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Pathfinder Module:  
From Shore to Sea

 Resisting the Blackcove Taint: You have resisted the warping taint of the 
waters around Blackcove and now your body is more resistant to forces that 
try to make it into something else.  You gain a +1 bonus on saves against 
transmutation.

+1 aberration bane spear (8,302 gp)
Amulet of natural armor +1 (2,000 gp)
Armillary amulet (2,500 gp; when worn around the neck, this amulet grants a +5 

competence bonus on Spellcraft checks)
Cloak of the manta ray (7,200 gp)
Elemental gem, fire (2,250 gp)
Elixir of swimming (250 gp)
Elixir of true form (1,600 gp, limit 1; removes all curses and transformation effects 

from the imbiber)
Horn of fog (2,000 gp)
Minor circlet of blasting (6,480 gp)
Pearl of power, 3rd level (9,000 gp)
Potion of levitate (300 gp)
Ring of swimming (2,500 gp)
Salve of slipperiness (1,000 gp)
Scroll of freedom of movement (700 gp)
Wand of remove curse (1350 gp, limit 1; 6 charges)


