100 MacicaL ITEMS
(AND WHERE T0 FIND THEM)

By Yusl
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A BUSTLING LIBRARY...

Wide doors open into a room where sunlight streaks through tall windows to
illuminate sweeping staircases and row upon row of bookshelves. Heels clack
over polished floors, and the rustle of turning pages sounds like leaves whispering
in the wind.

2 Forgotten on a bookshelf sits a silver monocle, the hanging chain snapped short. Using the monocle allows
the wearer to read texts in one previously unknown language. Once set, the language cannot be changed, and
the magic effect applies only for the initial user.

4 Left on a window sill, this hat has large, fluffy ear flaps. No sound can disturb the wearer of this hat, no matter
how loud. Can absorb up to 20 points of mitigated damage before it crumbles into pink ash.

6 When placed on a page with visible writing on it, this ivory pendant in the shape of a human face will read the
text aloud in a soft, calming voice.

8 Tucked behind a dus?f dictionary, this plain book’s cover reads: Desire. Within lies a romance novel, a
scintillating story perfectly tailored to the reader's deepest, most secret desires.

10 Made from copper, this little device clips onto the book's cover and turns the page when activated with
a simple command word.
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A HAUNTED COVE...

Wind wails between sharp, craggy rocks. The night is dark, a smattering
of stars fleeting between racing clouds. Locals refuse to come this close

at night. Too many of their own have gone missing, and too many return
with stories of horrors in the charnel cove...

2 This beautiful seashell allows a magic user to ask a deceased person one question when placed on the body,
as per the rules of Speak with Dead. Recharges on the full moon.

4 This ring in the shape of a drowning figure lays abandoned in the sand. The wearer of this ring can cast
Water Breathing once per long rest, with the effect of the spell lasting 10 minutes. However, every time
the ring is used, the wearer has a nightmare of drowning.

6 These two miniature oars are tied together with twine. When activated with a simple command word,
they grow into full sized oars until deactivated in the same manner.

8 Once per day this human skull lets out a hacking cough, and a single gold coin drops
from between its teeth.

10 A rusty dagger, twisted and bent and always cold to the touch. Once per long rest it does an extra 1d6
of poison damage at the user's discretion.
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AN ASHY DESERT...

The crushing heat of the sun burns your skin and stings your eyes.
Grey ash swirls around your feet, clinging to your clothes and
coating the inside of your mouth with a gritty film...

2 Rattling around the desiccated wrist of someone long dead, this jade bracelet takes away the feeling of being
thirsty - but beware, it does not alleviate thirst.

4 These sand shoes have been delicately carved from sun-bleached wood and gives the wearer an extra 10 ft
of speed when walking over sand.

6 |If applied to the skin, this pot of white, clay-like ointment grants the user resistance to fire damage. After
absorbing 30 points of damage the ointment flakes off. The pot contains 6 applications worth.

8 A small coal, cold to the touch but with an ember glowing within. Blowing on the coal causes the ember
to spark, and can be used to ignite camp fires and the like.

10 This sandstone carving in the shape of a bird turns up to 5 cubic feet of dirty water into clean drinking
water when submerged. When removed, the water returns to its original state. Clean water isolated from the
dirty water stays clean.




A MOUNTAIN TEMPLE...

Nestled into the barren outcrop of the mountainside, tattered
strips of cloth flutter in the cold wind. The sound of carved chimes
echoes through the temple...

2 A thick, metal collar. When activated with the command word it casts Zone of Truth centred on the collar.
If the collar is being worn by someone, they automatically fail the save.

4 When placed over the head, this golden veil grants the ability to cast Silent Image once per day, regaining
its charge at dawn.

6 When played, this metal horn in the shape of an extinct beast's tusk allows the user to cast Animate Dead at
its base level once per day. All who hear the music are plagued with nightmares for 1d12 days.

8 This fragrant powder can be mixed with a drink to imbue the consumer with +2 strength for 10 minutes,
but there's a 25% chance the consumer will have troubling visions of some future event and suffer 3 levels of
exhaustion after the 10 minutes have passed.

10 A plain chalice. When blood is poured into it, the blood sinks into the carved stone and disappears.
When filled 10 times with fresh blood, a single diamond worth 100gp is left at the bottom of the cup.




AN ANCIENT LAGOON...

Crystal clear waters drop down into absolute darkness, the white
rock surrounding the lagoon discoloured from mineral deposits.
the entrances to little caves under the water glimmer with fish
darting between the coral...

2 Acirclet covered in tiny pearls. Allows the wearer to discern true north. The circlet feels heavy, but always
floats on water, and gives the wearer advantage on swim checks. Requires attunement..

4 A pink freshwater pearl on a thin gold chain. Once per day allows the wearer to cast Control Water on any
fresh water source. Hundreds of tiny pink fish swim in the water being controlled.

6 A pair of shimmering, smooth leggings made from some unknown leather. Grants the wearer a 60ft
swimming speed.

8 A thin cloak covered in dazzling scales. When worn underwater it grants the wearer advantage on
stealth checks.

—

10 Sculpted from mineral-rich rock, this little figure of a mermaid brims with magical energy. Once per
long rest it can be used to cast Polymorph, allowing the target to change into an aquatic creature with a
challenge rating no higher than 2. Requires attunement.
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A RAZED HAMLET...

