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This document updates the f irst printing of Adventurer’s 
Armory to match the second printing.

Updates
•	 Inside front cover—Under Simple Weapons, move 

the Brass Knuckles entry from Unarmed Attacks to 
Light Melee Weapons. Delete Unarmed Attacks.

•	 Inside front cover—In the Brass Knuckles entry, 
change Special to “monk.”

•	 Inside front cover—In the Cestus entry, change Type 
to “B or P.”

•	 Inside front cover—In the Martial Weapons chart, 
under One-Handed Melee Weapons, add an entry for 
“Combat Scabbard” with the following values: Cost 
1 gp, Dmg (S) 1d4, Dmg (M) 1d6, Critical ×2, Range 
—, Weight 1 lb., Type B, Special improvised, see text.

•	 Inside front cover—In the Bill entry, change Critical 
from “v3” to “×3.”

•	 Inside back cover—Under Light Melee Weapons, in 
the Dwarven Maulaxe entry, change Type to “B or S.”

•	 Inside back cover—Under Exotic Weapons, move the 
Battle Poi entry from One-Handed Melee Weapons 
to Light Melee Weapons.

•	 Inside back cover—Under Exotic Weapons, move 
the Butterf ly Knife entry from One-Handed Melee 
Weapons to Light Melee Weapons.

•	 Inside back cover—Under Exotic Weapons, move 
the Madu, leather entry from One-Handed Melee 
Weapons to Light Melee Weapons.

•	 Inside back cover—Under Exotic Weapons, move the 
Madu, steel entry from One-Handed Melee Weapons 
to Light Melee Weapons.

•	 Inside back cover—Under One-Handed Melee 
Weapons, in the Dueling Sword, Aldori entry, change 
Critical to “19–20/×2.”

•	 Inside back cover—Under One-Handed Melee 
Weapons, in the Falcata entry, change Critical to 
“19–20/×3.”

•	 Inside back cover—Under Two-Handed Melee 
Weapons, in the Chain Spear (f lying talon) entry, 
change Type to “P or S” and Special to “double, trip.”

•	 Inside back cover—Under Two-Handed Melee Weapons, 
in the Flambard entry, change Special to “sunder.”

•	 Inside back cover—Under Two-Handed Melee 
Weapons, in the Mancatcher entry, change Special to 
“grapple, reach, see text.”

•	 Inside back cover—Under Two-Handed Melee 
Weapons, in the Meteor Hammer entry, change Dmg 
(S) to “1d6/1d6,” Dmg (M) to “1d8/1d8,” Critical to 
“×2,” and Special to “double, reach, trip, see text.”

•	 Inside back cover—Under Ranged Weapons, in the 
Launching Crossbow entry, change Range to “30 ft.”

•	 Page 2—In the Brass Knuckles entry, in the second 
sentence, remove “with unarmed attacks.”

•	 Page 3—At the end of the Butterf ly Knife entry, add 
“When it’s closed, you gain a +2 bonus on Sleight of 
Hand checks made to conceal it on your body.”

•	 Page 3—In the Cestus entry, in the third sentence, 
remove the words “unarmed” and “rather than 
nonlethal damage.”

•	 Page 4—In the Meteor Hammer entry, in the fourth 
sentence, change “gain a +1 shield bonus to AC” to 
“gain reach and a +1 shield bonus to AC.”

•	 Page 4—In the Rope Gauntlet entry, in the third 
sentence, remove the words “unarmed” and “rather 
than nonlethal damage.”

•	 Page 6—In the Combat Scabbard entry, in the first 
sentence, change “is designed to” to “is an improvised 
weapon designed to.”
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•	 Page 7—In the Hollowed Pommel entry, in the last 
sentence, the Perception DC is 15.

•	 Page 7—In the Pump Water Canister Entry, in the 
second sentence, add “that provokes attacks of 
opportunity” after “standard action.”

•	 Page 8—In the Sextant entry, in the second sentence, 
change the bonus for the sextant from +1 to +4.

