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Pick
The pick is a ool that looks like a simple

cross between an axe and a hammer. It is usually
used during mining operations as a digging tool,

of Earth Parting
XP Value: 5,000 GP Value: 25,000
Tome of Magic

This enchanted pick allows its wielder 1o cut
through elemental earth quickly. The wielder of
the pick must have strengih of 17 or better. By
repeatedly swinging the pick at elemental earth,
the wielder can carve out a 10- by 10- by 60-
foot tunnel per round. The pick's magical prop-
erties create a smooth, clean surface regardless
of the mining skill of the user. All rubble from
the excavation magically disappears, leaving a
clear passage.

Cursed Pick of Earth Parting

XP Value: — GP Value: 5,000
1992 Fantasy Collector Card 635
This item functions almost exactly like the
uncursed item of the same name, it allows the
wielder to cut through elemental earth ar a rate of
10 feet by 10 feet by 60 feet per round. The wall
surfaces are clean and excavared rubble magi-
cally disappears. Unfortunately the user discov-
ers, afler six rounds that he or she has consistently
varied the digging direction by 1* per foot, result-
ing in a 360 trn and a circular tunnel. Further-
more, any dwarf who uses the pick finds that all
dwarven mining abilities are lost until a remove
curse spell is cast.

Pick of Propitiousness
See Stringed Instruments

Pick of Strumming
See Stringed Instruments

Pie

of Four-and-Twenty Blackbirds
XP Value: 250 GP Value: 800
PoLyHeowon® Newszine 23
This magical pie looks and smells delicious, and
causes no ill effect if eaten. If the proper com-
mand is spoken while holding the pie, it opens
and releases 24 black pterodactyls who can
understand and will obey the holder of the pie.

Fie, Rhubarh

They will fight or carry 1f so instructed,
but are o dim-witted to report observa-
lions or carry messages. They disappear
when slain, and cannot be replaced. This item
functions onee.

of Raspberries
GP Value: 700
Polyvhedron Newseine 23
This pie 15 identical to the pie of four-and-rwenity
Blackhirds, but, when commanded to release, it
instead emits a long, loud burbling sound, audible
to all within 120 feet repardless of walls or doors.

XP Value:

Rhubarb
XP Value: 700 GP Value: 2,100
PoLYHEDRON MNewssne 23
Thiz pie is also identical 1o a pie of four-and-
twenty blackbirds, but when commanded to
release its residenis, it produces a cloud of red-
dish smoke in an area 60 feet across and 20 feet
high. All within the cloud start to argue about
mearngless things for three rounds; After that,
each victim may make a saving throw vs. spell
to negale the effect. Those who fail continue to
argue even il attacked; those who make a suc-
cessful saving throw may act normally. The
smoke does not itself cause an NPC or monster
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Plgment, Bell's Palette of Identity

‘_

1o attack, though a PC may respond violently if
desired and il appropriate to the alignment of
the character.

Pigment
Pigments are powders that have been mixed with
water, oil, or other liguid to produce a colored
pasie or paint. Most pigments are made from o
single substance, but some are blends lo produce
a particular hue.

Bell’s Palette of Identity
XP Value: 1,000 GP Value: 5,000
Tome of Magic
This device offers protection against polymorph
spells and other magical effects that change a per-
son's physical nppearance.

The item ix an arlist’s palette coverad with
bright, mystical paints. To use the item, a person
must paint u self~portrait. The painting does not
need to be created with any expertise, but the
painter must believe that the portrait is accurate.
Any time a character carries this self-portrait on
his or her person, the portrait suffers the effects
of unsuccessful saving throws when massmorph,
pedymarph ather, polymorph any object, or seem-
ing spells are cast on the owner, The portrait also
suffers the effects if a character steps in front of a
mirror of imple order,

The character’s saving throw is made normally,
If successful, the spell simply fails, If the saving
throw is unsuccessful, the portrait is altered,
reflecting the effect of the spell, but the character
remains unharmed. Once the portrait suffers
these effects, it no longer can offer protection for
the person il represents.

A person on the Plane of the Gray Waste, cur-
rying u picture made from Bell k¥ palerte of iden-
fify is protected from the effects of fuding on this
plane, It is the picture that slowly fades o gray
while the person retains all of his or her color.
After two weeks in that plane, the character
makes a saving throw against being trapped in the
Giray Waste. If the saving throw is unsuccessful,
the portrait becomes useless to the person who
painted it.

There 18 always a nsk that some denizen of the
Cirny Waste will discover a baneful use for a dis-
carded puinting. Travelers are wise not to leave
such personal effects behind on this plane. A sin-
gle Bell's palete of identity can be used to paint

1d4+1 portraits.

of Blackmoor
XP Value: 300 GP Valoe: 2,500
CrEynawe® Adventures

This set of multicolor paints was enchanted when

the city of Blackmoor was in full power. After the

city and castle fell into ruin, the wizard used the
paints to insure his own survival in the hostile
land.

Each set has five applications of each color.
Each color comes in a tiny jar held in a box of
holding (as the smallest bag of holding). The
paint is applied all over the body of the user
and lasts for 24 hours. During this time its
effects can anly be luken away by a remove
curse,

* Red transforms the user into a Tth-level fighter
with an AC of 2, a two-handed sword +1, and
70 hit points,

* Blue transforms the user into a Tth-level pricst
with an AC of 3, a foorman 5 mace +2, and 60
hit points. Spells should be selected immedi-
ately—three 151, three 2nd, two 3rd, and one
4th-level spell

= Green transforms the usger into a Tth-level
ranger with an AC of 4, a long bow +3, and
56 hp.

» Black transforms the user into o Tih-level thief
with an AC of 6, a dagger +2, and 32 hp.

» White transforms the user into a Tth-level
paladin with an AC of 1, a long sword +3, and
67 hp.

* Brown Transforms the user into a Tth-level
druid with an AC of 6, a quarter staff 42, and
44 hp.

Using the painis twice in a 24-hour perniod
results in the instant death of the user. Upon
return to normal, the user regains 1d10 lost hit
points. For purposes of operating in the
assumed class, all ability geores are treated as
at least the minimum starting scores required
for the class for the duration of the effect. A
transformed character has all the memories of
the original charscter but all the powers of the
new class. Failure 1o adhere strictly to the lim-
its of the assumed class breaks the magic and
restores the original form. A transformed char-
acter 18 proficient in the new weapon magically
acquired (that vanishes with the effect) and in
any weapons known and used before the trans-
formation.
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Pall of Plentiful Waler

M

of Longevity

XP Value: 5,000 G Value: 25,000
Dusciron® Magazine 10
The pigments necessary to paint a perprait of
longevity ure created from the blood of the sub-
ject to be puinted, many hard-to-acquire materi-
als, and o wish spell, which gathers the necessary
life force from the surrounding land (often caus-
ing plagues and other natural disasters). The pig-
ments may be altered to paint other subjects by
use of limited wish and alter reality spells,
applied together with the blood and sweat of the
new subject.

Nolzur’s Marvelous Pigments

XP Value: 500 GP Value: 3,000
Damiceon Masten® Guide
These magical emulsions enable their possessor
1o create actual objects simply by depicting their
form in two dimensions. The pigments are applied
by u stick tpped with bristies, hair, or fur. The
emulsion flows from the application to form the
desired object us the wiclder concentrates on the
desired imnge. One pot of Nolzur s marvelous
pigments Is sufficient Lo create an object of 1,000
cubic feet by depicting it in two dimensions over
a surface 100 feet square. Thus, a 10- by 10-foot
rendition of a pit would result in an actual 10- by
10- by 10-foot pit; a 10- by 10-foot depiction of a
room would result in a 10- by 10- by 10-foot
room; and 5o on.

Only normal, inanimate things can be cre-
ated—doors, pits, flowers, trees, cells, but mon-
sters, people, golems, and the like can’t be
ereated. The pigments must be applied to a sur-
fuce (u Noor, wall, ceiling, or door),

From 1d4 containers of pigments are usually
found, normaully with a single instrument about
1-foot long with which to apply them. It takes
one turn to depict an object with pigments.
Objects of value depicted by pigmenis, precious
metals, gems, jewelry, ivory, appear to be valu-
able but are actually made of tin, lead, paste
gems, brass, bone, and similarly worthless
materials. Normal armor or weapons can, of
course, be created.

In a DracoNLAaNceE® Campalgn: Nofzur's
marvelous pigments are called Branchala s painis
on Ansulon,

Yellow Kohl
XP Value: 5,000 GF Value: 25,000
Ihe Emirites of Ylaruam

Kohl is a greasy, pigmented eye makeup. An evil
alchemist has discovered o formula that turns
1d10 pounds of metal Into gold. He concealed it
by fashioning it and its container to resemble o
woman's makeup case. The stratagem backfired;
an apprentice in his shop mistook the substance
for real kohl, and sold it to a woman.

Pill
Pills arc small water-snluble tablets that serve a
number of purposes. First, pills can be swallowed
to relieve the symptoms of & number of ailments,
Second, they can be dissolved in fluids to pro-
duce a desired elfect,

Desalination Tablet

XP Value: 10 GP Value: 100
Port of Ravin's Buusy™
These orange pills are about the size of a marble.
Each pill transforms one gallon of seawater inlo
fresh, drinkable water, Incidently, each pill also
causes 1d4 points of damage to water weirds and
water elementals

Hangover Relief

XP Value: 40 GP Value: 200

- Draoos® Magazine 73
This small pouch contains 2d6 pills, each shaped
like a huge teardrop. If a pill is dissolved in water,
and the water is immediately consumed, all
effects of alcoholic hangovers disappear.

of Plentiful Water
XP Value: 100 GP Value: 500
Diacon Magueine 73
These blue pills are about the size of aspirin
tablets, usually found in a group of 2d10. When
covered with spittle, a pill expands and changes
within 10 seconds, becoming one gallon of
water. Customarily, one would dab the pill in
onc's mouth and then quickly pop it into a
walerskin or bucket (o expand. If the pill is left
in the mouth, the water may (5% chance) drown
the victim us it expands und is forced into the
lungs. (The chance rises to 50% if no one is
present to help the victim. Back-slapping or
some similar action helps the victim 1o expel
maost or all of the water.) IT the pill is swal-

lowed, the victim's stomach may burst (10%
R
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Pillesw of Regencration

chance), resulting in death, but in any case il
causes incapacitating discomfort.

Pillow of Regeneration
XP* Value: 800 GP Value: 4,000
PovviEDRoN Nowszine 43
Usually found mixed with bedclothes or on furni-
ture, this magical cushion doubles the rate at
which hil points are regained and cuts by half the
tume needed in rest to regain spells. Time must be
spent actually reclining against the cushion

Pipe of Heated Wind
XP Value: GP Value:
Dnacon Magazine T3

This pipe looks like a curved metal pipe that is
closed at one end. When the commund word
inscribed on the side 1s spoken, hot air streams
from the open end. It is ordinarily used to dry
things, especially hair.

Pitcher
A pitcher is a container used to hold fluids. Pitch-
ers normally have elaborate handles sturdy
enough 1o hold the weight of the pitcher as well
s any Nuid poured into it

of Blending

GP Value: 1,500
Dracos Maganine 73
This ix a black, covered pitcher or cylinder with
one bullon on it. Objects are placed in the
pitcher, the button is pushed one or more times,
and the lid is closed; the item then blends,
smashes, and breaks up whatever 15 inside.
However, if anything harder than food or simi-
larly soft material is blended, the item probably
ceases to function permanently. Chunks of ice
are the hardest usable material, and only if they
are in a supporting liguid. The number of limes
the button is pushed determines how long the
smazhing gocs on.

XFP Value: 300

Continuous Water
XP Value: 600 GP Value: 1,800
Drauon Magazine 73
This is u hall-gallon open glass pitcher. Each day
up to Tive gallons of water can be poured from
the pitcher, provided it has not been tightly cov-
ered at any time in the preceding 24 hours,
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XP Value: 700 GP Value: 3,500
War Capuin s Companion

This magical item is popular among the piratical
and privateering humans throughout the Grey-
space crystal sphere. When extended, the plank
magically stretches far beyond the gravity plane
and atmosphere envelope of the ship. Prisoners
destined to “walk the plank™ are sent out on it to
be sent adrift in wildspace and suffocate

On the plank, o step taken is actually the equiv-
alent of four steps, meaning a character taking
yard-long strides actually moves 4 yards with
every step. This allows the blindfolded plank
walker 1o be set adrift much faster than normal. It
also helps alleviate the irritating tendency of pris-
oners 1o stand at the brink of disaster overlong.
The plank can be extended once an hour.

Plate

The term “plate™ describes two kinds of objects.
COine type of plate is a shallow, circular dish made
of carthenware, wood, or metal. These are used 1o
hiold food. Another kind of plate is a flat, polished
picce of metal that is engraved and erched with
symbols, drawings, and writing, This type of
plate is used during the minting process,

L]
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Flammastone

—'

Book
XP Vulue: 750 GP Value: 3,750
The Book of Marvelous Magic

This item may be found in one of two forms—
either as a round paper seal affixed to the inside
front cover of a book (magical or otherwise), or
a5 a fine pewier dinner plate, 1-foot in diameter.
If found as a paper scal in a book, a command
word causes the entire book to turn into a pewter
plate, returnable by use of another command
word. If found in pewter form, the command
turns it into a normal, but blank spell book (with
affixed book plate seal), usable by any wizard.
The book thus created can hold up to 20 spelis,
and no more

of Counterfeiting
XP Value: 1,200 GP Value: 6,000
The Boak of Marvelous Mogic

This line, pewter dinner plate, on command,
causes one gold piece to appear upon it. The gold
may bear a perfect replica of a seal of any local or
royal mint, or plain and featureless, as com-
manded by the user. A coin thus created is not
magical, but it cannot be differentiated from nor-
mally minted coins, However, there 1a a 1%
chance per use that the reigning mintsmith sees a
vision of user and plate producing counterfeit
coins. The plate functions once per day.

Dinner

XP Value: 600 GP Value: 3,000
The Book of Marvelous Magic

This fine pewter dinner plate, a foot in diameter,
produces food if it 15 warmed slightly over a
cooking fire. It produccs three such meals per
day, each containing enough food for one human-
sized being. The lood is tasty and nutritious,
regardless of who is cating it

Leomund’s
XP Value: 700 GP Value: 3,500
Dragon Maguzine 28
These devices appear in many forms, sometimes
us platters, sometimes plates, mugs or goblets,
but in all cases they are made of engraved silver,
gold, or platinum. The value of the metal and
engraving is not visible until the plate is com-
manded to function. When told to fill itself, it
produces an excellent meal of epicurean quality
{enough for 4 people in the case of a platter). The
plate or platter functions three times a day. The

item must be cleaned with sweet water or haly
warer at least once a week or it will never func-
tion again. Cleaning is not necessary if the item
has not been used during any given week.

Platter of Purity

XP Value: 1,000 GP Value: 5,000
Neadle
This golden serving platter is 1-foot wide and 2
feet long, with golden handles on each end. Any
consumables placed on its surface become puri-
fied in three rounds, poisons are negated and
potions are turned to pure water. No living
thing can be affected, nor any nonconsumable
items,

Platter of Purity 11
XP Value: 500 GP Value: 5,000
Povvymmaos Maganeme 26
The platter of purity is a golden serving platter 1-
foot wide and 2 feet long, with golden handles on
cach end. Any consumables placed on its surface
are purificd in three rounds. Poisons are negated,
but, unfortunately, potions are turned into pure
water. No living thing can be affected, nor can
any nonconsumable ileis,

Plumalitter

GP Value: 5,000
Maztica Campaign Sct
The plumalitter is a work of featherweaving that
is the only Maztican equivalent of a wagon. Il is u
reclungle of thack, fluffy plumage some 6 feel
wide, 10 feet long, and | foot thick. It can carry
up to 750 pounds. It requires a command word,
but not an elevate spell, to activate. It will follow
the one who commands it, matching his speed at
a movement rate up to 18, It can nise or lower at a
rate of 30 feet per round.

XP Value: 800

Plumastone
X Value: 1,600 GP Value: 8,000
Muztice Comprign Set
The artisan who creates this talisman must be a
weaponmaker as well as a master of pluma. An
ilem of plumastone is an enchanted weapon with
an obsidian tip or edge. It can be a maca, a knife,
@ bundle of three spears, or a quiver of 10 armows.
The objects are not subject to the normal
breakage rules of obsidian-tipped weapons. In
addition, each receives a +2 benefit to attack, and
a +3 to damage.
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Poker, Draw

Poker

A poker is a metal tool used to tend lires. It is
simply a rod with a prong near the end, designed
to move burning logs. Most pokers are 2 to 4 feet
long and made of wrought iron,

Draw
XP Value: 600 GFP Valoe: 3,000
The Book of Marvelous Magic

This item sppears o be and functions as a poker
of fire control in all respects, but it has a 25%
chance per use of malfunctioning. If 8o, the user
1 druwn into the fire being controlled (no saving
throw), All control of the fire is immediately lost,
and all of the victim’s fire resistances are lem-
porarily negated. The victim then tukes fire dam-
age based on the size of the fire—1d6 points per
round from campfires, up to 3d6 points per round
from large blazes. The fire magically continues to
burn, regardless of any magical or ordinary
amempis 1o douse it, and the victim cannot be
removed until a remove curse spell is applied.

of Fire Control
XF Value: 5,000 GPF Value; 25,000
The Book of Marvelous Magic

This poker may be placed into flames and a com-
mand word spoken. After that, by concentrating
for one round, the user may reduce the fire to
mere embers or increase it to a great bonfire. The
poker affects only normal fires and has no effect
on magical Mlames. It functions three times a day
for up to one hour per use; if the user’s concentra-
tion is broken or the fuel is consumed by the
great bonfire {burning at 10 times the normal
rate), the effect ends.

of Searing
XP Value: 700 GP Valoe: 3,500
The Book of Marvelous Magic
When commanded, this poker heats itself to red-
hot temperature. The poker may, after that, be
used as a spear, inflicting 1d6 poims of fire dam-
age in addition. No saving throw applics, but any
magical or innate fire resistance negates the heat
damage. The poker cools in one turn bul may be
heated three times per day, Any additional heat-
ing does not gain the heat damage bonus and
there is a 10% chance that it may ¢rack and

destroy the poker.

'ﬁ

of Summoning
XP Value: 600 GP Value: 3,000
The Book of Marvelous Magic
This poker appears to be, and functions as, a

poker of fire control in all respects, On command,

it summaons a 1 2-HD fire elemental (AC 0; Ding
2d8) that obeys the summoner as long as the
poker is held with both hands, The summoner
must concentraie o control the elemental and is
subject to the usual rules for summoning and

conirolling elementals.

Polearm
Polearms are melee weapons that have blades or
heads mounted on wooden shafis that are 4 (o 6
feet long, Because of their length, all polearms
are two-handed weapons. Depending on the type
of head, a polearm can thrust, chop, stab, or hook
opponents.

Roll Polearm Type
01-02  Anached Gall-Hook
03-04  Awl Pike

0507 Bardiche

08-09  Bee de Corbin
10-11 Bill-Guisarme
12-13  Bill Hook

14-16  Dragon’s Paw
17-18  Fang

19-20 Fauchard

21-22  Fauchard-Fork
23-24 Footman's Pike
25-27 Fuxina Tndent
28-29 Gaff-llook
3031 Glaive

32-33  Glaive-Cuisarme
3436 Coblin Stick
37-38  Guisarme

3940 Guisarme-Voulge
4142 Gythka

43-44 Harberd

4547 Hook-Falchard
4849 Horseman's Pike
50-51 Impaler

52-53 Lajatang

54-66  Lotulis

57-58  Lucern Hammer
59-60  Lugu Trident
61-62  Main-Gauche
6364  Mancatcher
6567  Military Fork
6869  Nagimaki

L
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Polearm, Fork of Travel
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TO-71  Naginata

72-73  Ome-Handed Trident

T4-T6  Partisan

T1-T8  Pincher Staff

T79-80  Pitchfork

81-82 Poleaxe

£3-84 Runscur

8586  Sode Gurami

£7-88  Spetun

900 Tetsubo

G1-92  Trident

9394  Trikal

9596  Two-Handed Trident

97-98  Voulge

99-00  Weighted Pike
Baphomet’s Bardiche

XP Value: 11,200 GF Value: 50,000
The Lot Caverns of Tsojcanth

Baphomet s bardiche, ix a long poleaxe that
inflicts 3d4+8 points of damage and causes
armor, shields, and weapons struck by it to save
vs. erushing blow or be destroyed,

Belial's Military Fork
XP Value: 11,000 G P Value: 75,000
Monster Muanual 11
Belial uses a huge military fork +4 in combat,
This weapon causes the creature struck to save
vs. spell or be affected as if smitten by a symbol

of pain.

Blessed Trident
XP Value: 2,400 GP Value: 16,000
(nherlands

Land-based paladins seck oul holy avenger
swords, rare swords that give many abilitics to
the paladins who wield them. Holy avengers arc
even more scarce under the seas. The paladins
in the Order of the Dolphin use special tridents
created by the Dargonesti wizards and priests.
To a nonpalading the trident acts as a +1 weapon
with no other ahilities. In the hands of a pal-
adin, it becomes a +4 weapon, that does +8
points of damage against lawful or chaotic evil
opponents,

In addition, the trident bestows 25% magic
resistance to the wielder. The trident alzso can
cure serious wounds and know alignment, each
three times a day. The trident also enables the pal-
adin to communicale with any sca creature
encountered.

Trident of Commanding
Water Creatures
XP Value: 1,200 GP Value: 6,000
LECTRTE S 3

This device functions in the same manner as a
staff of commanding, but it functions only with
regard to water-dwellers within a 60-foot radius
of 1ts user. It functions for 12 turns each time it is
used, and it has 24 charges. It may not be
recharged.

Fishers Trident of
Fish Command
XP Value: 500 GP Value: 4,000
1992 Fanmasy Collector Card 24

The Fisher's chaotic good trident is the archetypi-
cal version of its kind. It uses no charges in ils
function. The trident magically causes all fish o
stay 10 feet or more away. It also forces all fish
within 10 feet 1o roll a successful saving throw
vs. spell or they are forced 1o obey any simple
commands of the user (such as “anack that crea-
ture™ or “swarm around that group of creatures™),
The trident is also a +3 magical weapon in its
own right (5 Ego poinis).

Fork of Jahbing
XP Value: — GF Value: 1,000
I'he Book of Marvelous Magic

This copper-colored fork is identical to a fork of
rravel but when commanded to function, it
attacks the user. It hits every round, inflicting |
point of damage each time, regardless of Armor
Class, immunities, or other defenses. It can only
be stopped by a remove curse spell, but is treated
as AC 0 for the attempt at touching it. This rem-
edy causes the fork 1o disappear.

Fork of Travel

XP Value: 2,000 GP Valae: 10,(HH
The Book of Marvelous Magic
This copper fork may be placed at any intersec-
tion, and it will point (on command) toward
either the most dangerous, safest, shortest, or
longest route, as desired by the user. It may be
used three times per day. For answers about dis-
tance, the destination must be known and
named.
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Lacedonbane
XP Value: 1,000 GP Value: 10,000
Daoos Magazine 48
This +1/+3 vs. lacedons weapon is frequently
found in the possession of a triton or in a triton
lair. All tridents of this sort have a neutral good
alignment and ar¢ most effective when used
against the marine variety of the ghoul.

Mephistopheles’s Fork

XP Value: 3,200 GP Value: 16,000
Muonster Manual []
This great, three-tined fork +3 can, on command,
deliver 3d4 points of cold, electrical, or fire dam-
age, saving throw vs, spell applicable. Each func-
tion is usable three times per day. These damage
points are in addition to all other damage caused
by the weapon.

Niord’s Great Trident
XP Value: 4,200 GF Value: 21 000
Duasion Magazine 110
Niord uses a grear trident +4, that combines the
powers of fish command and submission, striking

Spetum
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Hanscur

for 3d10 points of damage with a +4 bonus.
(Strength bonuses are added afier that as well.)
Those not of lawful good alignment are unable o
grasp this trident

O-Wata-Tsu-Mi's Jade Trident
XP Value: 2,100 GP Value: 10,500
Legends & Lore

When struck by the avatar's jade trident, victims
must save va, petrification or be stuck on its
prongs. In such cases, the avatar may elect to tum
the shaft of the trident, rotating the razor sharp
prongs und doing 2d10 points of automatic dam-
age each round. This weapon is also called Shio-
Zuchi's Trident,

Persana’s Trident
XF Value: 3,000 GP Value: 15,000
Monster Mythology
The avatar’s rrident +3 paralyzes opponents by
touch for 3d4 turns unless a successful saving
throw is made vs. paralyzation at —2.




Polearm, Rutterkin
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Pitchfork of Penetration

XP Value: T00 G Value: 3,500
The Book of Marvelous Magric
This three-pronged item has a 3-foot-long handle
but otherwise appears to be identical to a normal
farmer’s tool. It can be used on the Pnime Mater-
ial Planc to attack a creature on the Ethereal
Plane, requiring only a normal attack roll. The
user must be able to see ethereal things to use the
fork (by a detect invisible spell or other means).
The pitchfork inflicts 1d6 points of damage plus
Strength bonus per hut. In addition, if an attack 1s
sticcessful, the user may pull the victim from the
ether into the Prime Material Plane. The victim
may make a saving throw vs. spell 1o avoid being
drawn across.

Poseidon’s Irident
XP Value: 2,000 GP Value: 10,000
Legends & Lore
Any bemng hit by Poseidon’s avatar’s trident must
save vs. paralyzarion or be stuck on its prongs.
They will remain there until removed by another
charecter (inflicting 1410 additional points of
damage) or released by the avatar himself.

Two Handed Teident

A e s
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Reptilebane
XF Value: 1,000 GP Value: 10,000
Diacon Magaeine 48
This weapon is especially effective (+3 on nitack
and damage rolls) against dragon turtles, lizard-
mén, dinosaurs, crocodiles, and other types of
aquatic and nonaguabc reptiles

Rutterkin
XFP Value GP Value
#1: 1,000 6,000
+2: 2000 12,000
+3: 3.000 18,000
Ouler Plancs MC Appendix

The least tanar'ri, rutterkins, use a polearm with a
double crescent head. The weapon weighs eight
pounds, 15 Size L, has a Speed Factor of 8, and
ciuses 1d10V1dR points damage.

Roll Attack/Damage Modifier
01-05 +1
0608 i2
09-00 +3
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Saw-Toothed Glaive

XP Value: 2,000 GP Value: 15,000

Monster Manual (1
These appalling weapons are used by various
types of lower planar beings in the pursuit of evil
The saw-toothed glaive is a +3 weapon equipped
with a treblehook at the base of the blade. The
treblehook curves backward and is used to entan-
gle or snag opponents closing or flecing, causing
an additional 143 points of damage above and
bevond the glaive’s normal damage. The vichm 15
held fast unless a successful open doors roll 1s
made

Trident of Elemental Death

XP* Value: 800 GP Value: 10,000
Dpavos Maogueine 91
Another ilem manufactured by the most powerful
sahuagin priests, this weapon gives its wielder a
+2 combat bonus against creatures like tritons,
water weirds, and water elementals; +1 against all
others, As with the dagger dolphins® bane, this
weapon has a lawful evil alignment and function
as a - | weapon in the hands of anyone of another
alignment. Only the most powerful sahuagin war-
riors carry them

Trident of Fish Command

XP Value: 500 GP Valuoe: 4,00
DumGEos MasTER Cruide
This three-tined fork atop a stout rod 6 feet long
appears 1o be a barbed military fork of some sor.
However, its magical properties enable 1ts wielder
to cause all fish within a 60-foot radius to roll
saving throws vs, spell. This uses one charge of
the trident. Fish failing the throw are completely
under empathic command and will not attack the
possessor of the trident nor any creature within
10 feet of him, The wielder of the device can
cause fish to move in whatever direction is
desired and can convey messages of emotion
(fear, hunger, anger, indifference, repletion). Fish
who make the saving throw are free of empathic
control, but they cannot approach closer than 10
fieet of the trident. In addition to ofdinary fish the
trident affects sharks and ecls. It doesn’r affect
mollusks, crustaceans, amphibians, reptiles,
mammals, and similar sorts of nonpiscine manne
creatures. A school of fish should be checked as a
single entity, A trident of this type contains
1d4-+16 charpes

Trident of Fish Control
XP Value: 500 GP Value: 4,000
Bracksoor®
On a successful strike or touch, this trident will
allow the wielder to control any nonairbreathing,
swimming creature (save vs. spell applicable).

Trident/Military Fork

XP Value: 750 GP Value: 6,000
DuseGion Mastis Gude, 15t Edition
This weapon is about 6 feet long. Uipon com-
mand, the middle tine of the trident retracis mto
the pole while the shaft of the weapon lengthens
10 9 feet, creating a military fork with a short cen-
ter spike. The changing of the form of the weapon
from trident to fork or vice versa requires ong
ronnd,

Trident of the Oljatt Sea
XP Value: 1,500 GP Value: 12,000
Greyviiawk Adventures
Rumored to be a weapon of sahuagin fighters,
this weapon gives a bonus of <2 1o attack and
damage. Once per turn, it can fire a jet of steam
in an arca 60 feet long, 20 feet high, and 20 feet
wide. The steam inflicts 6d6 points of damage,

half if a successful saving throw vs. spell is made.
04
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When fired underwater, the stcam travels only
half the distance, and causcs half damage (& sav-
ing throw for % damage is spplicable).

Trident of the Phlogiston

XP Value: 1,800 GP Value: 18,000
War Captain’s Companion
This special weapon was designed by an unknown
power, and is extremely old, The blades show
centuries of nicking armor. Thousands of polish-
ings, rust removals, and sharpenings are evident,
The leather-bound hilt looks worn, tattered, and
partially rotted. The trident appears on the verge
of uselessness. It is actually a trident +4, which
causes 1d6+5 points of damage to small and
human-sized opponents, and 3d4+4 points of
damage to larger opponents (this damage mcludes
the +4 bonus).

When wielded on a world, it acts as a trident
+4, and nothing more. When wielded in wild-
space or in hostile, other planar environments, it
can purifly enough air for one person to use ina
single day.

When wielded in the phlogiston, it has the
powers stated above, as well as its greatest power,
When the weapan strikes an apponent of apposite
alignment to the wielder (as given on the table
below), the weapon creates a concentrated bead
of fire when the opponent is struck. This deto-
nates on the target only—the wielder is protected
by the length of the shaft. The 2-foot fireball
inflicts 1d3 points of firc damage plus the level of
the trident’s wiclder upon the opponent (& 6th-
level wiclder would inflict 7-9 points of fire
damage in addition to the trident damage). The

alignment oppositions are.
LG CE NG—NE
CG—LE LN—CN

It 1akes a week for the weapon to adopt the align-
ment of a new owner, after that time it will regis-
ter as the owner's alignment if tested,

Trident of Submission
XP Value: 1,250 GP Value: 12,500
Daunvomosd MasTer Guide
A weapon of this nature sppears unremarkable,
exactly like any normal trident. The wiclder of a
trident of submission causes any opponent struck
to save vs. spell. Il the opponent fails 10 save, it
musl check morale the next round instead of

attacking; if morale is good, the opponent may act
normually next round, but if it is poor, the opponent
ceases (o fight and surrenders, overcome with a
feeling of hopelessness. The duration of the hope-
lessness is 2d4 rounds. After that the creature is
normal again. The trident has 1d4+16 charpes.

Trident of Warning
XP Value: 750 GP Value: 7,500
Dhmicaton MasTen Caide

A weapon of this type enables its wielder to deter-
mine the location, depth, species, and number of
hostile or hmgry marine predators within 240 feet.
A trident of warning must be grasped and pointed
m order for the person using it o gain such infor-
mution, and it requires one round 1o scan a hemi-
sphere with a mdius of 240 feet. There are 1d6+18
charges in o trident of this type, each charge suffi-
cient to last for two rounds of scanning

Trident of Yearning

GP Value: 1,000
DumiGron MasTer Guide
A trident of vearning looks exactly like any nor-
mal trident, and its aura is indistinguishable from
that of other enchanted weapons of this sort. Any
character grasping this type of trident immedi-
ately feels an overwhelming desire to be
immersed in as great a depth of water as possible.
This unguenchable longing causes the affected
character to proceed immediately toward the
largest and deepest body of water available—in
any event, one that is sufficient to completely
cover his or her person. Once there, the character
immerses— permanently.

The character cannot loose his or her grip on
the trident, and only a water breathing spell (after
submerzion) or a wish can enable the character to
da so. The trident 18 otherwise a -2 cursed mag-
cal weapon. Note that this item does not confer
the ability to breathe underwater.

XP Value:

Uluth'gak’s Gythka
XP Value: 1,000 GP Value: 7,500
1992 Fantagy Collector Card 136
This mugical weapon consists of a thick shaft
with a set of metal blades mounted at both ends.
Uluth'gak is very proud of this particular weapon,
for it was given to her by her clutch-leader when
she came of age. Its superior attention to detail
and magical enchantments (+2 enhancement)

have helped Uluth'gak to become a keen warrior.
3700
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Water Elemental Slayer

XP Value: 800 GP Value: 10,000
Dieasos Maganne 48

Creatures most severely afTected by this tndent
include all those known or thought 1o be native Lo
the Elemental Plane of Water, such as tritons,
water weirds and water elementals—the attacker
gains an additional +2 on the attack. Another of
the items crafted by sahuagin priests, this trident
is normally only found in the possession of the
most powerful members of that society.

Wave
XP Value: 3,000 GP Value: 20,000
White Plume Mountain
Wave, a neutral frident +3, does 1d10 points of
damage per strike. It has a |4 Intelligence and an
Ego of 20. lts special purpose is death or disfig-
urement to all who won't convert to the worship
of Poseidon (or any similar sea-god).

It functions as a frident of fish commuanding and
as a rrident of warning. It also finds waler, confers
water breathing and underwater action upon the
bearer, and confers a cube of force ability. It pos-
sesses speech and telepathy (in the common tongue
us well as the languages of all sea creaares),

On & natural roll of 20, in addition to its nor-
mal damuge, wave dehydrates its opponent,
draining one-hulf of his or her remaining hit
points (compute normal damage first).

Zezen Washio's Trident

XP Value: 2,200 GP Value: 11,000
Ochimo: The Spirit Warnor
Zezen Washio, a Gth-level Samurai, owns a fri-
dent + 3 with an Intelligence of 15. It has the
power 1o detect magic in a 10-foot radius, detect
large traps within 10 feet, and detect precious
metals in a 20-foot radius. It is semi-empathic
with an Ego of 6.

Pool

A pool can be anything from a simple, backwater
pond to a small lagoon.

Dimensional
XP Value: 2,000 GP Value: 10,000
Escape from Thunder Rift
A dimensional pool can appear as a small pond
an omate reflecting pool, or anything in between.
The pool’s form is decided by the wizard who
creates it. These pools can be used to travel from

one dimension to another. The pool reflects some
far-off scene in a shimmering image on ils sur-
face, and any creature submerging itself in the
pool finds itself ransported 10 that scene (immer-
sion must be complete for the magic to work).

To control the destination of the pool requires a
magical talisman that the wizard enchants at the
same time that the pool is created. The poo! falis-
man is made of nixie, merman, and nuckalavee
hairs magically encased in a large diamond, The
process ruins the diamond’s value as a precious
stone but creates a powerful tool for traveling the
dimensions,

To change the pool’s destination, the bearer of
the pool talisman simply stares at the water and
concentrates, and the pool’s image shifts to the
place or dimension the user has in mind. The pool
remains fixed on that location, and may transport
anyone submerged in its waters, until the pool
talizman holder changes the destination again.

Unless an individual holds the talisman, how-
ever, the journcy is one-way; the talisman-bearer
mury return io the pool (with up 1o six comrades)
by simply concentrating upon it while immersed
in a normal body of water,

Golden
XP Value: 1,000 GP Value: 5,00
The Hidden Shrne of Tamoachan
The fluid in this basin is magical as long as it
remains in the basin. IT it is removed, it is just col-
ored water. Anything stuck into the liquid reacts
with the Muid o that the second time that the
ilem or an item of the same material is stuck into
the pool, it will turn to gold. The item remains

gold for anly two tums.

Mellenea’s Pool Portal
XP Value: 4,000 GF Value: 20,000
Rogue's Gallery

The magical pool portal is the favored mode of
planar travel for psionicist Mellenca, but hers is
not the anly one known 10 exist. Rumors persist
of one somewhere in & Sla-mori beneath Quali-
nost, Angalon, and on other worlds as well. Meth-
ods of activating the portal vary from merely
touching the magical liquid to placing astrally-
linked material in it and performing an incanta-
tion, but the result 15 the same as invoking the
Psychoportive Discipline, Probability Travel—
sending the traveler, including his or her physical
body, into the Astral Plane.

s
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- Pool of Tears -

of Tears
GP Value: 10,000
Dungeontand
The water fulls down a surface of rocks and
undergoes a brief magical change. At its begin-
ning it is merely water, and when it falls into the
pool, it becomes normal once more, If taken dur-
ing the course of its fall, however, the liquid is
magical. A draft of one pint volume has some
effect, similar to a potion. To determine the
results, use the table below. Note that the Potion
Miscibility Table must be used if more than one
such drink is taken. Storage of the liguid in any
sort of container causes it to lose all of its magi-
cal properties instantly.
Ten feet from its edge, the water is 10 feel
deep. It ix 30 feet deep in the center. Visibility is 3
feet clearly, 6 feet dimly,

XP Value: 2,000

Roll  Magical Effects
1 Baldness: Hair regrows naturally in

Lime,

2 Color Change: Any bright color covers
skin for 1d6+6 turns,

3 Diminution: As the potion of the same
name,

4 Divisibility: Can become two exact
duplicates For [d6+6 rounds,

5 Dragonfly Control: Ability 1o control
normal inscets of this sort for 1d6+6

tumns.

6 Gaseous Form: As the potion of the
SAINE NAME.

7 Gascousness: Belching for 1d6+6
hours,

8 Giant Feet: Feet grow one foot or more
in length for 1d6+6 rounds,

9 Growth: As the potion of the sume
name.

10 Hairiness: All hair grows longer,
thicker, and quite bristly, remaining
until timmed or shaved.

1 Human Controlled: The speech of any
human will act as suggestion spell for
2d6+6 turns.

12 Invisibility to Self: Unable to see any
parl of self or possessions for 1d6+6
rounds, .

13 Levity: Overcome by urge 1o be witty,
tell jokes and puns, and laugh at others
for 1d6+6 rounds.

14 Philter of Loaf: Sit with feet up or lie

around 1d6+6 tums.

15 Plumpness: Immediate weight gain of
1d10+20% for 1d6+6 tumns,

16 Spud: Tuberous growth pops out of ear
every round for 1dé+6 rounds.

17 Super Hedonism: Relax, smell flow-
ers, enjoy scene, and seek pleasure for
1d6+6 turns

18 Sweat Water: Perspire very freely for
1d6+6 rounds, and must drink 144
quarts of liquid after that.

i9 Water Breathe: Must inhale water for
1d6 6 rounds.

20 Yodeling: Overcome with desire to
climb atop anything and yodel as loudly
s possible for |d6+6 turns,

Porpherio’s Garden
XP Value: 6,000 GP Value: 45,000
Bevomd the Crystal Cave

The garden stands atop a small hall. It 1s in the
shape of an ellipse about 2,600 feet long and 1,900
feet wide at its widest place. It is entirely sur-
rounded by an impenetrable force wall created by
Porpherio. The wall is a complete ellipsoid (a solid
oval-shaped hody)}—thus tunneling or flying gain
invaders nothing if they atiempl 1o enter the gar-
den. In addition to being impenetrable, the wall
has strange propertics. When viewed from a dis-
tance, 11 is transparent—ihe garden is visible from
afar, from inside the garden there is an excellemt
view of the surrounding countrvside. When
approached, the wall gradually becomes opaque. It
begins to mist over when the viewer is 30 feet mway
and, as someone begins to approach, the opacity
increases until about 10 feet away, when vision
through the walls becomes impossible.

Just prior to his death, Porpherio laid five great
enchantments on the entire garden area that are
still in effect.

« The flow of ime in the garden has been slowed
in relarion to the outside world so that all that
dwell inzide age very slowly. This may pose a
problem for the adventurers since, when they
return to the outside world, they may have been
absent some time, They will not, however, suf-
fer any ill effects on their return (like unnatrl
aging), apart from o partial loss of memaory,
This enchantment also means that from the
inside of the garden the passing of time (the
passage of the sun and other tme effects) on the
outside appears to be poing at the cxpected rate,
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Thus, characters are not aware of the slowing of
time within the parden,

Mo fire, natural or magical, can be made to
burn in the garden.

Magical or psionic flying, and levitarion can-
not be performed in the garden,

Mo matter what the season outside the garden,
inside it 15 always summer. During the garden’s
nights, a little light rain {from small, magically
produced clouds) provides whatever moisture
the plants need.

Because of Porpherio’s [irst enchantment, time

plant, confure fire elemental, control weather,
control winds, creeping doom, delaved blast
fiveball, carthquake, entangle, explosive runes,
find familiar, fire charm, fire seeds, fire shield,
fire starm, fire tap, fireball, fame arvow, flame
strike, flv, hallucinarory forest, hallucinatory
tarrain, hypnatism, incendiary cloud, insect
plague, fump, levitate, mass charm, produce fire,
produce flame, pyrorechnics, reverse gravity,
swmmon inseces, wall of fire, and weather sum-
MR,

* Spells that do not have their usual effects: A

within the garden moves about 700% slower than
that on the outside. For each day spent in the gar-
den, two years pass in the outside world; for each
hour spent in the garden, one month passes. The
DM must therefore take care recording time.

It is possible that characters will try to destroy
the force field. Physical assault cannot harm i,
though a magical assault may cause a temporary
weakening of the field. For this to oceur, a spell
cast by a wizard of 20th level or above is required.
Any weakening of the field, however, causes a
temporal wind to sweep the caster into a time vor-
&%, The DM may choose to have the caster armive
in a random dimension, at a random time.

As a consequence of the enchantments Porphe-
rio cast, the entire garden and all its contents and
inhahitants show a strong dweomer if derecr
magie is cast, Further, such detection indicates all
possible forms of magic—conjuration, alteration,
abjuration, and others are present, thus making
the use of detect magic spells and even artifacts
useless. Because the garden has a highly magical
nature, there are other interesting side effects.

First, druids operate within the confines of the
garden at one level higher than normal. This
affects their spell abilities, hit points and saving
throws. Druids gradually become aware of their
new powers during the first six turns spent in the
garden, The advancement is temporary, lost when
the druid returns to the outside world. As the
advancement of druids represents their greater
oneness with the garden, the loss of the benefits
should not cause the druids injury. Thus, the loss
of the hit points never reduces a druid 1o 0 or less,

Then too, many spells do not operate or have
different effects:
= Spells that do not operate: animal summoning

1, animeal summoning I, animal summoning 11,

burning hands, call lightning, charm monster,

charm person, charm person or mammal, charm

chariot of Sustarre cannot operate through the
time barrier. Command operales, but creatures
do not obey (this may confuse the caster as he or
she will be of the opinion thatl commeand oper-
ates normally). Conjire elemental does not con-
jure a fire elemental, though other elementals
may be conjured as normal. Dimension door
takes the traveler through the time barrier, but
anly to the Astral Plane. Dispel magic only
warks on a single, specific item; it cannot be
used on areas of the garden. Drawmij’s instant
summons works, but arficles called from outside
the barrier are lost in time. A glyph of warding
will not produee a fire glyph. Predics wearher
works, but the forceast is always “fine.” Snake
charm would work, but there arc no snakes in
the garden. Snare operates, but not against the
interests of the garden. Suggestion and mass
suggestion have the same limitation as snare.

Trip is also subject to the snare limitation.

The only entrance to the garden (apart from pla-
nar travel) is through a cave complex under the
southwestern side of the hill on which the parden
stands. These caves were formed by the river that
once flowed freely from the garden but which now,
due to the time change, no longer reaches the cave
opening. Over the cons, the original river bed in
the surrcunding countryside was refilled and cov-
ered without trace. IT the area is scarched, the
entrance o the cave complex may easily be lound.

The garden grounds, portions of which can be
seen through the barrier, are extremely well
maintained and beautifully ordered, as if by a
team of expert gardeners. The grounds fall into
rwir distinet categories: woodland and lawn.

The woodlands are pleasant, sunny, open
places with the trees well spaced and a rich
greensward studded with a multitude of flowers.
Unless otherwise indicated, there is a generous

collection of tree species and other plants includ-
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ing tropical, subtropical and temperate. Tree
species present include almond, ash, beech, hirch,
hox, cedar, chestnut, cypress, elm, hally,
mahogany, maple, olive, poplar, redwood, rowan,
willow, and yew—oak is present but not com-
mon. Pundits among the players may complain
about the mixture of specics (for example, shrub-
bery and grass growing beneath a beech tree), the
DM should remind the players that the area is
magical and almost anything can happen.

The woodlands are threaded with pathways,
they are obvious when trod upon or crossed,
slight depressions in the turf that bear no flowers.
But, once abandoned, a path may only be found
by crossing it. When not on a path, a party cannot
follow a planned route, as the woods are confis-
ing. On each turn roll 1d6:

Rall Direction

1-2 The party wanders at 45 to the left of
their chosen route.

3-4 They go where they intend.

5-6 They wander at 45° to the right of their

chosen route.

The lawns are not difficult 1o cross; characters
may go anywhere on them without difficulty and
without becoming lost. As in the woodland, the
paths cannot be seen unless followed or crossed.
Despite their neat appearance, the lawns are
never cut, but, like all else here, grow under the
direction of the songs of the Green Man per-
suaded by to become the keeper of the garden.

The garden inhabitants, including a pair of
rarely seen lovers, are potentially hostile to any
intruders. If the party does no harm, they meet
nothing worse than extreme indifference—
though some inhabitants attack on sight or under
certuin circumstances (lefl o the DM's imagina-
tion). Any form of aggression (physical or verbal)
or any hint that the party has come to take away
the two lovers results in an assault by the inhabi-
tants. Under no circumstances can the garden’s
inhabitants (including those charmed by the
fountain AN Heal) be persuaded, charmed, hyp-
notized, or controlled into betraying the twa
lovers they belisve 1o be Casrwyn and Porpherio
reborn, During conversation with some of the
maore parrulous creatures { for example the lep-
rechauns), hints may be dropped that somewhere
there is a palace. The Malace of Spires once stood
as the residence of Cacrwyn and Porphenio in the
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garden, but now exists as their tomb in a parallel
dimension. It may only be reached via the tele-
port mechanism in the garden maze.

Not all the garden denizens were present in Por-
pherio’s time. A treant has made a home here
{although how 1t managed to gamn access to the gar-
den is a mystery to the other inhabitants) and the
Cireen Man now tends the plants and animals at Por-
pherio’s behest. Two human adventurers, Hamish
and Arpus, managed to enter the garden, drank from
the fountain AN Heal and so resolved to remain,

Should the party indulge in combat in the gar-
den, there is a chanee that the Green Man will
appear. IT the party kills anything, the odds of his
appearance are one in six.

Generally, the garden inhabitants will naot
attack druids or nonevil elves unless artacked hy
them. Though the various creatures refrain from
artacking, certain other classes are less restrained.