The stench of smoke and blood curls thickly through the air.
Buildings still smoulder, their walls charred and collapsed,
and the once peaceful hamlet now sits in eerie silence...

2 This cowl is spun from fine, black wool and adorned with orange embroidery. Anytime the wearer deals
fire damage, the amount of fire damage is increased by 1d6. Requires attunement.

4 This delicate pair of glasses is hidden beneath the rubble of a burned shack. Once per day grants the wearer
advantage on a perception check.

6 When attuned, this wooden jewellery box only unlocks for that person. It cannot be opened by non-magical
means, but spells like Knock will override the enchantment. Requires attunement.

8 A small statue of an angry chicken. Once per week it produces a small golden egg, worth 15gp.

10 An astonishinglr gorgeous handwritten book on the flora of the area. Grants an extra +5 to Nature checks
when it's consulted.
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A GLADIATOR ARENA...

Sand crunches under your feet. Fragments of bone and teeth lay between
clumps of bloody grit. The sun is hot across your shoulders, and the roar
of the crowd echoes the pounding of blood in your ears...

2 A fearsome mask in the shape of a screaming face. Whenever the wearer kills a creature or humanoid,
the wearer gains temporary hit points equal to the CR of the slain. Requires attunement.

4 This helmet gleams briIIiantI{I in the sun and grants the wearer a +1 increase to their strength ability score.
However, if worn for more than 6 consecutive hours, the wearer suffers one level of exhaustion, increasing by
one level for each lot of 6 hours after the first. The exhaustion doesn’t lift when the helmet is removed.

6 This small pendant in the shape of a gourd causes a thick layer of sand to adhere to the wearer's skin.
This sand armour grants resistance to all non-magical damage, but for every 25 points of damage it nullifies,
the wearer takes 1 level of exhaustion. Requires attunement.

8 Once per day, at the wielder's discretion, this dagger splits into 3 when thrown at a target. Make 2
additional attack rolls.

10 When you cause yourself 1d6 of damage with this ragged-edged short sword you deal an extra 1d12 points

of necrotic damage on the next successful hit and regain 1d4 hit points. Causing yourself damage counts as a
Bonus Action in combat, while attacking is an Action, as normal. Requires attunement.
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AN ALCHEMIST S LAB...

The surfaces in this lab are covered in a thin dusting of strange powder,
the wooden tables stained with acid and scorch marks. Rows and rows of
bottles sit on lopsided shelves...

2 These thick gloves glow a faint green colour when within 100 ft of black powder.

4 When applied to the skin, this viscous grey liquid acts like the Protection from Poison spell and smells
of lavender. The nondescript jar contains 6 applications.

6 A small leather pouch containing 6 foul smelling smoke bombs. When used, the smoke bombs also cast
~ Stinking Cloud.

8 When one of these chalky pills is dropped into liquid it neutralises up to 5 cubic feet of poison.
Pack contains 4 pills.

10 While this sweet, invigorating potion lifts 1 level of exhaustion per dose, each dose also turns the drinker's

skin a dull grey colour for 3 hours. Bottle contains 6 doses.
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A CROWDED CASINO...

Dice rattle and cards purr in the hands of the lucky and unlucky.
Lit entirely by lamplight with no windows, the casino is hot, crowded,
and disorientating. Cheers and howls ring out in equal measure...

2 These pince-nez have a slight pink tint to the lenses. Grants the wearer advantage on one insight check
once per day.

4 Whatever drinkable liquid you pour into this flask is replicated, allowing you an endless supply of the
aforementioned drink.

6 This stylish monocle is made from tinted glass, and when used in conjunction with the matching dice,
it grants the user the ability to cast Augury once per long rest.

8 This small tin box holds several sweet smelling candies. Eating one casts Expeditious Retreat on the
consumer, but causes one level of exhaustion after the spell has worn off. Contains 4 candies.

10 This ornate book contains the rules to every single game in the world. Though it appears blank when
first opened, asking for the rules of whichever game you desire causes letters to flow across the page with

x detailed explanations of the game.




A FORGOTTEN MAUSOLEUM...

A lone raven caws from the top of the sepulchre. The sky is overcast with grey
clouds and the wind sighs through the bare trees. The mausoleum’s walls are
cracked, nature slowly beginning to reclaim the forlorn stone...

2 Acirclet of silver with an ancient line of verse etched on the inside. Grants the wearer advantage on
fear saves, but turns their irises jet black.

4 An obsidian bracelet inlaid with tiny human teeth. Once per day allows the wearer to gain control of a single
target up to one size larger than the wearer, as per Command. The target may make a Wisdom saving throw
equal to the wearer's spell casting save DC (or 15, whichever is higher). Requires attunement.

6 Crafted from fragments of bone and teeth and wrapped in muslin, when this hex bag is placed on a target’s
person (in a pocket / bag, etc.) the target suffers 3 levels of exhaustion for 24 hours.

8 Woven from the finest grey gossamer threads, when worn this shroud will bring the wearer back to THP,
even if the final blow should have killed them outright. The shroud disintegrates into bone ash once used.
Requires attunement.

damage, but they always wake from sleep with a single raven’s feather in their hand. Requires attunement.

¥13 This dark leather armour is always cold to the touch. Wearing it grants the wearer resistance to necrotic
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