +9  
Languages Abyssal, Aklo, Aquan, Celestial, Common, Draconic, Giant, Infernal; telepathy 100 ft.  
SQ cooperative scrying, hive mind  

SPECIAL ABILITIES

Consume Thoughts (Ex) A caulborn can consume the thoughts of a willing, helpless, or fascinated 
creature with a touch attack. If the target fails a DC 18 Will save, the caulborn can alter the victim’s 
memory as if using modify memory. This process deals 1d4 points of Intelligence and Wisdom damage 
to the target. The save DC is Charisma-based.  

Cooperative Scrying (Sp) Three or more caulborn joining hands can scry on a place or creature as if using 
the scrying spell (DC 20), but with no limit to the spell’s duration so long as at least three of the 
caulborn involved continue to join hands and concentrate. This ability functions at CL 7th (or at the 
highest CL available to the most powerful caulborn in the group). The save DC is Charisma-based, 
adjusted by the modifier of the caulborn with the highest Charisma score.  

Hive Mind (Ex) As long as there are at least two caulborn within 300 feet of each other, if one caulborn 
in the group is aware of a particular danger, they all are. No caulborn in a group is considered flanked 
or flat-footed unless all of them are.  

Psychic Deflection (Su) A caulborn adds its Charisma modifier as a deflection bonus to its AC. The 
caulborn loses this bonus when unconscious.  

Thoughtsense (Su) A caulborn notices and locates living, conscious creatures within 60 feet, just as if it 
possessed the blindsight ability. Spells such as nondetection or mind blank make an affected creature 
undetectable by this sense. 

  



KOLYARUT            CR 12  
LN Medium outsider (extraplanar, inevitable, lawful)  
Init +8; Senses darkvision 60 ft., low-light vision; Perception +22  

DEFENSE

AC 26, touch 14, flat-footed 22 (+4 Dex, +12 natural)  
hp 158 (12d10+92); regeneration 5 (chaotic)  
Fort +14, Ref +10, Will +11  
Defensive Abilities constructed; DR 10/chaotic; SR 23  

OFFENSE

Speed 30 ft.  
Melee +2 bastard sword +20/+15/+10 (1d10+8/19–20), slam +13 (2d6+3) or  

2 slams +18 (2d6+6)  
Spell-Like Abilities (CL 12th; concentration +15. +19 defensively)  

At will—discern lies (DC 17), disguise self, enervation, fear (DC 17), hold person (DC 16), invisibility (self 
only), locate creature, suggestion (DC 16), vampiric touch  

3/day—hold monster (DC 18), mark of justice, quickened suggestion (DC 16)  
1/week—geas/quest  

STATISTICS

Str 22, Dex 19, Con 23, Int 10, Wis 17, Cha 16  
Base Atk +12; CMB +18; CMD 32  
Feats Alertness, Combat Casting, Combat Reflexes, Improved Initiative, Lightning Reflexes, Quicken Spell 

Like Ability (suggestion)  
Skills Diplomacy +22, Disguise +22, Knowledge (planes) +15, Perception +22, Sense Motive +22, Survival 

+18; Racial Modifiers +4 Diplomacy, +4 Disguise  
Languages truespeech 

SPECIAL ABILITIES

Constructed (Ex) Although inevitables are living outsiders, their bodies are constructed of physical 
components, and in many ways they function as constructs. For the purposes of effects targeting 
creatures by type (such as a ranger’s favored enemy and bane weapons), inevitables count as both 
outsiders and constructs. They are immune to death effects, disease, mind-affecting effects, 
necromancy effects, paralysis, poison, sleep, stun, and any effect that requires a Fortitude save (unless 
the effect also works on objects, or is harmless). Inevitables are not subject to nonlethal damage, 
ability damage, ability drain, fatigue, exhaustion, or energy drain. They are not at risk of death from 
massive damage. They have bonus hit points as constructs of their size. 