•	 Page 9—In the Wrist Sheath entry, replace the 
second and third sentences with “The sheath can 
hold one forearm-length item such as a dagger, dart, 
or wand, or up to f ive arrows or crossbow bolts.”

•	 Page 9—In the Wrist Sheath entry, at the end of 
the third sentence, add “(provoking attacks of 
opportunity as normal).”

•	 Page 9—In the Spring-Loaded Wrist sheath entry, in 
the f irst sentence, replace “immediate action” with 
“swift action.”

•	 Page 15—In the Dog, Combat-Trained entry, change 
the name to “Dog, Guard.” In the f irst sentence,  
change “Medium” to “Small.”

•	 Page 19—In the Armor and Shields table, under 
Light Armor, add an entry for “Armored kilt 3” 
with the following values: Cost 20 gp, Armor/
Shield Bonus +1, Maximum Dex Bonus +6, Armor 
Check Penalty 0, Arcane Spell Failure Chance 0%, 
Speed 30 ft./20 ft., Weight 10 lbs.

•	 Page 19—In the Armor and Shields table, under 
Light Armor, change the superscript on rosewood 
armor from 5 to 3.

•	 Page 19—In the Armor and Shields table, under 
Heavy Armor, change the cost of f ield plate to 400 gp.

•	 Page 19—In the Goods and Services table, add an 
entry for “Combat Scabbard” with a cost of 1 gp and 
weight of 1 lb.

•	 Page 20—In the Goods and Services table, under 
Adventuring Gear, change the price of the sextant 
to 500 gp.

•	 Page 20—In the Goods and Services table, under 
Adventuring Gear, change the names of the tents to 
“Tent, small (1 person, 20 min.),” “Tent, medium (2 
people, 30 min.),” “Tent, large (4 people, 45 min.),” 
and “Tent, pavilion (10 people, 90 min.).” Change the 
weights of the tents to 5  lbs., 10 lbs., 20 lbs., and 50 
lbs., respectively.

•	 Page 20—In the Goods and Services table, under 
Adventuring Gear, change the weight of wandermeal 
to 1/2 lb.

•	 Page 20—In the Goods and Services table, under 
Adventuring Gear, change the price of a whistle to 
8 sp.

•	 Page 20—In the Goods and Services table, under 
Adventuring Gear, change the price of a silent 
whistle to 9 sp.

•	 Page 20—In the Goods and Services table, under 
Tools and Skill Kits, change the price of a compass 
to 10 gp.

•	 Page 21—In the Goods and Services table, under 
Mounts, Pets, and Related Gear, change “Dog, 
combat-trained” to “Dog, guard.”

•	 Page 21—In the Goods and Services table, under 
Mounts, Pets, and Related Gear, change the weight 
of a falcon to 2 lbs.

•	 Page 23—In the Shield Gag entry, remove “and 
return to your own square.”

•	 Page 24—In the Focus table, remove the Pectoral 
crest entry.

•	 Page 26—In the Alchemist’s Fire section, in the 
“Protection from Energy” entry, change “f ire 
damage” to “cold damage.”

•	 Page 26—In the Alchemist’s Fire section, in the 
“Resist Energy” entry, change “f ire” to “cold.”

•	 Page 27—In the Liquid Ice section, in the “Protection 
from Energy” entry, change “cold damage” to “f ire 
damage.”

•	 Page 27—In the Liquid Ice section, in the “Resist 
Energy” entry, change “cold” to “f ire.”