Portable Bridge
XP Value: 10,000 GP Value: 50,000
The Complete Wizard’s Handbook

This i a bridge that can be folded up and carried
in a pocket. When unfolded, the bridge can span a
river or chasm without the use of pillars or other
supports. The portable bridge is as strong as a
bridge made of stone.

w2

vy

850

~




e .

- Pt of Flant Protection

Portable Hole

XP Value: 5,000 P Value: 50,000
Dunaeon Master Guide

A portable hole is a cirele of magical cloth
spun from the webs of a phase spider and inter-
woven with strands of ether and beams of
Astral Plane luminaries. When opened [ully, a
partable hole is 6 feet in diameter, but it can be
folded as small as a pocket handkerchief, When
spread upon any surface, it causes an extradi-
mensional hale 10 feet deep to come into
being. This hole can be “picked up” from
mzide or out simply by taking hold of the edges
of the magical cloth and folding it up. Either
way, the entrance disappears, but anything
inside the hole remains.

The only oxygen in the hole is that allowed
by ereation of the space, so creatures requiring
the gas cannol remain inside for more than a
turn or 50 without opening the space again by
means of the magical cloth. The cloth does not
accumulate weight even if its hole is filled
(with gold, for example). Each portable hole
apeng on its own particular nondimensional
gpace. If a bag of halding is placed within a
partable hole, a rift to the Astral Plane is torn in
the space, and the bag and the cloth are sucked

into the void and forever lost. If a portable hole
is placed within a bag of holding, it opens a
gate to another plane, and the hole, bag, and
any creatures within a 10-foot radius are drawn
to the plane, the portable hole and bag of hold-
ing are destroved in the process.

Portable Shadow
XP Value: 1,000 GP Value: 7,000

The Complete Runger's Handbook
Similar in appearance to a portable hole, a
portable shadow resembles a gauzy black circle
about 10 feet in diameter that can be folded up
into a packet about 6 inches square. When
unfolded and laid on any horizontal surface, the
partable shadow looks like any normal area of
shade, as dark as a shadow cast by a tree or
another solid objeet under a midday sun. This
magical item 15 useful for concealment and
makes as good a hiding place as any naturally
shaded area; rangers, thieves, and others have
their normal chance of hiding in shadows when
standing in a pertable shadow, The shadow can
be picked up by lifting the edge and folding it like
a tablecloth.

Dungeon Masters should use commaon sense
adjudicating the use of a porrable shadow. If a
character attempts to use it to hide in shadow
while crossing a featureless plain, the presence of
a “hlack hole™ attached to nothing is more likely
te attract attention than to divert it. However, it
can provide a shady place to cool off, away from
the desert sun.

Portable Spring
XP Value: 2,500 GP Value: 12,500
Seerets of the Lamp

This blue pizce of cloth becomes a bubbling
spring, pouring forth 100 gallons of water a day
whenever it is placed on the ground. Like a
porrable hole, the spring can be picked up and
maved as a piece of cloth, allowing the spring to
travel with the owner

Postern-1
See Diving Bell

Pot of Plant Protection
XP Value: 200 GP Value: 1,000
Deacion Magazine 73
This is a simple clay plant pot {size vanes). Any
insect entering the pot, or alighting on a plant
1TIA
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growing in the pot, dies if it is of a species harm-
fl 1o that plant. Fors of plant protecrion are usu-
ally found in groups of |d4, never saingly.

Potion
Potions are typically found in ceramic, erysial,
glass, or meial flasks or vials (though you can
change this, if you want). Flasks and other con-
tamers generally contuin enough fuid to provide
ome person with one complete dose o achieve the
effects described for each potion below,

Opening and drinking a potion has an initia-
tive modifier of 1, but the potion doesn’t take
effect until an additional initiative modifier
delay of 1d4+1 has passed. Only then do the full
magical properties of the potion become evi-
dent. Magical oils are poured over the body and
smeared appropriately; this imposes a speed fac-
tor delay of 1d4+1. Potions can be compounded
by wizards at relatively low cost However, they
must have a sample of the desired potion to
obtain the right formula. Furthermore, ingredi-
ents tend to be rare or hard to come by, This
aspect of potions, as well as the formulation of
new ones by players, is detailed in the Spell
Rerearch rules in the DMWG,

Roll  Potion Type
01-10  Brew
11-20 Concoction
21-30 Cordial
310 Ehxir
41-50 Extract
160 Koumiss
61-70  Mixture
TI-80  Philter
£1-20 Potion
91-00 Tonic

Identifying Potions: Generally, potion con-
tainers should bear no identifying marks, so the
PCs must sample each container to find the
nature of the liquid inside. However, even a small
taste should suffice to identify a potion in some
way. Introduce different sorts of potions, both
helpful and harmful, to cause difficultics in iden-
tification. In addition, the same type of potion,
when created in different labs, might smell, taste,
and look differcntly.

Combining Potions: The magical mixtures
and compounds that make up potions are not
always compatible. The compatibility of potions

15 tested whenever two potions are actually inter-
mingled, or & polion is consumed by a creature
while another such liquid, already consumed, is in
effect.

Permanent potions have an effective duration
of one turn for mixing purposes. If you drink
another potion within one turn of drinking one
with Permanent duration, check on the Potion
Compatibility Table. The exact effects of combin-
ing potions can't be calculated, because of differ-
ences in formulae, fabrication methods, and
component quality employed by various wizards.
Therefore, it is suggested that the following table
be used, with the following exceptions:

* Deluxion potions mix with anything.
* Treasure finding potions always yield a lethal
poison.

Secretly roll 14100 for potion compatibility
giving no clues until necessary. The effects of
combining specific potions can be preset as a plot
device at your option.

Roll
01

Result

Explosion, If two or more potions are
swallowed together, internal damage is
6d10 paints. Anyone within a §' mding
takes 1d10 points of damage. If the
potions are mixed externally (in a
beaker, suy), all within 10" radius suffer
4d6 points of damage, no saving throw,
Lethal poison results. Imbiber is dead.
If externally mixed, a poison gas cloud
of 10" diameter results. All within the
cloud must roll successful saving
throws vs. poison or die. (A rreasure
Sfinding potion always creates a lethal
poison when combined with another
potion.)

Mild poison causes nausea and the loss
of | point each of Strength and Dexter-
ity, no saving throw. One potion is can-
celed and the other is at half strength
and duration, (Randomly decide which
is canceled.)

Potions can’t be mixed. Both potions
are tolally destroyed—one cancels the
other

Potions can’t be mixed. One potion is
canceled, but the other remains normal
{random selection).

Potions can’t be mixed. Both potions
function at half normal efficacy.

02-03

(408

09-15

16-25

26-35
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36-90 Potions can be mixed and work nor-
mally, unless their effects are contradic-
tory (diminution and growth, for
example, simply cancel each other). (A
delusion potion can be mixed with all
other potions.)

Compatible result. One potion (ran-
domly selected) hag 150% its normal
efficacy. The DM can rule that only the
duration of the augmented potion is
extended.

Discovery. The mixing of the potions
creates a special effect—only one of
the potions funclions, but its effects
upon the imbiber arc permanent.
(Note that some harmful side effects
could well result from this, at the
DM s discretion.)

91-99

Potion Duration: Unless otherwise stated, the
effcets of a potion last for four complete turns
plus 1d4 additional turns ( 1d4+4),

In Kara-Tur: Potions in the Land of Fate are
usually found in small erystal bottles, slightly
pyramid-shaped in that the base is wider than
the mouth. The mouth 1= stappared with crystal,
and sealed with wax. The bottles are heavy and
quite resilient, and gain a +2 on saving throws
against crushing blows. In addition, these bot-
tles are often labeled to indicate their contents.
As an option, the DM may on the following
table to determine if the boitle is labeled and
labeled correctly:

Roll  Label
1-2  Bole 15 labeled correctly.
35  Bottle is unlabeled.

b Bottle is labeled incorrectly.

For incorrectly-labeled bottles, the DM may
roll again on the chart to determine the incor-
rect label, and note it accordingly in his or her
own notes. An Intelligence check may indicate
to a player character that a bottle may be mis-
labeled, but only if the character has encoun-
tered that form of potion before (*It looks
cloudier than any extra-healing potion you've
ever seen . . ).

In 8 Darx Sun® Campalgn: Potions come in
the form of magical fruits or berries. The juices
of the fruit hold the magical properties of the
potion and the fruit must be eaten to release the

magical effect. On Athas, potions are never found
us fluids in flasks or vials.

Any juicy berry or fruit may be enchanted
with a potion. Since the juice itself holds the
potion, drier fruits such as dates cannot be s0
enchanted. The type of fruit chosen to house the
potion has no effect; any fruit can contain any
potion,

Any potion, elixir, philter, or o1l can be
enchanted into a fruit, On Athas, these may be
referred to as potions or fruits, imterchangeably (a
pation of giant strength is the same as a fruit of
giant strength).

Once the skin of the fruil is broken, it must be
eaten within one turn or the potion's magic 1s lost.
Whereas normal fruits may only remain ripe fora
few days or weeks before they begin to rot, potion
fruits have their period of ripeness greatly
extended. Once enchanted with a potion, a fruit
remains ripe for 99 years. After that time, the
enchantment fades and the fruit rots normally.
The entire fruit must be eaten 10 gain the effect of
the potion. This takes an entire round.

Fruits that are enchanted with oil or salve
magic must be crushed and the juice allowed 10
run over the uger, which takes two rounds,

Potion fruits cannot be identified by taste. A
detect magic spell can identify o fruit or tree s
magical, but only identify or similar magic pro-
vides a positive identification.

Potion fruits can be combined. Different potion
fruits caten concurrently all have their effects on
the consumer. Potion fruit duration is 4+1d4 tums
unless otherwise stated in the description.

of Absorption

XP Value: 700 GP Value: 1,200
PouyHEDRON Newszine 65
This powerful concoction protecis the drinker
from one specific kind of energy or attack form
for six rounds per draft. The drinker swallows the
potion and concentrates on u particular type of
attack, such as fire, and the potion's effects
allows the character to ignore 20 points of [ire
damage per round for six rounds. These potions
arc usually found in flasks that contain four
doses. The type of attack named must be specific.
For cxample “melee attack™ is too general, but
“plunt attack,” or “slicing attack™ are specific
enough to work,
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of Advanced Meditation

XF Value GP Value
Normal: 300 T
Special: 400 &50

Povyyroeos Newsrine 65

A psionic character imbibing this potion gains a
+2 on all Power Scores in the pnmary discipline
and a +1 to all Power Scores in other disciplines
for | d&-+4 rounds. A rare 5% of these potions also
negate the ill effects of rolling a natural 20 on a
power check, These potions are useless to nonp-
sionic charuclers,

of Agility
XP Value: 500 GP Value: 900
DumGposs & Deacons® Rules Cyclopedia
The user's Dexterity score becomes 15, and all
applicable bonuses are immediately gained. The
effect lasts for one tum

of Aging
XP Value: — GP Value: 500
PoLYHEDRON Mewszine 65
Drinking this potion increases the imbiber’s age
by 120 years, changing ability scores as detailed
in the PHE.

of Alternate Profession
XP Value: 250 GP Value: 700
PoLviinoros Newsane 65
This potion allows the drinker to temporarily gain
the 1st level abilities of any class of the charac-
ter’s choosing. This includes abilities such as a
priest’s to turn undead or a ranger’s tracking abil-
ity. The duration of the potion is 2d4 tums.

of Ambrosia
XP Value: 200 GP Value: 300
Duarons & Draooss Master Sex
This is a potion af immortality, but with a short
duration. Repeated qualTs are needed to maintain
Immortal stutus, While under the influence of this
potion, (lasting 1d4 years), the user does not age
and is immune 1o all ageing anacks,

Amalgamous
XP Value P Value
Type 1: 1,200 9350
Type 11: 550 Q00
Type 111: 700 1,450
The Secret of Bone Hill

A unique feature of this module was that potions

crogsed with other potions were featured axs the

PC rewards. The three resulting potions are listed

below.

* Type I: Potion of polymorph self crossed with
a potion of vampire control: This one is a real
discovery, bul when tested it gives no indica-
tion of its nature other than a “good feeling” a
“waurm lingling,” or “an unexplained desire.”
After quafTing this potion, the subject becomes
nervous and excitable. He or she wants to do
“something” but does not know what, and cau-
tion is not exercised by this character. The very
next living thing the character mentions, how-
ever, 18 what he or she becomes! (Character
classes are not considered “living things" for
this purpose. If the next living thing 15 an elf
wizard, the drnnker of the potion becomes an
cli—but not a wizard.) The effect lasts for 2d6
duys. Objects worn are allowed a save of 12 or
better or they become part of the polymorph,

unless the altered form is one that wears simi-
™
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lar gear under normal circumstances. The
polymorphed form still has the same mind, but
the abilities could be radically changed. If no
form is seen within 24 hours of game time no
transformation occurs.

Type II: Potion of paveaus form crossed with a
potion of invisibility: Testing this liguid pro-
duces translucence in the entire figure. If the
entire potion is consumed, the figure becomes
gaseous and then vanishes. His or her items
will become gaseous as well, Obviously, he or
she cannot communicate at all in this state,
Vision is likewise slightly obscured, Hearing is
quite impossible. Only raste and smell are fully
activated. A vague sense of touch, especially
temperature sensitiviry, does exist. The charac-
ter has a MV rate of 9, slightly slower if pene-
trating a small hole, cracks under a door, or
other small spaces. After 20 rounds the fnvisi-
bility wears off and the cloud is visible. The
cloud remains gascous for a further eight
turns. The cloud can be damaged by lightning
and magical fire, and a whirlwind docs double
damage.

Type HI: Potion of longevity crossed with a
ot of speed: A test sample produces o craving
fir the rest unless a save vs, poison is made. IF
the save is successful, the character talks rapidly
for a few minutes but feels terribly robust and
hardy. The full potion causes the character to
become five years younger while being able to
miowve at a 50% bonus for 30 rounds. The charac-
ter must also, however, suffer two system shock
rolls. If either check fails the character takes
2d10 points of immediate damage,

of Animal Control
XP Value: 250 GP Value: 400
DuniGeon Master Guide
This potion enables the imbiber 1o empathize with
and control the emotions of animals of one type—
cats, dogs, horses, ete. The number of animals con-
trolled depends upon size: 5d4 animals the size of
giant rats; 3c4 animals of about human size; or 1d4
amimals weighing about -ton or more. The type of
amimal that can be controlled depends upon the
potion, as indicated by a 1d20 die roll.

13-15 Fish

16-17  Mammal/Avian

18-19  Reptile/Amphibian/Fish
20 All af the above

Animals with Intelligence of 5 (low Intelli-
gence) or better are entitled to a saving throw vs.
spell. Control 15 imited to emotions or drives
unless some form of communication is possible.
Note thal many monsters ean't be controlled by
the use of this potion, nor can humans, demihu-
mans, or humanoids.

Antidote
XP Value: 200 GP Value: 400
DhmcEons & Dracons Rules Cyclopedia

The user becomes completely immune to certain
poisons and gains a +2 bonus to all saving throws
ve, poison. The weakest type of antidote protects
against the poisons of all creatures with 3 Hit
[ice or less; stronger antidotes counteract the
poisons of larger creatures. Poisons avoided for
the duration of the potion (by successful saving
throws) have no effeet after the duration ends.

Roll 1d10 to determine what types of poisons
the antidote protects against.

Rell  Effected Poisons

1-4  Poisons from 3-HD (or lesser) creatures
57  Poisons from 7-HD (or lesser) creatures
-4 Poisons from 15-HD (or lesser) creatures

0 All poisons
=A pation of paison 15 normally treated as poison
from a 7-HI) monster. The DM can adjust this
option A5 Necessary.

of Anti-Magic
XP Value: 800 G Value: 2,400
PowyHEDRON Newszine 65
When this potion is ingested, it dispels magic on
the imbiber, negating any spell or magical effect
the character may be under. For example, il
negates charms, geas, and crrses,

Anti-Sleep
XP Value: 350 GP Value: 500
POLYHEDRON Newseine 67
Imhbibing this mystical draft makes a creatre

Roll  Animal Type immune to all magical sfeep effects for eight
01-04  Mammal hours. The need for normal rest is not negated,
05-08  Avian however, 5o a very tired drinker still could fall
09-12  Reptile/ Amphibian asleep.

11
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Potion of Arcane Comprehension

of Arcane Comprehension

XP Value: 400 GP Value: 1,200
Dusoeon Magarine 33
The formula for this magical draft was devel-
oped by the alchemist-wizard Jocasta 1o facili-
tate the organization of her spell library. It
grants the imbiber the ability to read magic for
as long as the potion lasts, but, more impor-
tantly, it enhances a spellcaster’s comprehen-
sion of all written spells. This allows the user
1o cast spells from scrolls (or books) or scnbe
them into a personal spell book without fear of
failure due to the level of the spell. This does
not, however, allow the user to cast spells inup-
propriate to ¢lass, A typical, single-drafl vial of
a pation of arcane comprehension lasts for
3d10 hours,

of Archmagedom
XP Value: 450 GP Value: 1,200
Pouviiepmos Nowszme 63
Similar to a potion of wizardry, this grants a wiz-
ard u temporary increase of 5 levels for 1d4+2
turns, It improves the effected character’s Hit
Dice, nttack rolls, and saving throws, In addition,
it allows the character to cast gpelle § levels
higher. The drinker does not gain any additional

spells

of Black Sight
XP Value: 500 GP Value: 900
Vale of the Mage
This polion enables the imbiber to see as well in
darkness as in daylight. This does not work in
magical darkness. The potion’s effects last for
1 0d8 minutes,

of Blending
XP Value: 300 G Value: 500
Duncrons & Diracoss Rules Cyelopedia

The user may change at will to any color, pal-
tern, or combination of colors. Only colors can
be altered, but all items carnied are aflected.
The user, hidden by this chamecleonesque cam-
ouflage, can rarcly be detected ( 10% chance)
unless the observer can detect invisible things
or poxsesses fruesight (as the priest spell) or a
similar ubility.

of Blindness
XP Value: — GP Value: 250
Poryiennos Newsxing 65
When a character quaffs this potion, he or she is
blinded, per the 2nd-level wizard spell of the
same name, lis effecis last for 2d4 turns.

NS

of Bouncing
XP Value: 250 GP Value: 400
PovyiEDmos Newszine 635
The drinker of this potion begins to bounce
ld6+4 feet above the ground with each step
taken. The effects of the potion last 1d10-+10
turms.

of Bubbles

XP Value: 50 GP Value: 250
PoLYirImos Newsrine 65
Upon consuming thig potion, the imbiber begins
to spew forth a mass of bubbles. IF the imbiber
closes his or her mouth, the bubbles spew forth
from the ears and nose. The duration of the
potion is one week, and during that the time the
affected character makes all attacks and saving
throws at =2,

e
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of Chameleon Power
XP Value: 350 GP Value: 700
PovvHEDRON Newsrine 65

This small potion appears to contain a swirling
mass of colors. When quaffled, it causes the
drinker to blend into the background for 1d4
turns, If the character remains immobile, there is
only a 10% chance of being seen. However, if the
character moves, that chance increases to 30%., A
detect invisibifity spell cannot reveal someone
using a chamelean power potion,

of Childishness

XP Value: — GP Value: 400
PoLYHEDRON Newszing 65
A character drinking this cursed potion regresses
physically into the body of a child, age five. The
character remains unchanged mtellectually, and
all equipment and clothing are left at adult size.
The potion’s effects on the character are perma-
nent unless a rexforaiion spell 15 cast within three
weeks, otherwise only a wish can restore the
character.

of Clairaudience
XP Value: 250 GP Value: 400
DunGEoN MasTeR Guide
This potion empowers the creature drinking it to
hear as the 3rd-level wizard spell of the same
name. However, the potion can be used to hear
even in unknown areas within 30 vards. Its effects
last for two turns.

of Clairvoyance

XP Value: 300 GP Value: 500
Dumcigos Master Guide
This potion empowers the individual 1o see as the
Ird-level wizard spell, clairvoyance. It differs
from the spell in that unknown areas up to 30
vards distant can be seen. Its effects last for one
turn,

Clay
XP Value: 900 G Value: 2,700
PoryHEDRON Mewszine 65

The imbiber of this potion, along with all cloth-
ing and all items worn, turns into soft sculpting
clay for two turns. During this time, the clay can
be sculpted by anyone, thereby changing the
imbiber’s appearance, When the potion’s duration
expires, the drinker turns back to flesh and any
changes made to the clay now a permanently
fixed—whether the changes were to body or
clothing. Only a wish can restore the character’s
original appearance.

Clean And Dry
XP Value: 100 G P Value: 230
PowvHenRon Newszing 65
When this potion 15 quaffed, the imbiber's body,
clothing, and equipment become instantly clean
and dry—as if after a bath and a thorough steam-
cleaning of possessions.

Clearwater
XP Value: 200 GP Value: 300
BLaCksoog
Removes all salt from water in a 10-foot globe

around the point of release.

of Climbing
XP Value: 300 GP Value: 500
Mmicron MasTer Guide

Imbibing this potion enables the individual to
climb as a thief, up or down vertical surfaces. A
climbing pation is effective for one turn plus 5d4
rounds. The base chance of slipping and falling is
1%. Make a percentile check at the halfway point
of the elimb—01 means the character falls. For
every 100 pounds carried by the character, add
1% to the chance of slipping. If the ¢limber wears
armor, add the following o the falling chance:

Chance

of Clarity Armor to Fall

XP Value: 550 GP Value: 1,100 Studded leather 1%
PoiyHEnRoN Newszing 65 Ringmail 2%

This potion works on the character drinking it as Scale mail 4%
the 6th-level wizard spell frue seeing, granting Chain mail T%
that ability for 1d6 turns. The potion also negates  Banded or splinted armor 8%
the effects of a feebleming spell. Plate mail 10%,
Ficld plate 10%

Full plate 12%

Magical armor, any type 1%

1
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Potion of Controlling Damage

of Controlling Damage

XP Value: 400 GP Value: 2,000
Mordenkainen's Fantastic Adventure
This potion is usable by all classes. When
imhibed, the effects are realized immediately
Damage to the user is lessened by 2 points per Hit
ie of any dumage dealt after drinking the potion,
including damage from spells, weapons, falling,
ete, When damage caused by combat is given in
“points,” the potion negates one-third of the total.
The duration is 348 rounds

of Cold Resistance
XP Value: 250 GP Value: 500

PriyiEnRoN Newszing 63
Drinking this potion gives an individual magi-
cal invulnerability to all forms of normal cold,
such as snow, ice, and arctic winds, In addition,
it gives resistance to the cold generated by
spells such as ice storm, wall of ice, and cone of
cold, and it offers resistance from icy dragon
breath—all damage from such attacks are -2
per cach die of damage (minimum 1 point of
damage per die). The potion’s duration is 1d4+4
furms.

of Confusion
GI* Value: 250
PoLvicoros Mewszine G5
The imbiber of this potion instantly becomes con-
fused for 1d444 rounds and does one of the fol-
lowing (roll 1d4):

XFP Value:

Raoll  Effect
1 Stand still and do nothing.
2 Attack the nearest creature,
i Gitve away weapon or favorite magical

item,
4 Wander ofT in a daze,

of Contact Disruption

XP Value: 400 GP Value: 800
POLYIHEDRON Newszine 65
When consumed, this potion removes one tangent
gained by a psionicist who is attempting to estab-
lish contact with the imbiber. For example, if the
imbiber is under a two-finger contlagt, il is
reduced to a one-Ninger contact. The potion lusts
| d4 rounds, and it eliminates one tangent each
round,

of the Corrosive Touch

XP Value: 700 GP Value: 1,200
Powyiimnosos Newszine 65

This mixture gives the drinker the ability 1o dis-
solve material with a touch of the hands. Once
activated, the corrosive towch remains for 2d12
rounds whether the affected character wants it
to or not. The character can dissolve | cubic
foot of nonliving material such as soft stone or
wood per round if actively trying to touch as
much material as possible. This ability can be
used to cut holes in walls, sculpt statues, create
handholds in sheer clifls, and so forth, Tougher
materials, such ax gemstoncs, hard rock, or
metal, dissolve at hall the rute, and acid-resis-
tant materials, such as ceramics or crystal dis-
solve al one quarter the rate. Involuntary
corrosive touches dissolve | 1o 4 cubic inches
of material depending on its strength
Enchanted items gain a saving throw vs. acid.
Corrosive hands are deadly in combat, inflict-
ing 1d8 points of damage per hit.
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of Craftsmanship
XP Value: 400 GP Value: 800

POLYHEDRON Newsiine 65
These potions, created by the gnomish wizard
Fip Cranktip, improve a character’s nonweapon
proficiencies. The imbiber quaffs the potion
while thinking about a particular skill, and the
potion grants a 20 in the ability score in that
skill for 24 hours. Multiple craftsmanship
potions can be consumed without fear. How-
ever, each potion imbibed produces a side
effect, which also lasts 24 hours. Roll on the
table below to figure oul the side effect for the
character:

Roll  Effect

=16 Grows chicken feathers,

17-24  Gaing X-ray vision.

25-31  Facial hair turns green.

32-37 Goblinoids of the opposite sex are
attracted to the user.

3845  CGlows in the dark.

46-55  Shnnks to 50% of normal height.

56-60  Transported to the Ethereal Plane.

61-67 Continuously bloated with and
releasing air.

68-78  Turns into a 4-foot-long, yellow butter-
fly with human hands,

7994  Gains 20 pounds.

9500  Roll twice more, ignoring this result
after that.

of Creation
XP Value: 250 G P Value: 400
Povveennos Newszine 65

This potion does nothing if inpested. However, if
it is poured on the ground, it creates a permanent
object. The object is most often the one pictured
on the potion's contamer. The majority of these
potions create furniture, shields, ladders, and

other nonmagical items.
Cure Disease
XP Value: 400 GP Value: 750

Dueacon Magazme 2
This potion acts as the priest spell cure disease.

of Curing Lycanthropy

XP Value: 250 GP Value: 2,000
PowyuEnkon Newszine 82
Drinking this rare potion cures the imhiber of any
form of lycanthropy. I the imbiber does not suf-
fer from lycanthropy, u suving throw vs. poison
must be made or the churucter falls unconscious
for 1d4 wrns due to the potent ingredients in the
Tiquid.

of Danger Detection
XP Value: 250 GP Value: 600
PoLYiEDRON Newsome 65

This powerful elixir is effective for 1dd+4 wms. It
enables the character drinking it 1o detect anything
representing immediate or potential danger within
100 feet indoors and 100 yards outdoors. It detecrs
frups, vipers, or any ohjects or creatures threaten-
ing the user. The imbiber can detect dangers that
are imvixible, cthereal, astral, out of phase, hidden,
or disguised. The user fecls a tngling at the back
of the neck when faced with a danger. However,
the exact nature of the danger 15 nol revealed. For
example, while the user can detect a dangerous
trap, the type of trap cannot be discerned.

Dark Draft of the Yoodoo Masters
XP Value: 600 GP Value: 2,400
Poryneneos Newszine 63
This four-dose potion was created by savage wiz-
ards practicing voodoo. Uinlike other elixirs, a
dark draft is meant to be mixed with other
potions. The user must mix % of this potion with
any other magical potion. Also, a fingernail, lock
of hair, or other bit of organic matter from the
intended target must be added to the concoction,
When consumed, the drinker thinks of an
intended target, and if that target is within 50
miles, the potion takes effect on that person. The
victim is not allowed a saving throw. For exam-
ple, a character who mixed a dark drafi potion
with an elixir of madness can inflict madness
upon the target. A dark draft does not work with

poisons or nonmagical oils

of Deafness
XP Value: — GP Value: 00
Powynppros Newszine 65
This potion affeets the character drinking 1t as the
2nd-level wizard spell of the same name. How-
ever, the saving throw allowed is vs. poison
instead of spell. Its effects lust for 1d4 tumns.
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of Defense
XP Value GP Value
+1; 200 1,000
+2: 400 2.000
<3 600 3,000
+4: 800 4,000
+5: 1,00 5,000

Dumceons & Dracors Rules Cyclopedia
The user gains a bonus to Armor Class, which
lasts for one turn only, Roll 1410 to find the
power of the potion,

Rall Defense Value

1-3 +1
4-5 +2
=7 +3
-9 +4

1] +5

of Deftness

XP Value GP Value
Dex 17: 500 &00
Dex 18: 700 1,000
Deex 19: 900 1,200
Dex 20 1,000 1,300
Dex 21: 1,200 1.500

PoLyuEDeos Newsene 65
This family of five pations is sought after by
those who need extra quickness. The potions
increase Dexterity to various levels. Consult the
tahle below.

Dexterity Duration
Dex 17 1 day
Dex 18 12 hours
Dex 19 9 hours
Dex 20 & hours
Dex 21 2 hours
of Delusion
XP Value: — GP Value: 150

DimiGeEon Mastinr Guide

This potion affects the mind of the character so
that he or she believes the liquid is some other
potion (healing, fior example, 15 a good choice—
damage is “restored” by drinking it, and only
death or rest after an adventure reveals that the
potion only caused the imbiber to believe it was
beneficial). If several individuals taste this
polion, it is 90% probable that they all agree it is
the same potion (or whatever type the DM
selects),

of Digestion
XP Value: 200 GP Value: 500
PoLvHERRON Newszine 65
The character consuming this potion immediately
finds all organic substances appetizing. Further-
more, the user can digest any organic substance
with no ill effects. This concerns only digestion,
so while a plank of wood can provide nourish-
ment, the character must break it into pieces
before he can swallow it. The duration is 1d4

days.

of Digging
XFP Value: 40} G Value: 1,200
PolvHERRGN Newszing 65

This potion enables the drinker to dig through
dirt, rock, or stone with bare hands. In this man-
ner, the individual can travel through the
ground—at normal movement rates—by creating
a tunnel roughly his or her own size. However,
any tunnel the digger creates has an 80% chanee
of collapsing behind the user. While this could be
useful in undermining castle walls, it means that
other characters are taking a risk if they choose to
follow the digger. As long as the digger keeps
moving, it is assumed there is an air pocket sur-
rounding the character, However, if he or she
pauses for more than three rounds or encounters a
mishap, such as running into an underground
lake, the character’s air supply rapidly disappears,
A single potion lasts for |dd4+4 turns,

of Diminution
XP Value: 300 GP Value: 500
DusgieoN Master Guide

After drinking this potion, the individual (and
everything carried or worn) diminishes in size—
to as small as 5% of normal. The percentage of
the potion consumed determines the amount a
character shrinks. For example, if 40% of the
contents are swallowed, the person shrinks to
60% of normal size, The effects of this potion last
for six wrns plus 1d4+1 wrns.

of Direction
XP Value: 350 G Value: 200
Dracox Magazine 91

The effects of this drink last much longer than
maost potions, continuing for 12d4 hours. Con-
sumption of this potion enables a character o
retrace & path over any solid terrain, in effect pre-
venling the character from getting lost. If a maze
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spell 15 cast at a person under the influence of this
potion, the user re-emerges from the maze after
only one round. If the reversed form of find the
path is cast at such a character, the spell and
potion cancel each other out; the potion is neu-
tralized, and the spell does not take effect.

This potion does not have the same effect as
find the path, in that it does not provide clues 1o
the shortest path 1o a desired location. Note that
the user is only able to retrace a path traveled
from the moment the drink is consumed to the
moment the drink wears off. Any distance cov-
ered before or after that is not automatically
recalled. Once the potion wears off, the enhanced
memory of the terrain is forgotten; ong must then
rely on a map of the area to successfully retrace
the path

of the Dracolich
XP Value: 1,000 GP Value: 2,500
Foruormes Reacss® MC Appendix
The creation of a dracolich is a complex process
imvolving the transformation of an evil dragon by
arcane, magical force. The most notonious pract-
tioners of these magical arts are the members of
the Cult of the Dragon. The process is usually &
cooperative effort between the evil dragon and
the wizards, but especially powerful wizards have

been known to cocrce an evil dragon to undergo
the transformation against its will.

Any evil dragon is a possible candidate for
transformation, although old dragons or older
with spell-casting abilities are preferred. Once a
candidate is secured, the wizards first prepare the
dragon’s host, an inanimate object that is to hold
the dragon’s life foree. The host must be a solid
tem of not less than 2,000 gp value, and resistant
to decay (wood, for instance, 15 unsuitable). A
gemstone is commonly used for a host, particu-
larly ruby, pearl, carbuncle, and jet, and is often
set in the hilt of a sword or other weapon. The
host is prepared by casting enchant an item upon
it and speaking the name of the evil dragon; the
item may resist the spell by successfully saving
vs. spell as an | 1th-level wizard. If the spell is
resisted, another item must be used for the host. If
the spell is not resigted, the iem can then function
as a host. If desired, glassiee! can be cast upon
the host to protect 1t

Mext, a special potion 15 prepared for the evil
dragon (o consume, The exact composition of the
potion varies according to the age and type of the
dragon, but it nmust contain precisely seven ingre-
dients, among them a potien of evid dragon con-
wol, o potion of invalnerability, and the blood of a
vampire, When the evil dragon consames the
potion, the results are determined as follows (roll
percentile dice)

Rull Hesuli

01-10 No effect.

11-40 Potion docs not work. The dragon suf-
fers 2d12 points of damage and is help-
less with comvulsions for 1d2 rounds.

41-50 Potion does notl work. The dagon dics.
A Tull wisk or similar spell is needed to
restore the dragon to life; a wish to
transform the dragon into a dracolich
results in another roll on this table,

S1-00  Potion works.

If the potion works, the dragon’s spirit transfers
to the host, regardless of the distance between
the dragon’s body and the host. A dim lLight
within the host indicates the presence of the
spiril. While contained in the host, the spirit
cunnol tuke any actions; il can neither be con-
tacted nor attacked by magic. The spirit ¢an
remain in the host indelinitely.

Once the spirit is contained in the host, the host
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musl be brought within 90 feet of a reptilian
corpse, under no circumstances can the spirit
possess i living body. The spirits original body is
ideal, but the corpse of any reptilian creature that
died or was killed within the previous 30 days is
suitable

The wizard who originally prepared the host
must touch the host, cast a magic far spell while
speaking the name of the drugon, then touch the
corpse. The corpse must fuil u saving throw vs.
spell for the spirit to successlully possess it; if it
saves, it never accepts the spirit, The following

modifiers apply to the roll:
=10 If the corpse is the spirit's own former
body (which can be dead for any length
of time).
-4 If the corpse is of the same alignment as
the dragon.
-4 Ifthe corpse is that of a true dragon (any
tvpel.
3 If the corpse is that of a firedrake, ice
lizard, wyvern, or fire lizard,

If the corpse 15 that of » dracolisk, drag-
onne, dinosaur, snake, or other reptile.

I the corpse accepts the spirit, it becomes ani-
mated by the spirit. If the animated corpse is the
spirit’s former body, it immediately becomes a
dracolich; however, it does not regain the use of
its voice and breath weapon for another seven
days (note that it is not able to cast spells with
verbal components during this time), At the end
of seven days, the dracolich regains the use of it
voice and breath weapon,

If the animated corpse is not the spint’s former
body, it immediately becomes a protodracolich. A
protodracolich has the mind and memories of its
original form, but has the hit points and immuni-
ties to spells and priestly wrning of a dracolich. A
protodracolich can neither speak nor cast spells
further, 1t cannot cause chilling damage, use a
breath weapon, or cause fear as o dracolich, Trs
Strength, movement, and Armor Class are those
of the possessed body.

To become a full dracolich, a protodracolich
must devour at least 10% of its original body.
Unless the body has been dispaiched to another
plune of existence, a protodracolich can always
sense the presence of its original body, regard-
less of the distance. A protodracolich tirelessly
seeks out its orginal body to the exclusion of ull

other activities. If its original body has been
burned, dismembered, or otherwise destroyed,
the protodracolich need only devour the ashes or
pieces equal to or exceeding 10% of its original
body mass (total destruction of the original
body is possible only through use of a disinre-
grate or similar spell; the body could be recon-
structed with a wish or similar spell, so long as
the spell is cast in the same plane as the disinte-
gration). If a protodracolich is unable to devour
it original body, it is trapped in its current form
until slain.

A protodracolich transforms into a full dracol-
ich within seven days after it devours its original
body. When the transformation is complete, the
dracolich resembles its original body; it can now
speak, cast spells, and employ the breath weapon
of its original body, in addition to having all of
the abilities of a dracolich.

The procedure for possessing a new corpse is
the same as explained above, except that the
assistance of a wizard is no longer necessary
{casting magic jar is required only for the first
possessions). If the spirit successfully repos-
sesses its original body, it again becomes a full
dracolich. If the spirit possesses a different body,
it hecomes a protodracolich and must devour its
former body to become a full dracolich.

A symbiotic relationship exists between a dra-
colich and the wizards who create it. The wizards
honor und zid their dracolich, as well as provid-
ing it with regular offerings of treasure items. In
return, the dracolich defends its wizards againsi
enemies and other threats, as well as assisting
them in their various schemes. Like dragons, dra-
coliches are loners, but they take comfort in the
knowledge that they have allies.

of Dragon Breath
XP Value: 500 GP Value: 1,400

Draconomicon

There is a formulation of this potion corre-
sponding to each of the major races of drag-
onkind. Thus, there are 23 types of potions af
dragon breath, including amethyst, black, blue,
brass, bronze, brown, cloud, copper, crysial,
deep, emerald, gold, green, mercury, mist, red,
sapphire, shadow, silver, steel, topaz, white, and
yellow.

If a dragon drinks a full draft of one of these
powerful potions, it can immediately use the
breath weapon attack of the corresponding type
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of dragon. The damage inflicted is that of a
dragon one age category lower than the drinker.
{For example, an adult green drinks a portion of
red dragon breath. 1t is able to breathe fName
inflicting the same damage as a young adult
red—10d10+5 points of damage.) This newly
guined breath weapon is in addition to the
dragon's own breath weapon,

The formulations of these potions are very
tricky, and its very easy to make a mistake. To
reflect this, there's a 20% chance that any given
potion is defective. A defective potion can be:

Roll  Effect

01-50  Totally Ineffective.

51-75 Poisonous. Roll a successful suving
throw vs, poison or suffer 3d20 points
of damage.

76-00  Catastrophic Failure. This horrible con-

sequence means that the first time the
dragon tries to use its newly gained
breath weapon, the antack form is trig-
gered internally, inflicting the full dam-
uge on the breathing dragon (no saving
throw allowed).

The effects of a porion of dragon breach last
1d4 hours, or until the drinker has exhausted the
newly gained hreath weapon. These potions are
highly toxic to nondragons {roll 2 successful sav-
ing throw vs. poison with a —4 penalty, or dic hot-
ribly in 1d4 rounds).

of Dragon Control
XP Value: 700 GP Value: 7,000
Dunion MasTer Guide
This potion enables the individual drinking it to
cast what is, in effect, a charm manseer spell
upon a particular dragon within 60 yards, The
dragon is entitled 1o a saving throw vs. spell,
but with a -2 penalty. Control lasts for 5d4
rounds,
There are various soris of dragon potions, as
shown below:

Roll  Dragon Type
01-02  White Dragon Control
03-04  Black Dragon Control
05-07  Green Dragon Control
08-09  Blue Dragon Control

10 Red Diagon Control
11-12  Brass Dragon Control

13-14  Copper Dragon Control

15 Bronze Dragon Control

16  Silver Dragon Contral

17 Gold Dragon Control
1819  Evil Dragon Control

20 Giood Dragon Control!
' Black, Blue, Cireen, Red, and White.

- Brass, Bronze, Copper, Gold, and Silver.

In a DRAGONLANCE Campaign: Potions of
dragon control do not exist on Ansalon.

of Dragon Control I1
XP Value: 700 GP Value: 7,000
Chrientil Adventures
While potions of dragon controf do exist in the
lands of Kara-Tur, they do not affect the same
types of dragons as those listed in potion of
dragon contral [, Instead, use the table below o

determine the dragon affected:
Rall Pation

01-02 Chiang Lung Control
03-04  Pan Lung Control
05-07  Yu Lung Control
08-09  Shen Lung Control

10 Li Lung Control
11-12  Mist Dragon Control
13-14  Cloud Dragon Control

15 Lung Wang Control

16-17 T'ien Gold Dragon Control
18-19  Evil Dragon Control
20 Good Dragon Control
of Dragon Control 111
XP Value: 700 GP Value: 7,000

Duwceoss & Dracoss Rules Cyelopedia

There are several different types of this potion,
one corresponding o each dragon type. The user
may control up to three small dragons ar once,
but the dragons do get saving throws. Large and
huge dragons are not affected by these potions.
The controlled dragons do whatever is com-
manded of them except cast spells. They are hos-
tile when the control ends. Roll 1420 to find the
type of dragons affected.

Roll Dragon Controlled
01-05  White (or Crystal)
06-10  Black (or Cnyx)
11-14  Green (or Jade)

787




- Pation of Elastcity .

Roll  Dragon Controlled
153-17  Blue {or Sapphire)
18-19  Red {or Ruby)

20 Gold (or Amber)

The DM can roll 14100, and on 01-30 the
potion actually affects the gemstone dragon
equivalent (crystal instead of white, onyx instead
of black, etc.).

of Dragon Sight
XP Value: 200 GP Value: 1,000
Dragon Down

This potion bestows excellent vision on the
imbiber. Under 1ts influence, a character can see
for three times the normal range of vision, and
can see as well as a dragon at night (treat as
infravision with twice normal range). While
affected by this potion, a character suffers no
range penalties for long distance attacks with
missile weapons,

Dragon’s Blood
XP Value: 400 GP Value: 700
Daacos QUesT™ Game
Thiz magical potion is thick and sour tasting.
Whether or not it actually has any dragon’s blood
in it 15 unknown, When a kero takes a drink of
drapon k blood, s or her Strenpth score increases
to 18 for one full battle. Dragon & bload comes in
1 bone fask that holds enough ligud for three
drinks before it is emply. Any type of hero may
use this potion.

of Dreaming
XP Value: 300 GP Value: 500
Land of Fate
This potion grants the imbiber a vision of that
which he or she most desires. The imbiber drinks
the potion before retiring, and names the person,
object, or setting sought. That evening, a dream
reveals something about the desired—a location,
a magical guardian, other individuals nearby,
potential dangers, some elue. Only one thing is
revealed about a person, object, or setting per
dream. Upon awakening, the dream remains in
the imbiber’s mind so that he or she may use the
clues provided there as o guide. A dreamer seck-
ing water may have a marid appear. pointing Lo
the east, where water is in the “waking” world
within easy walking distance. A dreamer seeking
a lost gem may see a deep cavern, where a great

ghul hunkers over the gem, indicating the crea-
tre guarding the gem.

The DM determines the nature of the clue: a
direction, a location, ar an individual involved in
the search in the dream. If no clues are available
{DM’s decizion) or the item searched for is magi-
cally protected or not in existence, the individual
has instead a vivid nightmare. The DM may feel
free to pepper the dream with hornfic images,
foreboding of doom, and dangers to the dreamer
and the dreamer’s party.

of Dreamspeech

XP Value: 800 GP Value: 1,200
DunGEonS & Dragons Rules Cyelopedia
If the user speaks to one sleeping or paralyzed
creature within 30 feer, the creature hears and
silently answers as if awake. The user hears the
responses by ESP and is able to understand the
languape used. The creature is not compelled 1o
be truthful. Dead and undead creatures cannot be
affected, but cursed sleeping vietims are within
the power of the potion. The effect lasts for 1 turn
only, and it applies 1o only one sleeping or para-
Ivzed creature,

of Drunkenness

GP Value: 250
Dracox Mogazne 179
Lipon imbibing this potion, the individual imme-
diately becomes horribly, totally inebriated. Role-
playing aspects of this situation are left to the
player and the DM, but in game terms the indi-
vidual 15 =4 for all attack rolls as well as all profi-
eiency checks. An Intelligence check 15 required
each time an affected spellcaster attempts to cast
a spell to see i1t is cast correctly ( failure means
merely that the spell is lost), and all spells cast
have a +2 bonus on saves. The effects last six
hours, followed by three hours of splitting
headaches (no spellcasting allowed, - | on attack
rolls),

XP Value: —

of Elasticity
XF Value: 300 GP Value: 800
DmwGrons & Dranoxs Rules Cyelopedia
The user may streich his or her body, plus all
cguipment carnied, to nearly any form—flat, long,
anything—=to a maximum of 30 feet in length or a
minimum of 10 inches thick. ltems carried cannot
be used or dropped unless they are (st retumed (o

normal form. While in “stretched” form, the user
Ly
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cannol attack or cast spells, but takes hall damage
from blunt weapons (mace, hammer, giant-thrown
boulder. others). The effect lasts for ane turn only.

of Elasticity 11

XP Value: 300 GP Value: 800
The Complete Wizards Handbook
A character consuming one dose of this potion
is able 1o streich his or her legs, arms, neck, or
any other appendages up to a distance in feet
equal to twice the character’s Constitution
score; for instance, a character with a Constitu-
tion of 15 can stretch up to 30 feet. A character
can stretch only one appendage at a time; for
instance, one arm, one finger, or just the neck.
Whenever any appendage is stretehed, a Consti-
tution Check must be made; if it fails, the stress
of the streich causes 1d6 points of damage. The
potion lasis for 1d4 ns; during this time, the
character can make as many stretches as desired,
us long as a check for damage is made for each
streich.

of Elemental Control
XP Value: 600 GP Value: 1,800
Tome of Magic
When this potion is consumed, the imbiber can
influence one or iwo clementals in a manner

similar to a charm monster spell. The elemen-
tals must be within 60 feet of the imbiber and
are allowed a saving throw vs. petrification 1o
avoid the effect. If only one elemental iz influ-
enced, it is subject to a -4 penalty on its save If
two are influenced, their saving throws gain a
+2 bonus because the effect of the potion is
weakened,

If either clemental is controlled by another
wizard, it gains a +2 honus to its saving throw.
Note that if the elemental was summoned by the
Sth-level conjure elemental spell, the summoner
has a 50% chance of dispelling the creature. Con-
trol lasts for 5d6 rounds,

The type of elemental subject to a particular
potion is randomly determined.

Roll  Elemental Type
| Earth
2 Air
i Fire
4 Water
of Elemental Form
XP Value: 400 GP Value: 700

Dunceons & Dnacaone Rules Cyeloped

There are four types of this potion: Earth, Air,
Fire, and Water {equal chances for each). The
user may change into the form of an elemental (of
the appropriate type) and back to normal form as
often as desired while the potion lasts. Each
change of form takes | round. While in elemental
form, no special immumnitics are gained, but the
special artacks of each elemental are usable. Note
that & protection from evil effect does not block a
character using this potion. The user’s Armor
Class and hit points do not change. The duration
is une turn only.

of Enlightenment
XP Value: 500 GP Value: 900
Wonders of LaNkHuar™
This potion was first created by two poorly-
schooled alchemists. These potions are actually
failed porions of flving, clairvavance, and clairau-
dience. These alchemists kept notes on these fail-
ures as they made them, and thus are able o
reproduce them as often as they like. The potions’
only effects are to make the imbibers believe they
are flving or clairvoyand. In truth, they might be
standing in the street drawing stares. They mix

into these potions the juice squeezed from the
nn
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taro root, This cxtract causes the potion to become
unbearably addictive. (Imbibers must make o sav-
ing throw vs. spell at a comulative -4 per drafl.)
Once the person becomes addicted, there is a
cumulative 1% chance per potion of feeling no
effects from the potion. Then people begin to
consume multiple potions.