  



IMENTESH            CR 10  
CN Large outsider (chaotic, extraplanar, protean, shapechanger)  
Init +7; Senses blindsense 30 ft., darkvision 60 ft.; Perception +20  

DEFENSE

AC 25, touch 12, flat-footed 22 (+3 Dex, +13 natural, –1 size)  
hp 123 (13d10+52); fast healing 5  
Fort +12, Ref +7, Will +14  
Defensive Abilities amorphous anatomy, freedom of movement; DR 10/lawful; Immune acid, 

polymorph; Resist electricity 10, sonic 10; SR 21  

OFFENSE

Speed 30 ft., fly 30 ft. (perfect), swim 30 ft.  
Melee bite +19 (2d6+7), 2 claws +19 (1d8+7), tail +17 (1d8+3 plus grab)  
Space 10 ft.; Reach 10 ft.  
Special Attacks constrict (1d8+7), inflict warpwave, sneak attack +4d6  
Spell-Like Abilities (CL 10th; concentration +15)  

Constant—detect law, tongues  
At will—dimension door (self plus 50 lbs. of objects only), make whole, major creation, shatter (DC 17), 

shrink item  
3/day—chaos hammer (DC 19), dispel magic, slow (DC 18)  
1/day—break enchantment, dispel law (DC 20), haste, polymorph any object (DC 23)  

STATISTICS 

Str 24, Dex 17, Con 18, Int 23, Wis 18, Cha 21  
Base Atk +13; CMB +21 (+25 grapple); CMD 34 (can’t be tripped)  
Feats Combat Expertise, Combat Reflexes, Improved Feint, Improved Initiative, Iron Will, Multiattack, 

Persuasive  
Skills Acrobatics +19, Bluff +21, Diplomacy +25, Disable Device +16, Fly +9, Intimidate +25, Knowledge 

(arcana) +22, Knowledge (planes) +22, Knowledge (any two) +19, Perception +20, Sense Motive +20, 
Stealth +15, Swim +15  

Languages Abyssal, Protean; tongues  
SQ change shape (greater polymorph)  

SPECIAL ABILITIES

Amorphous Anatomy (Ex) A protean’s vital organs shift and change shape and position constantly. This 
grants it a 50% chance to ignore additional damage caused by critical hits and sneak attacks, and 
grants it immunity to polymorph effects (unless the protean is a willing target). A protean 
automatically recovers from physical blindness or deafness after 1 round by growing new sensory 
organs to replace those that were compromised. 

Change Shape (Su) A protean’s form is not fixed. Once per day as a standard action, a protean may 
change shape into any Small, Medium, or Large animal, elemental, giant, humanoid, magical beast, 
monstrous humanoid, ooze, plant, or vermin. A protean can resume its true form as a free action, and 
when it does so, it gains the effects of a heal spell (CL equal to the protean’s HD). 

Freedom of Movement (Su) A protean has continuous freedom of movement, as per the spell. 
Inflict Warpwave (Su) As a standard action, an imentesh can inflict a warpwave upon any corporeal 

creature within 100 feet. The target can resist the warpwave’s effects with a DC 20 Fortitude save. If 
the imentesh wishes, it can use this ability as a swift action, but if it does so, it is affected by the 
warpwave as well unless it resists the effects with its own Fortitude save. See page 213 for a list of 
possible effects caused by a warpwave. The save DC is Constitution-based. 

  



d20 Warpweave Effect 

1 Target takes 2 Strength damage 

2 Target takes 2 Dexterity damage 

3 Target takes 2 Constitution damage 

4 Target takes 2 Intelligence damage 

5 Target takes 2 Wisdom damage 

6 Target takes 2 Charisma damage 

7 Target gains 1 negative level 

8 Target is blinded or deafened for 1d4 rounds 

9 Target is confused for 1d4 rounds 

10 Target is entangled by filaments of energy for 1d4 rounds 

11 Target becomes fatigued (or exhausted if already fatigued) 

12 Target becomes nauseated for 1d4 rounds 

13 Target is stunned for 1d4 rounds 

14 Target is sickened for 1d4 rounds 

15 Target is staggered for 1d4 rounds 

16 Target gains 4d6 temporary hit points 

17 Target is affected by a heal spell (CL = protean’s CR) 

18 Target is turned to stone 

19 Target is affected by baleful polymorph (CL  = protean’s CR) 

20 Portions of target’s body burst with energy of a random type (choose between acid, cold, 
electricity, or fire), dealing 4d6 points of damage of the appropriate type to the target. 