•	 Page 30—Replace the Heirloom Weapon entry 
with the following text: “Heirloom Weapon: You 
carry a non-masterwork simple or martial weapon 
that has been passed down from generation to 
generation in your family (pay the standard gp cost 
for the weapon). When you select this trait, choose 
one of the following benef its: prof iciency with 
that specif ic weapon, a +1 trait bonus on attacks 
of opportunity with that specif ic weapon, or a +2 
trait bonus on one kind of combat maneuver when 
using that specif ic weapon.”
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OPEN GAME LICENSE Version 1.0a
The following text is the property of Wizards of the Coast, Inc. 
and is Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All 
Rights Reserved.
1. Definitions: (a) “Contributors” means the copyright and/or 
trademark owners who have contributed Open Game Content; 
(b) “Derivative Material” means copyrighted material including 
derivative works and translations (including into other computer 
languages), potation, modification, correction, addition, 
extension, upgrade, improvement, compilation, abridgment or 
other form in which an existing work may be recast, transformed 
or adapted; (c) “Distribute” means to reproduce, license, rent, 
lease, sell, broadcast, publicly display, transmit or otherwise 
distribute; (d) “Open Game Content” means the game mechanic 
and includes the methods, procedures, processes and routines 
to the extent such content does not embody the Product 
Identity and is an enhancement over the prior art and any 
additional content clearly identified as Open Game Content by 
the Contributor, and means any work covered by this License, 
including translations and derivative works under copyright law, 
but specifically excludes Product Identity. (e) “Product Identity” 
means product and product line names, logos and identifying 
marks including trade dress; artifacts, creatures, characters, 
stories, storylines, plots, thematic elements, dialogue, incidents, 
language, artwork, symbols, designs, depictions, likenesses, 
formats, poses, concepts, themes and graphic, photographic and 
other visual or audio representations; names and descriptions of 
characters, spells, enchantments, personalities, teams, personas, 
likenesses and special abilities; places, locations, environments, 
creatures, equipment, magical or supernatural abilities or effects, 
logos, symbols, or graphic designs; and any other trademark or 
registered trademark clearly identified as Product identity by the 
owner of the Product Identity, and which specifically excludes 
the Open Game Content; (f ) “Trademark” means the logos, 
names, mark, sign, motto, designs that are used by a Contributor 
to identify itself or its products or the associated products 
contributed to the Open Game License by the Contributor 
(g) “Use”, “Used” or “Using” means to use, Distribute, copy, 
edit, format, modify, translate and otherwise create Derivative 
Material of Open Game Content. (h) “You” or “Your” means the 
licensee in terms of this agreement.
2. The License: This License applies to any Open Game Content 
that contains a notice indicating that the Open Game Content 
may only be Used under and in terms of this License. You must 
affix such a notice to any Open Game Content that you Use. No 
terms may be added to or subtracted from this License except 
as described by the License itself. No other terms or conditions 
may be applied to any Open Game Content distributed using 
this License.
3. Offer and Acceptance: By Using the Open Game Content You 
indicate Your acceptance of the terms of this License.
4. Grant and Consideration: In consideration for agreeing to use 
this License, the Contributors grant You a perpetual, worldwide, 
royalty-free, non-exclusive license with the exact terms of this 
License to Use, the Open Game Content.
5. Representation of Authority to Contribute: If You are 
contributing original material as Open Game Content, You 
represent that Your Contributions are Your original creation and/