If the character should take more than one of
these potions in a day, which after a while is
mssured, he must roll 1d10 and consult the table
below:

Roll  Effect
01 Explosion. Damage is 6d10 points,

02-03 Lethal Poison. Imbiber is Dead.

0408 Mild Poison. Causes nausea and loss of
1 point each from Strength and Dexter-
ity for 1d8 days.

9-10  No special effect.

The only way to end the addiction of the potion
is to cast a cure disease on the character, other-
wise, the addiction conlinues. Once the addiction
has taken hold, the character cannot choose to
stop. A cure must be obtained.

of ESP
XP Value: 500 GFP Value: 850
Enmceon MasTER Guide
The ESP potion bestows an ability that is the
same as the 2nd-level wizard spell of the same
name, excepl that its effects last for 5d8
rounds,

of Ethercality
XP Value: 300 GP Valoe: 500
Dumceows & Dicoss Rules Cyclopedia
The user can become cthereal once, at any time
during the potion’s duration, and may thereafter
remain ethereal for up 1o 24 hours, returning 1o
the Prime Material Plane at will. Once returned to
the Prime Material Plane, the potion does not
cauble the user to become ethereal again.

of Explosions
XP Value i GP Value
Bottle: 450 900
Vial: 75 150
Dracon Magazine 21

Though this potion appears to be like any other
drinkable fluid, it is not meant to be consumed.
The liquid is a powerful, magical explosive that

only requires contact with the open air and a
physical disturbance of some sort (being
dropped or thrown, struck with an object, or
shaken vigorously) to set it off. Potions of
explosions are found in tightly sealed bottles,
similar 1o most potion containers. The conlainer
is generally fragile, of a eeramic or glass mater-
ial that would probably break (save vs. crushing
blow) if thrown against a hard surface. Most of
these containers, of course, are wrapped in
cloth or stored where they aren't likely to be
broken or jostled.

If the entire bottle of liquid is thrown and
breaks, this will generate a blast of 30 feet in
radiug, doing 6d6 damage to all within this area
{save vs. breath weapon for half damage)
Sometimes a “dose™ of this liguid comes pack-
aged in six small glass or ceramic vials that can
be thrown separately. Each exploding vial does
1d6 damage to any character or creature within
@ S-loot-radius. The small size and light weight
of these vials makes them difficult to throw
accuralely; attacks intended to hit a creature
directly are made at =2 to attack rolls. The vials
are especially fragile, taking a <2 penalty on any
saving throw to determine breakage. The victim
of a direct hit from a vial or an entire bottle of
this liquid takes half damage if a save vs. breath
weapon succeeds, but must make the saving
throw at a —6 penalty.

If an intended target is missed, the projectile
continues until it strikes the ground or some other
solid object—possibly causing damage 1o some-
one else in the vicinity of the impact point. If the
container hits its target but does not break, the
liguid inside 15 not set off, and the container can
be picked up and rethrown. The container must
make a saving throw vs. normal blow if it is
dropped from a height of 5 feer or less. In addi-
tion, there is a 50% chance that the liquid will
explode if the container is shaken or jostled vig-
orously for longer than one scgment. The same
50% chance applies on cach consecutive seg-
ment; for example, if a character with a potion of
explosians in a backpack moves at faster than
walking speed for three consecutive rounds, three
separate rolls are made to see il the ligud
explodes.

If someone mes to identify this potion by tak-
ing a small tasie, several things can happen.
Opening the boutle and exposing the contents 10

the air activates the explosive fluid, and there is
e
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Potion of of Fatra-Healing
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a 5% chance that the character doing %o inadver-
tently jars the botile enough while opening it to
scl off the explosive. No saving throw would be
given 1o the opener against the explosion in this
case. If a tiny bit is swallowed to sample the
potion, the drinker feels his heart aceeleruie and
feels as if he or she has just sampled u potion of
speed. This effect is felt only for one round, and
does not actually give the drinker any of the
benefits of such a potion. If the entire contents
of a bottle or vial are drunk, the character must
make a system shock roll. I the roll fails, the
liquid explodes inside the drinker, doing 6d6 (or
Id6) damage and requiring another system
shock roll to avoid immediate death. If the first
system shock roll succeeds, the drinker becomes
extremely ill and is incapacitated for 3-6
hours—unable 10 walk without assistance,
attuck, or defend. Porfons of explosions are
eatremely rare, Few alchemists will agree wo
manufacture this liquid because of the great
danger involved, and even fewer treasure hoards
contain i,

of Extra-Healing
XP Value: S0H) GP Value: 1,000
Dusgran Master Guide
This potion restores 3d843 points of damage
when wholly consumed, or 1d8 points of damage
for each one-third that is drunk.

of Fire Breath
XP Value: 400 GP Value: 1,000
Duniion Masten Guide

This potion allows the imbiber 10 spew a tonguc
of flame any time within one hour of quafling the
liquid. Each potion contains enough liquid for
four small drafts. One draft allows the imbiber o
breathe a cone of fire 10 feet wide and up to 20
feet long that inflicts 141042 pomis of dunage, A
double draft doubles the range and damage. A
triple draft rebles the range and damage. 1f the
entire ponion is taken al once, the cone is 20 feet
wide, up to 80 feet long, and inflicts 5d10 points
of damage. Saving throws vs. breath weapon for
half damage apply in all cases. If the flame 15 not
expelled before the hour expires, the potion fails,
with a 10% chance that the flames erupt in the
imbiber’s system, inflicting double damage with
no saving throw allowed.

of Fire Resistance
XP Value: 250 GP Value: 400

DurcEon Masten Guide
This potion bestows upon the person drinking it
magical invulnerability to all forms of normal
fire (such as bonfires, burning vil, or even huge
pyres of flammg wood). IL also gives resistance
to fires gencrated by molten lava, a wall of fire,
a firehall, Niery dragon breath, and similar
intense flames and heat. All damage from such
fires is reduced by -2 from each die of damage,
and if a saving throw is applicable, it is rolled
with a +4 bonus. If one-half of the potion is con-
sumed, it confers invulnerability to normal fires
and half the benefits noted above (=1, +2). The
potion lasts one turn, or five rounds for half
doses.

of Fire Vulnerability
XP Value: — GP Value: 250
PotyHEDRON Newszine 63

This pation, frequently identified as a potion of
fire resistance, causes the imbiber 10 become
very sensitive to heat, thus suffering twice the
amount of damage caused by normal fire. In
addition, the imbiber also suffers +2 to each die
of damage sustained from molten lava, magical
fire, and fiery dragon beeath, If a saving throw is
applicable, the imbiber suffers a —4 penalty. The
effects of this potion last for 14444 s,

of Fluidness
XP Vulue: 750 GP Value: 1,500
PoLynenrow Newszine 65
The imbibed of this potion—and all ilems worn
or carried—turns into a one gallon puddle of lig-
uid. The effects of this potion last for 148 hours,
and during that time the character can flow
through cracks and grates, under doors, hide in
ponds, pools of rain, and other bodies of liquid.
Amnacks against a charucter in this form are a1 =2,
and the user suffers only half damage. However,
ice-based attucks cause an extra +1 per die of

damage.

of Flying
XP Value: 500 G Value: 750
Dunceos Mastin Guide
A flving potion enables the individual drinking it
1o /v in the same manner as the Ird-level wizard
spell, fly.
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- Potion of Frost Resistance -

of Forewarning
XP Value: 600 GP Value: 1,200
POLYHEDRON Newszine 63
Many rulers have become dependent on this mag-
ical draft. It is a potent brew which allows the
imbiber to enter a trance for one turn and “ses™
the future. This vision is a possible future, and the
imbiber learns an important piece of information
regarding a future event.

of Forgetfulness
XP Value: 400 (P Value: i)

Dracon Magazine 28
Upon imbibing this potion a character completely
forgets everything that occurred in the last 24
hours, including spells memorized and even
experience points gained during that period. This
potion has only a temporary effect if less than the
full volume is consumed. Adding ¥ of the potion
1o a nonalcoholic beverage produces a memory
lapse of mundane knowledge only-—full memory
returns 50% of the time in 1d4 hours. Adding it to
an aleoholic beverage gives the beverage a ter-
rible taste and produces rage in the drinker 90%
of the time.,

of Forgetfulness I1
XP Value: — G Value: 250
PowvHenson Newszing 63
Imbibing this honey-flavored potion causes
amnesia for 2d10 days. The drinker does not
remember his or her name, friends, faces, or aother
things of importance.

of Fortitude
XP Value: 900 GP Value: 1,500
DmGeons & DrRacoxs Roles Cyolopedia

The user’s Constitution score hecomes 18, and
the imbiber immediately gains the corresponding
hit points (if any). Points of damage to the user
are taken from the magically gained hit points
first. Damage applied to the user's original hit
points remains after the duration ends until cured
by the usual means.

Foul Water
XP Value: — GP Value: 200
POLYHEDRON Newsemne 65
If this liquid is consumed, the imbiber must save
vs. poison or become ill for three days. The liquid
is intended to be added to other liquids to change
them into stale, undrinkable water. Further, foul

water doubles the poteney of poisons and ruins
magical potions. The contents of a single con-
tainer ean change up to 1,000 cubie feet (7,500
gallons) of pure, fresh water into polluted, salty
water. It turns up to 100 cubic feet of wine or oil
(750 gallons) into mild acid. The effects of the
potion are permanent, although the liguid may be
purified magically after an initial period of 5d8
rounds.

of Freedom
XP Value: 500 GP Value: 900
Dumcenxs & Dracons Rules Cyclopedia
The user cannot be affected by paralysis of any
sort nor by hold person or held monster spells,

of Fresh Air

XP Value: 350 GP Value: 700
PoLyHEDRON Newszine 635
When this potion vial is opened. up 1o 125,000
cubic feet of air is cleansed, making it safe to
breathe. It neutralizes any gas, mist, or vapor.
This fluid is handy for those long spelljamming
adventures when the adventurers really have no
idea where they're going or how lang it will take
to gt there,

of Fright
XP Value: 100 GP Value: 250
POLYHEDHON Newszine 65
This liquid temporarily causes the imbiber Lo
decrease three levels in hit points, combat ability,
and saving throws for 4d4 rounds. If the character
is slain while at reduced hit points, he or she is
dead, but can be resurreefed normally.

of Frost Resistance
XP value: 250 GP Value: 400
Dracon Magazine 91
This potion grants immunity to the ill effects of
all forms of normal cold down to =100° F. Partial
resistance to magical eold 15 also granted; saving
throws vs. cold spells are made at +4 on the die,
and damage from cold attacks is reduced by 2
points per die of damage, down to a minimum of
one point per die. I only half a dose is consumed,
the potion’s benefit against magical cold is
halved (-2 on saves, —1 on each damage die), but
the protection from normal cold is unchanged. A
full dose lasts one tarn {10 rounds); a half dose
lasts five rounds. Note that the icy breath weap-
ons of creatures such as white dragons, winter
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- Potson of Fur Cirowih

wolves, and hoar foxes are incloded in the cate-
gory of magical cold.

this state, and magical weapons inflict only
half damage. While in this condition, the ghost
character cannot pick up objects, cast spells

of Fur Growth that require maicrial componenis, or physically
XP Value: 125 GPValue: 250  enter melee.
Pouvinmeos Newszine 635
This thick liquid is either brown or black and of Giant Control
tastes like roasted game. When imbibed, the  XP Value: 600 GP Value: 1,000

drinker immediately sprouts a shaggy coat of
fur, 6-inches thick. The fur lasts 1d4+7 hours,
after which time it falls off harmlessly. It pro-
tects the character from temperatures to —30° F,
but tends 1o make wearing armor impossible.
The potion is prized by adventurers planning
arctic forays.

of Gaseouns Form

XP Value: 300 GP Value: 400
DusGron Master Guide

By imbibing this magical liquid, the individual

DunGron Maston Guide

A full potion of this draft must be consumed for
its effects to be felt. It will influence one or two
giants like a charm monster spell. Control lasts
for Sd6 rounds. 11 anly one giant is influenced, it
15 entitled to a saving throw vs. spell with a -4
penalty; if two are influenced, the die rolls gain a
+2 bonus—effectively weakening the effect of
the potion. The type of giant subject to a particu-
lar potion is mndomly determined.

Roll  Giamt Type

causes his or her body, as well as anything car-  01-05  Hill Giam
ried or worn, to become gascous, The gaseous 0609  Stone Giant
Sform is able to flow at a base speed of 3 per  10-13  Frost Giant
round. (A gust of wind spell, or even normal 14-17  Fire Giant
strong air currents, will blow the gaseous form 18-19  Cloud Giant

at air gpeed. ) The gakeous form is transparent
and unsubstantial, It wavers and shifis, and can't
be harmed except by magical fire or lightning,
which do normal damage. A whirfwind inflicts
double damuge upon a creature in gaseows form,
When in such condition the individual is able to

20 Storm Ciant

In Kara-Tur: The only type of giant control
potion caommonly found in Kara-Tur is the potion
af hill giant control.

enter any space that is not airtight—even a small of Giant Control 11
crack or hole that allows air 10 penetrate also XP Value: 600 GP Value: 1,000
allows entry by a creature in gaseous form. The Land of Fate

entire potion must be consumed to achieve this
result, and the effects last the entire duration
(1d4+4 turns),

In Zakhara, this potion affects the following
ypes:

Roll  Giant Type

ol Genius 1-8  Hill Giant

XP Value: 300 GP Value: 800 911 Desert Giant

Patvirnnos Newszine 65 12-13  Reef Giamt

The character who quaffs this potion gains +4 1o 14-15  Jungle Giant

Intelligence for 2d444 rounds, 16=17  Stone Giamt
I8 Fire Ciiant

of Ghostliness 19 Cloud Giant

XP Value: 600 GP Value: 1,800 20 Storm Giant

PoLviEDeos Newszine 65
This potion gives the drinker, and any nonliv-
ing items carried or worn, the ability 1o pass
through all other objects for 2d4+4 wrns, as if
the PC were a ghost. Further, the effected char-
acter is immune to normal weapons while in

¥ N
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Giant Strength
XP Value GP Value
Cloud: 7060 1,300
Fire: 650 1,200
Frost: GO0 1,100
Hill: 500 000
Stone: 550 1,000
Storm: 750 1,400

Dimiceos Masten Guide
This potion can be used only by warriors. When a
giant strength potion is consumed, the individual
gains great Strength and attack roll bonus when
scoring a hit with any handheld or thrown
weapon, It is also possible for the person to hurl
rocks as shown on the table below. Note that the
type of glant strength gained by drinking the
potion is randomly determined on the same table.

Ruck
an  Sir Wi Dmg Hurling Bend Bary/
Roll FEguiv Allow Ples Rog Dmy  Lifi Gaies
0106 Ml 485 4T B0y 146 S0%
07-10 Siome 535 +8 160w 1d12 [0
-4 Fromt 635 49 100y 148 0%
1517 Fre 785 +10 120yd 108 Bt
1819 Cloud 935 +11 1409 140 Wy
0 Swerm 1235 412 160yd 112 9%
Glitz & Klax's Potion™
XP Value: 4 GP value: ¥

Imside Faven's Buure™, The Living City

Gilitz and Klax specialize in minor potions, magi-
cal mixtures that have about s the power of full-
strength potions. For example, a minor potion af
growrh causes the imbiber 1o grow about 7 inches;
a potion of reasure finding can lead the imbiber
to dropped coins. Duration of minor potions is
half of the full-strengrh varieties.

A minor potion affects only the imbiber, so cir-
¢us goers are not ahle to obtain anything like a
potion of himan control or a philter of love.

Cost for the potions and philters range from 10 sp
10 one gold picce. G'Ned Klax is not the Realms’
most organized person, so there 1= a 5% chance that
any potion purchased is actually full-strength.

of Gluttony
XP Value: — GFP Value: 100
POLYHEDRON Newszing 65
This potion causes the imbiber to become insa-
tisbly hungry, consuming everything edible in
sight for 1d12 rounds

of Golden Silence
XP Value: 250 GP Value: 400
Poiyimonon Newszaine 63
This renders the vocal chords of the imbiber use-
less. Mo spells requiring a vocal incantation can
be cast until after the effects of the potion wear
off in 1d4+4 turns. This potion is usually found in
a flask contmning three doses.

of Good Humor
XP Value: 500 GP Value: 1,100
Poavimnnos Newszine 65

This potion, if imbibed, grants the drinker uplifted
feelings and a cheery disposition. However, the
potion is more useful il a stick is inserted mnto the
vial. When this occurs, the potion freezes and can
be pulled from the vial by the stick. When the
frosty version of the potion is caten, the character
gains the cheery disposition mentioned above,
needs no further nourishment for the day, and
operates as if under a bless spell. The duration of
the potion in either form is 2d12 hours.

Gray Slumber

XP Value: 250 GP Value: 600
Pulyramos Newszine 63
The imbiber of this potion falls into a deep sleep
for 1d6+4 turns, The character cannot be awak-
ened unless dispel magic is cast. Further, the
character appears to be dead, the skin takes on a
gray pallor. This potion is often used to feign
death.

of Greensprouting
XP Value
Maormal: 300
Rooting: 250

Potyuenros Newszine 65
This potion allows the drinker to polvmorph at
will into a green, lealy bush with thick bark. The
bush takes one-half damage from bludgeoning
weapons and is AC 5. The potion’s duration is
2d10 days; 10% of the potions cause the bush to
become rooted to the spot, not allowing the
character to change back to proper form until it
wears off,

GP Value
600
600

of Growth
XP Value: 250 GP Value: 300
Dumcron Master Guide
This potion causes the height and weight of the

person consuming it to increase. Garments and
THm
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Potion of Healing
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other worn and carried gear also grow in size,
Each one-fourth of the liquid consumed canses a
6-foot growth in height—in other words, a full
potion increases height by 24 feet! Weight
increases should be proportional to the change in
height. Strength is increased sufficiently to allow
beanng armor and weapons commensurate with
the inereased size, but does not provide combat
bonuses. Movement increases to that of a glant of
approximately equal size.

of Healing
XP Value: 200 GP Value: 400
DrunGEon Mastes Gude
An entire potion must be consumed in a single
round. If this is done, the potion restores 2d4+2
points of damage (see extra-healing),

of Heroism
XP Value: 300 GP Value: 500
DruwiGron MasTer Guide
This gives the imbiber a temporary increase in
levels (hit points, combat ability, and saves) if the
character has fewer than 10 levels of expenence.

Mumber of Additional
Level of Levels Temporary
Imbiber Bestowed Hit Points
0 4 4d10
1st-3rd 3 3d1o+1
Ath-6th 2 2d10+2
Tth—4th | 1d10+3

When the potion is quaffed, the individual
fights as if he or she were at the experience level
bestowed by the magic of the elixir. Damage sus-
tained is taken first from magically gained hit and
bonus points. This potion can only be used by
WHITIOS,

Horn of Plenty

XP Value: 250 GP Value: 500
PowyHEDRON Mewszing 63
This magical elixir allows the imbiber 1o create
food and wine, One cubic foot of food and one
gallon of wine can be created per round for
1d8-+4 rounds. All of the food is fresh, roasted or
chilled as desired by the imbiber, and the wine is
of pood qualiry.

of Housecat Control
XP Value: 250 GP Value: 550
Dpacon Magaeine 30

The presence of Fran's familiar (a large white cat)
caused the creation of the pation of housecat con-
tral. It allows the user to contral one housecat for
a number of rounds equal to his or her Wisdom. It
does not work, however, on familiars—this was
said to have been one reason for suspecting less
than dire causes for Orlow's disappearance.

of Human Control
XP Value: 500 GP Value: 900
DuncEon Master Guide
A potion of human conirol allows the imbiber o
control up to 32 levels or Hit Dice of humans,
humanoids, and demilwmans as if a charm per-
son spell had been cast. All creatures are entitled
to saving throws vs. spell. Any pluses to Hit Dice
are rounded down to the lowest whole die (1+2
HI} =1 HI, 246 HD = 2 HD). This potion lasts
for 5d6 rounds. The types of humanoids that can
be controlled are randomiy determined.

Roll Human/Humanoid Controlled
01 02 Dwarves

03-04  Elves/Half-Elves

05-06 Gnomes

07-08  Halflings
09-10  Half-Orcs

11-16  Humans

17-19  Gnaolls, Ores, and Goblins

20 Elves, Half-Elves, and Humans

In Kara-Tur: when finding the type of crea-
ture that can be controlled, use the following
tahle:

Haoll Pation Cantrols
01-02  Korobokuru
03-05 Hengeyoka
06 Spirit Folk
(7-15 Human
16 Tengu
17-19  Kororbokury, Hengeyokai, and Humans
20 Gajin

KL 1K)
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- Poion of Ievalerability .

Humminghird Nectar

XP Value: 200 GP Value: 450
Dracon QuEsT Game
This unusual drink 1astes very much like honey,
but it is no thicker than water. Anyone who
drinks this amber liguid iz able to move twice as
fast as usual for one encounter. In other words,
the hero may take (wo actions each rn while
evervone else only gets one. Humminghird nec-
rar 15 found in crysial globes. Each globe holds
one dose of the liquid. The globes are always
found in groups of three. Any type of hero may
use this potion. If a hero already has had a hase
spell east on him or her, the hummingbird nectar
won't work.

of Immunity
XP Value GP Value
To ageing;: 600 1,200
To discase: 200 600
To death magic: 200 600
To normal weapons: 200 600
To poison: 200 600
Poison: —

Pouysioros Newszine 65

This very rare, very potent elixir confers upon the
imbiber o permanent immunity, Approximately

one in 10 is cursed. Consult the table below:

Roll Benefit
ol Immunity 1o normal weapons.
02-04  Immunity to death magic.
05-07 Poison. Instant death, no saving throw,
08-10  Immunity to poison.
11-14  Immunity to magical ageing.
15-20  Immunity to discase.
Immunization From Lycanthropes
XP Value: 300 GP Valoe: 500
Dieacos Magaeine 2

Protects user from contracting lycanthropy for
one month. There is a 1% chance of contracting
the discase from the serum, however.

of Infravision
XP Value: 200 GP Value: 500
PoryHeEnRos Newszine 65
This potion bestows upon humans a 60-foot
infravision for 1d8 turns. Characters possessing
infravision have their ranges increased by 60 feet,

of Inner Strength
XP Value: 250 GP Value: 700
Pouyiimnos Newszine 65
Psionic characters imbibing this potion have their
current Psionic Strength Points increased by
35%, allowing the PSPs to be increased above
their normal maximum. The additional PSPs
remain until the poinmis are used. This potion
affects only psionicists.

of Insulation
XP Value: 250 GP Value: 600
Prayienuon Newseme 65
This potion gives the drinker + 4 on all saves vs,
electrical attacks, including blue dragon breath,
and reduces damnge suffered by 2 points per die,

of Intensity
XP Value: 400 GP Value: 750

Vale of the Mage
Quaffing this potion causcs all spells cast by the
imbiber within the next three rounds to have the
maximum effect. For example, a pricst drinking
this potion can cure the maximum amount of hit
points possible with healing spells during the
next three rounds, or a wizard can cause the max-
imum amount of damage with a fireball or any
other spell during the potion’s duration.

However, there is a drawback to the potion. It

so drains the imbiber of energy following its
three-round duration that the imbiber cannot cast
spells during the three rounds following the
potion’s expiration.

of Invisibility

XP Value: 250 GP Value: 500
Punciuos Master Guide
This potion confers (mvisibility similar to the 2nd-
level wizard spell of the same name. Actions
involving combat cause termination of the savis-
ible suate. The individual possessing this potion
can quaff a single gulp—equal to 4 of the con-
tents of the container—to bestow invisibiliry for
1d4+2 turns.

of Invulnerability
XP Value: 350 GP Value: 500
Dunapon Master Guide
This potion conflers immunity to nonmagical
weapons. It also protects against attacks from
creatures (not characters) with no magical prop-

erties or fewer than 4 Hit Dice, Thus, an Sth-level
un
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charaeter without a magical weapon could not
harm the imbiber of an invufnerability potion.
The potien alse improves Armor Class rating by
2 ¢lasses and gives a bonus of +2 to saving
throws vs, all forms of ettack. Its effects are real-
ized only when the entire potion is consumed, and
they last for 5d4 rounds. Only warriors can use
this pation,

of Iron Handedness

XTI Value: 300 G Value: 600
PotyHengow Newszine 65
Drinking this potion turns a character’s hands into
wron=hard weapons, enabling him or her to deflect
weapons barchanded. The hardened hands are
able to chop through wood or can be used as
melee weapons, inflicting 1d12 points of damage
per successful hit. The effects of the potion last
1dé+4 rounds,

Istar’s Truth
XP Value: 750 GP Value: 1,400
DracorLanCE" Adventures

This 15 a potion used in the courts of 1star to
ascertain the truth in matters brought before the
kingpriest or his appointed ministers. The potion
forces its recipient to truthfully answer a number
of questions. The person who administers the
potion can ask the vietim 2d4 questions requiring
yes or no answers and 1d4 questions reguiring
longer responses. (An example of @ question
requiring a longer response: “What happened to
you three days ago?) The victim is allowed a
saving throw with a -5 penalty to the die roll. If
the save is successful, then the potion simply
makes the victim sleepy but does not cause a loss
of control of the will. The victim can then give
false answers

The lengih of the answer to a question is up 1o
the victim so long as it is absolutely truthful and
answers all the stated parts of the gquestion. The
DM can use this opportunity to impart important
information to the PCs. The formula is known o
any good priest in Istar of at least Sth level.

In a DraGONLANCE Campaign: This formula
was lost in post-Cataclysm Ansalon,

Kanzaz
XP Vilue: 400 GP Value: 900
PoLyieDmon Newszine 63
When this potion is consumed, the imbiber is
instantly rransported 1o hig or her place of birth.

Kur’s Drink

XP Value: 400 GP Value: 800
Dracos Quest Game
This mysterious potion was ereated by a strange
order of holy men who live their lives locked
away in a forgotten monastery. The potion comes
in a silver flask that holds enough liquid for three
drinks. Each drink restores 2d4 hit points to a
wounded hero. Any type of hero may use Kurs
dringk.

of Language Learning

XI* Value: 600 G Value: 1,300
PoayurnnoN Mewszne 65

When consumed, this potion allows the imbiber
o master an unknewn language by concentrating
on a race of people or a type of creature. Each
flask typically contains four doses of the polion,
each dose enabling a new language 1o be leamed.
The languages learned are permanent.

of Lethargy
XP Value: — GP Value: 250
POLYHEDRON Mewszine 63
This potion acts as the 3rd-level wizard spell sfow
on the person drinking it Its effects last for

1d444 turns.

of Levitation

XP Value: 250 GP Value: 400
Duncieos Master Guide
A levitation potion enables the consumer o levi-
fate in much the same manner as the 2nd-level
wizard spell of the same name. The potion allows
levitation of the individual, to & maximum weight
of 600 pounds. The consumer can carry another
person, as long as the total weight is within this
limit,

of Lichdom
X Valoe: [,000 GI* Value: 2,500
Lords of Darkness
To become a lich, a wizard or wizard/priest must
attain at least the 18th-level of experience as a
wizard. The candidate for lichdom must have
access Lo the spells magic jar, enchant an iltem,
and trap the sowl. Nulathoe s ninemen, a 5th-level
wizard spell that serves to preserve corpses
against decay, keeping them strong and supple as
in life, is also required.
The procedure of attaining lichdom is ruined if

the candidate dies at any point during the process.
ELEL]
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Potion of Lxchdom
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Even if successful resurrection follows, the oper-
ation must be started anew. The process involves
the preparation of a magical phylactery and a
potion. Most candidates prepare the potion first
and arrange for an apprentice or ally to raise them
if ingestion of the potion proves fatal. Preparation
of the phylactery is so expensive that most candi-
dates do not wish to waste all the effort of 1ts
preparation by dying after it is completed but
before they are prepared for lichdom.
The nine ingredients of the potion are as fol-

lows:

Arsenic (2 drops of the purest distillate).
Belladonna (1 drop of the purest distillate).
Blood (1 guart of blood from a dead unicomn
yearling killed by wyvern venom),

Blood (1 guart from a dead demihuman slain
by o phase spider).

Blood (1 quart from a vampire or a being
infected with vampirism).

Heart (the intact heart of a humanoid killed by
poisoning, a mixture of arsenic and bel-
ladonna must be used).

Reproductive glands (from seven giant moths
dead for less than 10 days, ground together).
Venom (1 pint or more, drawn from a phase
spider less than 30 days previous)

Venom (1 pint or more, drawn from a wyvemn
less than 60 days previous)
The ingredients are mixed in the order given by
the light of a full moon, und musi be drunk within
seven days after they combine into a glowing
bluish, sparkling black liquid. All of the potion
must be drunk by the candidate, and within six
rounds will produce an effect as follows (roll per-
centile dice):

Effect

All body hair falls out, but potion is
incffective (the candidate knows this).
Another potion must be prepared if
lichdom is desired.

Candidate falls into a coma for 1d6+1
days, is physically helpless and immo-
bile, mentally unreachable. Potion
works; the candidate is aware of this
Potion works, bul candidate 15 feeble-
minded. Any failed attempt to cure the
candidate’s condition is 20% likely to
slay the candidate,

Potion works, but candidate is para-
fvzed for 2d6+2 days (no saving throw,

Roll
01-10

11-40

41=T0

T1=80

curative magic notwithstanding). There
15 a 30% chanee for permanent loss of
Ldé Dexterity points,

91-96 Potion works, but candidate is perma-
nenily:

01-33 Deafl

34-66 Dumb

67-00 Blind

The lost sense can only be regained by a wish
or fimired wish,
Death. Potion does not work.

9700

The successfully prepared candidate for lich-
dom can exist for an indelinile number of vears
before becoming a lich. He or she does not
achieve lichdom upon death unless preparation of
his or her phylactery is complete. A successlully
prepared candidate may appear somewhat paler
of skin than before imbibing the potion, but can-
nol mentally or magically be detected by others
as ready for lichdom. The candidate, however, is
always aware of readiness for lichdom, even il
charmed or insanity or memory loss occurs. (A
charmed candidale can never be made to reveal
where his or her phylactery is—although the can-
didate could be compelled to identify what the
phylactery is, if shown it.)

The phylactery may take any form—it may be
1830
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a pendant, gauntlet, scepter, helm, crown, nng, or
even a lump of stone, It must be of inorganic
material, solid, and of high-quahty workmanship
if of human manufacture. The phylactery cannot
be an item having other spells or magical proper-
ties on or in it. It may be decorated or carved in
any fashion,

Enchant an item is casl upon the phylactery
(this is one of the rare cases in which this spell
can be cast on unworked material), a process
requiring continual handling of the phylactery for
a long time, The phylactery must successfully
make its saviog throw as noted in the spell
description. It must be completely enchanted
within nine days (not the 24 hours normally
allowed by the spell). Note that the “additional
spell” times given in the enchan: an item spell
description are required.

When the phylactery is made ready for
enchantment, the candidate must cast trap the
soul on it, Percentile dice are rolled; the spell has
a 50% chance or working, plus 6% per level of
the candidate (or caster, if it is another being)
over | 1th level. The phylactery glows with a
flickering blue-green, faerie firelike radiance for
o pound B0t s successlully receptive for the
candidute's essence,

The candidate then must cast Nulathoe s nine-
men on the phylactery, and within one turn of
doing so, cast magic jor and enter it with his or
her life force. No victim is required for this use of

Upon entering the phylactery, the candidate
instantly loses one expenience level along with its
commensurate spells and hit points. The essence
and lost hit points remain in the phylactery, which
becomes AC 0 and has those hit points from now
on. The candidate is now a lichnee, and must
return to its own body (o rest for 1de+1 days. The
ordeal of becoming a lichnee 15 50 tmumatic that
the candidate forgets any memorized spells of the
top three levels available, and cannot regain any
spells of those levels until the rest period is com-
plete. (Candidates usually then resume a life of
sdventuring to regain the lost level.)

The next time the lichnee candidate dies,
regardless of the manner or planar location of
death, or barriers of any sort hetween corpse and
phylactery, the candidate’s life-force goes into
the phylactery. For it to emerge again, there must
be a recently dead (less than 30 days) corpse
within 90 feet of the phylactery. The corpse may

be that of any creature, and must fail a saving
throw vs. spell 1o be possessed. If it makes its
saving throw, it never receives the lich. If the
creature had 3 Hit Dice or fewer in life, it saves
as @ O-level fighter. If it had 3+1 HD or greater in
life, it saves as if it were alive, with the following
alignment modifiers:

LG, CG, NG H)
LN, CN, N: -3
LE: <
NE: =5
CE: -

The candidate s own corpse, if within range, is
at — 10, and may have been dead for any length of
time. The lichnee may attempt to enter its own
corpse once per week until it succeeds. (A phy-
lactery too well hidden might never offer the lich-
nee & corpse o enter. Many lichnee commit
suicide to save themselves such trouble.) When
the lichnee enters its own corpse, it rises in 1d4
turns as a full lich, with all memorized spells and
all undead abilities deseribed in the MoxsTROUS
MANUAL™ accessory.

of Life Stealing
XP Value: 800 GP Value: 1,800
Porymronos Newszine 635
This potion gives the drinker the ability to drain
levels like a vampire. The duration of the potion
18 1d4+4 rounds, and during that time the user
can drain two life levels each time someone is
successfully touched. The victim is allowed a sav-
ing throw vs. spell 10 avoid the level drain.

of Life Suspension
XP Value: 500 GP Value: 1,200
Powrnennon Newszine 65
The imbiber of this potion falls into a coma for
30 days. During this time, healing takes place as
if the character were resting. This potion is ofien
used by adventurers on characters who have been
poisoned or cursed; buying time to find cures.
The duration of the coma only can be interrupted
by a haste spell,

of Lightning Form
XP Value: 500 GP Valuoe: 1,500
Povyiipeos Newszine 65
Drinking this magical liquid causes the user and
anything worn or carried, to assume a vaguely
T
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humanoid, electrical form. This form, which lasts
5d4 rounds, is able to My at a speed of 96, MC 1D,
Each round the form can attack all creatures
within a 10-foot-radius by arcing from target to
target, striking as if each victim were AC 10, and
causing 1d6+2 points of damage per successful
attack. Because of the speed of the character,
there is a 25% chance of striking any friendly tar-
gets within mnge.

of Longevity
XP Value: 500 GP Value: 900
Dunoeon Master Guide

The longevity potion reduces the character’s age
by 1d12 years, restoring youth and vigor. The
entire potion must be consumed to achieve the
desired result. It is also useful as a counter to
magical or monster-based aging attacks. Each
time one drinks a longevity potion, there is a 1%
cumulative chance the effect is the reverse of
what the consumer wants—all age removed by
previous drinks are restored.

Love
XP Value: 200 GP Value: 300
Draces Magazine 43

The potion has the effect of charming an individ-
ual who drinks it and does not save successfully
ve. spell. Each potion has a maximum duration of
one week, with a 15% chance cach day (cumula-
tive) that the potion wears off al the end of the
first through sixth days. Victims who make a suc-
cessful save vs. spell are not affected.

of Luck
XP Value: 600 GP Value: 1,500
Dumerons & Dracons Rules Cyelopedia

This potion makes the user fucky. The player of
the character using this potion may choose the
result of any one roll, rather than rolling a ran-
dom resuli (attack or damage roll, saving throw,
or any other). Other players® rolls cannot be
affected, nor are the Dungeon Master's rolls
affected. The effect lasts for | hour or until the
huck is used

of Lycanthropy
XP Value GF Value
Werewnlf: 50 S00
Werehoar: 50 00
Werehear: 50 S0
Wererat: 5() S04
Werewnlf: 50) 500
Werefox: 50 500
Weretiger: 50 500
Werchadger: 50 500

Pouvieneos Newsane 63

This foul, enchanted mixture contains the blood
of a lycanthrope. The character who quaffs the
potion notices no ill effects until the first full
moon. At that time, he or she turns into a lycan-
thrope, the same us contructing the disease hy
fighting one, Use the [ollowing table to deter-
mine the type of lycanthropy.

Rall  Effect

1 Werewolfl

2 Wereboar

3 Werchear

4 Wererat

5 Werewoll

6 Werelox

7 Wereliger

8 Wercbadger

Mage Wine

XP Value: 400 GP Value: 900

PoLyimDRON Newsene 63
This potion 15 only usable by mages and bards.
When imbibed, the drinker can immediately
recall a spell cast earlier in the day. The recalled
spell must be cast within the next 24 hours.

of Magic Blocking
XP Value: 400 GP Value: 900
Povyiepeoy Newszing 65
The imbiber of this potion 15 immune to all magi-
cal weapons for 1d4+1 wms.

of Magic Enhancement

XP Value: 500 GF Value: 1,200
Potyuenmon Newszmne 65
When this potion is swallowed by a spellcaster, the
next 1d4 spells have maximum duration, range,
effcet, and damage. Any nonspellcasters imbibing
this potion suffer 1d12 points of damage.
a
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Magic Peas
XP Value: GP Valoe: 250
Pouvironos Newsrine 65
This unique potion confuses even the worst glut-
tn. When poured on any surface, the potion cre-
ates a plateful of delicious smelling, sweet peas.
However, once someone tries (o cal the peas, the
peas magically roll away, making them impossi-
ble to cut. The effect lusis for 1d6 wrns. However,
if the potion s imbibed, the drinker becomes ill
for 1d4 hours, as the peas churn about in his or
her stomach. A character can neither attack nor
defend while effected in this way.

of Magic Resistance
XP Value: 500 P Value: 900
Book of Lairs
This potion causes the drinker to always make
successful saving throws vs. all forms of magic
for 544 rounds

of Magic Resistance 11

XP Value: 900 GP Value: 2,000

Povvimpron Newszine 65
Five doses are found in 95% of the vials found,
the other 5% contain seven doses, Each dose lasts
4d4 rounds und conlers a 10% magic resistance
(o the drinker—aor adds 10% if he or she already
has a magic resistance. | more than one potion is
imbibed, the regults are not comulative; the effect
only lasts an additional four rounds.

of Magic Shielding
XP Value: 450 GP Value: 900
Pouvieoeos Newsaine 65
When a character drinks this potion, a miner
globe of imvulnerability springs up o envelope
the user. The duration is 1d8+3 rounds.

of Magnetism
XP Value: 250 GP Value: 800
POLYIIEDRON Newszine 635

When this potion is quafTed, the drinker gener-
ates a 20-foot field of magnetism. All iron
objects of 50 pounds or less are attracted to his
or her boady, Sharp and pointed objects have a
50% chance of piercing the imbiber. The dura-
fiom 1% 544 rounds

of Magnification
XP Value: 250 GP Value: 700
PolyuEDRON Newsxine 65
This potion 5 propertics are not revealed until it
15 mixed with a second potion. The imbiber of
the combined porions receives the maximum
effectiveness and duration of the second potion
For example, mixing a potion of magnification
with a porion of magnerism gives the latier
potion a duration of 20 reunds, ar mixed with a
patton of extra healing would heal 27 points of
damage

of Master Thievery

XP Value; 500 G valoe: 1,200
The Complete Thief™s Handbook

This potion gives the thief a temporary increase

in levels if he or she has fewer than 13 levels of

experience. The number of levels gained depend

on the thief s level, as shown below.
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Increase

Level of Levels Added  ineach
Imbiber Bestowed Hit Points  Skill
1st-3rd 5 sd6 +20%
4th—6th 4 4d6+1 +16%
Tth-%th 3 3d6+2 +12%
10th-12th F 2d6+3 +8%

The thicef acts as if at the experience level
bestowed by the magic of the potion, Damage
sustunined is taken first from magically gained
temporury extra hit points. So far as thieving
skills are coneerned, the potion affects these all
equally by the increase shown. The effects of this
potion last for 5d6 rounds.

of Merging
XP Value; 500 GP Value: 900
Dusceons & Dracoss Rules Cyclopedia

The effect of this potion is quite unusual. The
wser can permit others 1o actually merge their
forms with the user’s, including all equipment, as
if all were gaseous. A maximum of seven other
creatures can menge with the user of the potion.
The merging cannot be forced; the user can, at
will, prevent unyone from merging. A creature
merged with the user can leave the merger by
merely stepping out. No creature merged with
another (including the user) can attack or cast a
spell, but may speak. Damage to the user of the
potion does not affect those merged.

of Metal Immunity
XP Value: 1,000 GP Value: 2,500
Povyieneon Newszine 63
This thin liquid has a merallic hue and tastes
chalky. It grants the character quaffing it immu-
nity 1o metal. Metal weapons pass harmlessly
through the body, metal armor falls through the
body, and the user can pass through metal doors.
The effects of the potion lust 1d4+4 turns.

of the Midas Touch
XP Vialue: 500 GP Value: 1,500
PoLyioros Newszine 63
Metal turns to gold when touched by a person
wha consumes this potion, However, touching
gold turns it to lead, and magical metals and met-
als weighing more than 10 pounds cannot be
altered. The potion’s duration is 1d4 ums. Trans-
formed metals revent 1o their original form after
one hour.

Mind Dampening

XF Value: 400 P Value: 900
Dracon Magarine 2
This potion renders the user immune to psionic
location or attack (including crystal ball and
ESP) for one week. The user may not employ
psionic powers during this period. It renders
psionic devices inoperative for that period also
(ESP medallion, amule! of inescapable
fecation),

of Mind Focusing
XP Value: 800 GP Value: 1,700
Poryinnmon Newsieine 63
When thiz potion i ingested, the drinker’s Intelli-
gence and Dexterity are increased by one, to a
muaximum score of |8, for 1d4 hours,

of Mind Restoration
XP Value: 650 GP Value: 1,300
Dracox Magazine 91

When consumed, this magical ligmd curex any
form of normal or magical insanity, and restores
Seebfeminded characiers to health. If a psionic
character who was attacked while defenseless
later drinks this potion, it cures any psychic dam-
age suftered except for death, idiocy, the perma-
nent loss of an attack or defense mode, or a
robotic state. This potion also enables a psionic
character to recover Psionic Strength Points at
twice the normal rate for two hours after the
potion is consumed.

Mirage

XP Value: 1,000 GF Value: 2,500
Pouviicoeos Newgrine 65
When poured on the ground, this potion creates a
mini-environment, about 100 yvards in diameter.
The environment is essentially a tropical paradise
with temperatures ranging from 75” 10 80° and a
small waterfall eascading into a pool, The par-
adise lagts for 1d444 hours, Adventurers and
explorers seek these potions, as they provide
oascs in the desert and warm retreats in arctic
elimes.

. of Mirrored Eyes
XP Value: 600 GP Value: 1,400
Povyvreneos Newsrine 65

This thick liquid has a silvery hue and is almost
always odorless. When consumed, the eyes of the
imbiber change 10 silver orbs with no pupils. The
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drinker can see perfectly well, but light is
reflected off his or her eyes, granting protection
from petrification and all other gaze anacks. This
potion is prized by adventurers, and has made the
reputation of the Basilisk Exterminating Com-
pany. The porion 5 duration is 1d4+4 turns.

of Missile Protection

XP Value: 400 GP Value: 800
Dmacos Magarine 91
The effects of this magical potion last for 3d6
rounds. When consumed, the potion gives partial
protection from all magic missile attacks. The
drinker gains & saving throw vs. spell each time
he or she is hit by a single magic missile; if the
throw is successful, no damage is taken from the
missile, I the throw fails, only 1 point of damage
is taken from the missile. Separate throws are
required for each magic missile, so a target struck
by five of them from an 1 1th-level wizard must
save five times.

of Monster Creation

XP Value: 200 GP Value: 400
Pouyimkon Newszing 63

When this rainbow colored liguid is poured on
the ground, four hobgoblins spring to life and
begin battling the character holding the empty
viul. The hobgoblins fight until destroyed or the
character is killed. This potion was created for
fighters wishing to practice without leaving the
comfort of their homes, 1f the potion is con-
sumed, the imbiber suffers 1d12 points of dam-
age and is incapacitated for |d8 hours.

Hobgoblins (4): Imt Average; AL LE; AC 5 (10);
MV 9 HD 141; hp 9 cach; THACO 19; #AT |;
Dmp 1d8; 82 M; ML 12; XP 35,

of Neutralization
XP Value: 200 GP Value: 600
Deacon Maganne 159
This potion is valuable in emergency situations
If a character who has been poisoned by any
means drinks this potion before death occurs, the
potion sewtralizes the toxin instantly.

of Noxious Resistance
XP Value: 400 GP Value: 200
PoiyHEnRON Newszing 65
This elixir protects the imbiber from all forms of
noxious and poisonous odors and gasses. Further,

it negates the cffects of gas-based attacks, such as
green dragon breath, clowdkill, or poison gas
traps. The duration is 1d4+4 turns.

of Nutrition
XP Value: 150 GP Value: 500
[ieacicm Mogazine 91

The imbiber of this potion can go one week with-
out food or water, and suffers no ill effects as a
result. Protection is also granted against chimes
af hunger; the user of a potion of nutrition
receives an initial saving throw vs. spell to negate
the effect of the chime upon him or herself. Even
if the throw fails, the drinker receives two (not
one) saving throws vs. spell on each succeeding
round to end the hunger,

Odrovir
XP Value: 600 GP Value: 1,500
Duncipons & Deacoes Master Set

In Norse legend. a great war took place between
the Aesir (the 24 deities of Asgard) and the
Vanir (the nature gods of Noatun). At its peace-
ful conclusion, both sides spat into a jar, pro-
viding their mixed essences hostage lo peace.
Kvasir, the wiseat of all men, was made of the
spittle. His blood, mixed with honey, was called
Odrovir (or Odhrevir), and all who partook of it
became poets,

In game terms, those who partake of this fluid
can choose two bardic artistic proficiencies.

of Open Mind

GP Valoe: 250
PoLynenaoy Newszine 65
When this potion is quaffed, the surface
thoughts of the imbiber are known to all crea-
tures within 50 yards, This mental broadeast is
stopped by 2 or more feet of rock, 2 or more
inches of any metal, or a thin sheet of lead foil.
This potion can reveal that the imbiber is behind
a door, around the next corner, or what he or
she thinks of fellow party members, or the bar-
maid across the room. The effects of this potion
last 5d6 rounds.

XP value:

of Opposite Alignment
XP Value: - GP Value: 600
PoLyiEosos Newsreine 65
The imbiber of this potion immediately assumes
the opposite alignment for 1d8+8 wurns, The

potion does not affect true neuiral characters.
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of Pain Suppression

XP Value: 50 GP Value: 100
Dracos Magarme 99
This concoction is presumably a barbarian cre-
ation, but, the secrets of its manufacture are
closely guarded. The potion deadens pain for 1d4
hours and tends to deplete the user’s energy
Ieserves.

Against magical powers that directly cause
pain, such as a symbol af pain or venom from an
erinyes’ dagyers, the potion gives a +5 on all
applicable saving throws and reduces all effects
of such pain by half in all respects except dura-
tion. Furthermore, the potion restores 2d8 hit
points to the drinker {not exceeding the drinker's
original hit point total) and allows the character
to act as if his or her Sirength class was one class
higher. (A Strength class is considered to be each
individual line given in the Strength Table of the
Players’ Handbook. A fighter with a Strength of
12 would be able to employ a Strength of 14 (the
lowest value of a range is considered to be the
Strength achieved). When the potion’s effect
ends, the user suffers the loss of Strength and hit
points bestowed, and loses an additional 1d4 hit
points as well from exhaustion.