 

  



NAUNET            CR 7  
CN Large outsider (chaotic, extraplanar, protean, shapechanger)  
Init +7; Senses blindsense 30 ft., darkvision 60 ft., detect law; Perception +15  

DEFENSE  

AC 20, touch 12, flat-footed 17 (+3 Dex, +8 natural, –1 size)  
hp 94 (9d10+45)  
Fort +11, Ref +11, Will +6  
Defensive Abilities amorphous anatomy, freedom of movement; DR 5/lawful; Immune acid, polymorph; 

Resist electricity 10, sonic 10; SR 18  

OFFENSE  

Speed 30 ft., fly 30 ft. (perfect), swim 30 ft.  
Melee bite +14 (1d8+5) , tail slap +11 (1d6+2 plus grab), 2 tentacles +11 (1d6+2 plus confusion)  
Space 10 ft.; Reach 10 ft.  
Special Attacks adaptive strike, coalesce chaos, constrict (1d6+5)  
Spell-Like Abilities (CL 7th; concentration +9)  

Constant—detect law  
At will—acid arrow, fog cloud, dimension door (self plus 50 lbs. of objects only), shatter (DC 14)  
1/day—chaos hammer (DC 16)  

STATISTICS  

Str 20, Dex 17, Con 20, Int 11, Wis 16, Cha 15  
Base Atk +9; CMB +15; CMD 28  
Feats Combat Reflexes, Improved Initiative, Lightning Reflexes, Multiattack, Weapon Focus (bite)  
Skills Acrobatics +15, Fly +9, Intimidate +14, Perception +15, Stealth +11, Survival +15, Swim +25  
Languages Abyssal, Protean  
SQ change shape (polymorph)  

SPECIAL ABILITIES  

Adaptive Strike (Su) A naunet’s natural weapons count as magical and chaotic for the purposes of overcoming 
damage reduction. As a free action once per round, a naunet may infuse all of its natural attacks with 
adamantine, silver, or cold iron, thereby allowing it to overcome damage reduction of those types as well.  

Amorphous Anatomy (Ex) A protean’s vital organs shift and change shape and position constantly. This grants it a 
50% chance to ignore additional damage caused by critical hits and sneak attacks, and grants it immunity to 
polymorph effects (unless the protean is a willing target). A protean automatically recovers from physical 
blindness or deafness after 1 round by growing new sensory organs to replace those that were compromised. 

Change Shape (Su) A protean’s form is not fixed. Once per day as a standard action, a protean may change shape 
into any Small, Medium, or Large animal, elemental, giant, humanoid, magical beast, monstrous humanoid, 
ooze, plant, or vermin. A protean can resume its true form as a free action, and when it does so, it gains the 
effects of a heal spell (CL equal to the protean’s HD). 

Coalesce Chaos (Su) Once per day as a standard action, three or more naunets working together can create a 
roiling cloud of multicolored chaos matter. This effect is identical to solid fog (CL 12th) and lasts for 2d6 rounds. 
If six or more naunets are present, the coalesced chaos instead functions as acid fog (CL 12th).  

Confusion (Su) A creature struck by a naunet’s tentacle attack is infused with raw chaos, and must make a DC 19 
Will save or be confused for 1 round. Rounds of confusion dealt in this manner stack. A creature with a chaotic 
component to its alignment gains a +4 bonus on saves against this effect, and creatures with the chaotic subtype 
are immune. This is a mind-affecting effect. The save DC is Constitution-based. 

