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This Chronicle Certifies That =X
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Has Completed This Scenario

Axe Beak Companion: As long as you have Chrr.rnicle sheets tor all three parts of the

Quest for Perfection campaign arc, you may take en exe beak as a 1oyal mount ot
companion; the Chronicle sheets need nct be consecu.tive or in order, bui all ihree musi
be present in the same charactet's records. Ifyou possess a ciass feature which permits
you to take an animal companion or a mount that progresses as an animal companion,

yor may add the axe beak to your list of lega1 and availabie companions. You mrist
present a copy ofPatlgfinder RPGBestlarj 3 in order to use an axe beak companion as if
il were allowed as an additional resource. O Lher than provide access to this animal as a

choice ofmount or companion, this boon provides no mechanical benefit.

Braid of a Hundred Masters (5,zoo gp; If'the w-earer of tiri.s necklace has levels in monk,
his f'ast movement and unarmed damage are treated as a monk of3 1evels higher. If
the character is not a monk, he gains the ihst movement and unarmed damage r:f a

3rd-leve1 monk. This fast movement functions iust like the monk's i-ast movement

class lbature. Thrse bonuses do not stack with those granted by other items or

elTects. Inaddilion,:.s a swift actionthree limes per da1, a charactet with the flurry
ol'blows class leeture can use the Braid of a Hunhed Mcsren to apply r -r.fz times his

Strength bonus on damage rolls for successful attacks made with flurry olblows.
'Ihis ebility must be activated before the damage trom the attack is rolied, though it
mey be aetivated ailer the atlack ro11 is made and before the damage ro11. Once this
ability is activated, ils elTect lasts for r round.)
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