Because the potion draws on the user's
reserves, laking more than one dose at a time can
be risky. If two doses are taken together, they last
a total of 2d4 hours, and the user loses 2d4 hit
points when the double dose wears off. However,
the Strength-class increase is the same as for a
normal-sized dose, and bonuses against magical
pain attacks are as described above. If three or
more doses are taken at once, the user must make
& system shock roll, with a =5% per dose penalry,
1o avoid retchhing and ruining the effect. If the
roll is successful, the duration of the potion 1= 3d4
hours, and 3d4 additional hit points are lost at the
end. In no case is Strength raised by more than
one class, bonuses against magic rassed, or more
than 2d4 temporary hit points bestowed.

of Perception
XP Value: 300 GP Value: 750
The Complete Thiels Hundbook
This enhances the senses of the imbiber to a great
degree, with many effects:
+ A thief gains a 10% bonus to both open locks
and remove traps skills.
= A thief gains a 20% bonus to find traps and
hear noise skills.

* A character's chance for being surprized is
halved {usually this means a +1 or +2 on the
die).

A character’s chance for detecting secret or
concealed doors is doubled. This may also be
applied to detecting hidden or concealed
objects. If the DM wishes to use an Intelli-
gence check for this; a bonus of +4 applies 1w
such an ability check, A corresponding bonus
of =4 applies to any observation proficiency
check.

A character has a 25% chance to automati-
cally detect invistble or detect illusions (from
spells or magical effects below Sth level).
However, this enhancement also makes the
imbiber vulnerable to gaze attacks and weap-
ons and also sound-based attacks (such as a
shout spell or the roaring of an androsphinx)
and all saving throws made against such
atacks are at -2. The effects of the potion last
for 1d4+4 ums.

of Pestilence

XP Value: — GP Value: 600
Poryirnmon Newszine 65
Often misidentified as a porion of healing, this
vile mixture was believed 1o be brewed by priests
of the god of disease. While it heals 4 points of
damage to the imbiber, it also causes the user to
become & “carrier” of a debilitating disease. This
is similar 1o the priest spell cause disease. The
effected character infects anyone touched during
the next 1d4+1 days, but the character is immune
1o the disease, A cure disease spell cast upon the
potion or drinker negates the effects of the
cursed draft.

of Petrification
XP Value: — GP Value: 300
PoLYHEDROK Newszine 65
One sip of this potion causes a character to
become petrified, like a statue. Only a stone fo
Mlesh or similar magic can restore the imbiber.

Phase
XP Value: 800 GP Value: 2,000
Dungeos Magarine 20

The phase potion, which is related 1o oil of ethere-
almess, is more useful for general combat. When
taken, this potion allows the user to shift in and out
of phase with the Prime Material Plane at will,
much like a phase spider. When out of phase, the
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user is impervious to all forms of attack except
those that reach into the Ethereal Plane. A phaye
daoar spell forces the user to remain in phase for
seven rounds, Even when in phasc, the user is sur-
rounded by a fiery nimbus of white fire—the trace
of the portal to the Ethereal Plane,

In addition to being able to shift into the Ethe-
real Plane, the user may take up to 60 pounds of
material along, Inert gear can be taken automati-
cally simply by touching it and willing it to come
along, but a living creature is entitled to a save vs.
spell at -2 if it does not wish to go with the
potion user. These effects last for 5d8 rounds.

Phase potions are brewed from phase spider
ichor or from the concentrated juices of rare
underground fungi.

of Plant Control
XP Value: 250 GP Value: 300

Dumeon MasTer Guide
A plant control potion cnables the individual who
consumes it Lo influence the behavior of vegetable
life forms. This includes normal plants and fungi,
even molds and shambling mounds—within the
parameters of their normal abilities, The imbiber
can cause the vegetable forms to remain still or
silent, move, or entwine, according to their limits.

Vegetable monsters with Intelligence of 5 or

higher are entitled to a saving throw vs. spell.
Plants within a 20- by 20-foot square can be con-
trolled, subject to the limitations set forth above,
for 5d4 rounds. Self-destructive control 15 not
directly possible if the plants are intelligent (see
charm plants spell). Control range 15 90 yards

of Plant Growth

XP Value: 200 GP Value: 250
Adventure Pack 1
This potion has the same effects as a plant growth
spell. It causes plants w grow into a dense barrier
of thorns and briars. To use it, the potion must be
poured onto the ground; it affects a 100- by 10-
foot area,

of Poison
XP Value: — GP Value: 100
Dumiceon Master Guide
A poison pation is simply a highly toxic liquid in
apotion flask. Typically, poison potions are odor-
less and can be of any color. Ingestion, introdue-
tion of the poison through a break in the skin, or
in some cases, just skin contact, can cause death.

Poison can be weak (+4 1o +1 bonus to the saving
throw), average, or deadly (-1 to —4 penalty or
greater on saving throws), Some poison can be so
toxic that a newtralize poison spell simply lowers
the toxicity level by 40%—say, from a — penalty
to a +4 bonus to the saving throw vs, poison, The
DM selects the strength of poison desired,
although most are strength “J” (see Table 51 in
the DMG). The DM may want to allow characters
to hurl poison flasks,

of Poison Negation
XP Value: 250 GP Value: 400
PoLyHEDRON Mewszine 82
Imbibing this potion makes the drinker immune
to all ingested or injected poisons for the next 18
hours. This dees not include poison gas or poi-
sons that were ingested prior to drinking the
potion of poison negation,

of Polymorph Self
XP Value: 200 GP Value: 350
DuncEon MasTER Guide
This potion duplicates the effects of the 4th-level
wizard spell of the same name.

of Power
XP Value GP Value
Wizard: 500 1,300
Priest: 500 1,300
Rogue: 500 1,300
Warnor: 500 1,300

POLYHEDRON Mewszing 63
There are four different varieties of this potion,
one each for warriors, wizards, priests, and
rogues. Each type of potion lasts 1d4+4 wirns.
Characters receive no bonuses if they drink a
potion meant for another class.
Wizards: cast spells as if they were two levels
above their present level,
Priests: gain a +1 to attack rolls, +3 damage, and
cast spells as if they were one level higher.
Rogues: gain a +1 to attack rolls, +2 to damage,
and pain 20 percentage points in any one ability.
Warriors: gain +3 to attack rolls, +5 damage,
and 20 additional temporary hit points.

Pox
XP Value: 50 GP Value: 450
Dragon Maguzine 194
Although this potion is often the result of a failed

attempt at creating some beneficial potion, it is
387
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sometimes intentionally manufactured or substi-
tuted for some other potion (for reasons ranging
from con games to assassination attempts), When
first swallowed, the potion has no apparent effects.
Afber about an hour, boils, rashes, warts, and sores
appear on the user’s body. These grow in number
and size until they cover the victim completely, but
while they resemble the symptoms of many conta-
pious diseases, the effiects of a pox potion are not
catching. For every hour after the elixir’s ill effects
first manifest themselves (up to a maximum of
seven hours) the pox increases in stages, with the
wvictim's Strength, Dexterity, and Charisma drop-
ping by | point and hit points by 2 points each hour
(a maximum loss of 7 and 14 points, respectively),
The only known cures for this poison are a full
doses of sweer water, a dispel magic spell (the
poison resists as if created by a 12th-level wiz-
ard), or @ cure dizease spell cast by a priest of at
least the | 2th level. There is rarely more than one

dose found in a single place.
of Protection from Immiscibility
XP Value: 500 GFP Value: 900

PoLyHEDRON Newszing 65

When thie potion is quaffed, it grants the imbiber
the ability to drink two additional potions withou
fear of incompatibility. The two potions must be
consumed within eight rounds of drinking the
potion of protection from immiscibility. 1f o charae-
ter drinks two potions after that time has elapsed,
be or she faces the possibility of immiscibility.

of the Pseudo Treant
XP Value: 300 GP Value: 800
PouyHEDeos Newsring 65
Upon drinking this liquid, the imbiber’s body
starts to stretch and change. Within six rounds the
user takes on the appearance of u tree (AC 0; MV
12; HD 7; hp 42; THACO 13; #AT 2; Dmg
1d8/1d8). The potion’s duration is | 0d4 turns.

of Psionic Ability
XP Value: 900 GP Value: 2,000
PoayyEnRos Newssine 65
This rure and valuahle porion has great potential
for nonpsionic characters, allowing them to gain
o randomly determined wild talent, While the
duration of the potion 15 1d6 months, the imhbiber
is free 1o consume other potions after two days.
This potion has no effect on psionic characters.

Psionics Boosting
XP Value GP Value
Gray: 200 350
Green: 300 600
Red: 350 650
Silver; 300 650
Violet: 300 630
White: 200 300
Yellow: 300 B0
Diacon Magarine 91

A few potions are known o psionic wizards and
alchemists that are capable of increasing a psionic
character’s attack and defense strengths for a hm-
ited time after being consumed. A potion of this
type takes effect one round after imbibing it, and
the cffects last 2d20 mrns,

Below are deseriptions of these potions, giving
their effects and brief words on the materials
required to manufacture them. Specific details of
potion-making are left up to the DM. Experience
points for these potions can only be gained by
psionic characters who consume and use them or
by the alchemist who designs the potion (depend-
ing upon the rules used); the drinker must employ
at least one of the psionic modes affected by the
potion before the duration of that duse capires,

The potions described here are most probably
the only ones of their kind, The major ingredient of
each is taken from a nonhumanoid creature native
to the Prime Material Plane that has psionic attack
or defense ability, and the effects of each potion
are closely tied to the abilities of the source crea-
ture. These major ingredients must be taken from
creatures slain without the use of magic or psion-
ics, failure to follow this rule spoils the ingredient
and make the resulting potion useless—perhaps
(10% chance) even poisonous. A character who
drinks a psionics bovsting potion receives extra
strength points when employing one of the attack
or defense modes that the potion affects. The boost
enables the drinker to attack or defend as if current
psionic strength was increased by the amount of
the boru=. However, the user cannot receive these
bonus points unless he or she has enough Psionic
Strength Points remaining to use the anack or
defense mode normally. For example, someone
who drinks the vialet porion does not receive

“bonus points for using a Psionic Blast unless that

character has al least 20 strength points remaining
(50 that attack mode could be used even if the
potion had not been consumed) and actually

employs a Psionic Blast attack.
i
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g Potion of the Peychotic Killer -~

Gray: Adds 50 artack points to all Psychic
Crush attacks, but makes no defensive alterations
in the imbiber. Parts from a psionic gray coze are
required to manufacture such a potion.

Green: This potion adds 50 points to all
Psionic Blast attacks made by the drinker, and
100 points onto all defense modes used as well. A
specimen of tissue from an algoid is required to
make this potion,

Red: This potion adds 25 points to any Psionic
Blast, Psychic Crush, or Mind Thrust attacks
made by the drinker, as well as 100 points to any
psionic defense mounted. The bruin of a su-mon-
ster is required to make this brew,

Silver: This drink adds 50 strength points 1o
any Ego Whip or Id Insinuation attacks made by
the drinker, and 50 points to any psionic defenses
osed. An intellect devourer's body is required 1o
make this potion

Violet: This potion adds 100 points to all
Psionic Blast artacks made by the drinker, and 50
points to any defense modes used while the
potion is in effect. The brain of a mind flayer is
required to make this potion.

White: Adds 50 attack points to all Mind
Thrust attucks made by the drinker but no defen-
sive alterations. This potion requires one brain
mole to create.

Yellow: This potion adds 50 points to all Id
Insinuation attacks made by the drinker, and also
makes the drinker immune to psionic attack for
the duration of the potion’s effects. One-half
cubic foot of material from a living colony of
psionic yellow mold, collected in an appropriate
container, 18 needed to make this potion.

of the Psychotic Killer
XP Value: — GP Value: 600
Pouynenron Newszine 65
Anyone gquulling this cwryed liquid immediately

\ 5

starts attacking everyone within sight for 1d8+4 i % LN A
rounds, ] Tt
of Pursuit
XP Value: 800 GP Value: 4,000
New lem

This purpligh potion increases a character’s
mavement rate by | more than that of any crea-
ture being pursued, for one round only. Found in
tiny, clear glass bottles, there is never more than
one dose of the pation of purswit in them.
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Pation, (ks of

Quirks of Magical Potions*
XP Value: GP Value:
Dwacon Magarine 163
The AD&D* game has one of the largest compi-
lations of magical items in the fantasy gaming
mdustry

The following tables have been created to add
sume spice and variety 1o existing magical items
in the AD&D game worlds. A table of nonstan-
dard magical item abilities is offered for cach
major type of magical item in the AD&D game.
The rationale for such quirks is simple.

Most items are created normally, and function
exactly us u stundard item of the same type in the
DMG. However, sometimes there is a slight
mishap in the creation of the device: the steps are
not followed in the proper order, the astrological
signs do not bode well, the item's creator is dis-
turbed to begin with, the instructions are incom-
plete, or something just plain gocs wrong. Any of
these results may cause a magical item to behave
differently from others just like it.

Not all quirks are bad, however. Some are
detrimental to the item or its user, some are neu-
tral, and some are even beneficial. The possibility
of quirks existing (and the actual number of
quirks) is determined by using the table below to
find the exact quirks that a magical potion pos-
E55ES

individual affected gains a +2 honus
against being surprised (unless he or
she possesses the alertness nonweapon
proficiency or is a ranger, in which case
add a +3 bonus)

36-30  Drinker cannot hear anything duc to
Roll Cuirks Present nnging or buzzing in ears for as long as
01-K6  No quirks the potion 1= in effect, or for three tums
87-94  One quirk il no duration is given
95-98  Two quirks 31-34  Potion is diluted and works 50% as well
99-00 Three quirks as a normal potion of the same type.
Both duration and effects are dimin-
Quirks of Magical Potions ished in power.
Roll Result 3540  Potion becomes inert and useless if left
01-05  Drinker glows (as per a light spell) a unstopped for longer than five rounds
random color for as long as the potion 4144 Potion’s duration doubles if it is mixed
is in effect, with wine prior to consumption.
06-10  Drinker’s skin turns a random color for 45-50  Drinker becomes highly intoxicated for
110 turns, 1d10 hours after the potion is con-
11-15  Drinker is unable to speak or cast spells sumed. Only dispel magic can prema-
with verbal components for 1d4 hours turely remove the effects of the
after drinking the elixir. drunkenness (effects determined by the
1621  Imbiber gets extremcly hungry imme- DM).
diately after the potion is consumed (as 51-53  Drinker gains 60° infravision for as
per a chime of hunger). long us the potion 1 in effect, or for
22-25 Drinker’s senses sharpen while the three tums if no duration 1s given. If the
potion is in effect, or for a maximum of drinker normally has infravision, it is
three turns (whichever is longer). The lost for the same amount of time
1
7 885

B ————— o o I

\




Potion of Rage

‘_

54-57
58-62

6366

67-71

72-76

TT-T8

TO-83

24-87

BE-R9

90-91

92-95

96-97

98-99

Potion has no effect upon demihumans.
Drinker experiences slight disorienta-
tion for 1d6 rounds after drinking the
potion (—2 penalty on any attack roll
and +2 penalty on Armor Class during
this time).

Drinker becomes drowsy; a Constitution
check on 1d20 must be made every
round for four rounds after the potion is
consumed. If the roll on any check is
higher than the drinker’s constitution, he
or she falls asleep for 3d6 minutes, The
sleeping individual can be awakened
only by taking at least 1 of pointdamage
from a physical or magical attack.
Potion is phesphorescent and glows
{equal 1o faerie fire spell) in the dark.
Pation is found in powdered form;
water has to be added to the powder for
the potion to be effective.

Pation 18 stronger than normal; its dura-
tion 18 150% of a normal potion of the
same type.

Potion is nauscating to drink; a Constitu-
tion check on 1d20 must be made in order
to gulp the contents of the potion. 15 a sayv-
ing throw vs. poison at +2 is not made
after that, the drinker feels nauseated for
2d10 tums {1 to hit during that time).
Drinker loses | point of Dexterity for
2d10 turns,

Potion evaporates (50%) or coagulates
{50%) and becomes useless if left open
o air for longer than five rounds,
Potion is unpredictable—it works nor-
mally 50% of the time, does nothing

30% of the time, and sickens the drinker

for 1d4+1 days without any beneficial
effect 20% of the time. A cure disease
removes this illness.

Potion is unstable; if severely jostled or
shaken, it bursts its container {75%
chance) and becomes useless.

Dirinker suddenly becomes extremely
verbose and talks incessantly for the
duration of the potion, or ane mrn if no
duration is given. During this time, the
drinker and his associates cannot gain
surprise on any encountered monsters.
If the potion 18 mixed with anything
else, it forms a lethal compound (if
swallowed, save vs. poison at —4 on the

roll, or die in 1d4 rounds).

Pation is addictive; a draft of it must be
taken at least once a week after such an
addictive liquid i3 imbibed. [f the addict
does not drink the potion every week,
he or she suffers a -2 penalty on all
ability scores until the potion is taken
or the affliction 15 removed. Only alter
realily, limited wish, wish, or going
“cold turkey™ without the potion for
1d3 months cure’ the addiction.

00

of Rage

GP Value: 400
PoOLYHEDRON Newszine 5
This unusual elixir is identified as a potion of heal-
ing B0% of the time. It has two effects: the imbiber
is instantly healed of 4 points of damage. The sec-
ond effect, though, remains hidden until the char-
acter is threatened, attacked, or angered. When this
condition 15 met, the potion causes the character to
become enraged, dropping everything in hand in
favor of the most damaging weapon within reach.
The character attacks the person or creature that
angered him or her, at +2 to attack and damage
rolls. The mage continues for 1d10 rounds.

XP Value: —

of Rainbow Hues
XP Value: 200 GP Value: 500
DumecEon MasteR Guide
This rather syrupy potion musi be stored in a
metallic container. The imhbiber can become any
hue or combination of hues desired at will. Any
color or combination of colors is possible if the
user simply holds the thought in his or her mind
long enough for the hue to be affected. IT the
potion is quaffed sparingly, a flask yields up o
seven drafts of one hour duration each.

of Recall
XP Value: 600 GP Value: 1,300
PowyiEoron Newsane 63
After drinking this potion, anything the imbibing
character reads, hears, or sees during 1d10 turns,
can be remembered at any time. This potion is
especially sought after by spies and map makers,

of Reflection
XP Value: 300 GP Value: 700
PouyseDron Newszine 65
This very rare potion causes the drinker to
develop mirror-like skin, clothing, and armor for
1EE4
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Potion of Safe Consumgion

‘—r

1d6+3 turns. The ndividual refleets the images of
creatures and scenery on all sides. Altacks against
such a character are made at —4 due to the dis-
torted image.

of Regeneration

XP Value: 500 GP Value: 4,000
Dracox Magazine 2
Acts as a ring af regeneration with a duration of
one day and revitalization ahility if the body is
fresh {up to three days, with a Constitution check
needed after the first). If applied over an extended
peried (at least two weeks) to an inactive charac-
ter, it can be used to regenerate a lost member of
the body.

of Regeneration L1
XP Value: 500 GP Value: 4,000
Dracox Magazine 132
A sip of this fluid gives the taster a tingling feel-
ing. Imbibing the whole dose causes the drinker
to enter regenerative slecp immediately, for eight
hours.

of Rejuvenation
XP Valne: 250 GF Value: 500
PoryHEDRON Newszine 65
This potion allows a character with psionic abili-
lics to regain PSPs at twice the normal rate per
hour for Ld4 hours.

of Rest
XP Value: 250 GP Value: 500
POLYHEDRON Newszine 65
After drinking this potion. a character is suddenly
relieved of all fatigue, receiving the benefits of
eight hours of sleep.

of Restoration
GF Value: 2,000
Dumceny Mapazine 4
This magieal fluid was first created by Kenither
the Gaunt. Each dose negates the effects of the
following spells and powers, restoring the
affected creature to its normal state: charm mon-
ster, charm person, feign death, forget, friends,
haste, hold person, polymorph other, polymorph
selfl ray of enfeeblement, sepia snake sigil, sleep,
slow, staneskin, strength, and Tasha 5 wncontrol-
lalle hideous laughter,
A palymaorphed creature restored by this potion
need not make a system shock roll. The liquid

XP Value: 300

also cures blindness and deafness, and restores a
crystallized creature and those tumed o stone by
gaze altacks. The potion can be administered by
pouring a dose on the subject or by the creature
ingesting it. In either case, it can negate more
than one spell. For example, if applied to a crea-
ture affected by both Tasha s uncantrallable
hideows laughrer and hasre, both spells would be

negated,

of Resuscitation
XP Value: 300 GP Value: 600
PoLyHERRON Newszine 65

When the cap of this exotic higuid 15 removed, a
highly magical pas 15 released. 1f opened under
the nose of an unconscious creature or character
who has 0 hil points or more, the gas revives
them. Characlers or creatures with 0 hit poeints
receive | point of healing. The gas does not work
on those with a negative score of hit points. The
potion also can be used to revive characters who
are the victims of sleep spells.

of Reverse Ventriloguism
XP Value: — GF Value: 500
PoivueEnaoN NMewszine 65

A randomly selected person or creature within 50
feet of someone drinking this pation can make
his or her voice sound as if it were issuing from
the imbiber. The selected speaker is instantly
aware of this ability and can talk in any known
language, through the imbiber, for one turn, To
detect the ruse, listeners must roll a successful
saving throw vs. spell with a penalty of 1.

of Rogue Wisdom
XP Value: 500 GP Value: 900
CannMasTER® Adventure Design Deck
Drinking this potion increases the ropue’s level by
two for five turms,

of Safe Consumption

XP Value: 300 GP Value: 500
PowyHEDRON Mewszine 65
When this sweet ligquid is consumed, the drinker
is rendered immune o the harmful effects of any
nonmagical food and drink for the next 24 hours,
Thus, the character is unaffected by ingested poi-
sons and can safely eat rotted food, tainted water,
or lousy cooking.
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Potion of Scent Newralization

—.

of Scent Neutralization
XF Value GFP Value
Controllable: 400 00
MNormal: 300 500

PoLyHEDRON Mewszine 65

This odorless liquid has the consistency of rub-
bing alcohol and appears in a variety of pastel
colors. It tends to taste like wild game and ren-
ders the imbiber odorless for the duration of its
effect—1d4+4 turns. One in 20 of these potions
also allows the character drinking it to control his
or her aroma in order to smell like anything he or
she desires. This latter version is prized by noble
waomen who use it to create individual perfumes.

of Serying
XP Value: 700 GF Value: 1,000
PoryHenros Newszine 65

When this potion 15 poured into calm, clear water,
it forms a silvery reflecting pool. The pool acts as
a crystal ball for 1d6 turns, and may be used only
by wizards. Many wizards favor these potions as
portable crysial balls.

of Seeing
XP Value: 300 GF Value: 500
Dracon Magazine |89
This petion instantly cures blindness in the
imbiber, whether it was the result of natural or
magical causes,

of Sensory Enhancement

XP Value: 250 GP Value: 500
PolyHEDRON Newszine 63
While drinking this potion, a character must con-
centrate on one of the five senses—the one
selected becomes enhanced. For 1d12 hours, the
potion’s effects imitate the animal that best fits
the ¢hosen sense. For example, a character may
acquire the eyes of an eagle or the nose of a
bloodhound,

of Shadow
XP Value: 400 GP Value: 1,000
PovvHEDroN Newszine 65
When swallowed, this ink-black substance
causes the imbiber's body and possessions to
become shadow. The character remains on the
ground or against a wall, like a normal shadow,
until & person or creature walks across his or her
path. In this instance, the character becomes the
shadow of that person or creature. The shadow

merely moves with the person or creature and
cannot attack or take physical actions during the
potion’s duration—2d 12 turns. When the potion
wears off, the character appears next to the per-
son or creature to which he or she was
“attached.” This potion is often sought after by
assassins and spies.

of Sharp Eyes

XP Value: 300 GP Value: 500
PoLyHEDRON Newszing 65
The character drinking this potion is able to see in
darkness as easily as in daylight. This does not
include magical darkness. Under normal lighting
conditions, the drinker gains +2 to all chances of
spotting secret doors and automatically spots any
creatures hiding in shadows. The duration is
ld4+4 turns,

of Sight
XP Value: 500 GP Value: 900
Dumcieoss & Dracoxs Rules Cyclopedia
The user can defect invisible things (as the magic-
user spell) for one turn. This negates blindness
for that time.

Singing
XP Valae: 200 GP Value: 500
PoLyHEDRON Newszine 65

When swallowed, this odorless, colorless draft
produces a warm, tingly sensation that allows the
imbiber to sing in a melodious, resonant voice for
ld4 hours. The character gains a singing profi-
ciency with an ability score of 18. If the character
already possesses the proficiency, the score
increases to 20,

Skeletal
XP Value: 200 GP Value: 650
Dracon Mogazine 198

The first of the “false undead” is not a creature,
but rather a potion that allows its imbiber to
appear to be an animated skeleton. The potion
was first created by Phomboulicos the Mender as
an aid for proper bone-setting. Once swallowed,
the potion causes all parts of the drinker'’s body to
become invisible, with the exception of the skele-
ton. This allows any broken bone to be clearly
seen, and it aids the bonesetter tremendously—to
be able to see when the bones are in place so that

they heal properly.
Of course, another possible use for the potion—
902
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2 Potion of Sobricty ..

one which was unforeseen by naive Phombaouli-
cos—is that it allows the imbiber to impersonate
an undead skeleton. Unlike various types of magi-
cal invisibility, such as those bestowed by spells
and rings, the skeletal potion’s effects are not
negated by attacks made by the imbiber. Once the
potion is consumed, its effects persist until the
potion wears off in 1d4+4 turns. Clothing and
armor worn are nol affected by the potion and
remain visible, as do any items carried.

Several points are worth mentioning. One, the
potion drinker, unlike a true (undead) skeleton, is
fully able to talk while under the effects of the
potion. Two, the imbiber’s invisible skin, fat, and
muscle prevent the skeleton from actually con-
tacting the things it touches. A careful observer
may note that the skeleton’s feet hover slightly off
the ground, the pelvis never touches a cushion on
which the skeleton sits, and objects seem to float
slightly over a skeletal hand holding them.
Finally, dust, paint, and other particulate or liquid
materials also reveal the presence of the invisible
flesh. Those wishing to pass themselves off as
undead would do well to remember that udead are
not fooled by invisibility.

of Sleep Bestowing
XP Value: 200 GP Value: 500

POLYHEDRON Mewszine 65
These drafts are usually brown in color and come
in hlack flasks. Once a character imbhibes the
elixir, for 1d8+1 rounds, he ot she can make any
intelligent creature fall asleep as a sleep spell for
2-3 hours just by speaking. The listeners grow so
bared, they fall asleep. The drinker cannot control
who falls asleep. This elixir was first created to
be placed into a kings cup—the court wizard
wanted the king to bore his subjects to sleep.
However, the king never tried the potion, since
his wine-taster put everyone in the royal cham-
bers into a deep slumber.

of Sleep Breathing
XP Value: 250 GP Value: 550
The Complete Thiefs Handbook
This potion allows the imbiber to breathe a col-
orless, odorless cloud of sleep-inducing gas up
to three times within an hour after drinking it.
This cloud is effectively a 20- by 20- by 20-foot
cube. Within the cloud, creatures are affected as
if struck by a sleep spell, the effects of which are
exactly duplicated by the cloud. If the thief does

not breathe out a cloud in this way within an
hour after drinking the potion, he or she must
save vs. spell or fall into a deep, comatose sleep
for 1d4+4 turns. This potion is obviously of
great value for a thief when dealing with num-
bers of low-level and peripheral guards while
working.

Sleeping
XP Value: 300 GP Value: 500
Assassin Mountam

This tart liquid lets the imbiber sink into restful
sleep for 2d6 turns, during which time the sleeper
feels a sense of well-being and peace. The potion
mimics the effects of normal sleep, so hit points
are regained as for a full might of rest, and spell-
casters can drink this potion instead of resting
betore memornizing spells. Upon waking, the user
can memaorize spells as if he had slept a full night.
Unwilling victims arc not entitled to a saving
throw. The recipient of this magical slumber
always wakes up mstantly if attacked. This awak-
ening nullifies any benelit of the potion.

of Sleepy Breath

XP Value: 250 GP Value: 500
PoLYHEDRON Newszine 63

The breath of the person imbibing this potion can
put any air breathing creature of up 1o 6 Hit [Jice
to sleep (save vs. spell to negate). The imbiber’s
hreath is a cone, 4 inches wide at the mouth, 12
feet long, and 6 feet wide at the base. The dura-
tion of the potion is a single breath.

of Snake Crawling
XP Value: 250 GP Value: 600
POLYHEDRON Newszine 63
This potion turns a character, and everything
worn or carried, into a writhing humanoid with
diminutive arms and legs. The imbiber is able 1o
crawl] at a movement rate of 12, The duration of
the potion is 1d4 hours,

of Sobriety
XP Value: 200 GP Value: 400
PowyHEnRON Newszine 65
The consumer of this potion becomes instantly
gober, no matter how mtoxicated at the time.
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Patson af Soul-Chilling
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of Soul-Chilling

XP Value: 300 GP Value: 500

POLYHEDRON Newszne 63
This foul fluid is an invention of a kobold
shaman. It always appears az a cobalt blue liquid
in & thimble-s1zed vial. Each vial can affect 100
gallons. The potion is normally used by pouring
it into a barrel of waler or ale. Those who drink
the mixture witness their skin turn a pale blue
and ice form on their bodies. Further, they are
subject to requests as if a suggesiion spell had
been cast on them. The effects of this potion last
1db turns.

of Speech
XP Value: 200 GP Value: 400
Dumiceoss & Dracons Rules Cyelopedia
The user can understand any and all languages
heard within 60 feef and can respond in the same
tongues. A language must be heard to be used
unless already known,

of Speed
XP Value: 200 : GP Value: 450
DimGEoN MasTer Guide

A potion of speed increases the movement and
combat capahilities of the imbiber by 100%,
Thus, a movement rate of 9 becomes 18, and a
character normally able to artack once per round
attacks twice. This does not reduce spellcasting
time, however. Use of a speed potion ages the
individual by one year. The aging is permanent,
but the other effects last for Sd4 rounds

of Spelljamming
XP Value: 600 GP Value: 1,300
PoLyHEDRON Mewszine 63
This rare and valuable potion allows any warrior
or rogue to operate a helm as a spelljammer of
equivalent level. In addition, any wizard or priest
whao imbibes this potion doubles his or her ability
at spelljamming. The duration is 1d4 days.

of Spirit Binding

XP Value: 250 GP Value: 800
Might of the Seven Swords
This potion, when splashed on a noncorporeal
spirit, solidifies it, reducing its AC by 5 (if no AC
is given, the potion gives it an AC of 5). If the
spirit has assumed a physical shape, the potion
locks it in that shape for 2d4 wns. I poured on a
character taken over by a spirit, the physical body
is paralyzed for 2d4 turns and the spirit is impris-
oned for that time.

of Spirit Flight

XP Value: 300 GP Value: 500
Wan Richten’s Guide to the Lich
This potion causes the imbiber’s spirit to depart
its body. The physical body instantly dies and can
only be resuscitated by a resurrection spell. Pay-
chically, the effects are similar to the spell asiral
travel in that the drinker is now a disembodied,
spirit creature floating about the Prime Material
Plane, invisible to normal sight and unable 1o
communicate.

While in this form, the drinker is effectively
removed from reality, unable to affect the physi-
cal world, and unable to be affected by it. The
spirit is imvulnerable to all forms of artack and is
invisible to all forms of detection except through
spells or devices designed to detect the presence
of the alignment of the drinker.

As stated, the spirit of the imbiber is unable to
W14
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™ Potion of Superior Healing __

return to 18 body unless a resurrecrion spell is
cast upon him or her. While in this state, the user
is only able to observe the physical world and
travel to the astral plane at will. If the astral
plane is entered, the user is vulnerable to any haz-
ards endemic to that environmeni. Otherwise, the
spirit will continue to exist for as long as its body
is intact.

There is one circumstance in which the disem-
bodied spirit is able to affect the physical world—
the spirit is able to appear as a ghostly, visible
form within mirrors. The spirit may not appear in
any magically enchanted mirror, however. While
visible, the spirit is able to move and make any
gestures it desires within the confines of the mir-
ror. Likewise, the spinit may appear at any size or
scale within the mirror desired. The ghostly
mmage can be maintained for 1d20 seconds each
hour, afier which the spirit must rest from the
excriion of crossing planar boundaries, if only
superficially,

Verbal communication is impossible, and the
spirit and people in the physical world are unable
to hear each other. Not even a speak with dead
spell can aid in this endeavor,

In Ravenloft: This potion is largely ineffective
in the Demiplane of Ravenloft, nor is astral ravel
possible in the demiplane.

of Stone Form
XP Value: 500 GP Value: 1,100
Potvirnnos Newszine 65

A charucier drinking thix magical mixture urns
into a living, stone statue. This grants the charac-
ter an AC of 0, a saving throw bonus of +3, and a
Dexterity loss of 3 for the potion's duration—
1d4+4 rounds. A character’s THACO and damage
rolls are not changed,

of Strength
XP Value: 400 GP Value: 800
Dungrons & Diacons Rules Cyclopedi
The user's Strength score becomes 18, and all
applicable honuses are pained immediately.

of Superheroism
XP Value: 450 GP Value: 750
GREYHAWE
A potion which resembles heroism except that it
increases fighter levels as follows:

Fighter Level Increase
lst-3rd level Four levels
4th-Tth level Three levels
Sth=11th level Two levels
12th-15th level One level
of Superheroism I1
XP Value: 450 GP Value: 750

Dusaton Mastir Guide
This potion gives the individual a temporary
increase in levels (see heroism pation) if the user
has fewer than 13 levels of experience. It is simi-
lar to the heroism potion, but more powerful , and

ix effects last just 5d6 rounds
Mumber  Additional
Levelof  oflevels Temporary
Imbiber  Bestowed it points
0 L] sdlo
Ist-3rd 5 dd10+1
4th- 6th 4 3d10+2
Tth-9th 3 2d10+3
10th-12th 2 1d10+4
of Superior Animal Control
XF Value: 300 GP Value: 600
Povyirnmos Introductony laase

This magical potion works just like a narmal
potion of animal control, except that control is
not limited to only one type of animal and the
duration is 4 hours.

of Superior Healing
XP Value: 500 GP Value: 1,000
Povynepros Newszine 63
This prized healing potion cures 6d8+2 points of
damage. If the potion is consumed in thirds, each
third cures 2d8 hit points. If more than one of
these potions is consumed in a 24 hour period, the

of Superhealing imbiber suffers a loss of 6d8+2 points for every

XP Value: 500 GP Valoe: 900  additional potion consumed.
Death’s Ride
This potion is exactly like a potion of healing,
except that it cures 3d6+3 points of damage. The
entire potion must be drunk al one time.
L]
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= Potion of Sustenance -~

of Sustenance

XP Value: 250 G Value: 350
PolyHEDRON Newszine 65
This thick liquid always has an appealing color,
ruby red or emerald green. [t smells hike fresh
baked bread or broiling steak. If the potion is
consumed, the imbiber recalls the taste of his or
her favornite food, and has ne need for food for the
next seven days. The potion does not negate the
need for waler,

Sweet Water
XP Value: 200 GP Value: 250
Dunceon MasTer Guide

This liquid 15 not actually a potion to be drunk
(though it tastes good). Sweer water is added to
other liquids in order to change them to pure,
drinkable water. It neutralizes poison and ruins
magical potions (no saving throw). The contents
of a single container changes up to 100,000 cubic
feet of polluted, salt, or alkaline water into fresh
water. [t turns up to 1,000 cubic feet of acid into
pure water. The effects of the potion are perma-
nent, but the liguid may be contaminated after an
imitial period of 5d4 rounds,

of Swimming
XP Value: 500 GP Value: 900
Cheagmmre!
The user may swim in any liquid at the rate of 18,
even if encumbered. The user does not sink (even
if pushed below the surface) unless carrying
more than 300 pounds. The potion docsn't allow
the user to breathe water. The effects of this

potion last for cight hours,

Teleportation

XP Value: 500 GP Value: 1,900
PoLyHEDRON MNewszine 63

This potion typically comes sealed in a metal
flask. It takes two turns to consume the entire
contents, after which the imbiber is releported to
the first place visualized—provided it is within
106 miles of the current location.

of Thievery
XP Value: 350 GP Value: 950
The Complete Thief's Handbook
Similar to, but weaker than, the potion of masier
thigvery, this potion also grants the thief drinking
it lemporary increases in levels, hit points, and

skills, if he or she is of 9th or lower level prior to
drinking it, as shown below:

Increase
Level of  Levels Added in cach
Imbiber Bestowed  Hit Points Skill
1st-3rd 5 S5dé +20%%
4th-6th 4 4d6+1 +16%
Tth-9th 3 ide+2 +12%
10th-12th 2 2d6+3 +8%

As with the potion of master thievery, the indi-
vidual acts in all respects as a thief of the higher
level gained after drinking the potion, with the
increase in thieving skills being equally spread
across all categories by the bonus shown. Dam-
age sustained is taken from additional temporary
hit points gained first. The effects of the potion
last for 1d4-+4 turns.

of Thinness

XP Value: 250 GP Value: 600
PoLyHEDRON Newszine 65
Most pations of thinness are found in four-dose
flasks. When consumed, the drinker’s trunk size
is rednced from narmal propartions to paper-
thinness. This permits the character to pass
through cracks or flatten against a wall to hide.
The potion also reduces the character’s weight to
that of parchment—a hazard if the potion is con-
sumed in strong winds. The effects of the potion
last 1d4 turns.

Toad Skin

XP Value: 500 GP Value: 1,000
POLYHEDRON Newszine 63
A character drinking this potion immediately
gains hundreds of wart-like nodules that cover
the entire body. The warts, which last for 1d6+6
rounds, exude a caustic fluid which does not
harm the imbiber, but burns other characters
and creatures. When a foad skin character suc-
cessfully makes a bare-handed attack against
another character, the victim suffers 1d4 points
of damage and begins gagging and writhing
from the burning sensation for the next four
rounds. Undead are immune to fead skin
attacks.
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Potzon of Truth

M

of Tongues
XP Value GP Value
Speak with animals: 200 500
Speak with dead: 250 600
Speak with monsters: 250 600
Speak with plants: 200 500
Tongues: 250 600
PouyHEDRON Newszine 65

There are five varictics of this potion, each may
be used by any character class. Every romgues
potion provides magical linguistic abilities to the
character who swallowed it for 1d4+44 turns.

Roll  Potion

01-30  -Tongues

360 Speak with animals

61-80  Speak with dead

81-90  Speak with monsters

91-00 Speak with plants
of Toughening

XP Value: 300 GP Value: 600
Drason Magazine 9]

Quaffing this potion immediately adds 1d12+1d6
hit points to the user’s current total, even if the
final total exceeds the maximum number of hit
points possible for the character. However, these
new hit points are held in reserve. Any damage
taken by the character is first deducted from the
character’s own hit points; only after all of these
hit points are gone are hit points subtracted from
those bestowed by the ponon.

The duration of the potion (and the hit points it
grants) is only 1d6+6 turns. Thus, if someone has
received extra hit points from this potion and has
lost all normal hit points, there 18 a limited
amount time 1o lind a way to heal all or at least
some of the damage taken before the potion
wears off and the bonus hit points disappear. If
this happens, the character collapses unconscious
with 0 hit points and continues Lo lose one hit
point per round after that. Unless the stricken
character receives aid, death occurs at -10 hn
points. Any normal or magical methods of heal-
ing injuries work,

If the drinker Inses all normal hit points and all
the hil points bestowed by the potion, he or she
immediately falls unconscious or dies; and then is
considered to have a negative total of hit points
equal 1o the number of points that were granted by
the potion. If this number is between =2 and -9,
the character has a chance of recovering if aid is

received before sinking to ~10. If this number 15
-10 or lower, the character dies instantly. Potions
of toughening should only be taken singly; if a sec-
ond dose 15 consumed before the first one has
worn off, the second dose has no effect, and the
drinker must make a system shock roll or die.

of Tragic Heroism
XP Value: 250 GP Value: 400
Pourneneos Newszine 65
This elixir works as a potion of superheroizm, with
the following additional effect—all monsters
within 20 feet of the charucter quaffing the potion
stop whatever they are doing and attack the charae-
ter. The monsters fight until they are slain or the
character dies. To paladins and other heroic fig-
ures, this potion has considerable appeal.

of Treasure Finding
XP Value: 600 GP Value: 2,000
Dumscros MasTer Gude
A potion of treasure finding empowers the drinker
with & location sense, so that he or she can point
1o the direction of the nearest mass of treasure.
The treasure must be within 240 yards, and its
mass must equal metal of at least 10,000 copper
pieces or 100 gems or any combination.

Mote that only valuable metals (copper, silver,
electrum, gold, platinum) and gems and jewelry,
are located. The potion won't locate worthless
metals or magical items that don't contain pre-
cious metals or gems. The imbiber of the potion
can “feel” the dircction in which the measure lies,
but not its distance. Intervening substances other
than special magical wards or lead-lined walls
cannot withstand the powers that the liquor
bestows upon the individual. The effects of the
potion last for 5d4 rounds. (Clever players will

antempt triangulation.)

of Truth
XP Value: 400 GP Value: 900
PoLyHEDRON Newszme 65
Developed by a wizard interested in investigating
criminal activities, thig potion is intended to be
consumed by someone who s to be questioned.
One round after being swallowed, the potion puts
the character into a trance for 1d4 turns. The
character freely and literally answers any ques-
tions asked during the trance, provided the ques-
tions are posed in a language the character can

understand.
w0
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-‘ Potion of Vampirian _.

Truth Drug
XP Value: 200 P Value: 300
Daacos Magazine 43
A victim who ingests a dose of the drug falls into
# stupor and is forced to answer 1d4 questions
truthfully.

of Ugliness
XP Value: — GP Value: 250
PoLyHiDEON Newszing 63

Drinking this elixir causes the loss of all but 1d4
points of Charisma for 3d12 hours, The character
polymorphs imo a creature resembling a large,
slimy humanaid toad. The humanoid, complete
with warts and a repulsive odor, is capable of nor-
mal activities.

of the Undead
XP Value: 700 GP Valoe: 1,200
Pouynrnsos Newszine 65
Drinking this potion polymorphs a character into
the appearance (and odor) of a zombie for 1d4+1
hours. The character cannot be turned and retains
all original statistics and Armor Class. There is an
B0% chance that other undead believe the chare-

ter is-a true zombie,

of Undead Control
XP Value: 700 GP Value: 2,500
Dumicron Mastenr Guide
This potion in effect gives the imbiber the abil-
ity to charm certain ghasts, ghosts, ghouls,
shadows, skeletons, spectres, wights, wraiths,
vampires, and zombies. The charm ability is
similar to the |st-level wizard spell, charm per-
son. It affects a maximum of 16 Hit Dice of
undead, rounding down any hit point additions

6 Spectres
7 Wights

8 Wraiths
9 Vampires
10 Fombies

In Kara-Tur: This potion is not normally
available in Oriental lands. The result should be
rerolled.

of Underground Awareness
XP Value: 500 GP Value: 1,100
Powyneoror Newszine 65
The imbiber of this potion gains abilities to aid in
underground travels. These potions vary widely
in the abilities conferred. A typical potion, which
grants 144 abilities, lasts for 1d4+4 hours.

Roll  Skill conferred

01-04  Detect new tunnels/passages.
06-08  Detect grade or slope.
0911  Determine direction of travel,
12-14  Determine depth underground.
1516 Detect shifting walls/rooms.
17-18  Detect unsafe constructions.
19 20 Detect stonework trups/pits.
of Useful Appendages
XP Value; 250 GP Value: 800

PoLylicmwos Newszine 65
When this potion is quaffed, the character forms
one or more appendages; the formation takes two
rounds. The appendages vanish after 1d4+4 rums
or after suffering five points of damage each.
Consult the following table to determine the

appendages grown.

to the lowest die (4+1 equals 4 Hit Dice). The  Roll Appendage Damage
undead are entitled to saving throws vs. spell | Tail 1-8
only if they have intelligence. Saving throws are 2 Two arms 1-2 each
rolled with -2 penalties due to the power of the 3 Two crub cluws 1-4 cach;
pation; the effects wear off in 5d4 rounds. To erush for 1-10
determine the type of undead affected by a par- 4 Four tentucles I-6 cach
ticular potion, roll 1d10 and consult the follow-
ing table: of Vampirism
XP Value: 500 GP Value: 1,600
Roll  Undead Type Pouviitoros Newszme 635
| Gihasts An odd, necromantic brew, this potion causes
2 Ghosts any character taking it 1o undergo a frightening
3 Ghouls metamorphosis. The change takes one round 10
4 Shadows complete and i1s very painful. At the end of the
5 Skeletons transformation, the character gains the appear-
340
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. Potion of Venom -

ance and many of the abilities of a vampire. The
churucter van spider climb and turn to gareons
form at will, regenerate three points of damage
per round, The character is not restricied to
durkness, does not gain any attack bonuses,
charm ability or other benefits, nor can he or
she drain levels. The duration of the potion is
1d10+10 turns

of Venom

XP Value: 450 GP Value: 990
PovyiEDRoN Newszing 63
When a character imbibes this potion, sharp
fangs dripping venom grow from the mouth,
Anvone bitten by this character takes 1d4 points
of damage and must save vs, poison or die in
1d8 rounds. The imbiber is immune to the
venom. The effects of the potion last for 5d4
rounds,

of Ventriloguism
XP Value: 200 GP Value: 800
Durceos MasTer Guide
This allows the user to make his or her voice
sound as if it (or someone’s voice or o similar
sound) were issuing from someplace other than
where it 1s—from another creature, a statue, from
behind a door, down a passage, or across the

alley. The user can speak in any language he or
she knows, or make any normally made sound. To
detect the ruse, listencrs must roll a successful
saving throw vs. spell with o penalty of -2. If cast
in conjunction with other illusions, the DM may
rule greater penalties or disallow an independent
saving throw against this effect—the combined
illusion may be perfect! The imbiber can use the
ventriloguist ability up to six times within the
duration of the potion

of Visions

XP Value: 50 GF Value: 250
PoLyienmos Newszine 63
This is a cursed version of the potion of fore-
warning, and 90% of the time it is identified as
that beneficial potion. For one turn, the imbiber
enters a trance and “sees” the future. Only in this
case, the imbiber is deceived; the visions are not
true and always depict the imbiber suffering mis-
forune.

of Vitality

XP Value: 3,000 GP Value: 2,500
Durceon MasTer Guide
This potion restares the user to full vitality
despite exertion, lack of sleep, and going without
food and drink for up to seven days. It nullifies
up to seven days of deprivation, and conlinues in
effect for the remainder of its seven-day duration,
The potion also makes the user proof against poi-
son and disease while it is in cffect, and the user
recovers lost hit points al the rate of one every
four hours,

Wallac’s Potion of Speedcasting

XP Value: 400 GP Value: 900
1992 Fantuwy Collector Coard 272
Wallac has been producing potions for years,
He has also tried to create many new potions—
usually with either explosive or no effects. The
potion of speedcasting it one of his few suc-
cesses. When any spellcaster takes a dose of
this potion, casting time is halved. Thus, a spell
with a initiative modifier of 6 can be cast with a
modifier of 3 under the influence of & potion of
speedeasting. Spells with an initiative modifier
of 1 are instantancous, always going off at the
beginning of the round, before any other action
takes place. The effects of the potion last for
5d4 rounds.
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'\‘ Potbon of Worm Calling

of Water Adventuring
XP Value: 800 GP Value: 1,800
1992 Fantusy Collector Card 271
When a dose of this potion is consumed, two
effects are conveyed upon the imbibers: they are
able to breathe underwater and they are affected
as if a spell of free action had been cast upon
them. The effects last for one hour plus an addi-
tional 1d10 rounds, There is a 75% chance that
the potion contuins two doses and a 25% chance
that four doses are found.

of Water Breathing
XP Value: 400 GF Value: 900
The War Rafts of Kron
The effects are the same as the 3rd-level wizard
spell and last for one hour per dose.

of Water Breathing 11
XP Value: 400 GP Value: 900
Port of Raves's BLurs
This potion works the same as the spell cast at the
12th level, but only works 50% of the time.

of Water Breathing 111

XP Value: 400 G Value: 900
Duwcieon Master Gulde
It is 75% likely that a water breathing potion
contains two doses and, 25% probable that there
are four in the container. The potion allows the
character drinking it to breathe normally in lig-
uids that contain suspended oxygen. This abil-
ity lasts for one full hour per dose of potion
quaffed, with an additional 1410 rounds (min-
utes) vanahle. Thus, a character who has con-
sumed a water breathing potion [ could enter
the depths of a river, lake, or even the ocean and
nol drown while the magical effects of the
potion persisted.

of Water Movement
XP Value: 350 GP Value: 650
e Minrothad Guilds

A ground pearl fragment is the primary ingredi-
ent in the water elf porion of water movement.
This potion allows the imbiber 1o move underwa-
ter or on the Elemental Plane of Water as easily as
if he or she were surrounded by air. The effect
lastz for one day. It does not, however, enable the
user to breathe under water; some other method is
required to gain that ability

of Wizardry
XP Value: 350 GP Value: 900
Pouynrneos Newsrine 65
This potion, which has a duration of 1d4+4 mims,
only beneflits wizards, giving them a temporary
inerease of 3 levels of experience. This improves
their attack rolls and saving throws. In addition, it
allows them to cast spells as if they were 3 levels
higher. It does not grant additional spells.
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of Worm Calling
GP Value: 250

XP Value:
Pouvimpsos Newszine 65

This potion causes the drinker to become irre-
sistible 1o all crawling insects, animals, and mon-
sters, such as snakes, worms, carrion crawlers,
and caterpillars. The location of the character
determines the type of creature attracted, Each
potion Iasts 1d12 turng, and 15 creatures are
atiracted to the drinker per rurn
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~ Potion, Zak's Potion of Invulnerability -

Zak’s Potion of Invulnerability

XP Value: 650 GP Value: 1,600
1992 Fantasy Collector Cand 275
Zak's pation af invidnerability is basically a lig-
uid minor glabe of imvulnerability, and may be
used by all classes, Upon ingestion of this potion,
the imhiber is immune to all 1st, 2nd, and 3rd
level spell effects for 5d4 rounds. The globe is not
stationary as that of the spell, but moves with the
imbiher, allowing him or her to engage in combat
and spelleasting from multiple locations. A suc-
cessful dispel magic spell negates the effects of
the potion.