Freedom of Movement (Su) A protean has continuous freedom of movement, as per the spell. 

  



RING OF FORCE SHIELD 
Aura moderate evocation; CL 9th’ Identify DC 24 
Slot ring; Price 8,500 gp; Weight — 

DESCRIPTION 

An iron band, this simple ring generates a shield-sized (and shield-shaped) wall of force that stays with 
the ring and can be wielded by the wearer as if it were a heavy shield (+2 AC). This special creation has 
no armor check penalty or arcane spell failure chance since it is weightless and encumbrance-free. It 
can be activated and deactivated at will as a free action. 

CONSTRUCTION 

Requirements Forge Ring, wall of force; Cost 4,250 gp 
 
AXIOMATIC WEAPON PROPERTY 
Aura moderate evocation [lawful]; CL 7th’ Identify DC 22 
Slot —; Price +2 bonus; Weight — 

DESCRIPTION 

An axiomatic weapon is infused with lawful power. It makes the weapon law-aligned and thus bypasses 
the corresponding damage reduction. It deals an extra 2d6 points of damage against chaotic 
creatures. It bestows one permanent negative level (see page 562) on any chaotic creature attempting 
to wield it. The negative level remains as long as the weapon is in hand and disappears when the 
weapon is no longer wielded. This negative level cannot be overcome in any way (including restoration 
spells) while the weapon is wielded. 

CONSTRUCTION 

Requirements Craft Magic Arms and Armor, order’s wrath, creator must be lawful 
 
Ioun Stones 
Aura strong varied; CL 12th; Identify DC 27 
Slot none; Price varies; Weight — 

DESCRIPTION 

These crystalline stones always float in the air and must be within 3 feet of their owner to be of any use. 
When a character first acquires a stone, she must hold it and then release it, whereupon it takes up a 
circling orbit 1d3 feet from her head. Thereafter, a stone must be grasped or netted to separate it 
from its owner. The owner may voluntarily seize and stow a stone (to keep it safe while she is 
sleeping, for example), but she loses the benefits of the stone during that time. Ioun stones have AC 
24, 10 hit points, and hardness 5. The powers of each stone vary depending on its color and shape (see 
the table). 

Regeneration from the pearly white ioun stone works like a ring of regeneration. It only cures damage 
taken while the character is using the stone. The pale lavender and lavender-and-green stones work 
like a rod of absorption, but absorbing a spell requires a readied action, and these stones cannot be 
used to empower spells. Stored spells in the vibrant purple stone must be placed by a spellcaster but 
can be used by anyone (see ring of minor spell storing). 

Pink Rhomboid  = +2 enhancement bonus to Constitution 

CONSTRUCTION 

Requirements Craft Wondrous Item, creator must be 12th level; Cost half the market price 
  



PEARL OF POWER 
Aura strong transmutation; CL 17th; Identify DC 32 
Slot none; Price 1,000 gp (1st), 4,000 gp (2nd), 9,000 gp (3rd), 16,000 gp (4th), 25,000 gp (5th), 36,000 

gp (6th), 49,000 gp (7th), 64,000 gp (8th), 81,000 gp (9th), 70,000 gp (two spells); Weight — 

DESCRIPTION 

This seemingly normal pearl of average size and luster is a potent aid to all spellcasters who prepare 
spells (clerics, druids, rangers, paladins, and wizards). Once per day on command, a pearl of power 
enables the possessor to recall any one spell that she had prepared and then cast that day. The spell is 
then prepared again, just as if it had not been cast. The spell must be of a particular level, depending 
on the pearl. Different pearls exist for recalling one spell per day of each level from 1st through 9th and 
for the recall of two spells per day (each of a different level, 6th or lower). 

CONSTRUCTION 

Requirements Craft Wondrous Item, creator must be able to cast spells of the spell level to be recalled; 
Cost 500 gp (1st), 2,000 gp (2nd), 4,500 gp (3rd), 8,000 gp (4th), 12,500 gp (5th), 18,000 gp (6th), 
24,500 gp (7th), 32,000 gp (8th), 40,500 gp (9th), 35,000 gp (two spells) 

 
BOAT, FOLDING 
Aura moderate transmutation; CL 6th; Identify DC 21 
Slot none; Price 7,200 gp; Weight 4 lbs. 