or You have sufficient rights to grant the rights conveyed by this 
License.
6. Notice of License Copyright: You must update the COPYRIGHT 
NOTICE portion of this License to include the exact text of the 
COPYRIGHT NOTICE of any Open Game Content You are 
copying, modifying or distributing, and You must add the title, 
the copyright date, and the copyright holder’s name to the 
COPYRIGHT NOTICE of any original Open Game Content you 
Distribute.
7. Use of Product Identity: You agree not to Use any Product 
Identity, including as an indication as to compatibility, except as 
expressly licensed in another, independent Agreement with the  
owner of each element of that Product Identity. You agree not 
to indicate compatibility or  co-adaptability with any Trademark 
or Registered Trademark in conjunction with a work containing 
Open Game Content except as expressly licensed in another, 
independent Agreement with the  owner of such Trademark or 
Registered Trademark. The use of any Product Identity in Open 
Game  Content does not constitute a challenge to the ownership 
of that Product Identity. The owner of any Product Identity used 
in Open Game Content shall retain all rights, title and interest in 
and to that Product Identity.
8. Identification: If you distribute Open Game Content You 
must clearly indicate which portions of the work that you are 
distributing are Open Game Content.
9. Updating the License: Wizards or its designated Agents 
may publish updated versions of this License. You may use any 
authorized version of this License to copy, modify and distribute 
any Open Game Content originally distributed under any version 
of this License.
10. Copy of this License: You MUST include a copy of this License 
with every copy of the Open Game Content You distribute.
11. Use of Contributor Credits: You may not market or advertise 
the Open Game Content using the name of any Contributor unless 
You have written permission from the Contributor to do so.
12. Inability to Comply: If it is impossible for You to comply 
with any of the terms of this License with respect to some or 
all of the Open Game Content due to statute, judicial order, or 
governmental regulation then You may not Use any Open Game 
Material so affected.
13. Termination: This License will terminate automatically if You 
fail to comply with all terms herein and fail to cure such breach 
within 30 days of becoming aware of the breach. All sublicenses 
shall survive the termination of this License.
14. Reformation: If any provision of this License is held to be 
unenforceable, such provision shall be reformed only to the 
extent necessary to make it enforceable.
15. COPYRIGHT NOTICE
Open Game License v 1.0a Copyright 2000, Wizards of the 
Coast, Inc.
System Reference Document. © 2000, Wizards of the Coast, 
Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, based 
on material by E. Gary Gygax and Dave Arneson.
Pathfinder Companion: Adventurer’s Armory. © 2011, Paizo 
Publishing, LLC; Authors: Jonathan Keith, Hal Maclean, Jeff 
Quick, Christopher Self, JD Wiker, and Keri Wiker.
Adventurer’s Armory: Update 2.0. © 2011, Paizo Publishing, 
LLC; Author Sean K Reynolds.



Weapons
Simple Weapons Cost Dmg (S) Dmg (M) Critical Range Weight1 Type2 Special
Light Melee Weapons

Brass knuckles 1 gp 1d2 1d3 ×2 — 1 lb. B monk
Cestus 5 gp 1d3 1d4 19–20/×2 — 1 lb. B or P monk
Hanbo 1 gp 1d4 1d6 ×2 — 2 lbs. B monk, trip
Wooden stake — 1d3 1d4 ×2 10 ft. 1 lb. P

One–Handed Melee Weapons
Mere club 2 gp 1d3 1d4 ×2 — 2 lbs. B or P

Two–Handed Melee Weapons
Bayonet 5 gp 1d4 1d6 ×2 — 1 lb. P

Ranged Weapons
Bullets, groaning (10) 2 gp — — — — 5 lbs. B see text
Stingchuck — 1d3 1d4 ×2 10 ft. 9 lbs. B see text

Martial Weapons Cost Dmg (S) Dmg (M) Critical Range Weight1 Type2 Special
Light Melee Weapons

Blade boot 25 gp 1d3 1d4 ×2 — 2 lbs.  P see text
Dogslicer3 8 gp 1d4 1d6 19–20/×2 — 1 lb. S
Switchblade knife 5 gp 1d3 1d4 19–20/×2 10 ft. 1 lb. P
War razor3 8 gp 1d3 1d4 19–20/×2 — 1 lb. S

One–Handed Melee Weapons
Combat scabbard 1 gp 1d4 1d6 ×2 — 1 lb. B improvised, see text
Combat scabbard, sharpened 10 gp 1d4 1d6 ×2 — 1 lb. S see text
Klar3 12 gp 1d4 1d6 ×2 — 6 lbs. S
Scizore 20 gp 1d8 1d10 ×2 — 3 lbs. P
Terbutje 5 gp 1d6 1d8 19–20/×2 — 2 lbs. S
Terbutje, steel 20 gp 1d6 1d8 19–20/×2 — 4 lbs. S