ZLZombie Blood
GP Value: 1,200

Forbdden Lore
This horrid potion can turn a normal person into
a zombie for 1dd+1 days. It is colorless, odorless,
and tasteless, making it easy to slip into food or
drink. The potion can be attuned to a single
master if that person stirs the potion with a finger
prior to giving it to the victim. Once consumed,
the person becomes mentally like a zombic. The
bady is still alive, but he or she does nothing
without explicit orders. If the polion was stirred,
then the zomhie obeys only that person, other-
wise the new zombie obeys any order. The victim
does not even eal or sleep unless commanded. He
or she cannot feel pain and is immune to sfeep
and ¢harm spells, just like a zombie.

In combat, hit points and saving throw values
are retained, but THACO and damage are the
same as a normal zombie. The character is still
affected by physical damage and even poison,
The person can be turned just like a zombie, but
cannot be destroyed. 1f the turning attempt would
destray a normal zombie, the effects of the potion
are negated immediately,

In Ravenloft: Knowingly using this polion is
cause for a Ravenloft powers check.

XP Value: 700

Zombie Broth

GP Value: 1,200
The Milcman Empere
This is a foul-smelling magical potion.
Zargosians typically brew it in large iron caul-
drons, adding unspeakable ingredients. They use
this concoction as the first step in the process of
turning people into zombies. Any human, demi-
human, or humanoid who drinks zombie broth
must immediately attempt a gaving throw vs. poi-

XP Value: 700

son. If successful, there is no effeet.

If the saving throw is missed, the characler’s
Intellipence drops to 3, and he or she loses all
self-motivation and will-power. Movement rale
drops to 6. The character is cffectively a slug-
gish, mindless automaton. A victim of zembie
broth must obey the commands of anyone with-
oul hesitation, even self-injury if told to do so.
He or she can perform only very simple tasks,
such as talking, walking, opening a door, pick-
ing up or dropping objects, or rowing a boat,
The character automatically misses in combat—
too ®out of it to fight. Spell casting is out of the
question. The potion also acts like a truth serum;
the character answers all questions to the best of
his or her ability.

The effects of drinking zombie broth last for
one full day. During this time, the character can
neither hold down nor has a hunger for normal
food and drink—the hapless vietim craves only
maore zonthie broth. 1f the character should die
of lack of food and water while under the influ-
ence of the broth, he or she becomes an undead
zombie.

Powders

Magical powders are usually stored in small
paper packets, cloth pouches, or hollow hlow
tubes made of glass, wood, metal, or bone. A
packet or pouch can be shaken to cover the arca
around the user to a radius of 5 feet. This action
lasts an entire round and powders used in this
manner can affect the user.

Alternatively, powder in a tube can be blown
outward in a 10-foot long cone shape that is |
foot wide at the apex and 5 feet wide at the end.
Used in this manner, the powder has no chance of
affecting the user (unless it rebounds due to wind
or similar circumstances), Powders may also be
blown from the user’s hand, but can only affect a
single individual within 5 feet of the user.

Roll  Powder Type
01-13 Bran

14-25 Cosmetic
2638 Dust
39-50  Farina
51-63  Cirain
=75 Pounce
T6-88  Powder
Ro-00 Tale
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\ Powder, Black Ans

Absinthe
XP Value: 100 GP Value: 500
Dracon Mugazine 33
When applied to another person, that person
takes twice the damage given to others for 24
hours or until dispelled,

African Ju Ju

XP Value: 100 G Value: 500
Dracon Magaxine 33

This powder increases the wearer’s Charisma by

2. It also grants a +2 bonus to all saving throws
for 24 hours.

Allspice
XP Value: 150 GP Value: 750
Dracon Magazine 33
This powder adds 1 point to Stwength for 24 hours
when rubbed into the skin of the arms and legs.

Allspice I1
GP Value: 1,000
Dracon Magazine 33
Adds a +4 bonus to all saving throws vs. spell for
24 hours.

XP Value: 250

Anger
XP Value: 300 GP Value: 1,500
Deacon Magazine 33
When used before combal, any warrior or
werecreature can be calmed to the point where
they enter neither berserker rage nor wereform.
One application of powder of anger can even
keep a werecreature from suffering the alterations
of his or her lycanthropic disease during times of
full moons or other environmental triggers. The
effects of this powder last for 24 hours.

Anise
XP Value: 100 GP Value: 500
Dracox Magazine 33
This powder, also called Aries powder, doubles
range and effect (enabling the user to see infrared
and wltraviolet) of clairvoyance spells for 24
hors.

Aphrodisia
XP Value: 200 GP Value: 400
Dpacon Magaeine 33
This powder raises the user’s Charisma by 3
points (to a minimum of 18} for 24 hours. The
powder causes all members of the opposite sex 1o

make a saving throw vs. spell or fall under the
effects of a charm spell for the duration of the
powder.

Arabian Nights
XP Value: 300 GP Value: 550
Dyacon Magazine 23
This powder raises the user's Charisma by 2
points for 24 hours,

Attraction
XP Value: 200 GP Value: 400
Daacoxn Magazine 33
This powder raises the nser’s Charisma by 3
points for 24 hours.

Bats® Blood
XP Value: 250 G P Value: 750
Dracox Magarine 33
This toxic powder causes 2d4 points of damage
when sprinkled on characters of good alignment.
This cursed powder often is misread as a random
beneficial powder,

Bendover’s
XP Value: 1,000 GP Value: 3,000
Dieacon Maguaine 33
This powder grants a bonus of +5 to saving throw
vs. death magic for 24 hours,

Bergamot’s
GP Value: 1,800
Dracos Magazine 33
Bergamoi 5 powder grants a +3 to saving throws
vs. spell for 24 hours.

XP Value: 600

Black Arts
XP Value: 700 GP Value: 2,100
Dpeacos Megazine 33
When applied to the forehead and sprinkled in an
“X" over where a victim will step, the victim
must make a saving throw vs. death magic or
instantaneous death results. Only characters of
evil alignment can use this powder. The powder’s
effect lasts for 24 hours or until one victim passes
over the “X." Whether the victim dies or not, the
powder loses its potency after one use.
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of the Black Veil
XP Value: 1,000 GP Value: 3,000
Tome of Magic

This sooty, black powder causes temporary magi-
cal blindness w all those in the arca of effect. If a
creature's saving throw is suceessful, he or she
suffers no effects. [f the saving roll fails, the crea-
ture is binded and suffers a -4 penalty (o attack
rolls, a -4 penalty to Armor Class, and a +2
penalty to initiative rolls. Blindness persists each
round until the victim succeeds at a saving throw
vs. spell, at which time the effect is instantly
negated. An entire packet or blow tube must be
used for each application.

Bottom #20
XP Value: 100 GP Value: 300
Dracos Magazine 33
When applied to the doorknob of the victim’s
house, the victim must make a saving throw vs.
spell at -3 or receive 3d6 points of damage when
he or she tries 10 leave home. The powder main-
tains its potency for 24 hours,

Bruno’s Curse
XP Value: 200 G Value: 400
Datasiom Magazine 33
This powder grants protection from evil as the
spell. The effect lasts for 24 hours

Buddha
XP Value GI* Value
Type 1: 300 00
Twpe 11; 600 1,K00
Type 111: 900 2,700

Deacos Magazine 33
This powder increases a priest’s likelihood of
gaining requested spells. There are three different
potencies of the powder that currently exist. The
powder functions for 24 hours. Usually, priesis
and clerics anoint themselves with this powder
when they return to the temple to requoest mons

spells.

Type Increased Chances
Type 1 +5%
Type 11 +10%
Type 111 +15%

Bull's
XP Value: 100 GP Value: 300
Dieacos Magaeme 33
This powder increases Strength to 18 for one
turn, then subtracis 2 points from the user’s origi-
nal Strength for six turns,

Carnation

XP Value: 150 GP Value: 450
Duanos hagazine 33
This powerful powder cures all nonmagical dis-
eases the user may suffer from. For the 24-hour
duration of the powder, the user is immune o all
nonmagical and magical diseases, including
lycanthropy,

Chocolate
XP Value: 100 GP Valoe: 250
Dmacon Magazine 33
Makes all wandering monsters friendly for one
day if saving throw vs. spell fails, If the monsters
make their saving throws, they will go into
frenzy.

Citronella
XP Value: 125 GP Value: 650
Diacion Magazing 33
This powder adds +3 1o Charisma for 24 hours,

Civet
XP Value: 100 GP Value: 300
Deacos Maganne 33
This powder grants profection from good
{reversed priest spell protection from evil) for 24
hours.

Cleo May
XP Value: 100 GP Value: 300
Diacion Magazine 33

Also known as Cleopatra ¥ powder and come fo
me powder, this powder raises the user’s Cha-
risma by 4 points for 24 hours. If the user’s Cha-
risma increases past 18, the powder causes all
members of the opposite sex to make a saving
throw vs. spell or fall under the effects of a charm
spell for the duration of the powder.

of Coagulation
XP Value: 500 GP Value: 2,500
Tome of Magic
When placed on an open wound, a pinch of this

vellow powder stops all bleeding and heals 1dé
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pomis of damage. Each pouch or packet contains
4d4 pinches. A blow tube contains one use, but
stops bleeding and heals 1d4 hit points for all
creatures in the area of effiect.

of Comeliness
XP Value: 500 GP Value: 900
Prince of LaNEHMAR
The powder of comeliness 15 very popular among
upper-class women. The price, however, makes it
unavailable o all except the wealthy. It currently
comes in o small erystal canister with a silver lid.
The lid is designed with intricate flowers and
leaves from the rose bush. The Order of Apothe-
caries” members are the exclusive manufacturers
of this product, but the Sorcerers’ Guild created
ihe original Charisma-altering spell.

The powder is magically enchanted to give the
wearer a 1d2 bonus to her Charisma score. The
powder also enhances femininity, which prevents
male characters from using it. 1f a man were to
use this powder, hiz Charnisma would be lowered
by 1d2 points for the duration of the effects.

The powder 18 good for a total of 24 hours, s
which puint it disappears, The powder can also be
removed by water within the first five minutes
after application. Onee the initial five minutes ana
over, the powder of comeliness cannot be removed
for 24 hours.

The powder is a very costly item, since its
effects are so very popular. It costs 100 gp fora
sample, which is enough for about two weeks.
The user merely uses the conon ball that is sup-
plied, the cotton swab is daintily paned into the
powder, and the powder then dabbed onto the
face.

The effects of the improved comeliness are
instantancously seen. Once the powder has been
placed on the fuce, putting on more does noi
improve the Churisma of the character, it only
lengthens the effects,

If a double dose is placed on the face, the
effects of higher Charisma last for a total of 48
hours. As many doses of this powder can be
placed on the face as desired, but the length of the
effect is the only thing that is improved.

Concentration

GP Value: 1,200
Dascosy Magarine 33
This powder causes silence in a 30-foot adius for
24 hours. The powder can be rubbed on an indi-
vidual or onto an object.

XP Value: 400

Confusion
GP Value: 2,700
Dracon Mogaeine 33
This powder causes canfision, as the spell, when
thrown or applied to another for 24 hours, Saving
throw vs. spell is applicable,

XP Value: 900

Conquering Glory
XP Value: 500 GP Value: 1,500
Drscos Magazine 33
The powder of conguering glory adds +1 to the
user’s THACO when applied to a weapon (magi-
cal or otherwise) for one tumn.

Controlling

GP Value: 1,800
Dieacon Magaeine 33
This powder charms its victim, as a charm person
spell, when applied 1w another or thiown in con-
bat. It can also chars manster, adding a +1 bonus
to the monster's saving throw for each Hit Die
above | for 24 hours.

XP Value: 600

Crab Apple
XP Value: 100 GP Value: 300
Deacios Maganne 33

When applied 10 another, the powder causes the
individual 1o be well disposed toward the user (in
the way of giving information, buying drinks, and
the like) for 24 hours. The powder can be applied,
thrown onto the victim, or mixed into food or
drink. The victim is granted a saving throw vs.
spell to counter the effects,

Crossing
XP Value: 600 G Yaloe: 1,800
Dracion Magazine 33
When sprinkled in the victim's path, this pow-
der causes the victim to sustain 3d6 points of
damage. The victim's Strength and Constitu-

Commanding tion are lowered by 3 points for the day if a sav-
XP Value: 300 GP Value: 900 ing throw vs. spell fails. Only evilly aligned
Dranos Magazine 33 characters can use this powder without align-
This powder acts as a command spell when  ment difficulties.
touched to another for 24 hours.
WRER
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Cumin Seed
XP Value: 100 GP Value: 300
Dpacon Mogaeine 33
When sprinkled in the doorway of one’s
dwelling, this building will be protected from
evil as the spell protecrion from evil 1V radius
for 24 hours.

Cypress Seed
XFP Value: 100 GP Value: 300
Dracos Magazrine 33

Cypress seed powder increases the probability of
a friendly reaction (granting a +5 Reaction
Adjustment bonus) from devolees of chaolic gods
for 24 hours unless a saving throw vs. spell is
successful. If successful, the followers are more
apt to be unfriendly toward the user (suffering a
=T reaction adjustment penalty).

Damnation
XP Value: 300 GP Value: 900
Dradow Magazine 33

When sprinkled on another, the victim must make
a saving throw vs. poison or die. If the victim
dies, a Wisdom check must be rolled. If the check
fails, the victim is trapped on the Prime Material
Plane as a ghost or poltergeist (50% chance for
either). The apparition appears 1d4 weeks after
death from this powder.

Desiré Eme’s

GP Value: 1,500
Deagon Magurine 33
When applied, it makes the next being (regardless
of the species) of the opposite sex fall madly in
love with the user for 24 hours. No saving throw
15 allowed unless the being has an Intelligence of
5 or greater.

XP Value: 500

Doas Isay’s Powder
XF Value: 300 G Value: 900
Dracox Magazine 33
This powder gives the user the power o defect
ilfusion and detect charm for 24 hours.

Double Cross
GP Value: 1,800
DeaGon Magazine 33
When sprinkled on an enemy, it confises the vic-
tim as the spell of the same name. Also, when
applied to oneself, it causes anyone with an Intel-
ligence of 10 or less to believe whatever the

XP Value: 600

wearer says (no saving throw). The powder lasts
for one turn.

Dragon’s Blood

GP Value: 1,500
[rracon Magazine 33
This potent powder will remave curse, cire dis-
ease, dispel charm, and cure 3d6 points of dam-
age. For the next 24 hours, the user is immune to
all curses and charms.

XFP Value: 500

Dream
XP Value: 600 GI* Value: |,800
Dracon Mapazine 33
This powder causes sfeep when sprinkled on a
victim, The effect lasts for 24 hours and cannot
be removed unless a dispel magic, wish or similar

spell is used.

Dypshez’s Powder of the Black Veil
XP Value: 1,500 GP Value: 4,500
1992 Fantasy Collector Card 507
This sooty, hlack powder causes temporary blind-
ness to all who fail a saving throw vs. spell.
While affected, a character suffers a -4 penalty to
attack rolls and AC, and suffers a =2 penalty to
mmitiative rolls. Saving throws are made every
round until all affected characters succeed. At
that point, due to the illusionist Dypshez’s magi-
cal enhancements, affected characters are only
able Lo see nonliving objeets for two further
rounds, as if everyone in the arca had been ren-

dered magically invisible.

Elixir
XP Value: 500 GF Value: 900
DumaGoons & Dracons Master Set
In Arabic legend, this powder was sprinkled on
battle-wounds, curing them. Treat as a potion of
expra-healing, but it is applied topically, instead
of being consumed,

Enchantment
G Value: 2,700
Dracon Magazine 33
This powder adds a bonus of 42 to the user’s Cha-
risma for 24 hours,

XP Value: 900

J
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Eucalyptus
XP Value: 200 GP Value: 600
Deeacon Magasine 13
When rubbed into wounds, this powder cures 246
points of damage.

Eve
XP Value: 300 GP Value: 900
Dracoy Magazine 13
When used by a female, it has the ability to
charm men for 24 hours,

Evil Eye
XP Value: 200 GP Value: 600
Dieagon Magarine 33
This powder grants the user protection from evil
for 24 hours.

Excisement
XP Value: 300 GF Value: 750
Dracos Magazine 13
This powder acts as a nemove curse spell.

Exodus
XP Value: 200 GP Value: 600
Dracion Magasine 13
When thrown on another, the vietim flees from the
thrower for one full wern (save vs. spell to negate).

Five Finger Grass
XP Value: 250 GP Value: 750
Dmacen Magazine 33
This powder grants the user protection from good
and increases Dexterity by 2 points (maximum of
18) for 24 hours.

Frangi Pani
XP Value: 200 GP Value: 600
Dacon Magazine 33
When applied, all those around the user will trust
him or her and tell secrets, indiscretions, ete. for
one tum, A saving throw vs. spell at a -3 penalty
is applicable,

Galangale's
XP Value: 100 GP Valoe: 400
Dpacion Magazine 33
When Galangale s powder is applied before
going to court or before the constabulary, the
judge or constables always find in favor of the
user (unless a saving throw ve. spell 15 made).
This powder lasts for one turn.

Gardenia
XP Value: 200 GP Value: 600
Dmacos Magazine 33
When sprinkled on an opponent, the victim suf-
fers the effects of a hold person spell for one turn
unless a saving throw ve. spell is successful.

Getaway's
XP Value: 300 GP Value: 900
Dieacion Magazine 33
This powder will protect a dwelling from evil (as
the spell) for 24 hours,

of Good Taste
XP Value: 100 GP Value: 200
Pouvimeneon Newszine 79

A single pinch of this soft, white powder will turn
ane pound of food into a repast to tempt any taste
buds. The effected food can start out a= a horrid-
tasting meal, a burned-to-a-crisp dinner, or an
average dish—no matter the condition, the pow-
der causes it to taste delicious. However, the pow-
der docs not affect the appearance of the meal.
Powder of good aste is usually found in packets
containing 2d12 uses,

Grape
XP Value: 100 GF Value: 500
Dieaciin Magneine 33
When this powder is poured onto the ground,
100 gold pieces will appear. If poured onto any
other surface, there 1s no gold, and the magic is
wasted.

of the Hero's Heart
XP Value: 750 GF Value: 1,800
Tome of Magic

When used, this dull red powder instills bravery
in ull creatures within the arca of effect (both
friends and enemies). It grams such creamures a
morale bonus of +2 and negates the effects of
magical fear. The effect lasts for 5d4 rounds. An
entire packet, pouch, or blow tube must be used
for each application,

In Ravenlofi: This powder affects fear checks
in Ravenloft. The +2 bonus that is applied 1o
morale checks is also granted for fear checks.
Horror checks are unaffected by the powder.

4012
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~
High Conquering
XP Value: 600 GP Value: 1,800

Dieacon Mogazine 33
This powder adds a +2 bonus to the user’s THACD
for 24 hours when applied to a weapon,

High John the Conqueror
X" Value: 500 GP Valoe: 2,500
Deacon Magazine 33
This powder gives its user a +3 THACO bonus
when rubbed onto a weapon. The effect lasts for
24 hours.

Hindu Grass
XP Value: 250 GP Value: 750
Dipacon Magueine 33
This powder adds a +3 to the user’s Wisdom for
24 hours,

Honeysuckle
XP Value: 100 GI* Value: 300
Dracon Mapazine 33
When this powder 15 rubbed in the eyes, the user’s
range of sight 15 doubled and infravizion 13
obtained for 24 hours.

Hypnotic
XP Value: 300 G Value: 900
DreaGon Magaene 33
This powder has a relaxing effect on user that
lasts 24 hours. While under the effect, the user is
imnmune to all charm, hold, and fear spells

Hysspo
XP Value: 200 G Value: GO0
Dracion Magazing 33
This powder, when sprinkled on an opponent,
placed in food or drink, or placed i the clothing
or bedding of an opponent, causes 1d6 points of
damage if the opponent 1s of evil alignment.
Onee placed in food or on an item, the powder
lasts 24 hours before it loses potency.

of Images
XP Value: 400 GP Value: 900
[racon Mogmane 159
This strange substance, which looks like multi-
colored sand, is useful in discovering the canses
of iliness, accidents, and evil ocourrences. When
a pinch is thrown into a fire built for this purpose,
the resulting cloud of smoke forms an image. If
there 15 no evil cause (just plain bad luck), the

image 15 of the savage wizard, IT the evil events
have been caused by a monster or NPC, an image
of the monster or NPC appears. The image is
clear, although in the case of monsters that all
appear to look alike, the PCs will have to work
out for themselves which individual cast the
spell. If the evil event was caused by a deed of
one of the villagers, the scene is depicted n the
smoke. Evil hrought about by a device or artifact
without an evil character controlling it produces
an image of the device alone.

If three pinches of powder are cast into the
fire, a trail of smoke wends 1ts way from the
flames toward the cause of the evil. The smoke
will sireteh 100 feet in s search. For every addi-
twonal pinch, another 100 feet is added. Once the
source has been reached, the smoke curls around
the person or object, The smoke cannot be dis-
pelled, blown away, or affected by any means. It
has no other effect.

The powder can be used to track down the
cause of an individual’s problems, but due to the
rarity of the substance this is done for nobles
alone. In thiz case, the fire must be built in an
enclosed space, such as a hut, and need not be
large. Otherwise, the fire must be built in the cen-
ter of the village and must be a large bonfire. This

powder i found in small, beaded bags made from
4019

=

904

\




Powder,

‘ﬁw

the tanned skins of monsters. Usually a single
pouch will contuin 1dB+6 pinches.

Jamaica
XP Value: 200 G Value: 600
Diacion Magazine 33
When rubbed onio wounds, this powder heals

2d4 points of damage.

Jezebel
XP Value: 300 GP Value: 900
Dmacon Magaeme 33
When used by a female, it has the ability to
charm men for 24 hours,

Jinx Removing

GP Value: 1,900
Dmanox Magazine 33
After three days of continued usage of this pow-
der, it removes any curse or geas placed on a
character.

XP Value: 900

Kludde
XP Value: 300 GP Value: 900
Diracios Magazine 33
This powder allows its user to speak with ani-
malt, as the priest spell, for 24 hours,

Lavender
XP Value: 100 GP Value: 300
Deanos Magarine 33
Powder of lavender increases both Wisdom and
Dexterity by 2 (Maximum of 18) for 24 hours.

Life
XP Value: 300 GP Valoe: 900
Dracon Magazine 33
When this powder is liberally applied to the skin,
the user gains the benefit of a eure disease spell.
This powder even has a 25% chance Lo cure
lycanthropy.

Lily of the Valley
XP Value: 200 GFP Value: 600
Dracon Magarine 33
This powder must be kept absolutely pure, which
means that it can only be contained in gold con-
tainers or containers that are gold-lined. When
splashed on any creature not of good alignment,
it causes 2d6 points of damage.

of Magic Detection

XP Value: 1,000 GP Value: 2,500
Tome of Magic
Under close inspection, this ordinary-looking
powder can be seen for what it truly 15—an
extremely fine powder of minute, crystalline
granules. When this powder contacts a magical
object, the crystals spark and flash with a rain-
bow of colors. The effect does not reveal the
nature or intensity of the enchantment—only
that the item 15 magical. A small pinch of pow-
der is needed for each use, no matter how large
or small the object. Each packet contains
1d10+10 pinches. Powder that is placed on a
nonmagical item has no effect and cannot be
reused,

Magnolia
XFP Value: 150 GPFP Value: 450
Deacos Maganine 33

This rare powder doubles a character’s existing
PSPs for three turns, If rubbed into the hair of a
nonpsionic character, the magic in the powder is
ineffectual; it does not have the power to instill
psionic ability,

Manpower
GP Value: 1,200
Deacion Magazine 13
This powder increases the user’s Strength by 2 (o
a maximum of 18) for 24 hours. If a fighter
already has 18 Strength, add 20% to his or her
exceptional Strength score.

XP Value: 400

Mercury
XP Value: 100 GP Value: 300
Draton Magaeing 33

When users anoint themselves with this powder,
they are able to contact a vassal of a deity and ask
a question that is truthfully answered with a shon
phrase or word. If this powder is used more than
once in a year's time, the deity’s vassal will
demand payment of onc sort or another. The table
below can be used by the DM as a gmde.

”
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Alignment

of Contact Payment

Good Geas. The quest forced upon the
character cannot be removed short
of the use of two wishes, The quest
will be sacred in nature and impor-
tant to the deity questioned.

Meutral Loss, The user loses either a point
from a prime requisite statistic or
twor levels (DM chowce.)

Ewil Death (save vs. death magic
applicable at a =6 penalty), fore-
ing the user to serve the deity as a
vassal for 1,000 years.

Maojo
XP Value: 100 GP Value: 500

Deacon Magazine 313
This powder has the power to grant one wish,

Moon
XP Value: 200 GP Value: 600
Deacon Magazine 33
With the use of this powder, the user can felepart
without ervar as the spell (only once).

Musk
XP Value: 100 GFP Value: 400
Dracon Magazine 33
This powder adds | point to Strength for 24
hours,

Narcissus
XP Value: 200 GP Value: 600
DrAGON Magazine 33
This powder causes sleep when thrown on
another, The effect lasts for 24 hours.

New life
XP Value: 200 G P Value: 600
Dracios Magazine 33
When splashed on an opponent, a saving throw
vs. spell is required. If the save fails, the vietim
suffers the effects of a forger spell that lasts for 24
hours,

Nine Mystery
XP Value: 300 GP Value: 900
DieaGon Magmzine 33
This handy powder, when massaged into the face
and neck, acts as a locare abject spell. The effect
lasts 24 hours.

Obeah
XP Value: 400 GP Value: 1,200
Diacon Magazine 33
This powder acts as a remove curse spell. It can-
not cure lycanthropy or magical discases or
afflictions. It does, however, make the user com-
pletely immune to the effects of curses for 24
hours.

Oak-in-Acorn

XP Value: 1,000 GP Value: 4,000

Mightwail
Rare o the point of legend in modem times, this
potent powder (also known as Shrinking powder)
once achieved popularity among Chaotic wiz-
ards, The silvery powder, made from essence of
homunculus and other esoteric components,
shrinks a specified target 10 a hundredth (or less)
of its original size for an indefinite time, The user
can recall the target 1o normal size with a word.
Shrunken, living creatures fall into stasis, neither
aging nor deteriorating until recalled to normal
size. Ohjects of any size ¢an be shrunk, but larger
abjects require more powder.

The shrinking powder, oak-in-acorn, is found
in a sealed, | ounce capper vial in sufficient
guantily 1o shrink a large human to the size of a
beetle. Trying to prepare an cunce of powder
requires alchemical skills, takes two weeks, and
costs 4,000 gp. The user must spend a full round
sprinkling the powder in a complete circle around
the target while doing nothing else. Unwilling
targets receive a saving throw vs. spell 1o resist
being shrunken. The effect can be countered by a
dispel magic spell.

of Obsession

G Value: 1,500

Old Empires

This pink powder is used as a defense by the
pricstesses of Isis, though only on rare occasions.
The magieal powder is cast into a sphere with a
10-fool radius, al a range of 30 feet. When cast,
all who are caught in its area of effect must roll a
suceessful saving throw vs. spell or continue their
actions mindlessly, If they fail the saving throw
and are in combat, they do not care whom they
attack, even their comrades. They continue to
attack the nearest target for 3d4+4 rounds. 11 the
target is eating or drinking, the activity continues
fior the duration of the powder's influence, even if
attacked.

X value: 500
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Olibanum
XP Value: 200 GP Value: 600
Diracon Megazine 33
For the 24-hour duration of this powder, the dum-

age inflicted upon the user is halved for 24 hours.

Power
XP Value: 750 GF Value: 2,250
Draoow Magarine 33
This powder removes charm spells from any
creature. It also grants full immunity to all charm

spells and magical abilitics for 24 hours.

Primrose
XP Value: 200 GP Value: 600
[acon Magazine 33
When added to food or drink, this powder
draws truth from liars (no saving throw
allowed). The victim loses all inhibitions, say-
ing whatever comes to mind, telling the whole
truth and yielding a lot more information that
may or may not pertain to the question. The
effects last for one urn.

Purification
XP Value: 300 GP Value: 900
Dmagin Magazing 2
This powder, when sprinkled on bad food or
water, makes them fit to consume, It does not

neutralize poison or drugs.

Puchezma’s Powder
of Edible Objects
XP Value: 1,000 GP Value: 2,500
Tome of Magic

An inveterate traveler who was notoriously
cheap, Puchezma could never bring himself to
spend money on decent provisions or hire a qual-
ity chef for his long wildermness excursions. In his
efforts to creale u scasoning that would make the
bland dishes of his second-rate cooks more palat-
able, Puchezma stumbled on a formula for the
powder of edible objects.

This powder, which resembles normal salt,
causes any normally indigestible material to
become edible, nutritious food. The material must
be nonliving and nonmagical, and must be in a
form the consumer can swallow; for instance, dirt
and cotton cloth are acceptable (the diner could
chew up and swallow these materials), but large
stones and planks of hard wood are not (these
objects would have to be broken up into small

pieces before they could be swallowed). All poi-
sonous and otherwise harmful properties (such as
sharp edpes) are negated by the powder. One
pinch of powder af edible abjects 15 sufficient 1o
treat | cubic foot of material, The powder is nor-
mally found in small bags containing 10410
pinches.

Purwuvok's Powder of the

Hero's Heart
XP Value: 1,000 GP Value: 2 500
1992 Fantasy Collector Card 506
This dull red powder instills bravery in those
within its area of effect—afflected creatures
gain a morale bonus of +2 and become immune
to magical fear for 5d4 rounds. Purwuvok also
has learned to tune the powder to an alignment
of the user'’s choosing so that an enemy cannol
enjoy itz benefits should the powder be used in
batile.

Quirks of Magical Powders*®
XP Value: — GP Value: —
Drauon Magazine 163
The AD&D game has one of the largest compila-
tions of magical items in the fantasy gaming
industry,

The following tables have been created to add
some spice and variety to existing magical items
in the AD&D game world. A table of nonstandard
magical item abilities is offered for each major
type of magical item in the AD&D game. The
rationale for such quirks is simple.

Most items are created normally, and func-
tion exactly as a standard item of the same type
in the DMG. However, sometimes there is a
slight mishap in the creation of the device: the
steps are not followed in the proper order, the
astrological signs do not bode well, the item’s
creator is disturbed 1o begin with, the mstruec-
tions are incomplete, or something just plain
goes wrong. Any of these results may cause a
magical item 1o behave differently from others
just like it,

Not all quirks are bad, however. Some are
detrimental to the itéem or its user, some are
neutral, and some are even beneficial. The pos-
sibility of quirks existing (and the actual num-
ber of quirks) is learned by using the table
below to find the exact quirks that a magical
powder possesses,

/
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Roll

01-86
8794
95-98
99-00

Rall
01-0%

610

11-15

16-21

22-25

36-30

31-34

3540

4144

45-50

51-53

Quirks Present
No quirks

One quirk

Two quirks
Three quirks

Quirks of Magical Powders
Result
User glows (as per a light spell) a
random color for as long as the pow-
der is in effeet.
User's skin turns a random color for
1d10 turns,
User is unable 1o speak or cast spells
with verbal components for 1d4
hours afler consuming the powder.
Imbiber gets extremely hungry
immediately after the powder is con-
sumed (as per a chime of hunger).
User's senses sharpen while the
powder is in effect, or for a maxi-
mum of three turns (whichever is
longer). The individual affected
gans a +2 bonus against being sur-
prised (unless he or she possesses
the alertness nonweapon profi-
elency or is a ranger, in which case
add a 43 bonus),
User cannot hear anything due to
ringing or buzzing in ears for as long
as the powder is in effect, or for three
turns if no duration is given.
Powder is diluted and works 50% as
well as a normal powder of the same
type. Both duration and effects are
diminished in power.
Powder becomes inert and useless if
left unstopped for longer than five
rounds.
Powider's duration doubles if it 1s mixed
with wine prior to consumption.
User becomes lighly intoxicated for
1d10 hours after the powder is con-
sumed. Only dispel magic can pre-
maturely remove the effects of the
drunkenness (effects decided by the
DM),
User gains 60" infravision for as long
as the powder is in effect, or for three
turns if no duration is given. If the
user normally has infravision, it is
lost for the same amount of ome.

34-57

58-62

67-M

T2-76

T1-78

T9-83

84-87

BR-89

0-91

02-95

%697

Powder has no effect upon demihu-
mans.

Liser experiences slight disorienta-
tion for 1d6 rounds after consuming
the powder (-2 penalty on any attack
roll and +2 penalty on Armor Class
during this time).

User becomes drowsy; a Constitution
check on 1d20 must be made every
round for four rounds after the pow-
der is vonsumed. I the roll on any
check is higher than the user's consti-
tution, he or she falls asleep for 3d6
minutes. The sleeping individual can
be awakened only by taking at least |
point of damage from a physical or
magical attack.

Powder is phosphorescent and glows
{equal to faerie fire spell) in the dark.
Water must be added to the powder
for it to be effective.

Powder is stronger than normal; its
duration is 1 50% of a normal powder
of the same Lype.

Powder is nausealing to consume; a
Constitution check on 1d20 must be
mude in order 1o force down the pow-
der. I a saving throw vs. poison at +2
is not made after that, the user feels
nauseated for 2d10 turns (-1 on
anack rolls during that rime).

User loses 1 point of Dexterity for
2410 turnz.

Powder 1= blown by the wind (50%)
or turns lumpy due to moisture (50%)
and becomes useless if left open to
air for longer than five rounds.
Powder is unpredictable—it works
normilly 50% of the time, does noth-
ing 30% of the time, and sickens the
user for 1d4+1 days without any ben-
eficial effect 20% of the time. A cure
disease removes this illness.

Powder is unstable; if severely jostled
or shaken, it bursts its container
(75% chance) and becomes useless.
User suddenly becomes extremely
verbose and talks incessantly for the
duration of the powder, or one turn if
no duration is given. During this
time, the user and his or her associ-

sles cannol gain surprise on any
Lol
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encountered monsters.

93-99 If the powder is mixed with anything
else, it forms a lethal compound (if
swallowed, save vs. poison at —4 on
the roll, or die in 1d4 rounds)

L1} Powder is addictrve: it must be taken

at least once a weck afier such an
addictive substance 13 imbibed. If the
addict does not consurne the powder
every week, he or she suffers a -2
penalty on all abality scores until the
powder 15 taken or the affliction is
removed, Only alter reality, limited
wish, wish, or going “cold turkey”
without the powder for 1d3 months
cures the addiction,

Reversibility
XP Value: 500 GP Value: 1,500
Duacos Magarine 33

This powder reverses any spell put on the user or
object. In many cases, this property acts as a lim-
ited effect dispel magic, rendering the object or
person immune to all spells and magical abilitics
for 24 hours.

Rosemary
XP Value: 200 GP Value: 600
Pacon Maguetine 33
When worn on the temples, wrists, and ankles,
this powder has the following attributes. It cures
2d4 points of damage, protects the wearer like a
protection from evil spell, and grants a 43 bonus
0 all zaving throws vs. offensive magic

Rue
XP Value: 100 GFP Value: 300
Dwscon Magazine 33
This powder instantly cures inxanity if used for
three consceutive days,

Sandalwood

XP Value: 300 GP Value: 900
Piacon Magueine 33
Powder of sandalwood cures 2d8 points of
damage sustained from blunt weapons. If the
character suffers from slashing or puncture
wounds, though, the powder cannot aid the
victim at all

Smoke

XP Value: GP Value; 750
Pustion Mastie Guide

This magical substance is similar, though not
identical, to gunpowder. It is extremely scarce
and, due 1o its volatile nature, dangerous to
fabricate. Smoke powder will be available in a
campaign only if the DM allows it If the DM
doezn’t want it in the campaign, 1t simply
doesn't exist.

Smoke powder is commonly found divided
into two scparate componcnis—one, a steely-
blue granular subsiance, the other, a fine while
powder. Alone, cach component is inert and
harmless. However, when equal portions of the
two ure mixed, the smoke powder is complete
and dangerous,

When touched by a Mlame, the mixed powder
explodes with great force, noise, and smoke. The
size and force of the explosion vary according 1o
the amount of smoke powder used. A small, mea-
sured amount (a gpoonful of each component)
causes 1d2 points of damage. Such an amount is
sufficient for a large firecracker or a simgle
charge of an arquebus (if these optional weapons
exist in the campaign). Increasing the amount
increases the damage proportionally doubling

causes 2d2 points of damage, tripling causes 3d2,
a7
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and 50 on,

An explosion capable of causing 30 points of
damage (15 charges) has a 5-foot radius. Blasts
capable of causing 50 or more points of damage
(25 or more charges) have a radius of 15 feet, and
affect items and fortifications as would a giant's
blow

When discovered, a pouch of smoke powder
contains 3d6 charges. Charges from several
pouches of smoke powder can be combined to
create bigger, more damaging explosions.

Snake
XP Value: 250 GP Value: 750
Dracon Magazine 33
When a green candle is anointed with this powder
and burned, it will cure divease as the spell. Up to
four individuals can be aided with one use, This
powder cannot cure magical afflictions,

Solomon’s
XP Value: 300 GP Value: 900
Dieacon Magazine 33
This powder increases the user’s Wisdom by 3 for
24 hours.

Spikenard
XI* Value: 300 GP Value: 900
Dracion Magazine 33
This powder cures 1d8 points of damage when
used on characters of good alignment, but
causes 1d8 points of damage to characters of
evil alignment.

Spirit
XP Value: 300 GP Value: 900
Dracox Magozine 33
This powder allows the user 1o speak with dead,
as the spell for two rns,
Time
XP Value: 600 G Value: 1,800
Dracox Magazine 33
When this powder 15 thrown into the air, an effeet
identical w a time stop spell occurs for one round.

Trinity
XP Value: 900 GF Value: 2,700
DitaGos Magarzine 33
This powder raises three statistics of a player
character by | point each (no maximum) for 24
hours, depending upon the character class. The

table helow depicts the chances of any particular

statistics being temporanly increased, using a
1d10 die roll. Anything marked with an X is auto-
matically increased. To use this chart, find the
character class (not the kit), and roll the dice. The
statistic rolled and all those marked with an X are
raised by 1 point for 24 hours.

Class Str Dex Con Int Wis Cha
Fighter X X <4 — 50 —
Paladin -5 — 60 - X X
Ranger =5 X &0 — X —
Wizard — -4 X X 48 90
Specialist Wizard
Abjurer - -4 5f X X 90
Conjurer -8 — X X N —
Diviner - — = X X 30
Enchanter — — 14 X 50 X
Musionist —~ X 1.2 X 36 714
Invoker 1 25 X X 60 —
Mecromancer 1-4 — 50 X X —
Transmuter  1-2 1 X 80
Priest - — — 14 X 50
Drruid — -4 5 -0 X X
Thiaf -— X — -2 36 4
Rard — X — X - X
Yerbena
XFP Value: 400 GP Value: 1,200

Dracox Magazine 33
This powder completely protects the user against
curse and gea spells for 24 hours.

Vibration

XP Value: 300 GP Value: 900
Deacon Muogaene 33
When this powder is applied to the user and one
victim, the victim is under the wser's charm for
24 hours. The user must be the first to apply the
powder, otherwise, the “victim" hecomes the
charmer.

Virgin Olive
XP Value: 100 G Value: 300
Dracos Magazxine 33
When applied to a priest's hody symbol, it adds +4
o a priest’s roll to turn undead. [t also causes 2d8
points of damage on the undead if & saving throw
vs. spell fails. The effect lasts 24 hours.

A056 |
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Vision

XP Valua: 900 GP Value: 1,500
Dracon Magazine 33
This powder, rubbed onto the face, gives the power

{0 zee fnvisible and see witrendoler for six turns,

Yoodoo
XP Vialue: 200 GP Value: 600
Diacon Magazine 33
When thrown, this powder reduces the victim’s
Strength to 3 il a saving throw vs. spell fails,

Will Power

GP Value: 1,500
Dipacos Mogaeine 33
When applied, this powder raises the user’s
strength by 3 (to a maximum of 18), In addition,
for the next 24 hours, the user gaing a +3 to all
petrification, polymorph, paralyzation, and poi-
son saving throws.

XP Value: 500

Wintergreen
XP Value: 100 GP Value: 300
Dracon Magazine 33
This powder cures 1d6 points of damage and
adds a bonus of +5 to all saving throws vs. dis-
ease and disease effects (excluding lycanthropy)
for 24 hours.

Wishing
XP Value: 900 GP Value: 2,700
Dragos Magazine 33
When this powder is placed on a candle and
burned, it causes a wish, written on parchment to

come true,

Witch’'s
XP Value: 600 GP Value: 1,500
Dinacon Magazine 33
Eight days after a piece of an opponent’s or
enemy's hair is soaked in this powder, the vichim
must make a saving throw vs. poison or die. Only
evil characters can use this powder without an

alignment penalty.

Xyz
XP Value: 300 GP Value: 900
Dieacoxn Magazine 33
This powder makes the user 10 years younger.
Unfortunately, a System Shock roll is required. If
the roll fails, the user dies. If resurrected after
death, the user is 10 years younger than hefore

death,

Ylang Yiang
XP Value: 300 GP Value: 900
Deacox Maparine 33
This powder increases the user’s Chanisma by 2
points for 24 hours,

ZLodiac
XP Value: 100 GP Value: 300
Diacon Magazine 33
This powder usually brings a favorable reaction
{add +2 to all reaction rolls) when speaking with

followers of lawful deities.

Zula Zula
XP Value: 250 GP Value: 750
Dracon Magazine 33
When sprinkled on an enemy, this powder will
kill {if a saving throw vs. death magic fails) or
cause 3d6 points of damage (if the saving throw
succeeds).

Prism
A prism is a triangular piece of pure glass or
erystal that refracts light into a prismatic rainbow
of color, Most magical and alchemical laborato-
ries and sage workshops are equipped with ong or

more prisms.
Al
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Prizen of Distraction
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of Distraction
XP Value: 500 GP Value: 4,000
Pouvsenros Newszine 43

When held in front of a nonmagical light source
(torch, bright sunlight, candle, anything) this
prism hus a 60% chance 1o cause opponents to
stop in their tracks and stare with fascination at
the multicolor lights given off by it. When com-
bined with a magical light source (continual
lighi, magic lantern, and so on) the probability
rises to 90%. It may be used once a day. If the
light source is extinguished, the spell is broken. A
saving throw vs. spell applies.

of Greyhawk
XI" Value: 1,000 GIP Value: 4,500
Guevuawe Adventures

This erystul sorcerer’s tool was enchanted to
enhance the prism’s ability to create dazzling col-
ors. The prism can cast two spells, each once per
day; color spray (as a 6th-level spellcaster) and
hypnotic pattern. Note that the prism must be
used in the presence of direct sunlight. It cannot
be used under moonlight, normal torchlight, or
daylight on an overcast day.,

of Kushk
XP Value: 12,000 GF Value: 60,000
Storm Riders

The prism of Kushk is also known as the dia-
mond. When a beam of light is shining through
the bottom of the diamond, it acts like a prism.
The light beam breaks down into six beams, each
a different color of the rainbow: red, orange, yel-
low, green, blue, and purple. These colored
beams shoot out from the tip of the diamand,
writhing and squirming like tendrils,

If the prism of Kushk happens to be pointed at
a living being, the tendrils lash and try to grasp
the target. The 1endrils do a certain amount of
damage and stand a chance of grappling the vic-
tim, depending upon the power level of the light
source.
The power level depends upon the nature of the
light. All nonmagical bight sources are considered
0 power-level sources. Light caused by 1st-level
spells, +1 glowing weapons, and similar magic is
considered a level | source, Light cavsed by 2nd-
level spells or +2 glowing weapons are consid-
ered from a level-2 source, light caused by
3rd-level spells or +3 glowing weapons are con-
sidered a level 3 source, and so on. For example,

light caused by the Sth-level priests’ spell moon-
beam would be considered a Sth-level power
source, Lighming balr, pyrotechnics, wall of fire,
and other spells producing light as a side-effect
may be used as a light source, but only for one
round. Calor spray, rainbow pattern, and similar
spells producing a prism-like effect may not be
used as light sources,

For every power level of the light source, the
tendnls do 1d10 damage (save vs. petrification for
half damage) and have a 10% chance of grasping
the victim's spirit. Once the tendrils grasp a spirit,
they drag it back into the dinmond. For example,
light caused by the Tth-level priests® spell sunray
causes 7d10 points of damage (save vs. petrifica-
tion for half) and stands a 70% chance of dragging
the victim's spirit into the prism of Kushk.

