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“Take pride in every symbol you wear for our grand empire.
Cherish your weapons and armor, yes. But also take pride in
every band of silk, every careful stitch, every strap of leather.
We are an old empire—the greatest that Avistan has ever seen.
Our touch on this continent stretches back thousands of years,
beforemostofthese other nations wereeven ahopeful glimmer.
Each of these symbols of the empire came from some corner of
our great lands, and they came to us! The empire provides for
us, and we must provide for the empire in return. New lands!
Newresources! Whatweclaim on thisexpedition will supplythe
next: more fine, ambitious Taldans like yourselves, in a ceaseless
wave that willwash upon every shore ofthe globe, in turn, until
every land belongs toTaldor!”

L1/ RELICS OF OLDTALDOR

—General Gerefein, Seventh Army of Exploration
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orged at the height of the Taldan empire,
employed by heroes at the forefront of expansion,

F

relics of old Taldor are imbued with the glory of deeds

and gleaming brighter with every conquest, the

no mortal now living bore witness to. But just like the
empire that created them, these items have become
diminished over the ages. They now lie dormant in
dusty and forgotten corners, waiting for worthy heroes
to retrieve them and take them up once again for the
glory of Taldor.

RELICS

This article introduces relics: magic items that grow
in power the more they are used in the pursuit of a
speciftc cause. Each relic was once a typical magic item
that played a central role in a massively important event,
increasing dramatically in potency asitdrew power from
its shaping of fate. Relics occupy a space somewhere
between normal magic items and artifacts. Unlike most
magic items, relics can’t be crafted. Unlike artifacts,
however, they can be destroyed normally. Eventually,
these extra-powerful items are misplaced, forgotten, or
ignored, and their power wanes as a result— though itis

not entirely lost.
When PCs ftnd a relic, it has only the ftrst set of base

abilities listed in its stat block; to unlock a relic’s full

powers, its bearer must reawaken its latent energy.
PCs playing in the War for the Crown Adventure Path
have the opportunity to discover two relics in each of
the ftrst four adventures (each of which is detailed in
thefollowing pages), and they can gradually increase the
power of their relics by using them to perform bold deeds
thathelp return Taldor to the resplendence of its heyday.

TRIUMPHS

As she adventures, the wielder of a relic might
achieve great deeds, called triumphs, tied to the item’s
associated cause, which she can apply to the relic to
increase its power. Each volume of the War for the
Crown Adventure Pathindicates which deeds qualify as
a triumph for the relics of old Taldor. Each PC involved
in achieving a triumph can apply that triumph to up
to one of her carried relics, unlocking the next set of
abilities for that item.

An individual relic can attain only the triumphs for
which it is present, so if the PCs achieved two triumphs
before ftnding Koriana's Blade (see page 79), the sword
wouldn't gain the beneftts listed under First Triumph
until the PCs’ third triumph. To be present for a triumph,
a relic needs to be worn, held, or carried (as opposed to
being stored in a bag of holding, for instance), and the PC
carrying it must have been involved in the triumph in
some way. Some triumphs improve on existing abilities,
such as granting more uses of an ability per day or
increasing a relic’s enhancement bonus from +1 to +2.

All other triumph abilities are cumulative with the
item’s base abilities and with each other. For example,
a relic that has attained two triumphs grants both its
ftrst-triumph and second-triumph abilities along with
its base abilities.

Increasing DCs: Some effects have DCs that increase
as the relic attains more triumphs; these are indicated
by a note such as “DC = 15 + 1 per additional triumph
attained.” An effect with such a DC counts neither the
triumph that the effect came from nor any previous
triumphs. For example, if a relic’s ftrst triumph granted
an effect with a DC of 15 + 1 per additional triumph
attained, that DC would be 15. When that relic attained a
second triumph, the DC would increase to 16.

Fading Glory: When the PCs discover a relic, the
power of the item has faded signiftcantly since it has
gone many years without being used for its cause. In
most campaigns, it’s unlikely that enough time will pass
for the discovered relic’s power to fade again. However,
if years pass without a relic being used for its cause, its
triumph abilities begin to go dormant, starting at the
highest level and descending from there. This can vary
by item and is ultimately determined by the GM, but a
good benchmark is one triumph entry lost per 1D4 years.

RELICS IN YOUR OWN
CAMPAIGN

To implement relics in your own game, you can use the
Taldan items presented here, adjusting their themes
and details as necessary. Alternatively, you can adapt
scaling items from Pathfinder RPG Pathfinder Unchained
(as described in the sidebar on page 76 in that book) or
create your own items to suit yourneeds.

You'll also need to set up potential triumphs the
PCs can achieve to unlock the relics’ abilities. These
triumphs should happen every 2 to 3 character levels.
A triumph should always be linked to the achievement
of a major goal within the campaign’s storyline. Include
less frequent triumph events if the PCs are highly likely
to succeed at all of them. If there’s a high chance the
PCs will fail to achieve a particular triumph, you might
include another triumph event fairly soon after. You
can always alter future triumph events if items are
looking like they’ll outpace the rate of one triumph
every 2 levels. The theme of the relics you include
should match the themes of the campaign. This doesn't
mean their mechanics and powers need to correspond
exactly, but the more history and flavor, the better.

Relics work best in a campaign that has clear goals
and major events. These might be goals that you've built
into the game, but it’s also highly satisfying for players
to deftne their own goals. If you make relics that are
designed for a purpose that matches the purposes of one
of the characters, you'll set up a stronger bond and unity
of purpose for that character-relic pair.
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ADAPTING SCALING ITEMS

Relics work much like the scaling items introduced in
Pathfinder Unchained, with the exceptions that they don’t
cost a share of your treasure and they scale up due to
story events rather than at certain levels. This makes it
easy to adapt the scaling items from that book to use
as relics, either to replace ones listed here that don’t suit
your group in War for the Crown or to use in a different
campaign. Doing so requires the following adjustments,
in addition to adding thematic background elements to
the items to tie them to the triumphs of your game.

Remove Cost, Price, and Scaling Category:

Because relics can’t be crafted and aren’t typically
bought or sold, they don’t have cost or price entries.
Similarly, the scaling progression (bauble, prize, or
wonder) is not usually relevant for relics. However,
you might want to restrict yourself to only prizes and
wonders when converting scaling items, since baubles
aren’t as impressive as relics should be.

Determine Minimum PC Level: Since the abilities
of a relic aren’t explicitly tied to character levels, it's
importantto limit PCs’ access to relics that would be too
powerful for their level. In general, PCs should not gain
access to a relic until their character level is at most 2
levels lower than the lowest-level ability of the scaling
item on which that relic is based.

Combine Lower-Level Scaling Abilities: Determine
what level the PCs will likely be when they attain the
relic. If this is higher than one or more of the item’s
scaling levels, combine all those levels’ abilities into the
base abilities of the item.

Turn Unlockable Abilities into Triumph Abilities:
Any remaining unlockable abilities can be unlocked by
attaining triumphs rather than reaching a certain level.
Look atyour plans forwhatevents will countastriumphs,
becauseyoumightneedtocombine multipleunlockable
abilities into one. This can happen if there’s a long level

gap between triumphs and you need to make each one
stronger to catch up with the PCs’ expected level.
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