Two–Handed Melee Weapons
Bardiche 13 gp 1d8 1d10 19–20/×2 — 14 lbs. S brace, reach, see text
Bec de corbin 15 gp 1d8 1d10 ×3 — 12 lbs. B or P brace, reach, see text
Bill 11 gp 1d6 1d8 ×3 — 11 lbs. S brace, disarm, reach, see text
Earth breaker3 40 gp 1d10 2d6 ×3 — 14 lbs. B
Glaive-guisarme 12 gp 1d8 1d10 ×3 — 10 lbs. S brace, reach, see text
Lucerne hammer 15 gp 1d10 1d12 ×2 — 12 lbs. B or P brace, reach, see text
Ogre hook3 24 gp 1d8 1d10 ×3 — 10 lbs. P trip
Syringe spear 100 gp 1d6 1d8 ×3 20 ft. 6 lbs. P brace, see text 

Ranged Weapons
Arrows, whistling (20) 2 gp — — — — 3 lbs. P see text 
Chakram 1 gp 1d6 1d8 ×2 30 ft. 1 lb. S
Hunga munga 4 gp 1d4 1d6 ×2 15 ft. 3 lbs. P
Pilum  5 gp 1d6 1d8 ×2 20 ft. 4 lbs. P see text

Weapons
Exotic Weapons Cost Dmg (S) Dmg (M) Critical Range Weight1 Type2 Special
Light Melee Weapons
Aklys 5 gp 1d4 1d6 ×2 20 ft. 2 lbs. B trip
Battle poi 5 gp 1d3 fire 1d4 fire ×2 — 2 lbs. fire
Butterfly knife 5 gp 1d3 1d4 19–20/×2 — 1 lb. P or S
Dwarven maulaxe3 25 gp 1d4 1d6 ×3 10 ft. 5 lbs. B or S
Madu, leather 40 gp 1d3 1d4 ×2 — 5 lbs. P
Madu, steel 40 gp 1d3 1d4 ×2 — 6 lbs. P
Rope gauntlet 2 sp 1d3 1d4 ×2 — 2 lbs. B (or S)
Sawtooth sabre3 35 gp 1d6 1d8 19–20/×2 — 2 lbs. S
Sica 10 gp 1d4 1d6 ×2 — 3 lbs. S
Swordbreaker dagger 10 gp 1d3 1d4 ×2 — 3 lbs. S disarm, sunder
 
One–Handed Melee Weapons
Dueling sword, Aldori3 20 gp 1d6 1d8 19–20/×2 — 3 lbs. S
Falcata3 18 gp 1d6 1d8 19–20/×3 — 4 lbs. S
Khopesh3 20 gp 1d6 1d8 19–20/×2 — 8 lbs. S trip
Rhoka 5 gp 1d6 1d8 18–20/×2 — 6 lbs. S
Scorpion whip  5 gp  1d3  1d4  ×2 —  3 lbs.  S disarm, reach, trip
Shotel 30 gp 1d6 1d8 ×3 — 2 lbs. P
Temple sword3 30 gp 1d6 1d8 19–20/×2 — 3 lbs. S monk, trip
Urumi3 50 gp 1d6 1d8 18–20/×2 — 6 lbs. S

Two–Handed Melee Weapons 
Chain spear (flying talon) 3 15 gp 1d4/1d4 1d6/1d6 ×2 — 13 lbs. P or S double, trip
Flambard 50 gp 1d8 1d10 19–20/×2 — 6 lbs. S sunder
Garrote 3 gp 1d4 1d6 ×2 — 1 lb. S grapple, see text
Mancatcher 15 gp 1 1d2 ×2 — 10 lbs. P grapple, reach, see text
Meteor hammer  10 gp 1d6/1d6 1d8/1d8 ×2 — 10 lbs. B double, reach,
         trip, see text
Scarf, bladed3 12 gp 1d4 1d6 ×2 — 2 lbs. S disarm, trip