To intentionally hit a target, the person wield-
ing the digmond must be able to see the target,
simply point the dlamond at it, and speak the tar-
get’s name. No attack roll is required. The victim
suffers the appropriate damage and the attacker
makes the appropriate percentile roll to see if the
victim's spirit 18 dragged into the prism (no sav-
ing throw, but magic resistance applies). The bod-
1es of victims ure dragged into the prism along
with their spirits,

There are only two ways (o release a captured
spirit. The first is to capture another victim. The
first victim is released when the second spirit
¢nters the prism, for it can hold only one prisoner
at a time. The other way to release the spirit is to
cast a spell creating darkness upon the Prism of
Kushk. This spell must be of a power level equiv-
alent to or greater than the power level of the light
source that trapped the victim in the [irst place,
The prism of Kushk cannot be shattered, cracked,
or apened by any other means, The powers of the
prism af Kushk are summarized below:

Power Damage Capture
Level Chance
0 0 0%

1 id1o 10%

2 2d10 20%
3 3d1o 30%
4 4d10 400
5 Sdin 50
t Hd 10 6%
7 7di0 0%
8 8din 80%
9 Sdio 0%

vy
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of Light Splitting
XP Value: 1,500 GP Value: 7,500
Tome of Mapic

This useful device refracts light into the three
primary colors of red, blug, and green. The user
can choose the color of Light that is emitted by
the prism. When creating a magical fluid or
powder, the wizard casls an enchant an item
spell. Following this, the wizard may use the
prism af light splitting to shine a blue, red, or
green beam of light on the mixture. The light
must shine on the substance for one full day. At
the end of this time, the material gains an addi-
tional magical property, depending upon the
color of the beam employed.

Color  Magical Properties

Red The potion, powder, or aromatic oil is
stronger than normal; rargets of its
effecis suffer a -2 saving throw
penaliy.

The duration of the magical potion,
powder, or fragrance's effect 15 doubled.
The amount of liguid or powder is
doubled; the wizard now has enough
for two potions, powders, or aromatic
oils,

Blue

Green

Sim’s Prism of Light Splitting

XP Value: 3,500 GP Value: 17,500

1992 Fantasy Collector Card 386
Improving upon the original prism of light split-
ting, Sim 5 prism uses all seven major colors in
the visible spectrum. In addition to the three pri-
mary colors and their established effects, Sim 5
pn‘.rm can perform the following magic;
* Orange: A second, randomly rolled property
15 infused into the potion, dust, or aromatic
oil.
Yellow: The potion, dust, or o1l becomes mix-
able with any other.
Indigo: The potion, oil, or dust, and the con-
tainer it 15 in, becomes imvisible.
Fiolet: A potion becomes a dust, a dust
becomes an aromatic oil, or an aromatic oil
becomes a potion.

Prismal’s Useful

Enchanted Gear
While most of the magical creations of Prismal
are to be found under standard categories, these

ilems are unusual enough to be placed in an entry

under Prismal’s name, These are items he created,
usually at the request of fnends or acquaintances,
to make life a little easier, labor less demanding,
and adventuring more fun.

Block and Tackle
XP Value: 900 GP Value: 9,000
Mow llem

Prismal s block and rackle is a tackle block (with
a dual pulley system) that can be easily threaded
with a rope. The block magically decreases the
weight of the object being hoisted by a factor of
1,000, For example, if a 3<ton (10,000 pounds)
piece of cargo is hoisted from a cargo ship, a
deck hand using Prismal 5 block and rackle feels
as though he or she is lifting only 10 pounds. The
rope on the cargo-side of the block, however, as
well as the crane holding the magical hlock must
be able to sustain the real weight of the cargo.
This side effect makes it uscless as a tool for
adventurers who wish to carry 1,000 times their
normal weight allowance,

Prismal created this item as o wedding gift
for a [riend who worked at the local ship yards.
For years, the man complained of muscle
cramps and nightly fatigue from his overtly
strenuous job. Prismal wanted 10 make sure his
friend kept his blushing bride happy in their
new life together.

Fish Hooks
XI Value GP Value
Minute: 50 250
Tiny: 100 00
Small: 150 750
Meidm: 200 1,0
Lurge: 250 1,250
Huge: 300 1,500
New lem

These fish hooks come in six different sizes,
each designed to capture the attention of a par-
ticular size of Nish. Prismal & fish hooks, when
immersed in water, send out a magical fish
attraction signal that lures fish of appropriate
size to bite and swallow the hook. Anything
larger than the specified size (see the table
below), automatically saves against the effect.
Fish smaller than the size specificd are repelled
(by fear) from the fish hook.

Just hecause Prismal’s fixh hooks attract
fish, does not necessarily mean that the hook'’s

owner is able to automatically reel the fish in.
wll
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g Prigmal’s Flint -

The line connecting the fish hook ta the pole
must be sturdy enough to sustain the pull of the
fish as it struggles to escape, Many an adven-
turer has suffered the loss of these hooks, try-
ing to pull in 6-foot figh with the equivalent of
a thread for lineg,

Size Fish Size
Minute 4" — 6" long
Tiny 6" — 8" long
Small 8" — 12" long
Medium 1" =2" long
Lamge 2' — 4" long
Huge 4"~ 8" long
Flint
XP Value: 1,000 GP Value: 5,000
Mew [tem

This magical device causes any small, flammable
materials ro ignite, repardless of relative dryness,
By striking the flint with a piece of steel, a very
hot spark flies from the flint, igniting whatever it
touches, as long as the item 15 small and famma-
ble (like parchment, leaves, pine needles, oil, fur,
hair, straw, or clothing, for example). Against live
flesh, the spark causes 1d4 points of damage. The
flint 15 unable to burn down a large establishment.
Instead, an arsonist must Cirst start a fire using
small kindling. In real-world terms, anything that
can be ignited using a butane lighter can be
ignited using Prismal & fliny.

At the request of an accomplished explorer
named Orion the Outrider, (and the promise to
name a peak after him), Prismal created this item
in order to make the man and his companions
more comfortable when climbing higher and
more dangerous mountains. Upon returning from
Prismal Peak, Orien reported that the Qint saved
their lives on more than one occasion. Being 25
days travel from his humble domicile, Prismal
has vet to visit “his" swnmit.

Grappling Hook

XP Value: 2,500 GP Value: 17,500

Mew ltem
Jert, Prismal’s acquaintance of dark and question-
able ethos, once asked the wizard for a magical
device so he could get into his house after he had
accidentally locked himself out, Since Prismal
generally asks few questions, as long as gold
pieces are laid in front of him, he designed a
device perfeet for Jett's need.

Prismal’s grappling hook is a magical hook
that wedges itself into any solid object {animatc
ohjects excluded). The only limitation on the
device is the length of the accompanying rope
and the Strength {and accuracy) of the user. Onee
the grappling hook reaches the apex of the user's
throw and touches a solid object, it silently lodges
itsell inte the targel.

No amount of pulling or prying will remove
the device. IF the material around the grappling
hook is chipped away from the hook, it will fall,
with part of the structure still attached. The
only other way to remove the device is to say its
command word. Recently, there has been a rash
of unexplained thefts around the city and in
nearby boroughs. Prismal, of course, knows
nothing.

Musical Minstrel
XP Value: 1,000 GP Value: 7,500
New Item

Prismal s musical minstrel 15 able 1o learn and
retain any musical numbers 1o which it is exposed.
I taken to carnival or a pub where music is played,
the musical minstrel memorizes the song for later
use, If the owner has ever heard a song that he or
she particularly enjoys, the musical minstrel will
extract the memory for its use. Up to 1,000 musi-
cal pieces can be retained by the musical minsmel,
If it is exposed to more than that number, it erases
the oldest tune in favor of the new one. If exposed
to a duplicate melody, the musical minstrel auto-
matically retains the best composition, erasing the
least favorable version.

The owner 1s able Lo request a musical piece
from the magical minstre! at any time he or she
chooses, The minstrel allows its owner to tele-
pathically browse through the euphony catalog in
order to find the desired piece.

Prismal created this item for an acquaintance
of his who journeyed with a merchant caravan.
This woman wanted to be able to fall asleep to
music and refused to pay a meistersinger.

Pitons
XP Value: 120 GP Value: 600
Mew Trem
After having a peak named after him (see Pris-
mal & Flint), Prismal came up with another handy
device for his explorer friend, Orion the Out-
rider—magical pitons. To use Prismal 5 pitons,
simply push them into a solid, nonliving object,
anm
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~ Prigen, Castellan’s Magical -

No hammering 15 needed, and there 15 no need 1o
look for tight cracks, either. Once in place, the
pitons never detach until the command word is
spoken while touching the piton.

Orion was thrilled when Prismal handed him
almost 100 of these devices on s way to Mount
Divinia. Prismal showed him how they worked
and instructed him that the command word was
“come out”” After four months, Orion came back
1o Prismal and thanked him for the devices.
Unfortunately, Orion lost one of the members of
his team when he asked, “Are you sure these
pitons won’t come out. . . 7"

Weaponblack

XP Value: 1,000 GP Value: 5,000
New Iem
At the reguest of many warriors who were look-
ing for ways to hide military gear from city offi-
cials who frowned upon civilians carrying arms,
Prismal devised a simple recipe to render weap-
ons invisible. By mixing dust of disappearance
with a small enchantment {generally believed 1o
be an improved invisibility spell), Prismal created
a weapon polish that must be vigorously rubbed
inta the pores of the weapons blade {and hilt, for
the overly apprehensive), When this 10 minute
process is done, the warrior finds that the weapon
simply vanished from sight (but not touch), along
with portions of the polishing rag and fingers and
pulms,

The polish washes off rags and skin with a
little soup and clbow grease. Prismal k weapon-
Black continues to function as long as the weapaon
is not used in combat or subjected to the dissolv-
ing propertics of water {such as rain, jaunts
across streams, the dunking cffects of a capsized
boat, or a friendly nudge intoe a fountain). Each
dose of Prismals weaponblack is enough to coat
two daggers or one sword.

Whetstone

XP Value: 1,200
MNew lem

As most warriors know (or soon discover), the
condition of one’s weapons is an important con-
sideration for a fighter. The more pristine, rust-
free, and sharp the weapon, the better the
chaneces are for survival in combat. One way to
remove the rust and dullness from the blade is
an oecasional use of Prizsmal & wherstone. This
small magical stone is approximately 2 inches

GP Value: 6,000

long, 1 inch wide, and ' inch thick, By simply
caressing the weapon's edge with this stone, the
weapon magically regains its sharpness, and the
rugt of months of neglect vanishes. Since even
magical weapons can show the signs of age, the
whetstone is helpful in restoring these wondrous
weapons. The whetstone can be used 100 times
before it loses its enchantment. Once the
enchantment is gone, the whetstone can be used
as @ normal sharpener.

When used on any nonmagical weapon, Pris-
mal ¥ whetsione temporarily enchants the item
with a +1 bonus to attack and damage rolls. This
bonus lasts for 2d8 successful strikes against
opponents. Once the randomly determined strikes
are used, the enchantment wears off and the
weapon returns to its nonmagical form, 1f used on
a magical weapon, the whetstone grants an addi-
tional +1 bonus for 1d4 successful strikes,

Prison

Prisons are used to hold creatures against their
wills. Magical prisons are compact, ingenious
devices, so unassisted escape from them s dif-
ficult, if not impossible. Some enchanted pris-
ons ulso make rescues difficult by interfering
with serying, tracking, and some forms of
communication.

Castellan’s Magical
XP Value: 4,000 GP Value: 20,000
The Guuntlct

This prison of Castellan’s Keep does not consist
of a physical place but employs a variant of the
imprisonment spell. When the keep was first
built, four magical cells were established and the
jailers were provided with a number of magical
gems with which to operate the system. Black
pems allow the nser to imprison creatures in a
specified cell, while white pems were used to
release them.

An instruction book and a supply of black and
while gems were given 1o Castellan, but a number
of white gems were mislaid. Since the gems
could each be wsed only once, the lime came
when only two black gems remained. This made
the system useless and lefl some prisoners
trapped in the cells. The book is on the desk in
Castellan’s room.

The last Guardian hid an emergency supply of
four white gems in a Leomund s secret chest, the

replica of which is hidden in a compartment in the
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painted room in the undercrofl. The instruction
book includes a reference 1o these gems but the
secret door leading to the undercroft had been
forpotien, and so the gems have never been found,

The instruction book and the two black gems
were found by an ogrillon when the keep was
taken. When the giantess was brought to the keep,
the ogrillon imprisoned her with one of the
remaining black gems, heedless of the problem of
her release.

The imprisoning process can take place any-
where in the Keep. All that is necessary is that the
victim is touched with a black gem and the words
*Go hence unto . . .~ are uitered, followed by the
number of the captive’s cell. The creature fades
and vanishes as it 1% sent to the cell and the black
gem hreaks into fragments. The creature will not
be imprisoned (and the gem will remain whale) if
an occupied cell is specified.

Releasing creatures can only take place in the
release chamber. To release a prisoner, a white
gem is placed on the spiral pattern in the cenler of
the floor and the command “Come forth from .. "
followed by the cell number, is spoken. A few
moments later the gem shatters and the prisoner
uppears in the center of the room, [ an empty cell
is specified or if the procedure 1s carried out other
than in the release chamber, nothing happens and

the gem remains whole.

In either case, there is no saving throw for the
captive, and while imprisoned, creatures are
affected by the equivalent of a temporal siasis spell,

The Instruction Book: This book may be
found on Castellan’s desk. It has a rich, tooled
leather binding with the words The Prison in gold
leaf on the spine. The front cover is nearly an inch
thick and has 36 padded compartments (cach
about half an inch wide and deep) hollowed out
on the inside. These compartments are used (o
hold the black and white gems used to operate the
prison. All are now empty

The first five pages of the book explain how
the imprisonment system is operated. When the
adventurers read the book, the DM should give
the players a summary of the procedures detailed
above,

The sixth page contuins a reference to a

cache of white gems for use in an emergency,
Their location is given as the secret compart-
ment at the top of one of the columns in the ©.
. painted room with pillars beneath the keep.”
The text docs not describe how 1o get to the
room but, once there, the adventurers automati-
cally find the compartment, following the
directions given,

The book contains no reference to the Leo-
mund s secrer chesr since the last Guardian only
decided to leave this a1 the keep in a last-minute,
CICIZEncy Mmeasure

The next three pages contamn records of prison-
ers kept in the cells. All but the last two entries
{shown below) have been carefully crossed out:

* (Neatly written) “Cell Four; Lorganarch." The
date given for ils imprisonment is about 50
years ago. There is no release date given,

* (Scrawled) “Bloodfire’s daughter—Number
Three.”

Although the reference to the impriscrument of
the fire giantess in cell three 18 correct, the deten:
tion of a volt in cell two was never recorded. Also,
us a result of the exchange it has performed the
Gauniler is now in cell four with a giant two-
headed woll.

There follow seven blank pages. Written on the
inside of the back cover are the words “Fram
cweartern theostre, cume.” These are the com-
mand words for the return of the Leomund s
secret chest,

E1L]
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Genie
XP Value G Value
Dao Decanter: 2,000 10,000
Dao Geade: 2,000 10,0000
Dijinn Bottle: 2,000 100,000
Efreet Bottle: 2,000 10,000
Mand Ewer;: 2,000 10,000
Noble Genie: &,000 30,000
Noble Dao: 6,000 30,000

Dmacos Magazine 179

These magical devices come in a variety of
forms in the Land of Fate: bottles for djinn and
efreet, stoppered ewers for marids, and geodes
or crystal decanters for dao. They are used by
sha’ir 1o capture and discipline genies. Some
captured genies deserve their fate for being mis-
chievous, dangerous, or hateful. Some are inno-
cent of any crimes, bul were impnisoned by evil
or misguided sha’ir. All ¢laim innocence in such
maiters. The following types of genies may be
[ound within any bottle:

Roll  Genie type

01-24  Djinm
3548 Dao
49-73  Efrecti
7496  Marid
97 Noble Djinni
98  Noble Dao

9w Noble Efrect
o Noble Marid

An imprisoned genie may be charged, upon
release, to perform certain aetions. The DM may
choose or roll randomly from the following ahle:

Roll  Task

01-20 The genie must perform three tasks for
the opener of the bottle. If the genie has
wish granting powers, the creature may
us¢ those to perform the task.

und may not leave the opener of the bot-
tle until that item is found. The gemic is
under no obligation 1o serve the opener
of the bottle.

The genic has gone insane and will
attack all within reach upon release.
Any item or spell that cures insanity
will bring the genie back to his senses,
The genie will then perform three tasks
for the individual.

of Zagig
XP Value: 2,750 GP Value: 25,000
The Lost Caverns of Tsojcanth

Only Tive of these brass devices are believed to
exist. Each is nearly identical, appearing Lo be
nothing more than a small, well-made bird cage.
Normal handling or examination does not reveal
them to be magical. 1f a derecr magic spell is cast
on the privon of Zagig, there is a 50% chance that
magic of an uncertain nature will be detected
either no particular type of dweomer, or a false
type of magic.

Each prison-cage bas permancni anrimagic and
antidetection spells that protect the extenior and
intenior of the cage.

The prison of Zagig is usable only by a wizard,
and attunes itself to the possessor when he or she
learns the spell word thar activates the prison.
Activation has two effects. The first is that the
door of the cage 1= sealed by a wizard lock as if
the possessor had cast it. The second effect is that
the possessor is able to imprison a creature in the
cage by speaking a tngger word and uttering o
special command spell with a casting time of one
round.

The command must contain the personal name
of the creature to be imprisoned. If the creature
does not have a personal name, its history must
be recited in great detail,

The creatre being commanded into imprison-

21-T0  The genic must serve the opener of the  ment receives a saving throw vs, spell. If success-
botile for 1,001 day=. ful, the creature is unaffected. 17 it fails, the
TI-80  The genic must attack the opener of the creature 15 reduced 1o a 3<inch height and is
bottle. Good-aligned genies leave their instuntly ieleported into the cage. Since magic
opponents unconscious but alive; other-  does not function within the cage, imprisoned
wise, they fight to the death. creatures cannot free themselves with spells or
81-86  The genie must bring the opener of the  magical ilems. An imprisoned creature does not
bottle to a particular location, which  need food or water while imprisoned, and is
may be a treasure vault, wizard tower,  instantly restored 1o its former size and abilities
or city bazaar, DM’ choice. once freed.
F 97-9%0  The genie must locate a particulsr item A prison of Zagig cannet by damaged by force
Aok
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Prizon of Zagyg

@

ar magic. An imprisoned creature can be freed by

the owner of the prison or by a wizard able to

break the wizard lock without using spells (a wiz-

ard 4 or more levels above the owner of the prison

of Zagig). A wish or an alrer reality spell can also

be used to open the cage. A creature inside a

prizon of Zagig cannot be located by spells or

mugical items, only by normal sight and hearing,
Words necessary to operate a prison of Zagie

are:

= Activation Word.

« Trigeer Word (used to begin the imprisonment
of a subject).

« Command Spell (naming or desenbing the his-
tory of the subject).

* Freedom Word,

of Zagye

GP Value: 25,000
Lingarthed Arcona
Only five of these brass devices are thought to
exist. Each is nearly identical, appearing to be noth-
ing more than a small, well-made birdcage. No
amount of normal handling or examination will
reveal it to be magical, but if a detect magic spell is
cast upon one, it 1% 50% likely to show a vague
dweomer of uncertain nature—either no class of
magic or an erroneous one will be detected, Each
prison-cage has a permanent antimagic and nonde-
tection spell in and upon it Each such item attunes
itself to the wizard possessing it when he or she
learns the wording which activates that particular
prison of Zagye. Speaking the activation word has
two effects: First, the door to the cape is immedi-
ately held fast by a wizard lock spell as if the pos-
sessor had cast it, and that portal can be opened
only from the outside by a character of the wizard
profession who can normally overcome such a wiz-
ard foek without resorting W additional magic. Sec-
ond, the cage is attuned to a single tnigger word
which will enable its possessor o imprison a crea-
ture within the cage by invoking an enchamtment of
eme round casting time. This command spell must
name the true name of the ereature to be impris-
oned, or else its history (in great detail) in the case
of creatures without a name. If the creature being
commanded into imprisonment fails to make its
saving throw vs. spell, it shrinks to about Y4-foot in
height und 1s instantancously transported into the
cage. Since magic does not function within the
cage, the imprisoned creature cannot itself escape.

It can be freed by a wizand able 1o open the door of

XP Value: 2,750

the device or by any other being who can do so by
use of a wish or an alter reality spell. A Pnson of
Zagyg cannot be harmed or alfected by the use of
force or magic. Any creature inside cannol be
located by any means except actual sight or hearing
due to normal proximity. Naturally, the possessor
can free a prisoner by use of a single freedom word,
Omnce freed, the former captive is restored to its for-
mer size and abilities. Imprisoned creatures need
neither food nor drink when in the cage, for irs
magic negates the need for either

Prosthesis
XP Value: 1,000 GP Value: 5,000

Dracox Magazine 73
These prostheses (artificial arm or leg) magically
enable a “wearer”™ (o hide the fact that he or she has
lost a limb or an eye. It won't necessanly allow full
use of the body part as though it were “real,” but
the enchantment will prevent any observer from
noticing the wearer's inability 1o use it fully.

Psychometron of Nerad
XP Value: — GP Value:
Book of Artifucts
The Psychomerron is a small, clear gem abour |
inch 1n diameter. 1t is mounted in a headband of

pold and carru leather. The gem is perfectly round
4085
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and sparkles even in complete darkness. It would
appear to be worth a king's ransom simply as a
piece of jewelry. This item originated on Athas.

Six Kings' Ages ago, a powerful psionicist and
preserver, Nerad the Wise, arose in the waste-
lands along the shores of the Sea of Silt. After
wandering the wilderness and aiding people of
good heart, Nerad was perhaps the first to attempt
the trunsformation from preserver 1o avangion.

Nerad ultimately came to a spectacular end, as
the dragon hunted down and challenged him. The
preserver was trapped and could not avoid the
fight. Anticipating his defeat, he gave his most
valued possession—the marvelous Psychome-
tran—io one of his retainers and told her o flee
with it. The woman subsequently took the gem to
a Villichi community in the Tablelands. Since that
time, the Psychomerron has been used by the Vil-
hichi on occasions when they needed its power (o
defend their community.

The Psychomerron is a psionic artifact, useful
only in campaigns where psionics are employed.
An Athasian character looking to follow in
Nerad's or Korgunard's foorsteps could be aided
significantly by the Psvchomemon, Furthermore,
the gem provides hernes with powerful defenses
that could enable a group to challenge a sorcerer-
king or one of the great monsters of the wastes.
However, the Villichi believe the gem belongs to
them and will eventually ask for its return.

Constant Powers: The Psychometron radiales
1 l0-foot circle of +2 protection to the wielder's
saving throws and power scores in the refepathic
or metapsionic disciplines. It also functions as a
receplacle containing 150 PSPs, which can power
the owner's psionics (PSPs regenerate at the rate
of 25 per hour). The psvehomerran radintes non-
detection and obscures any attempt to scry the
wielder, either psionically or magically.

Invoked Powers: When the Prychomerron is
within the radius of a defiling spell, the gem pro-
tects the earth from defilement, sacnficing | PSP
for cach radial yard that would be destroyed.

The Psychometron is an empowered ilem with
the following disciplines installed: Aura Sight,
Aversion, Awe, Complete Healing, Contact, Dis-
placement, Energy Containment, Mind Bar,
Mindlink, Radial Navigation, and Teleport,

Curse: The Psvchomerron 15 imbued with the
powerful personality of the avangion Nerad, so its
owner is subject to artifact possession. The
device seeks un end to slavery and oppression,

Pyramid Energy

—'

demanding that the owner attempt to bring down
the sorcerer-kings and the dragon.
Suggested Means of Destruction:
* Cause an earth drake 1o devour it
» Let no light touch it for 99 years.

Puppy Putty
XP Value: 250 GP Value: 400
PuLyMeDaon Newszine 82

This material is found in small, scaled jars. Puppy
putty is a black clay, somewhat cold and wet, but
pleasing 1o the touch. To use puppy putny, a charac-
ter must mold it into a round ball and press it firmly
on the end of his nose. The putty will remam on the
wearer for 1d4+1 hours, unless it is removed earlier.

Une round after it has been applied 1o a nose, the
character’s sense of smell becomes remarkably acute
and he or she is compelled to travel on hands and
knees. The character gains the tracking proficiency
while the putty is in place. Characters who already
posscss the proficiency temporanly gain a +3 boous
to the proficiency score. The wearer gains a +2
bonus to surpnise rolls. Further, a character wearing
puppy putfy gets +2 on saving throws vs. poison gas,
due to the characier’s increased chance of noticing
the gas and reacting before complate exposure, A jar
of prppy puty usually contiins four uscs.

Pyramid Energy
XP Value: — GP Value:
Kingdom of Nithia

Throughout Nithia there are pyramids dotting
the desert and badlands. Some are well known,
such as those in the necropolis of Tarthis,
located some two miles south of the city. Others
have been hidden in the deep desert and bad-
lands for ages, Pyrumids are grand structures
that seem to radiate great power. Foreigners are
generally struck dumb with awe for the enig-
matic Nithian pyramids.

Almost all Nithians believe that one day, the
dead will arise 1o walk the world again. This tale
has been passed down throughout the ages since
before the Nithians arrived in the Hollow World,
For an equal time, great pyramids have been built
lo serve as burial tombs capable of spanning the
ages until the time of rebirth ar last arrives. 1t is
believed that when that day comes, only those
properly entombed will rise to take back their
possessions, lands, and power, living an everlast-
ing life. Some even claim that all will then be
equals with the Immortals and live among them.

J
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This belief is so strong that almost every Nithian
would gladly die to thare a sarcophagus in the
Pharach’s tomb, even if his life were cut short to do
it. The prime motivators for this are not so much
love and respect for the Pharaohs as they are hope
and greed—hope that one may be selected by a
dyng Pharaoh (o sccompany him or her, and greed
for the powers that muy resull from this ritual burial.

As soon a3 o Pharaoh comes 1o power, one of
the first acts he or she performs is the authoriza-
tion for initial construction of a personal pyra-
mid. This is a lengthy process, occasionally the
Pharaoh dies before the tomb is complete.

Pharaohs are not the only people who make
pyramids, but they are the only ones who may
authorize their construction. Few have the wealth
and power to bring such a project to completion
without the Pharaoh s ad.

All this stmply supports the fact that the Nithi-
ans, though proud, are essentially a simplistic,
superstitious people who are blind to the light of
reason. They are obsessed with death. Only a
backward, burbarie culture would promulgate the
belief that Minging onesell into an open grave
would impart *mystical powers'.

Pyramid energy can be used to perform many
acts. Other applications (and misuses) are outlined
below. OF course, a mramid enerey collectar 1s nec-
essary to perform any task involving pyramid
energy. If something 15 desired that is not on this lisg,
the DM should determine if 1t 15 possible at all, and
how much it costs, To do this, the DM may use the
followmg examples as a base. Pyrumid power can be
used to perform almost anything associated with
mysticism and magic. The primary uses of pyramid
power involve household magic, and powering the
engines of hover-chariots and the mighty hover-
barges. Other more expensive uses of pyramid
energy are listed below, along with their point costs.

Use Cost

Healing 2 points per round
Control Statue 5 points per round
Research 10 points per hour
Creaie Undead Warrior® 1000 points
Activate Undead Wartior® 100 points

* Used only by followers of Thanatos or Ranivorus.

Healing: This use of pyramid energy allows
the user 1o heal | point of damage for every
2points of pyramid encrgy used. For most people,
this means a swift drain on the day’s pyramid

energy charge. However, when there is no other
way 1o help the severely injured, many people use
this power without hesitation. [L is especially use-
ful when used in conjunction with the five-point
houschold spell, set bones.

Control Statue: This application allows the
user 1o “remote control™ a statue into which a pywa-
mid energy colfector has been built. Using coneml
staiue, o statue can be made to walk around and
perform simple tasks, like bashing one’s oppo-
nents, Statues cannot speak, and have no intelli-
gence, No statue smaller than man-sized can be
comtrolled wath this ability. Furthermore, the point
cost given above for control statue 15 a median,
based on a man-sized statue. Individual strength,
Hit Dice, damage, and pyramid point cost to run
15 adjusted based on their size as follows:

Hit Points/
Size S5ir  Dice Dmg  Round
e 18 44 1-3* 3
11" 1850 6+6 4-6* 10
12-24° 20 10 o-11* 20
25-50" 23 20 2d8+11 30
51-100" 23 30 3dio+i4 50

* Or by weapon type. Strength bonuses apply
when weapons are used.

Human-sized statues usually have an AC of 6
(due to being stone). The statue’s Armor Class
may be adjusted by size and type of stone from
which it is made.

Research: This application allows a wizard or
priest 1o access a “spirit library,” consulting with
wise folk in the afterlife to gain insight into new
magical spells. To use this skill, one must first
invest 10 points of pyramid energy per hour of
“consultation” then roll on the following table, or

pick a result as you see fit:
Roll Result
I Spirits cannot be bothered. No assistance
available.
2 Receive u small hinl. Reduce research time
by one day.
3 A capricious wizard (or priest) lied. Dou-
ble the research time.

4 Contacted the wrong spirit. The spell is
successful, but add % to research time.

5 Contacted an eccentric individual. The
spell vields results are different from what

was intended (DM adjudicanon).
A0ET
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6 The spell 1= very important in the scheme
of things. Halve research time.

Cosmic censors pull a fast one. Quarter the
research time, and reduce spell effects by
half.

Cosmic censors really dislike the spell.
Everything works (special effects, light,
and sound), but the spell is a dud.

Hard work pays off. Research time reduced
to W of original amount,

Immortal sees the spell rescarch and says,
“Meat!" Research time cut to overnight.

10

Create Undead Warrior: This magic 1s used
by followers of the Immortals of Entropy to cre-
gic guardians for crypts, strongholds, and other
places of power. For detailed information on the
processes by which a body is mummified, consult
your local library's Egyptology section. However,
in game terms the process involves special
enchanted lacquers, and a complex curing
process. During this time, the mummy is barthed
in pyramid mergy (100 poinis per week) for nine
weeks. At the end of this time, the final 100
points are shunted into an amulet, placing the
warrior under the ereator’s contral,

Undead wartiors fight and cast spells at the
same levels of ability as when they were alive.
Movement rates are also the same. They react (o
priestly “rurning undead™ as a vampire. They are
also immune to spells such as charm. Due to the
enchanted lacquers and special drying processes
used in their creation, all undead warriors have a
base Armor Class of 2. They can wear armor and
use the same weapons they used in life.

In combat, an undead warrior is a tireless fight-
ing machine. It does not check morale, nor does it
give quarter. Il the party chooses to retreat or run
away, il pursues, nol stopping uniil it either destrovs
the party to the lust charscter or is itself destroyed.

Destroying an undead warrior can be a difficult
proposition. Simply beating on the construct may
damage it, but the pieces remain animate, imbued
with a sense of deadly purpose. Burning the thing
is an option, since the lacquers used in the undead
warrior’s construction are quite flammable. The
final option is to destroy the thing's control amulet,
which canses the warrior to crumble into dust.

Control Undead Warrior: This magic is the
“spark” nceded to set undead warrior into
deadly action. As shown by the point cost, this is
an investment of power. Such a thing is not

without drawbacks —there is a 25% chance that
the warrior is “fMawed"” and attacks ils owner
upon activation.

The pyramids often have certain magical
effects on those who venture within them. A
sample list of these effects follows:

Roll  Effect

| Turning undead always fails.

2 Mummy & Curse (see below).

3 Anyone who takes treasure loses 1 XP
for every 10 gp tuken.

4 No 1st-level spells will function.

5 All spells have a 25 % chance of func-
tioning at twice the normal power or
duration,

f All spells have a 25% chance of failing.

At the DM's option, o micmmy ¥ curse causes
would-be tomb robbers to make a saving throw vs,
death magic, or fall ill and slowly die over the
course of the next 30 days. Another curse effect may
cause the victims to go insane and wander aimlessly
through the tomb, to be picked off one by one by the
tomb’s defenses. Returming the treasure and apolo-
gizing sincerely to the person entombed negates all
negative eifects. Feel free to invent other fiendish
manifestations of the dreaded mummy s curse.
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Queen Ehlissa’s

Marvelous Nightingale
XP Value: 22,500 GP Value: 112,500
Eldrirch Wizardry
This bejewelled songbird seems to actually spring
to life when its mechunism is activated. The crea-
ture is held within o fine mesh of golden wires,
much like the cage of a real bird, and when set in
motion the nightingoale opens its glittering wings,
hops to the highest perch in the cage and per-
forms. It is rumored that the eyes of this artifact
shoot forth seintillating rays of brilliznt color,
cach color having a different effect; ils songs
likewise are able to work magical wonders; and if
the rays and songs are directed in combination

powerful spells are supposedly woven.

It is known that the device throws forth a pro-
tective sphere, preventing detection or magical
{or psionic) intrusion in a 30-foot radius. Those
within this sphere are reported to neither hunger
nor thirst as long as they remain within. Queen
Ehlissa bent all to her will with the enchantments
of the device, and throughout her reign of several
centuries the nightingale never escaped its con-
finement. The nightingale has the following abili-
ties and penalties:

Detact evil (or good if evil, or both if neutral).
Speak with animals.,

Gienerate a double effect siow spell twice a day.
There is an increasing chance that the power
confined in the object will break free, take
over Lhe wiclder of the item by destroying the
individual's soul, and then (masquerading as
the person) kill all of the hirelings and associ-
ates of the person. The chance should range
from 1% to 4%, cumulative, per use of the
item,

User may restore | lost level (as in restoration
spell) once per week (perhaps one drained
from a nearby friendly player character).

Queen Ehlissa’s
Marvelous Nightingale 11
XP Value: — GP Value:
Roak of Artifacts

With crystal eyes, tiny golden feathers delicately
layered over its body, and a small windup key on
its underside, Queen Ehlissa s marvelous nightin-
gale is a beautiful golden songhird mounted in a
golden cage.

Queen Ehlissa’s Marvelous Nightingale [1

Last in a line of henevolent rulers, Queen
Ehlissa treated everyone in her domain fairly, and
no one lived in poverty or want. Having no fam-
ily, Queen Ehlissa raised song hirds, her favorite
being a nightingale that she loved dearly. Each

" night she would sit and listen for hours as her

beloved bird would sing the most beauniful songs.
Sadly, the nightingale died, on her birthday no
less. Devastated, Queen Ehlissa went info mourn-
ing. Her subjects, fearing for their beloved queen,
sent for their greatest artisans, bards, wizards,
and eraftsmen, For one year they lobored, and on
Ehlizsa'’s next birthday, they gave her the mechan-
ical nightingale. The music that came forth was
g0 pure and lovely that it soothed the queen and
her sorrow melted away.

The nightingale can be used by anyone and
provides excellent role-playing opportunities
Perhaps Queen Ehlissa’s land is overrun by a bar-
barian horde, which makes off wath the beloved
nightingale. She hines a group of would-be heroes
to retrieve her stolen songbird.

Invoked Powers: A narrow groove with [ive
notched slots is embedded in the botiom of the
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g (2ulll Pen of Copying -

cage. By moving a small lever into different
notches, the nightingale plays five different songs
each associated with a power. Indoors, the area of
effect is the entire room; otherwise it is as if cast
by a 20th-level character.

Slot  Power
| Bless (Tiday).
2 Music of the spheres (5/day).
3 Unceasing vigilance of the kofy sentinel
{ Liweek),
4 Zome of truth { 1/week, no saving throw),
5 Emotion ( /day). IF the emotion is not

chosen, one is selected randomly and
lasts 2d4 rounds. Selected emotions last
as long as concentration is maintained.

Curse: Anyone possessing the nightingale
becomes increasingly childlike. Monsters cause
the PC to flee in panic for 2d4 rounds, Each
night there is a 5% chance that the owner 15
too frightened to sleep, preventing healing and
the memorization of spells. Should sleep be lost
for 3 consecutive nights the owner is incoherent
and sluggish, with attributes dropping by 1
point, The owner must always speak the com-
plete truth. For each month that the rightingale
is possessed, one experience level is lost, Once
the mightingale is given up, these negative
effects are gradually reversed over the same
amount of time,

Suggested Means of Destruction:

It must be given to the king of songhirds,

It must be smashed by a tinker gnome with the
strength of a titan,

1t must be exposed to the most wretched cord
playable on Heward & mystical argan.

Quill Pen
A guill 15 a large feather that can be dipped in ink
and used as a writing teol, Quills are most ofien
found in the possession of sages, scholars, spell
casters, bookkecpers, and where research or writ-
ing materials are common, (See also Pen.)

of Copying
XP Value: 5,000 GP Value: 25,000
[umcEons & Dracows Rules Cyclopedia
A quill is a large feather that can be dipped in ink
and used as a writing use. Usable only by spell-
casters, this quill can be commanded to copy any

spell on a scroll. It copies only one spell per week
at most. The original seroll must be burned, and
the ashes mixed with rare ink (of 100D gp cost),
The quill is then placed on a blank scroll along
with an inkwell containing the prepared ink.
Upon command, the quill starts 1o write, creating
two identical spells on the scroll instead of the
single original. If the scroll burnt contains two or
more spells, only one spell is copied—either the
lowest level spell or (if more than one is the same,
low level) a randomly selected spell, The quill
cannot copy profection scrodls or any other writ-
ing except spell scralls,

Unfortunately, there is a 25% chance per use
that the quill suddenly drains its ink, spoiling the
entire scroll upon which it is writing. The blot
thus created cannot be removed from the parch-
ment by any means but a wish,

of Erasing
XP Value: — GP Value: 1,300
The Beok of Marvelous Magic

This quill looks like any other quill. However,
when moved, it causes one scroll carried or
owned by the victim moving it (regardless of
range) 1o be crased, destroying all the magic
inside it. If no scralls are carried or owned, the
quill destrovs one spell in a spell book carried or
owned; failing that, it erases a magical book car-
ried or owned. If it can find nothing of the vie-
tim’s to erase, it turns on the creature closest (o
the victim and in the same order continues
searching until it can erase something. The quill
functions each time it 13 touched and continues to
destroy written magical materials for as long as it
15 held, until three scrolls or wrilings are
destroved. After erasing three times, the quill
erases ilsell and disintegrates.

of Forgery
XP Value: 4,000 GP Value: 20,000
The Book of Marvelous Magic

This quill may be commanded to imitate any
writing with perfect accuracy. A written sample
containing at least 10 words in the style to be
copied must be burned and the ashes mixed with
the ink 1o be used. The quill can perfectly forge a
written text of 100 words or less per use. 1t may
be used only once per weck.
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Qull Pen, Kuroth's 1
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Kuroth's

XP Value: 5,500 CP Value: 27,500
DurGeos MasTer Guide

There can be little dispute that the master thief
Kuroth was the most successtul of his profession,
and several sages attribute his performance to the
acquisition of a writing instrument of unknown
antiquity that now bears Kuroth's name. This
Cuill reportedly draws and writes infallibly upon
command, depicting whatever its possessor sces
or speaks accordingly. It also 1s supposed to be
able to find treasure (as a potion of treasure (ind-
g} one iime per month.

Kuroth’s 11
XP Value: — GP Value:
Book of Arufacts
Kiroth 5 quall is made from a white feather taken
from the wing of a full-grown male griffon—its
writing nib 15 made of gold,

During the Age of Veth, beyond the Wasted
Lands, an apprentice wizard named Haalice,
possessing great potential and little discipline,
was determined to prove his abilities to his
master. On a day when the apprentices were
dlone, Baalice snuck mto the master’s study and
used his spell book. He tried what appeared to
be a simple summoning, but the spell went awry,

and two dretches arrived from the Abyss. Baal-
ice managed to send them back, but his right
arm was mangled and his best friend, Julian,
was killed. Although his arm was healed, Baal-
ice believed it w be permanently crippled. The
torment of his failure and his friend’s death
became overwhelming, Baalice came 1o believe
that the only way to find peace was to ultimately
right the wrongs he had inflicted, so he dedi-
cated himself to amassing arcane knowledge.
The drive to correct the situation became an
obsession, though, until he was convinced thar
the only way 1o succeed was to achieve immaor-
tality. Baalice decided to become a hich.

Onece transformed, Baalice took up residence
in a lonely stone tower by the sea. He strove to Nix
the damage he had done, but nothing ever set
things completely right. Over the years the lich’s
obsession grew, until a possible solution formed
in his mind. For three decades Baalice spent all
his cnergies researching and ¢reating a writing
instrument capable of altering events, When he
finished, he believed he could finally set the
events right again. All too soon, though, he dis-
covered that each change he made became twisted
in some way and often led to greater problems—
even for someone of his powers, In sorrow and
rage, Baalice planned to destroy the quill.

One afternoon, Kurath, an able thief, wandered
into an inn near Baalices tower. He happened to
overhear a table of local folk discussing strange
happenings at the tower. Upon inguiry. Kuroth
lcarned that during the previous two months the
stone tower had transformed into a mighty
fortress, smoldering ruins, and then back again
into its original form. Seeking the source of these
greal curiosities, the thief slipped into the stone
tower and stole four rubies, one sapphire, and an
engraved ebony box containing the quill and
some fine parchment paper. While recarding the
items stolen, Kuroth accidentally wrote four sap-
phires and four rubies, To his amazement, there
were now four of each gem on the table before
him. Kuroth was quick to realize that the pen was
the source of the tower's mysterics. Not wishing
to attract undue attention, Kuroth immediately
wrote, “The previous owner of this pen believes
that the quill pen, four rubies, and one sapphire
were lost.” Nol certain that this would be clear
enough he wrote, “This quill pen is the rightful
property of Kuroth, and shall from now on be

known as Kueroth 5 quill”
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Soon Kuroth sat at the head of the local thieves’
guild and had many interests extending through-
out the region. After his death, many of Kuroth’s
closest associates shook their heads as they told
of the guild masters” insistence upon keeping the
guild’s books and ledgers himself.

COwver the years, the quill pen passed from hand-
to-hand and ended with a caravan driver. He sold
it to Sharmana the merchant, mumbling some-
thing about how his best team had died of what
he wrote down. Not believing the superstitious
man, Sharmana promptly shelved it and forgot
aboul 11 3ix months later, his beloved daughter
aceidentally drowned in the lake. Months later,
still bereaved, Sharmana wrote in his journal, 1
wish my daughter back at my side.” The popular
folk tale tells of the decayved remains of Shar-
mana's daughter leaving the gravevard,

Kuroth s guill has the power to alter the course
of a campaign—it is the equivalent of giving a
character an unlimited number of twisted wishes.
For this reason, the PCs should have limited or no
contact with the quill, and should strive to pre-
vent anyone else from using it as well.

To avoid all possible confusion, the DM
should have any players actually write down
whal their characters wish to write with the
quill. If a character does not command the pen
e write infallibly, any and all errors wrilten are
subject o interpretation and substitution by the
DM (see examples under Curse). It is important
to remember that no wish is innocent; all have
consequences.

A possible adventure might have the party
returning to a small fishing village afrer van-
quishing a horde of monsters, only to find that it
ig now a massive fortress bustling with activity.
As they unravel this mystery, more events are
rewritien, and the one of the PCs might even sud-
denly change or shift—perhaps becoming a
member of the king’s staff or maybe a lowly
stable servant, This PC will not know the rest of
the charactlers, believing in this new life com-
pletely. The rest of the group will have 1o find a
way o rectify this, while the DM plays that char-
acter as an NPC for a while, Of course, anyone
with an inkling of the pen’s powers will want to
possess it for themselves, so preventing unscrupu-
lous individuals from acquiring it is an adventure
in itself.

Constant Powers: The user gaing the benefits
of a comprehend languages spell as long as the

pen is in hand. Any illiterate gains the nonweapon
read/write proficiency for 1d4 hours ( 1/day).

Invoked Powers: The user of the quill 1s able
to alter reality by writing it down on a piece of
parchment, similar to the 9th-level wizard spell
wigh. The quill cannot be used more frequently
than every 12 hours (6/week). The pen also wriles
or sketches an infallible deseription of what the
wriler sees or speaks upon command. The quill
functions as a polion of freasure finding while
held (1/month).

Curse: While the quill grants wishes and alters
reality, there is always a price to be paid; for
every boon there is a bane. llegible or smudged
words are omitted from the request entirely, Mis-
spelled words are substituted to the best of the
quill’s ability. For example, if a character writes,
“1 wish to have a roster for all of the taxpayers in
this county,” and accidentally misspells “roster”
as “rooster,” the PC is going to be overwhelmed
with crowing roosters from all the surrounding
farms.

Even correctly writlen reguests have a “mon-
keyv's paw” effect. The pen does not create
things; rather, it draws upon existing material o
grant the wish. IT a party requests a vast fortune,
they could find themselves teleported inside the
king's treasury. A wizard might write for desired
magical spells, awakening in a heap of ancient
tomes, At the same time, a nearby kingdom suf-
fers the wrath of an archmage whose library haz
disappeared.

Suggested Means of Destruction:

+ The words “Kurath 5 quill was never made”
must be written 100,000 times.

The lich Baalice must be located, his memory
of the pen restored, and it must be returned to
him.

The quill must be uken back in lime and given
te the apprentice Julian at the moment of his
death.

of Law
XP Value: 7,000 GP Value: 35,000
Tome of Magic
This magical pen is used by despots and good
rulers alike to ensure that their laws and procla-
mations are obeved. Anyone reading a posted
proclamation or law that was writien with one of
these pens must ohey the law, regardless of

whether it is a good law.
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This effect applies only to persons who actu-
ally see the written message. [[ a person knows
about the law but has not read a notice written
with the quill, he or she still has the option to
obey or break the
law, Omee read, however, it must be obeyed,

The magieal effect is limited in that only the
three most recent laws written with the quill
maintain this power. Laws written prior to the
most recent three can still be law, but citizens are
not compelled to obey them.

Creatures with 15 or greater Intelligence and
12 or more Hit Dice or levels are entitled to a sav-
ing throw vs, spell when viewing the proclama-
tion, If the saving throw is successful, the effect is
negated and the person is lefl to his or her own
maral decisions,

of Longwriting
XP Value: 4,000 GP Value: 20,000
Dracon Magnzing 30
The quill of longwriting is a writing instrument
that Orlow developed to eliminate the bother and
mess of inkwells. It has no limit to the number of
pages or words it can write,

of Necromancy
XP Value: 6,000 GP Value: 30,000
The Book of Marvelous Magic

This quill can write the words of the dead. It must
be filled with special ink containing powdered
bone (100 gp cost per use) and then placed along
with a parchment on the grave or body of any dead
creature, When preparations are complele, the
command word is spoken; the quill then creates a
speak with dead spell effect as if a priest of 21st
level. The user may ask three questions and the
answers from the dead creature are written on the
parchment by the quill. Other normal restrictions
a5 described in the spell, particularly to matters of
alignment, apply. The quill may be used once per
day as long as the proper ink s available.

