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Who is Terran Empire Publishing?

Based in Northern California, USA, Terran Empire Publishing was
founded in 2016 and specializes in fantasy and science fiction game
products and books. With over 40 years of gaming experience, the
team at Terran Empire Publishing promises to bring creative and unique
takes on genre classics, as well as new material for gamers and readers
of all ages.

Questions or Comments? Please email

Terran Empire Publishing terranempire.comments@gmail.com!

1761 Hillside Ct. ,@terranempirepub
~ Placerville, CA 95667

Worldofshinar.tumblr.com

Facebook.com/terrane
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i trade dress. (Elements that have been previously designated as Open Content, Stock Art, or are in the Public

Ll adapted; (c) "Distribute" means to reproduce, License, rent, lease, sell, broadcast, publicly display, transmit or

£ Contributor, and means any work covered by this License, including translations and derivative works under

' | Game Content may only be Used under and in terms of this License. You must affix such a notice to any Open

! this License.

-

' ey L ' '
- FProduct Identity: The following items are hereby identified as Product Identity, as defined in the Open Gaming
i License version 1.0a, Section 1(e), and are not Open Content: All Terran Empire Publishing trademarks and
logos, proper names (characters, deities, etc), dialogue, plots, storylines, locations, characters, artwork, and

gt

Domain are not included in this declaration.)

| Open Content: Except for material designated as Product Identity (see above), the game mechanics of this
Terran Empire Publishing game product are Open Game Content, as defined in the Open Game License version i

| 1.0a Section 1(d). No portion of this work other than the material designated as Open Game Content may be I

reproduced in any form without written permission.

| OPEN GAME License Version 1.0a The following text is the property of Wizards of the Coast, LLC. and is
Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All Rights Reserved.

il 1. Definitions: (a)"Contributors" means the copyright and/or trademark owners who have contributed Open

L | Game Content; (b)"Derivative Material" means copyrighted material including derivative works and translations
1 (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

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

| 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

1 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 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

3. Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this
License.

1 4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a

| perpetual, worldwide, royalty-free, nonexclusive License with the exact terms of this License to Use, the Open
Game Content.

il 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.

1 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
L1 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.
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3 e 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. 3

NG -y 10. Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content

~ You Distribute. __

g 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.

i' 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, LLC. System Reference ¥+
Document 5.1 Copyright 2016, Wizards of the Coast, LLC.; Authors Mike Mearls, Jeremy Crawford, Chris Perkins, $&
Rodney Thompson, Peter Lee, James Wyatt, Robert J. Schwalb, Bruce R. Cordell, Chris Sims, and Steve
Townshend, based on original material by E. Gary Gygax and Dave Arneson.

END OF LICENSE

Unless otherwise stated, the artwork in this book is credited to their respective owners/creators and includes
but is not limited to: Publisher’s Choice Quality Stock Art © Rick Hershey/Fat Goblin Games, Rick Hershey Empty
Room Studios.
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| FAMULET OF AMPLIFIED EMOTION

'_ ! DC11 to resist the effect.

Black - Nervous

1| Gray - Anxious

! Violet - Passionate

1 Blue - Happy

| Blue Green - Relaxed
{ Green - Jealous

'\ Amber - Hatred

| | AMULET OF FIENDISH PROTECTION

! Wondrous item, very rare (requires
1| attunement)

i You are protected against the harmful effects of
i the innate powers of fiends. You gain advantage
1! to saving throws against any spell cast against you
B by a fiend, and your AC increases by 4 when targeted
' by a fiend.

AMULET OF LYCANTHROPE PROTECTION

| You are immune to the curse of

| lycanthropy while wearing this amulet.
If bitten while wearing the amulet, the
8 curse does not take hold. However, if

'i you are already cursed with

i lycanthropy, the amulet does not cure
il you of the affliction - instead, you do

i not succumb to the curse while wearing
the amulet.




~ Wondrous item, rare (requires attunement)

~ These boots always appear distressed, as

though having endured a lifetime of use, but
never seem to rip or otherwise fall apart.
While wearing these boots, you are able to
magically silence or amplify your footsteps on
any terrain. You are also able to choose
whether or not your steps leave tracks on
any terrain. This does not prevent you from
being tracked by other means.

BOOTS OF STOMPING
Wondrous item, uncommon

These metal boots are sized to fit a medium sized creature, §
however, they can shrink or enlarge to accommodate any §
N sized foot. While wearing these boots, you are able to
2o\ Y/ deliver a stomping blow to any creature who is at least ¥
one size category smaller than you. This is a melee attack

that deals 1d10 + Strength modifier bludgeoning damage. ¥
The attack is also considered magical.