Ranged Weapons
Boomerang 3 gp 1d4 1d6 ×2 30 ft. 3 lbs. B see text
Double crossbow3 300 gp 1d6 1d8 19–20/×2 80 ft. 18 lbs. P
Lasso 1 sp — — — 10 ft. 5 lbs. — see text 
Launching crossbow3 75 gp — — — 30 ft. 8 lbs. —
Shoanti bola3 15 gp 1d3 1d4 ×2 10 ft. 2 lbs. B 
Sling glove 5 gp 1d3 1d4 ×2 50 ft. 2 lbs. B
Throwing shield +50 gp 1d4 1d6 ×2 20 ft. — B trip 
1 Weight figures are for Medium weapons. A Small weapon weighs half as much, and a Large weapon weighs twice as much.
2 A weapon with two types is both types if the entry specifies “and,” and can be either type (wielder's choice) if the entry specifies “or.”
3 This item appears in the Pathfinder Chronicles Campaign Setting.

Table continued on inside back cover
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Simple Weapons Cost Dmg (S) Dmg (M) Critical Range Weight1 Type2 Special
Light Melee Weapons

Brass knuckles 1 gp 1d2 1d3 ×2 — 1 lb. B monk
Cestus 5 gp 1d3 1d4 19–20/×2 — 1 lb. B or P monk
Hanbo 1 gp 1d4 1d6 ×2 — 2 lbs. B monk, trip
Wooden stake — 1d3 1d4 ×2 10 ft. 1 lb. P

One–Handed Melee Weapons
Mere club 2 gp 1d3 1d4 ×2 — 2 lbs. B or P

Two–Handed Melee Weapons
Bayonet 5 gp 1d4 1d6 ×2 — 1 lb. P

Ranged Weapons
Bullets, groaning (10) 2 gp — — — — 5 lbs. B see text
Stingchuck — 1d3 1d4 ×2 10 ft. 9 lbs. B see text

Martial Weapons Cost Dmg (S) Dmg (M) Critical Range Weight1 Type2 Special
Light Melee Weapons

Blade boot 25 gp 1d3 1d4 ×2 — 2 lbs.  P see text
Dogslicer3 8 gp 1d4 1d6 19–20/×2 — 1 lb. S
Switchblade knife 5 gp 1d3 1d4 19–20/×2 10 ft. 1 lb. P
War razor3 8 gp 1d3 1d4 19–20/×2 — 1 lb. S

One–Handed Melee Weapons
Combat scabbard 1 gp 1d4 1d6 ×2 — 1 lb. B improvised, see text
Combat scabbard, sharpened 10 gp 1d4 1d6 ×2 — 1 lb. S see text
Klar3 12 gp 1d4 1d6 ×2 — 6 lbs. S
Scizore 20 gp 1d8 1d10 ×2 — 3 lbs. P
Terbutje 5 gp 1d6 1d8 19–20/×2 — 2 lbs. S
Terbutje, steel 20 gp 1d6 1d8 19–20/×2 — 4 lbs. S

Two–Handed Melee Weapons
Bardiche 13 gp 1d8 1d10 19–20/×2 — 14 lbs. S brace, reach, see text
Bec de corbin 15 gp 1d8 1d10 ×3 — 12 lbs. B or P brace, reach, see text
Bill 11 gp 1d6 1d8 ×3 — 11 lbs. S brace, disarm, reach, see text
Earth breaker3 40 gp 1d10 2d6 ×3 — 14 lbs. B
Glaive-guisarme 12 gp 1d8 1d10 ×3 — 10 lbs. S brace, reach, see text
Lucerne hammer 15 gp 1d10 1d12 ×2 — 12 lbs. B or P brace, reach, see text
Ogre hook3 24 gp 1d8 1d10 ×3 — 10 lbs. P trip
Syringe spear 100 gp 1d6 1d8 ×3 20 ft. 6 lbs. P brace, see text 