Porcupine
XI' Value: — G Value: 500
The Book of Marvelous Magic
This quill is identical to a guill of forgery. How-
ever, when used, it changes into a giant, magical
porcupine (AC 4; HD 3; MV 9, 2AT |; Dmg 1d4
(bite) + quills; ML 12; AL N; if bite hits, 1d6
quills attack, each inflicting 1d4 additional points
of damage). The porcupine attacks the quill user

immediately. Attack rolls are mude normally, but
this magical ereature inflicts maximum damage
(four points per bite and quill) per hit; it 15 also
immune 0 all charm and hold spells.

of Pyrophilius
XP Value: 1,000 GF Value: 6,000
PotyneEnroy Newszne 82

More than two dozen quills are known to have
been enchanted by a mighty magician living on
Abeir-Toril. Each quill is made from a Ki-Rin
feather, and the spirt of a sprite has been forcibly
trapped within them. The sprite listens to any
intelligible conversation within normal hearing
distance and writes it down on the nearest piece
of paper, or any other suilable substance. The
quill never runs out of ink, and cannot move,
other than to write. Any language that s heard by
the quill can be transcribed, being written in the
language being spoken. If more than one person
1% speaking at a time, the quill transcribes the
loudest voice. The quill is activated by a specific
command word, and can be deactivated by restat-
ing the command word, or physically destroying
the item, which frees the trapped sprite,

of Seribbling

XP Value: — GP Value: 1,000
The Book of Marvelous Magic
This item appears to be a quill of copying but
writes unintelligible gibberish. This does not
become apparent until after the original seroll is
burnt and mixed with ink. The original scroll ean-
not be regained from the parchment by any means
but a wish.

of Scroll Creation
XP Value GP Value
Type | (with ink): 500 1,000
Type | (without ink}: 250 600
Type II: 100/charpe 200/charge
Dracon Maparine 99

This enchanted wnting tool is of great use to a
mage or specialist wizard attempting to inscribe
a magical spell scroll. It gives its user a 10%
bonus to the chance of successfully writing a
spell onto a scroll. The quill is only good for six
uses (six spells), and loses ils magical property
when the sixth spell is finished. Each usage
counts against the quill's capacity, whether or
not the spell in question was successfully trans-
ferred to the scroll.
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1f the quill is used along with a special ink that
i artuned to the item, the chance of success in the
preparation of a scroll spell is increased by an
additional 10%. The manufacture of the ink 1s a
costly and time-consuming process, tuking at
least a week and requiring ingredients of at least
1,000 gp in value to make enough ink to last for
six usages. This special ink must be mixed with
the imk that a particular scroll normally requires.
A bottle of this ink may be discoversd along with
the guill, but the ink is never found by itself.

A second type of guill of scroll creation does
not require ink. The quill magically creates the
ink it requires to write the magical spells on
scrolls. This type of quill can write 1d100 spell
levels of spells before its magic is spent. Each
spell level is considered a “charge™ in the case of
figuring Experience Points and relative gold
piece value,

of Swift Writing
XP Value: 1,000 GP Value: 5,000
Dracos Magazine 73
Using this quill pen, anyone can write twice as
fast as normal, with no less of legibility. These
pens are wsually found in lots of 2d6, since the
quills do wear out. The pens are appropriate for
normal writing tasks, but not for the magical
scribing of (for instance) scrolls or spell books.

of Transcription
XP Value: 4,000 GP Walue: 20,000
The Book of Marvelous Magic

This quill may be commanded to write down all
words spoken within 30 feet of it. The words tran-
scribed by the quill appear in the language spo-
ken and may require translation. It transcribes all
normal words, but if any magical words arc spo-
ken, only the name of the spell or effect is tran-
scribed, not the spell itself. 1t transcribes until
commanded Lo stop and otherwise functions
indefinitely, stopping only when it runs out of ink
or parchment, When multiple voices are tran-
scribed, the quill identifies each only by race and
sex, numbering them in the order heard (human
male #1, gargoyle #4, and o0 on); it writes all
such nontranscribed remarks in Common, The
quill’s detection abilities cannot be blocked by
any means; it hears and transcribes even if
encased. It may be used most effectively with an
everfull ink well and a parchment of looping.

of Truth
XP Value: 1,500 GP Value: 6,500
Dracon Magarine 73

This 15 & metal pen, made of a near golden material,
and having a replaceable, quill tip. Only statements
believed to be true can be written with this pen.
Windscribe

GP Value: 10,000
Black Opul Eye
This magical quill is an intelligent item. If asked
a direct yes or no question, it will answer accu-
rately. Five questions may be asked aliogether
{treat as a legend lore spell),

XP Value: 2,000

Wondrous Writing Set
XP Value: 3,000 GP Value: 15,000
Oriental Adventures

This magical writing set comes in a lacquered
box and contains a brush, inking stone, and
inkwell with ink. When used for writing, the set
improves the character's calligraphy proficiency
by +2. Furthermore, if the character has a sample
of another person’s handwriting, he or she can
create o perfect forgery of that person’s handwrit-
ing, provided a successful calligraphy profi-
ciency roll is made. The inkwell contains enough
ink to write 1d4+1 pages,

Zellot’s Quill of Law
XP Value: 8,000 GP Value: 40,000
1992 Fantasy Collector Card 385

Zellot’s quill works pretty much the same as any
quill af law: those who read edicts written with it
are compelled to obey unless they possess either
15 or greater Intelligence or 12 or more levels or
Hit Dice. Also, only the last three laws written
have the compelling power. When it became
obvious that people were deliberately avoiding
Zellot's posts, however, he had to take additional
steps 1o enforce his laws. Now thanks to a high-
level alchemist Zellot's quill writes in a hypratic
pattern—anyone who so much as sees the parch-
ment on the wall must successfully save vs. spell
or be irresistibly drawn 1o read it.

Quiver

Cuivers are containers used to hold arrows, quar-
rels, javeling, bolts, and similar missile weapons,
Quivers usually have a strap that allows them 1o
be slung over the back or attached 1o a belt. A
plain guiver is usually included in the basic price
of a load of missiles.
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of Arrow Storing
XP Value: 1,000 GP Value: 4,000
Dracon Magazine 133
This quiver appears to be a normal guiver,
although it has magicul propertics much like a
bag of heolding. Up 1o 200 arrows can be held in
the quiver without adding any further encums-
brance to the bowman (the quiver itsell weighs as
much a8 a normal, empty quiver). The arrows in
the quiver are easily accessible and may be of any
sort—though Finding the exact, magical arrow
desired may prove difficult,

Black
XP Value: 1,000 P Value: 5,000
Plack Courser
This quiver contains one back arrow +3, which
is replaced whenever it is used. Afier a hit is
made, roll 1d4 1o lind the arrow’s effect:

Roll  Effect

I Deuath (save vs. death magic for 3d10
damage).

2 Magic drain (victims® magic armor
becomes normal armor, ability 1o cast
apells is lost for 24 hours),

I Vietim parafyzed for 1d10 wms

4 Victim explodes (save vs. death magic

for 5410 fire damage),

Unfortunately, every time one of these arrows is
fired, the archer’s hund blackens and withers slightly,

reducing his Dexierity by | point permancntly,

of Ehlonna
XP Value: 1,500 GP Value: 10,000
Dimceon Mastir Guide

This appears to be a typical arrow conlainer capa-
ble of holding about 20 arrows. It has an aura of
alteration if defeer magie is cast, and examination
shows that it has three distinet portions. The first
and smallest one can contain up to 60 ohjects of the
same general gize and shape as long bow arrows.

The secand, slightly longer, compartment
holds up to 18 objects of the same general size
and shape as a javelin, The third and longest par-
tion of the case contains as many as six objects of
the same general size and shape as a how—spears
or staves, for example. Such a quiver is always
found empty, but once the owner has filled i, it
can be commanded to produce any stored items
each round.

In a DracosLaxce Campaign: The guver of

Ehlonna does not exist on Ansalon.
Frief”s Magical
XP Value: 1,100 GP Value: 4,500

Diacios Magazine lsue 133

Frief k magical guiver looks like a normal quiver,
but mdiates magic. I found on a captured or slain
opponent, it containg 3d4 normal (70%) or magi-
cal arrowy +1 (309), 11 found in a treasure hoard,
it contains only 3d4 normal arrows, as the magi-
cally created ones lose their powers if they
haven't been used for four weeks.

Frief s mugical guiver functions as a normal
quiver until it contains only one magical arrow of
any sort. When only one magic arrow is lefi, that
armow disappears and is replaced by 12 arrows with
a magical bonus one less than that of the original
arrow—an arrow +2 is replaced by 12 arrows +1;
an arrow +1 is replaced by 12 magical arrows with
no attack bonus (but usefiul against monsters like
lycanthropes or gargoyles); a magical arrow with
no bonus 18 replaced by 12 normal arrows, and so
on. This continues uniil only normal arrows are left,
but only one replacement occurs per day. The
quiver does have one drwback; if an arrow af slay-
ing is the arrow that would be replaced, 12 cursed
arrows ~ | appear, Also, under no conditions can the
PC get experience points for the ereated arrows.

Never Empty Quiver
XP Value: 2,000 GP Value: 10,000
Kara-Tur
The Gilass Warrior, detailed under the Crystal
Warriors entry, carmes this magical quiver, allow-
ing it to have unlimited missile weapons at its dis-
posal. The quiver magically creates whatever type
of arrow or crosshow holt is required by the user

of Returning
XP Value: 1,500 GP Value: 10,000
Mew ltem
A missile fired Tfrom this guiver always returns to
it, ready for a second shot,

of Wrong Returning
XP Value: — GP Value: 500
MNoew liem
Missiles taken from this quiver and fired return 1o
1i—hut they're always the wrong ones. I a cross-
bow bolt ix fired, an arrow returns: an arrow

returns a javelin, which, at least, is useful.
414
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Rabbit’s Foot

XP Value: 100 GP Value: 500
The Book of Marvelous Magic
If worn visibly on outer clothing or armor, this
item gives the user a bonus of +1 to all saving
throws. However, any herbivores seeing the item
take an instant dislike to the wearer, having a =2
penalty to reactions

Rag of Drying
XF Value: 250 GP Value: 1,250
Dmanoy Magazine 30
The rag of drying absorbs and releports into the
ocean, one gallon of any noncaustic, blodegrad-
able liquid per day.

Rainbow Scarf of Sinbad

XP Value: GF Value: —

Dusiceoss & Dracons Master Set
The success of the famous adventurer Sinbad the
Sailor (whose whereabouts and even existence is
now dubious) is said o have been caused by this
simple item of apparel. Especially made to aid
the Epic Hero on the way to Immortality, this
device must ha warn at all times. [t may bring
luck and intelligence, bur it will bring hezardous
adventure as well if even a tenth of the legends
are rue.

This is a silk scarf, 2 feet square, decorated in
swirls of ruinbow colors.

The artifuct 15 not active when found. If it is
worn while the user travels by sea, the powers of
the scarfl may be read in passing sea mists, by
using both read magic and detect invisible spells,
at the maximum rate of one power per hour,

Any power revealed can be produced by
thought alone, without ultering any command
words. However, the Intelligence |8 power is pro-
duced automatically whenever open locks is
called forth, unless the user specifies otherwise.

Suggested Powers:

* Couse Frar

+ Bless

* Contatner (1,000 pounds; Duration six hours.)
+ Open Locks (75% success.)

+ Saving throw bonus (+2 bonus. )

*+ Intelligence bonus (Increase to 18)

Suggested Handicap: When the scarf is first
waorn, the user’s Wisdom drops by 4 points

Sugpested Penalty: 1d4 hostile monsters of
some kind magically appear wirthin 30 feet of the
user. Select or randomly decide any monster from
I to 12 Hit Dice.

Rakasta Tea
XP Value: 100 GP Value: 500
Rage of the Rakasta

Although strict carnivores and Nerce warriors,
the rakasta are also a highly civilized people. The
rituals that they have created around tea cere-
monies are complex and, in some cases, magical,
Whenever a DM is rolling to generate trzasure for
a monster that is killed and the results call for that
enemy to have a magical potion, a packet of mag-
ical tea leaves has been found instead. Although
the effects of the tea are the same as the potion,
the characters must spend a 1d4+1 rounds heat-
ing water and steeping the tea leaves before they
can use it and guin the benefis,
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Rake of Climbing
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Rake
A rake is a common farming tool, ofien made of
wood, but sometimes having metal prongs. The
handle is 3 to 5 feet long, and the 2d10 prongs
may be stiff or flexible. Magieal rakes have stiff
metal prongs, set in a row.

of Climbing

XP Value: 500 GP Value: 2,500
The Book of Marvelous Magic
This rake will, on command, lengthen as much as
30 feet. If the prongs can be used to catch some
outcropping or ledge, the user may hold onto the
rake and command it to shorten, providing easy
passage up most sheer surfaces, It may be used to
descend by hanging from it and commanding it to
lengthen.

Rake of Iron

XP Value: 3,000 GP Value: 12,000
Ciods, Demipodz, & Heroes
This item appears 3 feet in length but because of
its magical origin and purpose it can elongate o
as far as the user wishes. This rake was used by
Lemmikainen’s mother in recovering his body
from deep under water. There is a 10% chance
per turn of “raking” out the desired item (if it is
there).

of Retrieval
XP Value: 200 GP Valoe: 1,000
The Book of Marvelous Magic

This rake lengthens on command in 2 manner
similar to a rake of climbing. However, if 1t 13
touched to open water (pool, lake, ocean, ete.)
while lengthened, it can be (urther commanded.
I the user deseribes an itlem known or hoped 1o
be in the water and within 360 yards, the rake
lengthens further, searching for the lost item for
one hour, and then shortens to normal size. If
the lost item was within range, it is dragged out
by the rake. Though the rake cannot retrieve a
creature, it can be commanded to get an item
securely fastened to a lost creature (such as a
last character’s armor) by dragping the creature
out with it. The rake may be used once per day.
If used in any large body of salt water, there is a
0% chance per use that it will attract a large
monsier, such as a sea serpent, sca dragon, or
other denizen of the sca.

Ship

XP Value: — GP Value: 1,000
The Boak of Marvelous Magic

A ship rake looks like and functions as a rake of
retrieval in all respects. However, if taken aboard
a ship or boat of any kind, disaster occurs, When
it next approaches land, the ship’s hull crumbles
in spite of other protections and takes double its
oumber of hull points in damage. A remove curse
spell cast upon the rake (not the ship) destroys the
rake and removes the curse from the vessel; only
a wish can cancel the effect while leaving the rake
intact. Thus, the destruction or loss of the rake
virtually deoms the vessel.

of Smoothing
XP Value: 5(H) GP Value: 2,500
The Book of Marvelous Magic

This rake can be used to remove all traces of the
user’s footsteps, whether indoors or outdoors, no
matter how clean and uncluttered the area. It
affeets only traces on the ground or floor. IF the
user is the last of a group, the traces of the entire
group may be removed.

of Tracking
XF Value: 1,000 GF Value: 5,000
The Book of Marvelous Magic

This rake appears to be a rake of smoothing, but
the user’s (or groups’) traces reappear in |d4
hours and may be easily seen or smelled by any
animal or intelligent creature, even if the original
traces were few.

Razor
A razor 15 a small straight blade used o shave the
hair off the face or legs. As a weapon, il 1s gener-
ally useless since it requires such close quarters
to properly function. As a throwing weapon, how-
ever, it is totally useless.

Baltron’s
GP Value: 2,000
Baltron's Beacon )
The razor is magically sharp (as a sword of
sharpness), but cannot cut living flesh. It is use-
less as a weapon but excellent for shaving.

XP Value; 500
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of Close Shaving
XP Value: 100 GP Value: 10,000
PoryHERROM Mewszine 82
Prized by the nobility, these straight-edged razors
are made of platinum and encrusted with dia-
monds. This 15 a blade +1, allowing the user to
shave with little chance marring his or her face—
if a perverse dwarl female uses it Characlers
shaved with the razor gain a +1 Charisma bonus
for that day. The razor is also useful in combat,
functioning as a small knife,

of Truth
XP Value: 800 GP Value: 4,000
Land of Fate
Thiz hlade appears as a barber’s razor, and has
no benefit in combat. However, if used in the
traditional fashion, it can be used as a tool of
mierrogation. When used to shave, the razor
nicks the suhject every time a lie is spoken (the
nick 15 small and causes no loss of blaod). In
this fashion, a barber may gain information
from the customer and judge its truthfulness,
After the third cut, the razor cannot {unction for
two days.

Regalia of Might

Scepter of CG: 30,000 150,000
Scepter of CN: 30,000 1 50,0000
Seepter of CE: 30,000 150,000

Eldritch Wizardry

There are several sets of the crown, orb and
scepter, one for each alignment. They are seat-
tered across the world and well hidden. Each item
15 only useful to one who 15 of the same align-
menl as the item, others take 2d12 points of dam-
age when touching it. The crowns of the various
alignments look very similar, as do the orbs and
scepters. Obviously a detect evil (or good) spell
has no effect on them, They have the following
abilities and penalties:

Orh of Lawful Good:

* Levitation,

« EXP
Crown of Lawful Good:

* Charm monster with =3 an saving throws
twice a day.

» Speak with dead.

* User immune to disease.

» Sleep (also affeets up to one creature of any
level), 3 times a day.
Seepter of Lawful Good:

» User has no need to cat or drink.

XP Value GPValue = Defect magic.,
Cronvn of LG: 10,000 50,000 = Stone flesh twice a day.
Crown of LN: 10,000 50,000 Two Lawful Good items:
Crown of LE: 10,000 50,000 +  All powers of the two owned items.
Crown of NG 10,000 S(1,000) = Ag long as user has artifact on his or her per-
Crown of M: 10,000 S(1,000 son, he or she acts as a magic drainer. dny
Crown of NE: 10,000 S0,000 magic directed at the owner has no effect, the
Crown of CG: 10,000 30,000 user cannot employ magic, and any magical
Crown of CN: 10,000 30,000 item that touches any part of his or her body
Crown of CE: 10,000 50,000 permanently loses its magical ability.
Orb of LG: 20,000 100,000  » Time stop once per day.
Onb of LN: 20,000 100,000 Three Lawful Good ltems:
Onb of LE: 20,000 100,000 + All powers of the three owned items.
Orb of NG: 20,000 1010, 000 = All the powers granted from owning two items.
Orb of N 20,00 100,000 = This artifact compels the user to go on a holy
Orb of NE: 20,000 100,000 grest. As soon as the user fulfills the quest, he
Orb of CG: 20,000 100,000 or she is immediately sent on yet another
Orb of CN: 20,000 104,000 quest.
Orb of CE: 20,000 100,000 « Artifact gives legend lore and commune upon
Seepter of LG: 30,000 150,000 command by the user.
Scepter of LN: 30,000 150,000
Scepter of LE: 30,000 150,000 Orh of Lawful Neutral:
Scepter of NG: 30,000 150,000« Lighe,
Seepler of MN: 30,000 150,000 »  Read magic,
Scepter of NE: 30,000 150,000 Cienerate a 20-HD fireball once per day.
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Regalia of Might

Crown of Lawful Neutral:

Trvisibiliny.

Detect invisible objecis.

Generate a double effiect slow spell twice a day.
Scepter of Lawlul Neutral:

Fly.

Deteet evil (or good if evil, or both if neutral),
Polymorph any object with -2 on saving
throws,

Two Lawful Neutral items:

All powers of the two owned items.

Liser becomes fantastically strong but clumsy,
Treat as a 18/00 strength, except that instead of
receiving a 44 hit he or she receives -5 on
attack ralls and 1= equally clumsy in casting
spells, prone to drop items, and damage break-
able ones with his or her incredible strength.
User grunted onc wish per week.

Three Lawful Neutral items:

All powers of the three owned items.

All the powers granted from owning two items,
User goes insane for 1d3 days (roll for random
actions).

User may restore | lost level (as a restoration
spell) once per week (drained from a PC?),

Orb of Lawful Evil;

Clafraudience.

Move at double speed.

Fear with -2 on saving throws twice per day.
Crown of Lawful Evil:

Clairvovance.

Move at double speed.

Cause serious wound of double effect, twice a
day.

Scepter of Lawful Evil:

Water breathing

Liser protected against artacks as if wearing +1
Armar.

Shape change once per day.

Two Lawlul Evil items:

All powers of the two owned itemns.

User has a poison touch. Anyone he or she
touches must make a saving throw against poi-
S0,

User may summon & fiend once per day. The
fiend will serve the user for 2d12 turns.

Three Lawful Evil items:
All powers of the three owned items.
All the powers granted from owning two items,

Each time the artifact is used, user loses 1 hit
i1k
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point permanently.

All of user's abilities are raised 1o scores of 18
(18/00 for Strength), as long as user owns the
relic,

Orb of Neutral Good:

Telekinesis.

Wizand eve.

Cold ray of 10 HD effect three times a day.
Crown of Neutral Good:

Detect traps and secret doors,

Cure light wounds once per day.
Finper of death with —4 on saving throws once
per day.

Seepter of Neutral Good:

Fire resistance.

Speak with animals,

Regenerate up 1o one half of all points lost in
combat.

Two Neutral Good items:

All powers of the two owned items.

Liser cannol touch or be touched by any type of
metal, it simply passes through with no effect.
User has limited omniscience. He or she may
ask the DM any question once a day, and if the
judge actually knows the answer, all or part of
the question may be answered at the DM % dis-
cretion.

Three Neutral Good items:

All powers of the three owned items.

All the powers granted from owning two items.
User sustains double damage when attacked
while using artifact.

User granted one wish per week.

Orb of Neutral:

Speak with planis.

Adds 1d3 points 1o one ability while using the
artifact.

Paralyzation with -3 on saving throw three
times a day.

Crown of Neutral:

Speak with dead,

Levitation.

Dispel magic four times per day,

Scepler of Neutral:

Read magic,

User has no need to cat or drink.

Generate a 20 HD lightning bolr once per day.
Two Neutral items:

All powers of the two owned items.

This artifact (which appcars as some type of

weapon) has no power whatever until it is used
to kill a certain, predetermined type of monster
{example: a vampire). Once this type is killed
with the relic, the relic immediately regains all
of its powers. However, whenever another cer-
tain, predetermined type of monster is sighted
{example: a troll), the artifact compels the user
to attack and slay the monster, and when this 1s
completed, the artifact loses all of its powers
until another monster of the same type as first
mentioned (a vampire, again) is killed.

Power word kil once a day.

Three Nentral items:

All powers of the three owned items.

All the powers granted from owning two items.
User has limited omniscience, and may ask the
DM any question once a day—if the judge
actually knows the answer, he or she may
answer all or part of the question at the DM
discretion.

Each time the artifuct is used, the user loses |
point on one of his or her abilities perma-
nently, and the abilities may never be
increased,

Orh of Neutral Evil:

Detect evil (or good If evil, or both if neutral ).
Detect invisible objects

Teleport twice per day.

Crown of Neutral Evil:

Infravizion.

Clairvovance.

Conjure one clemental, djinn, efreet, or invis-
ible stalker once per day.

Scepter of Neutral Evil:

Wizard eye.

User protected against attacks as if wearing
armor +1,

Srane flesh twice per day,

Two Neutral Evil items:

All powers of the two owned items.

Use of this artifact causes the user 1 evenlu-
ally become ethereal every time he or she is
under stress. Each time it is used, the user has a
2% chance (cumulative) of going ethereal
while under stress—after 10 uses the owner
has a 20% chance of becoming ethereal when
under stress. Being under siress is defined as
any situation where the user faces any monster,
trap, place or person that the user 1s uncertain
that can be conquered or solved. After 50 uses,

the user becomes ethercal every time that he or
£l45
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she isunder stress. The cthereal state lasts until
the stress is removed.

User becomes super charismatic. Any creature
of same alignment who can communicate with
the user willingly serves the user (without
compensation) for 1d6 turns. Afler that lime
the enchantment wears ofT and they are no
longer able to serve im any case and may
become hostile,

Three Neutral Evil items:

All powers of the three owned items,

All the powers granted from owning two items,
User loses one level of experience with each
use.

FPower word kill once a day.

Orb of Chaotic Good:

Speak with animals,

Cure light wounedy once per day.

Monster summoning once per day.

Crown of Chaotic Good:

Detect traps and secret doors.

Adds 1d3 points to | ability while using arti-
fact

User may become ethereal twice per day.
Seepter of Chaotic Good:

Speak with plants.

Fire resistance.

X-ray vizton,

Two Chaotie Good ltems:

All powers of the two owned items.

Each day that the owner of this relic wishes to
make usc of its powers, a human sacrifice must
be made 10 the relic (possibly one of the player
characters). The relic then functions normally
for 24 hours. After that another sacrifice must
be made or the relic ceases to function.

User may roise dead fully once a day.

Three Chaotic Good items:

All powers of the three owned items.

All the powers granted from owning two items.
User becomes 2 inches shorter each time arti-
fact is used.

User of this artifact always receives a premoni-
tion of danger, just before the event occurs. It
does not tell the charncter what to expect, just
that there is danger near.

ia of Might
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Crown of Chaotic Neutral:

Light.

Uzer immune to disease.

Death spell twice a day.

Scepter of Chaotic Neatral:

Water breathing.

Ditect magric.

Power Word Stun once a day.

Two Chaotic Neotral items:

All powers of the two owned items.,

The item destroys from 50% to 100% of the
treasure of its owner by consuming it in order
1o sustain ils own power,

Finger of death with no saving throw twice per
day.

Three Chaotic Neutral items:

All powers of the three owned items.

All the powers granted from owning two ilems.
The item causes greed and desire in any person
viewing it, There is a 10% cumulative chance
that each time any person sees the item he or
she attacks the owner, slay the owner, and
takes it.

User may restore one lost level (as a restora-
tion spell) once per week (perhaps one drained
from a nearby, friendly PC).

Orb of Chaotic Evil:
Telekinests,
Move at double speed.
Touch turns opponent’s bones to jelly, usable
once per day.
Crown of Chaotic Evil:
ESp
Invisibiliry,
Locates mreasure as follows (select one):
1. Silver, gold, etc. within 90 feet
2. Gems within 60 feet
3. Magic within 10 feet
Scepter of Chaotic Evil:
Detect tnvixible abjects,
Detect traps and secret doors,
Has the power of a gem of seeing when held by
the owner,
Two Chaotic Evil items:
All powers of the two owned items.
The item is itself a live, sentient being, com-
manded by magic 1o serve. However, thereis a

Orb of Chaotic Neutral: 2% possibility per use that the being revolts
« Clairaudience, and does one of the following:
« Fly. 1. Kill the individual and go back into the item.
» Spell turning. 2. Carry the individual off on some mission of
4158
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the item’s choosing
3. Dominate the individual and make him or her

a servant of the item for one month.
* Disintegrare three times per day.

Three Chaotie Evil items:
I'hese are the power and penalties available when
three items are owned:
* All powers of the three owned items.
All the powers granted from owning two items,
There is an inereasing chance that the power
confined in the object breaks free, takes over
the wielder of the item by destroying the indi-
vidual's soul, and then (masquerading as the
person) kills all of the hirelings and associates
of the person. The chance should range from
1% to 4%, cumulative, per use of the item.
Artifact gives legend lore and commune upon
command of the user

Regalia of Might 11
XFP Value: — GF Value: —
Book of Antifacts

There are three different sets of the regalia of
might, one lor cach ethos—Good, Neutral, and
Evil. Each set consists of three pieces—a crown,
an orb, and o scepter. All three sets are cloaked by
a powerful illusion that makes them all look iden-
tical. In this form, the crowns are gold and red
velver, and studded with stones of great wealth.
The orbs, about the sire of melons, are enameled
blue and red and set with a ning of pearls, and the
scepters (no matter what their true size) are iron-
shod rods with carved knobs at the top. The work
on every piece is clearly of the best quality.

In the hands of a like-aligned creature, the
pieces are pereeived as unique in appearance and
there is no confusing the different regalia.

The descriptions below are of each item in
“true” form, normally recognized only when the
regalia of might is carried by a creature of con-
cordant alignment and of sufficient power 10
wield the devices as explained.

The Regalia of Good, The crown of good 15 a
thin coronet of twisted silver, decorated with
incredibly detailed, golden laurel leaves, so that
the whole thing looks like a victor's wreath.
When worn by a good-aligned creature, the
crown radintes a brillinnt light that obscures the
wearer's face. The erb of good is a sphere of
purest crystal, encased in a filigree cage of
golden laurel leaves. As large as a cannonball, it
is nonetheless quite light and easy to carry. The

scepter of pood is a slender rod of polished erys-
tal, entwined with verdant vines of silver and
gold and topped with a gem that blazes with bril-
liant white light.

The Regalia of Neutrality. This set of regalia
15 the leust ostentatious of the three, as befits the
somewhat passive role of most neutral powers,
The crown of newtrality is carved from a single
piece of smoky quartz, polished to a dazzling
smoothness; when worn, the creature's face is
concealed behind a shimmering, smoky veil that
radiates from the crown. The arb af neurrality is
crystalline, as is the orb of good, but it is of
smoky quariz, caged in green jade, carved like
smoke. The scepter of meurrality is a rod almost
as long as a staff. It ix made from smoky quartz
and sparkles with flashes of light—some brilliant
white, others blood red. When gripped. a thin
wisp of smoke trails from the tip.

The Regalia of Evil. This set, when used by &
creature of evil alignment, is easy to distinguish
from the others. The crown of evil is a single
piece of black iron, cast into the form of a Aam-
ing headpiece. The craftsmanship is harsh and the
iron is filled with impurities that leave the surface
coarse, When worn by an evil creature, the iron
flames blaze into reddish light and magical
flames (that cause no harm) lap and flicker over
the head, concealing the wearer’s face. The orb of
evil is an iron sphere, pitted and scarred, of appar-
ently crude workmaunship. The sphere is bound in
chains of iren, equally harsh and crude. Red
sparks fly from the orb at the slightest touch. The
rod of evil is a staff of iron, draped with chains
that clank and rattle. A flame of red fire (that
radiates no heat) springs from the top.

The regalia of might is reputed to be perhaps
the greatest of all artifacts, though this is only
speculation, for no one can honestly claim 1o
have used all of them, They are certainly the most
ancient, having existed since before the time of
men. It is believed the regalia was fashioned by
the gods, to spare the multiverse from ultimate
destruction of those powers as they made war,

For an eternity before recorded time began, the
many powers struggled lor ascendancy in the
Outer Planes. Bul such is the way of the gods that
scldom did the powers directly attack each other,
fighting their battles in the mortal worlds instead,
and manipulating their creations like pawns on a
gameboard. As the battle raged on distant planes,
the waste and destruction were horrendous.
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Finally, the wisest deities agreed that this could
o longer continue, They decreed that each cthos,
Good, Neutral, and Evil, should outfit a cham-
pion who would stand for that faction in future
contests. Three items, objects of celestial might,
were given to cach champion: the crowns, orbs,
and sceplers.

Just how the deities struck this agreement, and
how they enforced their will upon the dissenting
powers is unknown. Nor is it even certain just
who among the gods proposed the idea (several
deities lay claim to this achicvement). Suffice it
lo say that great and mysterious are the workings
of such powers, for the feat was accomplished
The terms set, each group set to the task of fash-
ioning their regalia according to its nature. Speed
was essential, for all had agreed 1o finish their
work in & single millennium

The gods of good, it is said, met in a great
council, and they chose from among their num-
bers the three greatest craftsmen and set them to
the task. These three worked together to create
their three pieces of regalia, each sharing his
knowledge and experience with the others.

The gods of neutrality did not accept this
approach, it met in council and choose the par
tern desired for their version. The neutral crafis-
men-gods were summoned and a competition was
proposed. Fach craftsman-god was to design a
single piece of the regalia, be it crown, orb, or
scepler, and the finest would be used by ncutral-
ity’s champion

The gods of cvil proposed a competition, too.
Whoever amony them, whether crafisman or not,
could produce a crown, orb, and scepter could
claim the right to outfit the champion of evil. The
evil deities threw themselves 1o their work with &
frenzy. Not content to merely build, they schemed,
spied, robbed, and betrayed each other in their
struggles to win this contest,

Finally, the deadline wus reached and the gods
reconvened to approve the results. So long ago
did all this teanspire that men and perhaps even
the deities themselves have forgotten the names
of those who labored for each group. But first
came the three eraftsmen of good, who had
labored in harmony to prepare their items, Next
came the three victors of neutrality, each bearing
his contribution to the regalia Lastly came a
trickster god, evil's victor, who had cunningly
stolen his prizes from the workshops of others.
When they beheld the regalia, the wise gods were

J
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content and proclaimed the great wars ended.
From now on, all disagreements were to be
settled by champions chosen to wear the regalia.

Since that time, each group has watched over
its regalia in its own way. By agreement, the
deities of good hold theirs as a group. The regalia
af might is available to any power who should
need them. The powers of neutrality could not be
so amicable in their approach, however. Rather,
they agreed that each deity should hold the items
fior a period of time and then pass them to another.
The owner had absolute control over the regalia
and could use them or give them away as he
pleased. The powers of evil took their usual,
dircet approach to the question—possession of
their regalia went to whomever was strong
enough, devious enough, and savage enough to
take and hold them. If a deity needed the regalia
af evil, he had to take them [rom their current
owner, The evil regalia became much contested,
used as much by fiends in the Blood War as by
evil’s champions against those of good and neu-
trality. Owver the years, the three evil pieces have
been separated and sometimes even lost. This
may even be the case today.

All three sets of regalia, no matter of what
ethos, are powerful artifacts and should not be
used in a campaign without an expressed and a
carcfully thought-out purpose. Fortunately, sev-
eral conditions on these items make it difficult, if
not impossible, for PCs w gain full benefit, or in
some cases any benefit, from the artifacts. Still,
the DM should do everything possible to limit
character use of such items.

Introducing the regalia into a game varies,
depending on which set the DM intends to use.
The DM should remember that the regalia was
created for a specific use, so if one set appears, it
is quite likely to be followed by one or hoth of the
others. It is assumed that the sets are to be used
by a pair of champions who must fight to settle
some celestial dispute.

The regalia of good 1s never found purely by
accident; good pods don’t misplace their items
(although evil deities might steal them). They are
either safely stored on their own plane or loaned
oul for some purpose. Thus, the regalia of good
only appears when there is a need for their use,
The PCs might think they have accidentally found
a great treasure, but this discovery should always
be part of a greater plan. The regalia of good nor-
mally enters an adventure when one of the player

characters is called upon by his or her deity and is
saddled with the awesome responsibility to act as
a champion of cause.

Likewise, the regalia of newrrality is not hap-
hazardly left about, although the powers of Evil
might plot to whisk them away. Their appearance
should herald some purpose, but this may be sim-
ply to prevent conflict between the champions of
Giood and Evil.

The regalia of evil is another matter. With the
constant squabbling of the evil lords, their regalia
has becn known to slip from their grasp from
lime to time, and it 15 possible that one of the
picees could find its way to the Prime Material
Plane. Onge there, it could be discovered by the
PCs or by an NPC.,

Of course, just stumbling across the regalia
does an injustice to a good potential storyline. If
the items are something the player characters
could potentially use {most likely one or more of
the good or neutral pieces), one of the characters
may he thrust into the role of champion of the
ethos—at least temporarily. For whatever obvious
or inexplicable reasons, the pods have chosen the
PC to face another champion {outfitted with
appropriate pieces of regalia), Thereby settling
some celestial dispute. The contest need not be
over some world-shattering conflict; deitics
squabble over all sorts of petty details—they
could even be vying for the favors of a mortal. In
any case, the champion should be the equal of the
PC unless it is evil, in which case the evil forces
cheat and make their man a little tougher, The
character may never know of the divine roles, or
have to figure it out and the find the enemy.

When all is said and done, whether the charac-
ter wins or loses, the piece or pieces of the regalia
magically disappear—the powers never leave
such items behind. Any reward the PC receives
depends upon the task performed and the nature
of the deity involved. Characters should not
expect much reward from evil gods!

Of course, the PCs could just accidentally find
a piece of the regalis—particularly if it was
stolen from or by an evil deity. Legends and tales
of the regalia exist in most faiths, and high priests
can recognize the items for what they are,
Unhappy indeed are the servants who refuse to
yield these treasures back to their divine masters,
The gods may even take note and spend special
messengers to claim what is rightfully theirs. Ser-

vants of good deities first try honest and gentle
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persuasion, but evil deities almost certainly pun-
izh anyone who possesses their regalia, on the
simple assumption that the current owner
deserves his fate. In this case, even giving up the
regalia is likely to do the PCs little good. But they
must find some way to do so, through clever
oaths or the protection of others, to save their
skins.

In all cases, the regalia should not remain in a
campaign for very long. These are not items to be
held by kings, great wizards, or even the highest
of high priests. Onee any part of the regalia has
been used for its purpose, it should vanish,
preferably with enough drama or terror to remind
the player characters of just who and what they
have been dealing with. If a piece is accidentally
found, the PCs will be faced by an ever-escalating
semes of messengers until such time as the item is
recoverad,

Each of the nine pieces of regalia has a differ-
ent collection of powers, although different
crowns, orbs, and scepters may have some powers
in common. Each, too, has its own perils that can
affect the foolish and unworthy. The sets also
have ever-increasing resonating powers, so that
the might of the regalia grows with cach item
acquired.

The powers and curse for each piece of regalia
is described separately. After the powers for all
three pieces of a set are given, the resonating
pawers for various combinations of that set are
described, along with any additional curse effects
that may occur, Following the powers and curses
is a section listing suggested means of destroying
the entire set of regalia.

The Crown of Good

Constant Powers: The crown confers upon the
wearer Wisdom and Charisma of 21, including all
benefits for bonus spells, magical defense, spell
immunities, and reaction adjustments.

Invoked Powers: The crown can create a
minar globe af invalnerability around the wearer
once per day.

Random Powers: The crown possesses lwo
ahilities from Artifact Table 1-05; Detection,

Curse: First and foremost, the crown, like all
the pieces of regalia, is artuned only to its align-
ment ethos. NMeutral characters who touch the
crown suffer 5d6 points of damage (no saving
throw, excepting neutral good characters, who are
allowed a saving throw vs. spell to halve this

effect). Evil characters who touch the crown must
save vs. death magie, and those who succeed stll
suffer 5d6 points of damage. Among good char-
acters, only those with lawful heart can use all the
item’s powers. For others, only the invoked power
functions,

Although not a curse, the crown does have a
drawhack in it, which its owner (whether the
crown 18 worn or not) is no longer capable of
telling a falsehood or performing acts that would
normally be considered evil. Note that this pre-
vents the character from bluffing or making
threats he or she does not intend to carry out,
Even haggling in the marketplace can become
difficult, should the character manage to dicker
the price down o a “steal”

The Scepter of Good

Constant Powers: While the scepler is
gripped, the owner is immune to all wizard spells
of the enchantment/charm school, and to all
priest spells of the charm sphere,

Invoked Powers: Al the wielder’s mental com-
mand, anyone touched by the scepter must save
vs. paralyzation or be held motionless for 3d6
rounds. The scepter also functions as a rod af
rulership with endless charges.

Curse: The scepter is sensitive to alignment,
Meutral characters who touch the scepter suffer
5d6 points of damage (no saving throw). Evil
characters who touch it must save vs. death
magie, and those whoe succeed stll suffer 53dé
points of damage. Even good characters must be
lawful in order 1o benefit from the constant pow-
ers of this artifact,

Mot viewed as a curse by the powers of good,
the owner of the scepter must live up to noble
ideals. Specifically, the owner of the scepter must
always come to the aid of those in need, whether
they are accused innocents in the marketplace or
the oppressed masses of distant lands. This call
cannot be refused or resisted unless the character
1% already involved in another quest or actively
battling the champion of the other powers. The
master of the scepter becomes a true knight-
errant, forever galloping ol to right cvery wrong.

The Orb of Good
Invoked Powers: All of the orb's powers must
be activated with a command word (DM’s
choice). First, it functions as a gem of brightness
with unlimited charges. Second, the orb can feal

7
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{1/day) any creature that touches il

Random Powers: The orb possesses one abil-
ity from Artifact Table 1-06: Divination,

Curse: Like the crown and scepter, the orb is
selective ubout who handles it. Neutral characters
who touch the orb suffer 5d6 points of damage
(mo suving throw). Evil characters who touch it
mus! save vs. death magic, and those who suc-
ceed still suffer 5d6 points of damage. Good
characters of less than lawful purity can only use
its healing ability.

Another consideration for the owner of the orb
is that all worldly possessions must be sacrificed
{given to charity) and all titles and claims must be
forever renounced; knights forswear their fealty
oaths, priests leave their temples, and wizards
give up their magical wonders, Only the other
pieces of the regalia (if available) and the most
humble of dress and weapons (all nonmagical)
may be retained. Anything given up cannot be
reclaimed afier the artifact has disappeared.

Resonating Powers (two items): If any two
items of the regalia are held by a single character,
additional benefits accrue. Upon gaining the sec-
ond item, the character immediately pains one
level of experience, and his or her experience
point toial is set halfway to the next level, The
character gains all henefits of the new level, This
can only happen once to a character or sdventur-
ing party (unless the current owner dies). Even if
the items are stolen and then returned to & differ-
ent member of the group, the benefit will not
appear.

Possessing two of the three items also adds one
power from Artifact Tables 1-10: Elemental
Earth and 1-18: Offensive Powers,

Resonuting Powers (all items): 1T all three
items are held by a single creature, all the bene-
fits described above are received, and the regalia
reveals another power from Artifact Tables
1-16: Minor Powers, 1-17: Movement, and
1-21: Personal Enhancements. These bonuses
last only as long as the creamre retains all picces
of the regalia. If one is lost, stolen, or surren-
dered, the benefits of possessing all three are
immediately lost.

Resonating Curse: Possession of any two
preces of the regalia causes no additional harm
(beyond those already described). However, once
8 PC guins all three items, artifuct rransformation
begins, and the character gradually becomes a
plinar aasimon (see the MoNSTROUS

CompenpiuM, Outer Planes appendix). If the
change is completed, a PC iz forever lost (NPC
status), but if the regalia iz lost or removed prior
to the final phase, the character slowly reverts to
normal.
Supggested Means of Destruction:
+ Smelt down the items at the forges of the
deities who fashioned them.
= Whisper the Ten Thousand Secrets of Desiruc-
tion over cach one.
= The iems vanish at the end of the reign of the
gods.

The Crown of Neutrality

Constant Powers: So long as this crown s
worn, the owner can automatically distinguish
between truth, half=truth, and hes he hears or
reads. Only an undetectable lie can conceal the
truth.

Random Powers: The crown possesses (wo
ahilines from Artifact Table 1—06: Divination.

Curse: The crown functions best for those of
true neutral alignment. Characters of neutral
good or neutral evil alignment suffer 3d6 points
of damage (no saving throw) when first touching
the items, and those characters can use only their
invoked powers, Other-aligned characters who
touch the artifuct suffer 5d6 points of damage (no
saving throw).

True neutral characters are possessed by the
impartial nature of the cold, neutral powers, and
expose all lies they hear. No matter who speaks
{even that PC), the wearer must reveal falschoods
so fair judgments can be made.

The Seepter of Neutrality

Constant Powers: The holder of the scepter
regeneraies 2 hit peints per round, but cannot
regenerate from [ire, acid, (un)holy water, or
death, nor do severed limbs regenerate.

Invoked Powers: Upon command, the scepter
generales a thunderclap like a sraff of rhunder and
lightning. The scepter also functions as a rod of
beguiling.

Random Powers: The scepter endows the
wearer with one power from Artifact Table
1-05: Detection.

Curse: Characters not of the neutral alignment
who touch the artifact for the first tme suffer 5d6
points of damage (no saving throw), and charac-
ters of neutral good or neutral evil alignment suf-
fer 3d6 poinix of damage (no saving throw). Such
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characters can only use the invoked powers of the
seepter, provided they can identify them.

Desiring harmony and balance, the powers of
neutrality require the holder of the scepter to seek
a settlement to all disputes. The sctilement can be
a truce, surrender, payment, bribe, or whatever, as
long as peace is attained. The character cannot
allow any dispute to remain unnegotiated, be ita
war between two kingdoms or a lover's quarrel,

The Orb of Neutrality
Constant Powers: When gazed, the orb func-

tions us & gem of seeing.

Invoked Powers: The orb creates a floating
fiery symbo! of persuasion (1 per day),

Random Powers: The orb has two powers
from Artifact Table 1-23: Protection.

Curse: Characters not of the nentral alignments
who touch the artifact for the first time suffer 5d6
paints of damage (no saving throw). Characters of
neutral good or neutral evil alignment suffer 3d6
points of damage (no saving throw). Such charac-
lers can only use the constant powers of the orb,
provided they can identify them.

The bearer of the orb must always abide by the
terms of any oath, deal, vow, treaty, pact, contract
or other agreement that he makes. This power is
in effect even when the character is not holding
the orb—possession of the artifact is all that is
required.

Resonating Powers (two items): If any two
pieces of the regalia of neurrality are held at the
gme time, the character who wields them imme-
diately gains one level of experience, and his or
her experience point total is set halfway to the
next level. The character immediately gains all
the benefits of the new level. This can only hap-
pen once per character or adventuring party
{unless the current owner dies). Even if the items
are stolen and returned to o different party mem-
ber, the benefit doesn't occur.

The holder of two parts of the regalia gains one
additional power from Artifact Tables 1-16:
Minor Powers and 1-15: Major Powers.

Resonating Powers (all items): If all three
items are held by a single creature, all the bene-
fits described above are gained, and the regalia
reveals another power from Artifact Tables
1-03: Conjuration, 1-18: Offensive Powers,
and 1-21: Personal Enhancements. These
bonuses last only as long as the creature retains
ull three pieces of the regalia. If any one of them

is lost, stolen, or surrendered, the benefits of hav-

ing all three are lost.

Resonating Curse: Possession of any two
pieces of the Regalia of Neuwtrality causes no
additional harm (beyond those already described).
However, once all three items are held, the
process of artifact transformation begins. The
character is slowly transformed into 3 marut (see
the Outer Planes appendix of the MonsTRous
Comprexnium®). Once complete, a PC is lost for-
ever (NPC status). Should the regalia be lost or
removed prior to the final phase, the PC slowly
reveris to normal,

Sugpested Means of Destruction:
= The items vanish when good and evil reach o

perfect stalemate.

+ Immerse them for 1,000 years in the pure
essences of the Positive and Negative Material
Planes,

+ They lose power when someone buys them
from the gods of Neutrality.

The Crown of Evil

Constant Powers: When worn, the crown con-
fers fire giant Strength (Str 22; +4 on attack rolls,
+10 damage) upan its wearer,

Invoked Powers: By touch, the wearer of the
crown ean animare dead (3/day).

Random Powers: The crown endows the
wearer with one power from Artifact Table
1-23: Protection.