CALTROPS OF WOUNDING

Wondrous item, uncommon

Damage dealt by these caltrops can
only be healed by magical means.
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f EVERGREEN CLOAK

| Wondrous item, very rare (requires attunement)

| While wearing this cloak with its hood up, Wisdom (Perception)

g checks made to see you have disadvantage so long as you are in
& | a wooded environment. In addition, you are able to assume

ﬁ the form of a evergreen tree. While in this form, you cannot
i move, but you heal through photosynthesis and nutrients
! found in the soil. Three hours as a tree can heal you to full
1 health, as long as there is ample sunshine and rich soil. This
1l ability cannot be used again until 24 hours have passed
| since its previous use.

b 5

GOWN OF DISGUISE
Wondrous item, uncommon

While wearing this gown, you
&\ can use an action to cast the
\disguise self spell from it at will.
Al The spell ends if the gown is
\\{ removed.

HEADBAND OF MARTIAL PROWESS

Wondrous item, rare (requires
attunement)

While wearing this headband, you
gain proficiency in martial weapons.
If you already have proficiency in
martial weapons, you gain a +2 to
any attack while wielding them.
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HORN OF BRONZE DRAGON CONTROL
- Wondrous item, very rare
By using this horn, you are able to dominate the mind of any one
~ bronze dragon within 60 feet of its activation. The dragon must be
able to hear the horn to be dominated and it is allowed a
. Wisdom saving throw against DC16 to resist. If you or
P creatures that are friendly to you are fighting the target
dragon, it is given advantage on the saving throw.

On a failed save, you can use your action to take total and

precise control of the target. For the next hour, the creature
F only takes the actions you choose and cannot do anything
| that you don't allow. During this time, you can also cause
the dragon to use a reaction, but this requires you to use
your own reaction as well. Each time the dragon takes
damage, it makes a new Wisdom saving throw against the
horn's effect. If the saving throw succeeds, the effect ends.
The older the dragon is, the more resistant to the horn's
effects it is.

Wyrmling: +0 to the saving throw
Young: +1 to the saving throw
Adult: +2 to the saving throw
Ancient: +3 to the saving throw

MASK OF DEVIL CONTROL

Wondrous item, legendary (requires attunement)

While wearing this mask, you are able to dominate the

mind of any one fiend (devil) that is within 60 feet of yourg"

position and in your line of sight. The fiend (devil) must ¥

succeed on a Wisdom saving throw against DC20 or be

8 charmed by you for the duration. If you or creatures
that are friendly to you are fighting the target fiend

(devil), it has advantage on the saving throw.

On a failed save, you can use your action to take total

and precise control of the target. For the next hour, the fiend (devil) only

takes the actions you choose and cannot do anything that you don't allow. During this

time, you can also cause the fiend (devil) to use a reaction, but this requires you to use

your own reaction as well. Each time the fiend (devil) takes damage, it makes a new

Wisdom saving throw against the mask's effect. If the saving throw succeeds, the effect

‘ends. The more powerful the fiend (devil) is, the greater it's chance to resist the mask's

ffect.

‘Lemure: +0 to the saving throw

Lesser Devils: +2 to the saving throw

Greater Deuvils: +3 to the saving throw

Archdevils: Immune presees




'P1PE OF CONTROLLING WINDS

Wondrous item, rare

IThis pipe is usually crafted from a single piece of glass or
Hblue-tinted ceramic. By placing the pipe to your lips and
E blowing out forcefully, you are able to create a large air
\ eIementaI under your control that lasts for up to one hour.
1You cannot summon forth another elemental until 24 hours
ipass from its last activation. While you are in possession of the

"IQUATERMASTER'S CHEST

\Wondrous item, legendary

IThis chest is magically enchanted to bring forth arms and armaments meant to equip a
iplatoon of soldiers quickly. Following the uttering its activation word and a hand placed
on its closed lid, the chest will materialize two weapons (or one weapon and one shield)
= land a suit of armor appropriate for your class and proficiency. If it materializes a ranged
Jweapon, it will also provide 20 rounds of appropriate ammunition. The chest can be
lused a total of 50 times before its magic is exhausted. A period of 240 hours must pass
“|before it can be used again. The weapons and armor provided are always expertly
crafted, but they confer no magical bonuses to their wielders. The arms and armor
created by the chest last for 72 hours, at which time they disappear into harmless mist.
"The arms and armor conjured can be any weapon or armor that has a cost of 50 gp or
iless.




"WORLD of SHIN'AR CAMPAIGN SETTING

COMING SOON! FUNDED ON 2018!
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