DESCRIPTION 

A folding boat looks like a small wooden box about 12 inches long, 6 inches wide, and 6 inches deep 
when it is inactive. In this mode, it can be used to store items just like any other box. Yet when the 
proper command word is given, the box unfolds itself rapidly in the space of a single round to form a 
boat 10 feet long, 4 feet wide, and 2 feet in depth. A second command word causes it to unfold even 
further into a ship 24 feet long, 8 feet wide, and 6 feet deep. The folding boat cannot unfold if there 
isn’t enough open space for it to occupy once unfolded. Any objects formerly stored in the box now 
rest inside the boat or ship. 

In its smaller form, the boat has one pair of oars, an anchor, a mast, and a lateen sail. In its larger form, 
the boat has a deck, single rowing seats, five sets of oars, a rudder, an anchor, a deck cabin, and a 
mast with a square sail. The boat can hold 4 people comfortably, while the ship carries 15 with ease. 

A third word of command causes the boat or ship to fold itself into a box once again, but only when it is 
unoccupied. 

CONSTRUCTION 

Requirements Craft Wondrous Item, fabricate, creator must have 2 ranks in the Craft (ships) skill; Cost 
3,600 gp 

  



MARVELOUS PIGMENTS 
Aura strong conjuration; CL 15th; Identify DC 30 
Slot none; Price 4,000 gp; Weight — 

DESCRIPTION 

These pigments enable their possessor to create actual, permanent objects simply by depicting their 
form in two dimensions. The pigments are applied by a stick tipped with bristles, hair, or fur. The 
emulsion flows from the application to form the desired object as the artist concentrates on the 
image. One pot of marvelous pigments is sufficient to create a 1,000-cubic-foot object by depicting it 
two-dimensionally over a 100-square-foot surface. 

Only normal, inanimate objects can be created. Creatures can’t be created. The pigments must be 
applied to a surface. It takes 10 minutes and a DC 15 Craft (painting) check to depict an object with the 
pigments. Marvelous pigments cannot create magic items. Objects of value depicted by the 
pigments—precious metals, gems, jewelry, ivory, and so on—appear to be valuable but are really 
made of tin, lead, glass, brass, bone, and other such inexpensive materials. The user can create normal 
weapons, armor, and any other mundane item (including foodstuffs) whose value does not exceed 
2,000 gp. The effect is instantaneous. 

CONSTRUCTION 

Requirements Craft Wondrous Item, major creation; Cost 2,000 gp 
 
HAND OF GLORY 
Aura faint varied; CL 5th 
Slot neck; Price 8,000 gp; Weight 2 lbs. 

DESCRIPTION 

This mummified human hand hangs by a leather cord around a character’s neck (taking up space as a 
magic necklace would). If a magic ring is placed on one of the fingers of the hand, the wearer benefits 
from the ring as if wearing it herself, and it does not count against her two-ring limit. The hand can 
wear only one ring at a time. Even without a ring, the hand itself allows its wearer to use daylight and 
see invisibility each once per day. 

CONSTRUCTION 

Requirements Craft Wondrous Item, animate dead, daylight, see invisibility; Cost 4,000 gp 
 
Belt of Giant Strength +2 
Aura moderate transmutation; CL 8th; Identify DC 23 
Slot belt; Price 4,000 gp; Weight 1 lb. 

DESCRIPTION 

 This belt is a thick leather affair, often decorated with huge metal buckles. The belt grants the wearer 
an enhancement bonus to Strength of +2, +4, or +6. Treat this as a temporary ability bonus for the first 
24 hours the belt is worn. 

CONSTRUCTION 

Requirements Craft Wondrous Item, bull’s strength; Cost 2,000 gp 
 


