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GHOST WARD LANTERN
Wondrous item, uncommon (requires attunement)

This lantern glows even when not lit, appearing
luminescent and captivating. When lit, the lantern
can ward off incorporeal undead, who can’t approach
within 5o feet of the lantern unless they make a DC
12 Charisma saving throw. The lamp burns holy
water rather than oil. 1 flask of holy water lasts for

10 minutes. Lighting the lantern takes an action.
Incorporeal undead within the radius when the
lantern is lit must make a Charisma saving throw or be
frightened for 1d4 rounds and be unable to enter the
radius of the lantern.

GLADIATOR’S BLoOD GLOVES
Wondrous item, rare (requires attunement)

This pair of cesti are perpetually coated in dried blood
that cannot be washed off. With them, you add your
strength bonus twice to unarmed attacks. You can
grapple a creature one size larger, or two creatures of
the appropriate size by gripping them with each glove,
and you can also initiate a grapple as a bonus action.

LoNGsSwORD OF PIETY
Weapon (longsword), rare (requires attunement)

Said to be a relic from a defunct religious order, this
sword shines with a soft blue glow out to 10 feet,
and grants you a +1 bonus to attack and damage
rolls. In addition, the sword has 1 charge. At any
time while you are wielding the sword, you can
expend a charge to automatically succeed on one
saving throw. The sword regains one charge after
being bathed in holy water in the sunlight. This
sword functions only as a normal longsword in the
hands of anyone with an evil alignment, and falls
out of its wielder’s hands if the wielder seeks to
harm an innocent, even if by magical compulsion.

SWORD OF Pursuilr
Weapon (any sword), rare (requires attunement)

This gleaming sword has inlaid runes that undulate
in the light. You gain a +1 bonus to attack and dam-
age rolls with this weapon. This sword has 3 charges.
Whenever you deal damage to a creature with this
weapon, you can spend a charge to designate the
creature as your tracking target. Attempts to track
that creature have advantage until the next dawn, at
which time you can spend another charge to continue
attempting to track that creature. You also know the
direction (but not distance) of your query. This sword
regains spent charges at dawn, unless you are actively
in pursuit of a creature.

TEETH OF THE DEAD
Wondrous item, rare

Once per day, this set of teeth can be inserted into
the mouth of a corpse, and allow it to speak. A corpse
that has been dead for more than a year only speaks
its last thoughts, while a younger corpse can converse
with varying ability about the knowledge it had in

life. The teeth can be used once, and must be cleaned
with a paste made from cremated ashes before they
can function again.

UNDERTAKER’S OIL
Wondrous item, uncommon

When full, the flask containing this oil seems trans-
parent and immaterial, though it is not. When poured
on a weapon, the weapon similarly appears translu-
cent, and can deal damage to undead as if it were a
magic weapon. The flask can coat one weapon or 10
pieces of ammunition, and once poured will function
for 5 minutes.
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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
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material by E. Gary Gygax and Dave Arneson.
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