Ranged Weapons
Arrows, whistling (20) 2 gp — — — — 3 lbs. P see text 
Chakram 1 gp 1d6 1d8 ×2 30 ft. 1 lb. S
Hunga munga 4 gp 1d4 1d6 ×2 15 ft. 3 lbs. P
Pilum  5 gp 1d6 1d8 ×2 20 ft. 4 lbs. P see text

Weapons
Exotic Weapons Cost Dmg (S) Dmg (M) Critical Range Weight1 Type2 Special
Light Melee Weapons
Aklys 5 gp 1d4 1d6 ×2 20 ft. 2 lbs. B trip
Battle poi 5 gp 1d3 fire 1d4 fire ×2 — 2 lbs. fire
Butterfly knife 5 gp 1d3 1d4 19–20/×2 — 1 lb. P or S
Dwarven maulaxe3 25 gp 1d4 1d6 ×3 10 ft. 5 lbs. B or S
Madu, leather 40 gp 1d3 1d4 ×2 — 5 lbs. P
Madu, steel 40 gp 1d3 1d4 ×2 — 6 lbs. P
Rope gauntlet 2 sp 1d3 1d4 ×2 — 2 lbs. B (or S)
Sawtooth sabre3 35 gp 1d6 1d8 19–20/×2 — 2 lbs. S
Sica 10 gp 1d4 1d6 ×2 — 3 lbs. S
Swordbreaker dagger 10 gp 1d3 1d4 ×2 — 3 lbs. S disarm, sunder
 
One–Handed Melee Weapons
Dueling sword, Aldori3 20 gp 1d6 1d8 19–20/×2 — 3 lbs. S
Falcata3 18 gp 1d6 1d8 19–20/×3 — 4 lbs. S
Khopesh3 20 gp 1d6 1d8 19–20/×2 — 8 lbs. S trip
Rhoka 5 gp 1d6 1d8 18–20/×2 — 6 lbs. S
Scorpion whip  5 gp  1d3  1d4  ×2 —  3 lbs.  S disarm, reach, trip
Shotel 30 gp 1d6 1d8 ×3 — 2 lbs. P
Temple sword3 30 gp 1d6 1d8 19–20/×2 — 3 lbs. S monk, trip
Urumi3 50 gp 1d6 1d8 18–20/×2 — 6 lbs. S

Two–Handed Melee Weapons 
Chain spear (flying talon) 3 15 gp 1d4/1d4 1d6/1d6 ×2 — 13 lbs. P or S double, trip
Flambard 50 gp 1d8 1d10 19–20/×2 — 6 lbs. S sunder
Garrote 3 gp 1d4 1d6 ×2 — 1 lb. S grapple, see text
Mancatcher 15 gp 1 1d2 ×2 — 10 lbs. P grapple, reach, see text
Meteor hammer  10 gp 1d6/1d6 1d8/1d8 ×2 — 10 lbs. B double, reach,
         trip, see text
Scarf, bladed3 12 gp 1d4 1d6 ×2 — 2 lbs. S disarm, trip

Ranged Weapons
Boomerang 3 gp 1d4 1d6 ×2 30 ft. 3 lbs. B see text
Double crossbow3 300 gp 1d6 1d8 19–20/×2 80 ft. 18 lbs. P
Lasso 1 sp — — — 10 ft. 5 lbs. — see text 
Launching crossbow3 75 gp — — — 30 ft. 8 lbs. —
Shoanti bola3 15 gp 1d3 1d4 ×2 10 ft. 2 lbs. B 
Sling glove 5 gp 1d3 1d4 ×2 50 ft. 2 lbs. B
Throwing shield +50 gp 1d4 1d6 ×2 20 ft. — B trip 
1 Weight figures are for Medium weapons. A Small weapon weighs half as much, and a Large weapon weighs twice as much.
2 A weapon with two types is both types if the entry specifies “and,” and can be either type (wielder's choice) if the entry specifies “or.”
3 This item appears in the Pathfinder Chronicles Campaign Setting.
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