Curse: The crown is attuned only to those of
extremnely evil alignment. Neutral characters who
touch the crown for the first time suffer 5d6
points of damage {no saving throw}, although
neutral evil characters are allowed a saving throw
vs. spell 1o halve the damage. Good characters
who touch it for the first time must save vs. death
magic, and those who succeed still suffer 5d6
points of damage. Among evil characters, only
those of chaotic bent can use all the item’s pow-
ers. For others, only the constant power functions
correctly.

As part of their perverse blessing on the crown,
the powers of evil constructed the artifact so that,
when worn, it is impossible for the owner Lo
answer any question truthfully. Perhaps the ratio-
natle behind implementation of such a power was
to protect their champion from interrogation, or
perhaps it was just a whim. The champion can
speak truthfully of his or her own accord, but any

question autematically results in a lie.
a1
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The Scepter of Evil

Invaked Powers: Lipon command, the scepler
functions as a rad of terror (with no chance of
Charisma loss).

Random Powers: The holder of the sceptler
gains two abilitics from Artifact Table 1-18:
Offensive Powers.

Curse: Like the all pieces of the regalia of evil,
the scepter is attuned only to those of evil alignmaent,
Characters of differing alignments who handle the
seepter suffer the same effiects as given for the crown
of evil. Among evil characters, only those of chaotic
alignment can use all the item’s powers. For others,
the scepter functions only as a rod of rerror

As befitg the nature of evil, the bearer of the
scepter quickly comes to imagine that he or she 15
supreme, the natural leader and ruler of all. Only
powers of demigod or greater status are immune
to this, since they already consider themselves to
be (and they are) supreme beings. Those over-
come with selfimportance can no longer accept
any settlement or compromise. The bearer of the
scepter must be first in all things. The bearer does
not relent until all those who stand in opposition
(friend or foe) recognize his or her might, abjectly
surrender, Mee in terror, or lie crushed beneath
the heel of evil, Indeed, the greater the foe, the
more urgent is the desire to overthrow them.

The Orb of Evil

Constanit Powers: When held, the orb auto-
matically allows it owner to command any non-
planar undead creature within 30 feet. The undead
are controlled us long as they remain within the
radius of effect and for 1d4+1 hours after that.
The charucter need but speak the desire of his or
her tainted heart and they are unwaveringly exe-
cuted by the commanded undead. (Free-willed
and mindless undead are affected equally.)

Random Powers: The orb possesses rwo abili-
ties from Artifact Table 1-15: Minor Powers.

Curse: Like all parts of the regalia, the orh is
attuned only to those of evil alignment. Charac-
ters of differing alignments who handle the orb
suffer the same effects as given for the crown of
evil. Among evil characters, only those of chaotic
dizposition can use all the item's powers. For
others, only the orb’s invoked powers can be used.

Furthermore, the orb itsell covets worldly
goods, particularly magical items. Before its con-
stanl power can be used, it must be activated by
the sacrifice of a permanent magical item (includ-

ing chargeable items), Once touched by the orb,
the item crumbles 1o dust. The wielder of the orb
also must own the magical item in question—
merely touching the orb to someone else’s magi-
cal armor will not do, for example. Items
destroved by the orb are lost forever, beyond even
the power of deities to recover. Once activated,
the orb’s constant powers function for 24 hours.

Resonating Powers (two items): [f any two
pieces of the regalia of evil are posscssed, the
character immediately pains one experience level,
and his or her experience point total is set halfway
to the next level. The character immediately gains
all the benefits of the new level. This can only
happen once per character or party (unless the
current owner dies). Even if the items are stolen
and returned 10 a different member of the group,
the benelit doesn't accrue.

In addition, the holder of two paris gains an
extra power from both Artifact Tables 1-06:
Divination and 1-18: Offensive Powers.

Resonating Powers (all items): If all three
items are held by a single creature, all the bene-
fits described above are received. In addinion, the
regalia reveals another power from Artifact
Tables 1-23; Protection, 1-08: Elemental Fire,
and 1=21: Personal Enhancements. These
bonuses last for as long as all the pieces of the
regalia are retnined. [F one is lost, stolen, or sur-
rendered, the benelits are lost.

Resonating Curse: Possession of any two
pieces of the regalia causes no additional harm
{beyond those already described). However, once
a character gains all three items, the process of
arfifact rransformarion begins. The characier s
gradually transformed into a bebilith, an odious
servant of death and torture (see the Owrer Planes
appendix of the MonsTrOUS CoMPENDIUMY),
Unce the transformation is complete, the charac-
ter is forever lost, but if the regalia is lost or
removed prior to the final phase, the character
glowly reverts W normal.

Sugpgested Means of Destruction:

* The powers of good utterly conguer the powers
of evil,
* The items are buried at the very heart of the

Positive Material Plane,
= The powers of evil are tricked into destroying

them.

Combining Regalia of Various Alignments:

Rare though it might be, it is possible for the
Al
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same character to come into possession of items
of regalia from separate ethos, For instance, a
character holding the crown of good might be
tempted (by a devious evil deity) to pick up the
zeeprer of evil,

The result is an explosion of charged magical
energy which, though it can vary in intensity,
almost certainly brings woe to the unfortunate at
the heart of the blast. This is a very bad thing, at
least for the character. Fortunately, battling
another champion who is using a different piece
of regalia does not trigger any disasters (other
than the fight it might cause).

Possessing any piece of regalia allows the
owner to see all others in their true form, and the
differences in appearance should serve as a dire
warning. Similarly, the character can also sense
the ethos of any other piece of regalia. While
holding the arb of neutrality, for cxample, the
pricstess Livaria can feel the goodness radiating
{rom the crown of good before her. These two
¢lues should certainly inform Livaria that she is
allempling o combing oil and water, 5o 1o speak.
If she fails to consider the consequeénces and
claims the crown, then her mistake is saon clear.

Nepending wpon the mix of artifacts, the resul
of one character holding them varies:

Good and Neutral: As soon as a character
acquires both 1tems, an interplanar instability
ocours and a rift is torn to a randamly chosen
Lipper Plane. The PC is automatically sucked
through the gap with wrenching force (that infhets
3d10 points of damage). Anyone within 5 feet of
the holder must make a saving throw vs. death
magic or suffer the same fate, Those belween 6
and 20 feet away suffer only the 3d10 points of
damage (save vs. breath weapon for half damage).

The regalia then disappears, either returning
whence they came (to wherever the deities of
good store their items) or scattering to random
Prime Material worlds,

Good and Evil: As soon as hoth items are
held. a massive blast aceurs. The character at the
heart of it is instantly vaporized (no saving
throw), Those within 20 feet suffer 10d10 points
of damage (save vs. breath weapon for half dam-
age) and those between 21 and 40 feet away suf-
fer 3d10 points of damage (same saving throw).
The picces of regalia are hurled to completely
random locations on any Prime Material world,
although they may be quickly recovered by ser-
vanis of the deities.

MNeutral and Evil: As with good and neutral
couplings, this pairing opens up a rift, though this
rent leads to a Lower Plane. The effects of this rift
are the same as those deseribed above, but anyone
sucked through is not likely to arrive in a hos-
pitable location,

Rift Spanner
XP Value: 40,000 GP Value: 200,000
Children of the Night

The rift spanner is a huge device which was
designed and built to puncture the fabric of
Ravenloft and allow escape from the Demiplane
of Dread. lts ability to do this makes it one of the
most powerful magical objects ever constructed.
When it is fully charged, it can carry up Lo three
human-sized creatures across the misty fabrc of
Ravenlofi’s ethereal border and back to the Prime
Material Plane. However, the very ties with the
demiplane that give them their special powers
prevent domain lords from being able 1o escape
with this device. They are too firmly tied to
Ravenloft, and would simply be left behind when
it makes its way clear of the misty borders.

This magical contraption, triangular in shape,
is composed of a hrass framework that stretehes
some ¥ feet on a side. The most obvious feature
of the device is the great iridium orb that stands
at its center. Fully 5 feet in diameter, this opales-
cent sphere glimmers and pulses with the tremen-
dous energies trupped at its heart. Three brass
seals, positioned at the corners of the triangular
base, face toward the orb with a small bank of
controls before each. Leather straps on cach seat
can be used to secure an occupant.

Although it usually rests in an inert state, the
rift sparncr has two operational modes, The first
is used to charge the device in preparation for
travel. The second is engaged when the machine
is ready to artempt transit across the planes.

Charging, the rifi spapner is a very difficult,
time-consuming, and gruesome operation. In
order to aperate, the ividium orb must be charged
with life energy. The more energy in the orb, the
better the chanee that the spanner will reach its
mtended destination. Anvone who is seated in
one of the brass chairs when the spanner’s
recharging mode is activated is instantly slain,
drained of all life energy. 1f the victim is not
strapped in, he or she may make a saving throw
vs. death magic to leap out of the chair before
being killed. When this happens, the victim is
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reduced to one half his or her currént level
{rounded down). If the victim is strapped in or
otherwise unable to escape the brass chair, no
saving rol] iy permitied.

Each level that the device absorbs gives ita 1%
chance of operating successfully when its transit
mide is engapged. Thus, if the machine is uble w0
drain ten Sth-level characters of life, it has a 50%
chance of functioning when engaged. Anyone
overseeing the charging of the device will have 1o
make a Ravenloft powers check for each life con-
sumed by the machine.

I'he orb can hold up to 100 levels of life-
enerpy safely. As insurance against negative die
modiliers, however, it can be overcharged. Each
life-energy level beyond the 100th creates a
cumulative 1% chance per level that the device
will explode when activated, however. If it 1s ever
charged to 200 energy levels, the device instantly
explodes in an incredible detonation that ullerly
annihilates everything within 100 yards (no sav-
ing throw) and forcing every creature or object
between 100 and 1,000 yards to save vs. breath
weapons (or disintegration, for items) or be
utterly destroyed.

Onee the orb is charnged, anvone fumiliar with its
operation can set il o travel 10 a specific point on
the Prime Malerial Plane. Activating the transit

mixde requires an operator in cach of the three chairs
to engage a specific control at the same time, Fail-
ure to trigger all three switches at once bleeds off
the orb’s energy, forcing the machine to be recharged
befare another travel attermpt can be made.

There are three steps in any journey made with
the rift spanner; dematerialization, transit, and
rematerialization. Each of these requires a 1d100
roll against the energy level of the Orb. Failure on
any one of the three checks indicates that the voy-
age has been aborted. If this happens, the spanner
and ils occupants are returned to their starting
point with the orb utterly drained of energy.

The journey across dimensions is guite per-
ilous. Anyone who is not strapped in when the nfl
spanner begins its voyage has a good chance of
being tossed clear during the voyvage and lost
somewhere between the plancs. Each time that
the dice are rolled to check on the machine's
operation, an unsecured passenger musi make 2
saving throw vs. death magic or be torn free of
the buffeting spanner and losL.

Ring

All magical rings normally radiate magic, but
most are impossible 1o detect as magical without
some mystic method. Furthermore, most magical
rings look alike, so determination of a given
ring's magical powers is difficult. The ring must
be worn and various experiments performed in
order to find out what it does. Rings do not usu-
ally radiare good or evil. No more than two magi-
cal rings can be worn by a character at the same
time. If more are worn, none function. No more
than one magical ring can be worn on the same
hand. A second ring worn on one hand neutral-
izes both. Rings must be worn on the fingers
Rings on toes or i ear lobes, for instance, do not
function magically,

The magical abilities of rings function as 1 2th-
level magic unless the power requires a higher
level. In cases where a higher level 15 necessary,
rings function at the minimum level of magic use
needed to cast the equivalent spell (exceptions do
exist, but these are explained in the nngs descnp-
tion). Magical rings can be worn and used by all
character classes, humans, and humanoids if not
specifically prohibited. A DM might allow *mon
sters” with digits to wear rings, and some ¢an actu-
ally benefit from them. For example, a troll could
wear a ring of regeneration and gain the ring’s ben-

efits m addition to its normal regenerative abilities
4163
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Roll Type of Ring
01-95  With permanency
96-00  Without permanency, contmining 2d20
charges.
Admundfort, Ring of Leadership
XP Value: 1,600 GP Value: 8,600
GrEYHAWK Adventures

This silver ring was created by a wizard in the
service of the Knights of the Shield. The ring is
traditionally given 1o rangers and paladins of at
lcast 9th level, in return for loval friendship or
unexpected favor.

The ring allows a fighter to anract twice as
many men-at-arms as normal as followers. The
ring also gives @ +25% bonus to the loyalty of
such followers. If a Mghter loses the ring, he or
she retains the followers, but no longer receives
the loyalty bonus.

of Affliction
GP Value: 1,500
Tome of Magc
When an idenrify spell is used on this cursed ring,
it will appear to be a ring of resistance. The ring
will function as such until the wearsr makag a
saving throw to any school in opposition to the
school represented by the ring. The school of
magic represented is determined by rolling 1d8
on the table below.

Represented School
Abjuration

Alteration
Conjuration/Summoning
Enchantment/Charm
Insion/Phantasm
Invacation/Evocation
Lesser/Cireater Divination
Necromancy

XF Value: —

Of =] O% LA o L el e

The first time the wearer of a ring of affliction
makes a suving throw agamst any school in oppo-
sition to the school of the nng worn, a ring of
afffiction ¥ true propertics are revealed. The ring
causes the wearer to suffer a -2 penalty on all
saving throws vs. spell of the ring s opposing
school or schools, Once this power is activated,
the beneticial effects of the ring no longer oper-
ate. Once the curse has been activated, the wearer
cun remove the ring only through a remove curse
spell.

of Amasis
XP Valoe: 1,500 GP Value: 7,500
Dimcrons & Diacoss Master Sct

Amasis, King of Egypt, advised his incredibly
lucky friend Polyerates, King of Samos, to discard
something of great value to balance the Fates,
Polycrates threw a prized ring into the sea, but it
was later found in a fish on the king's dinner table.
Amasis promptly recognized this sign from the
gods and broke off relations with his friend;
shortly afier that, Polycrules was brutally slam.

This ring allows ils user to detect alignment
with 100% success, regardless of magical mter-
ventions on the part of the person being divined,
Ir also allows the user 1o derect lies.

of Animal Control
XP Value: 1,000 GP Value: 5,000
Dumceoss & Dracons Rules Cyelopedia

The wearer of this ring may command 1d6 nor-
mal amimals (or one gant-sized), The animals are
not allowed a saving throw 1o resist control. The
ring cannot control intelligent animal species,
fanlastic, or magical monsters. The wearer must
be able to see the animals to control them. The
comtrol lagts as long os the wearer concentrates on
the animals and does not move or fight. When the
wearer stops concentrating, the animals are free
to artack the controller or run away (roll reactions
with a penalty of -1 to the roll). This ring can
only be used once per turn.

Animal Friendship

XP Value: 1,000 GP Value: 5,000
Damcnos Mastin Cude
When the wearer of this ring approaches within
10 feet of any animals of neutral alignment and
animal intelligence, the creaures must roll saving
throws vs. spell. If they succeed, they move
rapidly away from the ring wearer. If the saving
throws fail, the creatures become docile and fol-
low the ring wearer. The ilem functions at 6th-
level, so up to 12 Hit Dice of animals can be
affected by this ring.

Animals feeling friendship for the wearer actu-
ally guard and protect that indindividual if a charge
is expended from the ring 1o cause such behavior. A
ning of this sort typically has 27 charges when dis-
covercd, and cannot be recharged. A druid wearing
this ring can influence twice the prescribed Hit
Dice of animals (24 rather than 12}, and a ranger is
able to influence 18 Hit Dice of animals.
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Animal Magnetism
XP Vulue GP Value
Normal: 1,000 5,000
Cursed: 1,000
Decacon Magarme 117

Onee placed on a character’s finger, this ring
allows communication with all animals as il the
wearer had an 18 Charisma. The wearer may
speak with animals for as long as the ring is
worn, though the ring does not allow the wearer
1o charm animals in any manner. Only true ani-
mals (mammals, marsupials, birds, fishes,
amphibians. or reptiles) may be spoken 10 in
this manner, magical creatures or “monsters™
are not offected. For the purposes of the animal
magnetism ring, assume thal any creature capa-
ble of using magical spells is a “monster” Thus,
u pegasus i% an anmimal, bul & unicorn s a mon-
ster; an owlbear or u worg is an animal, but a
bugbear (since bugbear priesis do exist) or a
winter woll 1s 2 monster. The wearer may iry Lo
convince amimals to work or fight, and reaction
is checked as il the animals were randomly
encounicred humans. Animals do not attack the
wearer of the ring unléss attacked (irst, even if
they are hungry.

However, 10% of these rings are cursed to
draw any and all animals within one mile toward
the wearer. The animals then surround the wearer
and refuse to move, blocking the ring wearer's
path in all directions, 1 the wearer or the wearer's
party attacks any amimal, all the animals attack
the weaner at once. I the ring is removed (requir-
ing a remove curxe spell), the animals revert and
either anack (1=2 on 1d6) or flee (3-6 on 1d6),

Annulment

GP Value: 2,000
Dipacion Mogazing 117
While this ring is worn, magic controlled by the
character has no effect. Thix includes magical
ttems, spells, and innate magical powers. Spells
east al the character from an outside source, how-
ever, act as normal. Thus, u heal or fireball
affects the wearer normally, but the ring wearer
cannol cure personal wounds using magic. A
remove ciirse must be cast upon the ring in order
1o allow the wearer 1o remove it. A dispel magic
spell has a 1% chance per level of the casier of
negating the ring’s powers for one round, allow-
ing it to be removed,

XP Value: —

Anything

GP Value: 55,000
Unearthed Arcuna
This ring initially appears to be a standard rimg
of warmrh. However, the wearer may command
three other functions from the ring, choosing
from among the other standard sorts of magical
rings. The period of such functioning is one
operation, in the case of a nng which has such a
function type (dfinni summoning, wishes, and
the like). Otherwise the effect lasts for one day
{24 hours). Any ring function so commanded is
never usable again: for example the ring cannot
be made to give more than one wish. After three
singular uses of this sort, the ring turns into a
nommagical piece of jewelry worth from 100 to
600 gp.

XP Value: 5,000

of Apathy

XP Value: — GP Valoe: 1,200
Povvismeos Newsrine 43

The curse upon this ring becomes apparent only
when it is tried on, and the ring only can be
removed by means normally used to rid oneself
of a cursed item. The wearer becomes listless and
can make no decisions, offers no opinions, and
generally must reply to all questions with expres-
sions of ennui such as 1 don't care,” *It doesn’t
muatter,” “It’s all the same to me,” and similar dis-
heartening statements. There is a 10% chance
that, if attacked, the character won't even raise a
hand in his or her own defence.

Appearance
XP Value: 1,000 GP Value: 5,000

Diacion Magueine 73
Anyone wearing this item appears to be 5-10%
lighter in weight than actual. Generally, the effect
15 to make overweight people look normal or nor-
mal ones look quite slim.

of Aquatic Depth Location

XP Value: 1,200 GP Value: 6,000
Povyvirnaos Newsedne 43
This ring allows one to determine the depth of
any body of water at a given point by mercly
observing it while wearing the ring. If used while
in the water or underwaler, It also reveals the
approximate location of the nearest land mass
above the water line, be it a wall, a beach, or an
island,
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Arachnid Control
XP Value: 1,000 GP Value: 5,000
Dusgeos Magarine 24
The ring of arachnid control is a specialized ver-
sion of a ring of animal control. The wearer of
this ring may control one giant or 1040 normal-
sized arachnids of any type. This includes spi-
ders, scorpions, mites, and ticks. The arachnids
are not allowed a saving throw,

The wearer must be able to see the arachnids to
control them. Control lasts as long as the wearer
coneentrites on the arachnids and does not fight,
{The wearer may move slowly if doing so does
not breuk the line of sight.) When the wearer
stops concentrating, the arachnids are free to run
away or attack. This ring can be used for a full
turn, once per hour,

of Armoring
XP Value: 2,000 GP Value: 10,000
Tome of Magic

A wizard wearing this ring gains an additional +|
bonus 1o any AC bonus received from casting a
spell upon his or her own person. Thus, an armor
spell grants a wizard AC 5 instead of AC 6, and a
shield spell grants the wizard AC | vs. hand-
hurled missiles instead of AC 2. Restrictions that
apply to a spell (for example, armor does not
affect o character already wearing armor) are in
no way altered through use of this ring.

of Avian Control
X" Value: 1,000 GP Valae: 5,000
Lamd of Fate

This ring enables its wearer Lo exercise complete
contral over birds with an intelligence of 4 or
less. Up to 40 Hit Dice of birds may be con-
trolled. The control is such rthat orders harmful to
the birds will be followed, bur complete concen-
tration is required to maintain control. The ring
does not affect hybrid bird creatures, If any doubt
exists as lo whether a creature is a hybrid with
another form (such ux a manticore or lammasu),
the ring cannot function,

Awareness
XP Value: 1,200 GP Value: 6,000
Duacos Magazine ¥2
This ring heightens the senses of a wearer to such
an extent that the character can only be surprised
1 time in 20. However, for every consecutive hour
this ring 15 wormn, there is a cumulative 1% chance

that the wearer becomes temporarily afflicted
with paranola. The paranoia persists for a nurnber
of rounds equal to the number of hours the ring
was worn (unless cured by magical means), and
cannot be negated by removing the ring after the
paranoia has taken effect. If the wearer is not
already afflicted, the cumulanve chance of para-
noia drops o zero when the ring 15 removed and
begins again at 1% when it is put back on, even if
the removal only lusts for a moment.

Bard’s
XP Value: 3,000 GP Value: 15,000
Dieacion Magazne 117

This rare, magical ring, when worn by a churac-
ter other than a bard, acts as a ring of protection
2. It can be recognized by the engraved golden
vines encircling the band. When placed on the
finger of a bard, it retains its profection proper-
ties, but with a bonus, The ring then serves as a
ring af protection +2, +4 on saving throws. It
also mises the bard's charm percentage by 10%.
This magic iem is usually found in a wilderness
or forest arca,

of Beauty
XP Value: 1,200 G Value: 6,000
Powyuinros Introductory lssue
This magic ring increases the wearer’s Charisma
and comeliness by 2 points, to a maximum of 1§,
or to the character’s racial limitations, whichever
s higher.

Berronar Truesilver’s Silver
XP Value GP Value
Detect Lies: 1,000 5,000
Thiel Negation: 5,000 25,000
Monster Mythology

The avatar wears two silver nings, one of which
allows her to automatically defect lies within 30
feet while the other negates all thief skills wathin
30 feet (save vs. spell a1 -2 each round to use
such skills),

Bladeturning
XP Value: 1,500 GP Value: 7.000
Paacos Mogaaine 52
This ring can deflect artacks made with merallic
weapons. The wearer can deflect one such amack
per round, provided he or she is engaged in per-
sonul defense, not simply aiding someone else.

To use the nng, the wearer declares that he or she
als
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wighes to deflect an attack, and which attack is to
be turned back, 1f more than one opponent is
involved or if an opponent hus more than one
attack per round. The wearer must declare intent
before the opponent’s THACO roll is made. The
attack, whether it would have hit or not, is imme-
dintely turned aside. Each of these rings has 3d10
charges when found, and cannot be recharged.
Note the ring cannot deflect an anack if a THACO
roll has already been made by the opponent; if the
attack hits, damage must be raken, and one of the
ring’s charges is used anyway, even if it misses.

Blink
GP Value: 25,000

Shadowdale
This seemingly normal brass ring has four fune-
tions, each usable once 1 any turn, It can cause
the wearer to hlink (as the 3rd-level wizard spell),
become invisible (as the wizard spell imvisibility),
or create mirror images of the wearer (as the 2nd-
level spell, creating one or iwo images, as the
wearer desires). 1t can also function as a cloak of
displacement, but this function ends if any other
ring powers are activated, and cannot be called
into heing again until a full o has elapsed.

Blink ring powers can only be newly netivated
every other round. There must be at least one
round of inactivity between the cessation of one
power use and the next activation of the ring.

XP Value: 7,000

of Blinking
XP Value: 1,000 GP Value: 5,000
Dureciios Mastir Gude

When the wearer of this ring issues the proper
verbal command, it activates, and affects the user
us iCu blink spell were operating upon him or her-
sell. The effect lasts for six rounds. The ring then
ceases 1o function for six turns (one hour) while it
replenishes itself. The command word 15 usually
engraved somewhere on the ring. The ring acti-
vates whenever this word is spoken, even though
the command might be given by somecone other
than the wearer, provided that the word is spoken
within 10 feet of the nng.

of Boccob
GP Value: 2,500
Unearthed Arcuna
This vrnute piece of jewelry initially appears 1o
be a valuable, nonmagical ring, Even magical
detection of the most powerful sort will not reveal

XP Value: 500

the dweomer of this ring. The function of the ring
comes into play whenever the wearer 1s assailed
by any magical device which actually contucts his
or her person—the device will malfunetion, fuil-
ing ro affect s intended turget, und if it does noi
save vs. spell, it 15 turned into o nonmagical item.
Whenever the ring cancels the power of an item
tn this fashion, it ceases Lo function for 1d4 hours
afier that. Afier this period of quiescence, it again
operates normally. Note that single-use magic
iiems, such as a magical arrow, a crossbow balt,
or a javelin of lightning, do not have their func-
tions canceled by the ring, but merely give the
wearer protection from their magical effects. This
immunity from magical effect does not prevent
normal damage from being administered by such
an item, Saving throws for items against the can-
cellation power of the ring are as follows:

i Auromatie fatlure for any Mem.
Saving throw for relics.
Saving throw for artifacts.
Saving throw for hand held weapons.
Saving throw for rods and staves.
6 Saving throw for all other items.
7-20 Any item saves on a roll in this range.

W e el B

Bone
XP Value: 4,000 GP Value: 20,000
Lords of Darkness
This plain finger ring is always carved from
human bone; the method of making such magical
rings is secret, but their numbers seem 1o be
increasing. When worn, a bone ring prevents
energy and strength druin from any source (such
as undead and hostile spells). Each such ring has
1d 100 charges; cach defensive use exhausts one
charge until the ring crumbles o dust. The wearer
is ot made aware of how many charges a given
bone ring has remaining. Bone rings are not

rechargeable.

Browdow’s Ring of Utmost
Weapon Harm
XP Value: 7,500 GF Value: 19,000
Potyirmens Newszing 90

This platnum-mithral alloy ring has a small pear]
on the top and can be only be worn by warriors.
Other individuals who try to wear the ring find
that it is too small for any linger.

Only eight such rings were fashioned, created
ncarly 200 years ago by Browdow, a dwarven
priest of Clungeddin Silverbeard. When worn, the
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- Ring of Burbul

ring bestows a +1 THACO and +2 to damage—in
addition (o any other bonuses of the wearer or of
his or her weapons,

Further, the ring can grant the following abili-
ties once a day, at the wearer's command. The
abilities cannot be used in concert,

* The wearer's Strength score is increased (o
18/00 for five consecutive rounds,

During five consecutive rounds, all the
wearer’s suceesstul hits inflict maximum dam-
ag_:.

The wearer is healed of § hir points.

The wearer 15 automatically successful with
one weapon attack. The wearer must state that
he or she is calling on this ability, and does not
make an attack roll.

If the wearer calls upon all four of the ring's
special abilities in one day, he or she suffers a
temporary loss of 2 points of Constitution. This
can be regained after eight hours of slecp.

of Burbul
XP Value: 4,000 GP Value: 20,000
DamGEoN Magmene 28

This intelligent ring is both cwrsed and blessed.
Each time a pereon dong the ring, it instantly
shapes itself to fit the wearer's finger. It will not
allow itself to be removed after that time until
either the person dics or a remove curse spell is
suceessfully cast. The ring talks out loud in a
high-pitched voice and tries to get someone to put
it on by bragging about its vast powers. A detect
lie spell will not reveal anything about the truth
or falsity of the ring 5 words.

The ring af Burbul is actually a modified ver-
sion of a ring of contrariness, but instead of hav-
ing only one of the listed powers, it has access to
all six powers, The ring has a craving for precious
metals, the more precious the better. It eats them,
using them as a source of power for both its exis-
tence and spell use. It prefers coins but does not
turn down other small metal items such as ear-
rings or other rings,

Ezch time the wearer wishes the ring to use a
power, the DM should roll percentile dice twice. If
the spell requested 15 one of the six available, there
is @ 20% chance (first roll) that the power will be
activated. [f the power fails or il the power requested
is ot possessed by the ring, the innale conirariness
af the ring causes it to claim that it doesn't have
encugh power at the time o cast that spell. In addi-
tion, if the second roll was 10% or less, the ring’s

contraringss affects the wearer like a ring of con-
irariness. Mo save is allowed, since the person is
wearing a eursed item, The condition of contrari-
ness hecomes permanent unless a limited wish,
wish, alter reality, or remove curse 15 cast.

The ring of Burbul has access to the following
spell powers: flv, invisibility, levitation, shocking
grasp, spell iwrning, and strengih. The ning will not
necessarily reveal to the wearer all of these powers
at first (DM’ option), it may boast of other nonex-
istent powers. It always insists on being fed before
it attempts a spell. The amount of metal it wants
before casting a spell is not a fixed value and may
be negotiated with the ring on a case-by-case basis
that depends upon the gravity of the situation the
wearer (and thus the ring) is in. It sometimes
accepts a promise to feed it well in the near future
il it will perform a task immediately, but it will
remember if the promise 15 not kept. (If the ring
perceives great danger to itself or it wearer, it may
decide to cast any of its spells.)

The ring’s mouth can streteh to accommodate
objects up to 14 by ¥ by ¥ inch. Its interior is like
a small bag of holding, and it can store up a great
number of coins for later digestion, In extremely
dire circumstances, the wearer might be clever
enough to persuade the ring to literally “cough
up” some coins.

In addition 1o coins, the ring loves small magical
items such as rings. It may say that, if fed a tiny
magical item, it will gain the item’s powers. This is
partially true, and only tor the first ime the ring is
fed a magical item by its current owner. Thus, if the
wearer fed it a ring of fire resistance, the ring of
Burbul would gain the abilitics of a ring of fire
resistance, Unfortunately, it could aceess them only
20% of the time, with a chance of causing the
wearer 1o become contrary. Aller the first magieal
item is consumed, there is only a 25% chance it will
gain a new power each time it is fed an item; other-
wise, the item and its power are lost, 1f this ocours,
the ring apologizes and claims ignorance.

The ring does naot like wizards, priests, pal-
ading, or rangers because these classes cast
spells. 1t likes to have the limelight all to itself. It
15 of neutral-pond alignment and does not func-
tion for evil persons. It loves small, fun-loving
demihumans, like halflings and kender. The more
mischievous the use of its powers, the more likely
it is to perform (the DM should assign a higher
percentile for the ring o work in such cases).

The ring assumes the name of its current wearer
4104
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(the last wearer was Burbul, 2 Hairfoot). It should
be played by the DM in a manner to add comic
relief as well as mystery. It instantly pains the abil-
ity o speak the language of its current wearer, and
thus knows many languages from across the galaxy
(the DM should decide what these might be). It will
sometimes recall strange tales or humorous jokes.
The ring does not know its own origin or age, but it
has been araund for many cenfuries.

of Bureaucratic Wizardry
XP Value: — GFP Value: 1,500
Toma of Magic

This cursed ring is indistingmshable from a ring of
wizardry, but has one important difference. When
a wizard casts any spell while wearing the ring, a
sheaf of papers and a quill pen suddenly appears in
hand. The papers are forms that must be Nlled out
in triplicate explaining the effects of the spell, why
the wizard wishes to cast it, whether it is for busi-
ness or pleasure, and so on. The forms must be
filled cut before the effects of the spell will oceur,
The higher the level of the spell cast, the more
complicated the forms become. Filling out the
forms requires one round per level of spell.

As goon as the papers are filled out, the farms
and the pen disappear and the spell effects oceur
just as the spellcaster desired, A ring of bureau-
eratic wizardry cannol be casily removed. Remove
citrse or a similar spell must be cast upen the
wearer in order o remove the ring.

of Cantrips

GP Value: 2,500
Wizurd's Challenge
Similar rings are known to exist, and are usually
made of brass engraved with symbols inside and
out. While wearing one, a wizard or bard can cast
any cantrip magic, as described in the spell
deseription. The wizard may create 1dd-+4 etfects
per day, and cach effeet lasts as long as the wiz-
ard concentrates,

XP Values; 500

Cat’s Eye

GP Value: 2,500
Rage of the Raknsta
This looks like a simple gold ring set with a gem
that looks very much like the eye of a cat. It was
crafied several decades ago as a gift for a human
warrior who had done a great service for the
rakasia. When that hero died, the ring was returned
o the rakasta, who are saving it 1o give to the next

XP Value: 500

.

g g of Burenieratic Wisardry -

human hero that earns their favor. When worn, it
gives its owner infravision, Just like thar possessed
by dwarves, elves, or rakasta. The ring has no effect
if worn by a character who already has imfravision.

Chameleon Power
XP Value: 1,000 GP Value: 5,000
Durceos Master Guide, Lst Edition

Whenever the wearer of this ring desires, he or she is
able to blend in with the surroundings. This enables
80% invisibility in folinge, against walls, and so
forth. If the wearer is associating with creatures of
Intelligence 4 or greater at a distance of 60 feet or
less, the ring enables the wearer 1o seem 1o be one of
those creatures, but each turn of such association
carries a 5% cumulative chance that the creatures
will deteet the ring wearer for what him or she is.
Thus, such an association can never persist for more
than 20 trns without the wearer being detected—at
the end ol that time, the chanee of detection has nsen
o 100%, Createres with 16 or greater Intelligenee
use their Intelligence score as an addition to the base
chance of detection. For example, a creature of Intel-
ligence 16 would have a base chance of 16 + 5% =
21% at the end of turn one, 26% at the end of turn
twis, and o farth. Creatures wath 3 or lower Intelli-
gence instinctively and antomatically detect the
wearer if they come within 10 feet.

of Cirulon

GP Value: 10,000
Dragon Keep
This is a clear, crystal ring that contains Necks of
the same color as the dragon that presented il
The ring must be worn on the right band. It cures
tight wounds (less than 6 points of damage) com-
pletely and fieals & mortal wound sufficiently to
prevent death (bringing the character up to 1 hit
point). The ring is activated by touch. It can be
used only ance.

AP Value: 2,000

Cilidarius’s Ring of Wizardry
XF Value: 4,500 G Value: 56,000
1992 Famtasy Collector Card 267
Gilidarius placed his ring of wizaridry upon the
rune of magical absorption on the great stone table
in Raistlin’s laboratory. He lefi it there for a full
cyele of the moon, Nuitar, deing this while Rastlin
was away from the Tower of High Sorcery. Asa
result, the ring not only doubles his 4th-level spells,
but he can carry one extra necromantic spell of

each level whenever Nuitari is in its full phase.
4196
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Ring of the Comet

ﬁr

Clairaudience
XP Value: 1,000 GP Value: 7,500
Dieacon Magaeine 117

This ring’s gem is a small amethyst with a normal
valug of 100 gp. The amethyst is easily separated
from the ring; it can then be placed in a location
where the owner wishes to eavesdrop. A pick
pockets roll allows a thief to secretly slip the
gmethyst into the clothes of another character,
Any character can hide the gem in an empty
room, barring extraordinary circumstances,

Whatever 15 said within 60 feet of the amethyst
is magically fransmitred 1o the ring itself, and the
words are then heard by the ring wearer alone,
The gem-ring connection has a range of 48
inches, but only transmits sounds that could he
heard by a normal human in the same location as
the amethyst.

Clear Thought
X Value: 1,500 G Value: 7,500
Dumiceos Macazme 13

Similar to a ring of free action, this item dimin-
ishes the chance for others to gaim control over
the wearer. Where a ring of free aciten limils
altempts 1o restrain the wearer’s physical capabil-
itics, a ring of clear thought is particularly
attuned 1o those spells that alTect mental capaci-
ties. The wearer gains immunity 1o the effects of
certain mind-based spells such as slegp, charm,
and fear. He also gains a =4 bonus to his saving
throw vs. the psionic blast power,

If an undead creature wears the ring, it 15
afforded some protection against the mirning abil-
iy of priests. A priest’s chance to turn a creatre
wearing the ring is derermined as if the priest
were four levels lower than his or her actual level
of experience.

While the ring 15 worn, the wearer gains the
temporary benefit of adding | point to Intelli-
genee {18 maximum), as if using a scarfed and
blue toen sione. All effects of the ring are lost if
the ring 15 removed or destroyed.

of Cloaked Wizardry and Invisibility*
XP Value: +500 GP Value: +2.500
Dreacon Magaane |79

This ring functions as a ring of invisiblity, but the
ring, the wearer and all carried items are not only
invisible, but undetectable by normal means, such
as derect magic. An identify or legend fore spell
or ability can reveals its true nature, however.

of Clumsiness
GI" Value: 3,000
Dumceon Master Guide
This cursed ring typically radiates an aura like
another, beneficial, ring to disguise its baneful
nature. The possible secondary powers are:

XP Value; —

Roll  Secondary Power
01-10  Free Action

11-20  Feather Falling
21-35  Invisibility

36-50  Jumping

51-60 Swimming
61-80 Warmth

E1-00  Water Walking

The secondary power works normally, except
when the wearer is under stress—combat, stealth,
delicate activity, and the like—at which time the
clumsiness takes effect. Dextenity is reduced to
half normal, rounded down. Chances for siealth
and precise actions are also lowered by one-half,
rounded down. Any attempl al spelleasting that
requires the handling of a material component or
the accomplishment of a somatic component will
succeed only if the wearer rolls a successful sav-
ing throw vs, spell, otherwise, the spell is botched
and annulled.

The ring can be taken off only by a success-
fully cast dispe! magie spell, cast at the 12th
level. Success destroys hoth the primary and sec-
ondary power of the ring.

of the Comet

XP Value: 2,000 GP Value: 10,000
Crystal Spheres

This ring appears to be nothing more than a valu-
able picce of jewelry. The band is a magically
enhanced platinum alloy, and a large, perfectly
cut emerald is set in the band. These elements
alone give the ring a value in excess of 3,000 gp
in an open market. It is worth far more than that
due to its powerful enchantment.

The ring is of particular value to spacefarers
because it has the ability to summon a comet steed.
Comet steeds are rare space-mounts that have the
ability 1o travel at spelljamming speed. The ring,
when found, has 4d4 charpes. Each use, regardless
of success, permanently drains one charge from the
item. It cannot, by any means shorl of a wish, be
recharged. Once the item’s charges have been

depleted, 1t is nonfunctional (but the owner still has
azni
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Ring of Command
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a very beautiful, very valuable nng).

A charge 1s expended any time the user
allempls to summon a comel steed. First, the DM
should decide if a comet steed is available in the
area. If the DM would like to determine ran-
domly, assume a 30% chance of a steed being
available, The comet steed gets a saving throw vs,
magic., [ it fails, then it must travel to the sum-
moner post-haste (which is fast for a horse that
can spelljam!),

A summoned comet steed must serve the
owner of the ring unless he or she is evil. A comet
steed never serves evil creatures. The steed will
serve the summoner for one mission and then it
departs, The DM has final discretion as to what
constitules a mission, bul in any case, the length
of servitude cannot exceed one month, The comet
steed will not risk its life for the summoner.

The origin of the item is unknown. Most likely,
it was created by spacefaring wizards for
groundlings who would not know how to engage
the assistance of the comet steed (or perhaps not
even know of the existence of comet steeds!).

[t iz not known how many of these rings exist,
but there are certainly more than one and proba-
bly several dozen. The arcane have been known to
have the nngs avairlable for sale or trade, in their
fashion.

of Command
XP Value: 2,000 GP Value: 10,000
Dmacon Mogene 117
A ring af command commonly has 3d10 charges
when found, The ring has the following abilities,
only ane of which can be used at any given time:

1. Command: This ablity duphcates the 1si-
level priest spell of the same name. Creatures
with an [ntelligence of 13 or better (highly Intel-
ligent or above monsters) or with more than 5
HD or levels are enbitled to a saving throw vs.
spell. A command uses up one charge for every
round the command is in effect. For instance, an
ore could be told to “die! and would stay
“dead” (unconscious) for 5 rounds if five
charges were spent.

2, Charm person: This power is the same as the
Ist-level wizard spell. Two charges must be spent to
charm a character and an additional charge per day
must be expended to continue the spell each day
after that, The vietim is allowed a saving throw ve
spell w nepate the cfrarm. A character using a ring
af command can expend another two charges to try
again, of course, in the event the victim saves,

3. Sugpestion: This ability 15 similar to the
Jrd-level wizard spell. The target of a sugresiion
is mallowed a saving throw vs. spell, as with charm
person above, A suggestion costs two charges and
lasts for one hour. More charges can be spent for
additional hours, at a rate of one an hour, as
desired.

All of these powers only wark on the humanoids
listed in the PHR under charm person, and their
counterparts in the MonsTROUS COMPENDIUM
Appendices, MonsTrOUS ManuaL™ accessory, and
the race-oriented PHERs.

of Continual Churning
XP Value: 500 GP Value: 2,500
Wonders of LANKHMAR

When placed on a finger, this ring does nothing.
When it is placed on a spoon or stirrer of any sort, it
beging to spin the spoon arcund, churming any lig-
uid the spoon is placed in. If there is no liguid, it
continues to gyrate as though liquid were present.
The ring is designed to help alchemists who have
delicate mixing to perform that require uninter-
ruspted stirring for great lengths of time,

The ring could be put on a broom, but the
broom would only sweep in a circular pattern
over the same spot, until the ring 15 removed.
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=2 Ring, Crinss __

of Contrariness

GP Value: 1,000
Dumcros Mastie Gude
This magical ring is cursed, making its wearer
unable to agree with any idea, statement, or
action. Cnce put on, the ring can be removed only
after a remove curse spell is cast upon the indi-
vidual wearing it, Because of the curse, the
wearer will resist any attempts to cast such a
spell. The contrariness ring will have one of the
fallowing sdditionul magical properties:

XP Value: —

Roll Additional Property
01-20  Flying
2140 Tuvisibility
41-60  Levitation
61-T0  Shocking Grasp (once per round)
TI-80  Spell Turning
81-00  Strength (18/00)

Note that contrariness can never be removed
from the nng. The wearer uses his or her own pow-
ers, and those of the ring, to keep it on a finger.
The wearer of the ring never damages him or her-
self. 1, for example, other characters suggest that
the wearer mahe corluin tut personal atacks are
well-defended, or that the wearer should not strike
his or her own head, the ring wearer will agree—
possibly attacking or striking at the speaker’s
head—because obviously the result must be con-
trary in this case. If a ring of contrariness turns
spells, the cumulative remove curse cast upon the
mdividual wearing it must equal or exceed 100%.

of Coolness

XP Value: 1,000 GP Value: 5,000
Dmanos's Cwoms® Sourcebox

This green jade ning 1s similar in function to the
rimg of warmth, except that it protects against the
heat of the desert sun. It protects its wearer from
the effeets of heat, even when fully exposed to the
sun und wearing heavy armor, [t provides restora-
tion of heat-sustained damage at the rate of |
point of damage per turn. It also increases saving
throws vs, heat-based attacks by 42, and reduces
damage sustained by | per die.

Corkitron's Ring of Human Influence
XP Value: 1,500 GP Value: 7.500
1992 Fantasy Collector Card 191
Corhtron's version of a typical ring of human
influence is very similar to the normal one. Cork-

iiron’s Charisma is raised 1o 18 for all encounter
reactions, and a suggestion and charm person
spell can each be cast once a day. Corkitron’s ring
can charm up to 28 levels or Hit Dice of creatures
{rather then 21). It also has the unfornmare effect
of turning all fuiled encounter reaction checks
against Corkitron to severely hostile.

Courtly Etiguette
XP Value: 1,000 GP Value: 5,000

Idieacion Magueineg 73
The ring of conrtly etiguette is o simple silver
band. The wearer of this ring is able to speak und
act in a courtly manner, regardless of upbringing
or familianity with social conventions.

Crius's
XP Value: 3,500 GP Value: 25,000
[ieaGon Magneine 117
Crius is the greater titan of density and gravity, and
was one of those thrown down from power by his
descendants. Being jealous of the new (Olvmpian)
gods that the mortals worship, and wanting to con-
irol the fate of those on the Prime Material Plane,
Crius placed a portion of his power in a ring and
cast il into the world. The ring 15 a plain copper
band with the nume Crius engraved on the inside. [t
performs simply s a ring of feather falling unul it
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Ring, Cursed Ring of the Great Kingdom

ﬁ

15 immersed in the blood of a priest (of at least 5th
level) of one of the Greek gods, at which time its
true powers become known,

Al will it can:

Decrease body density as per the psionic abil-
ity body Equilibrium (the wearer takes double
damage from all artacks at this ime).

Create a gravity field around the wearer that
causes all launched missiles (arrows, spears,
ete. ) to fall short and miss, if they fail to save.
Onee per day it will:

Increase body density to act as a triple strength
stone skin spell (three attacks or attack
sequences affected; the wearer is at half move-
ment at this time).

Reverse gravity as a 10th-level wizard,
Fncrease gravity ina 40- by 40-foot area 1o such a
degree that all creatures and objects within the
area are immobilized, If a save vs. spell is made,
creatures are still affected as if under a slow spell,
A select group of the priesis of Zeus has been
chosen to search for and destroy the rings of
criug, This brotherhood will go to any length to
carry out its quest, for the ring is thought to be
linked to a possible rebellion of the titans against
the Greck pods.

Cursed Ring of the Great Kingdom
XP Value: GP Value: 2,000
GreEviawk Advenlures
This cursed magical item was created by a wizard
who was loyal to the Great Kingdom, Though the
ring has only limited power, its use to plague the

diplomats of the Iron League was well known.

Onee it has been placed on a character’s finger,
the ring causes problems when the wearer
attempis o use the charnisma reaction bonus, As
the character tries to make a good impression, the
vichim commits an embarrassing (aux pas instead.
The effeet depends upon the occasion: 1f the
encounter requires manners, the character might
beleh; if it is a solemn event, the wearer may gig-
gle: if it requires silence, a loud sneeze; if it
requires the character’s full attention, a long yawn
might be produced, and so on.

A character making a successful saving throw
vs. spell is unaffected and receives his normal
charisma bonus, [f the saving throw is failed, the
character receives a —=50% penalty to the reaction
check, The ring itself can be removed from the
unfortunate character’s finger, but the curse
remains until negated by a remove curse spell.

Mote that the ring can be passed 10 many owrners,
and the ring can affect them all equally.

of Curses
GP Value: 1,500
Prince of LANKHMAR
These rings come in all varieties. They can be
very dangerous ilems, or excellent contingency
objects. A eursed ring occurs when the enchant-
ments performed on a ring fail. When this hap-
pens, the ring tends to take on a property either
exactly the opposite of the intended purpose, or a
random, unguessable, property.

For example, if an evil wizard were anempting
1o make a ring of regenerarion, the failed ring
may end up as a ring of degeneration, or else the
ring would take on a completely random prop-
erty. Below, there is a list of optional effects that
can aceur with a failed enchantment.

XP Value: —

Roll Effect

1-50 Mo special effect. The item completely
refuses o aceept the enchantment.

51-70  The effect is exactly opposite.

T1-80  The ring becomes cursed, and explodes
when removed from the finger for 3d6
points of damage.

81-90  The ring can never be removed short of
a wish,

Y1-00  The ring canses everyone within |5 feet

to roll Wisdom cheecks, with failure
meaning they attack the closest charac-
ter for Ldf rounds,

One thing to realize s that this ring does nol reg-
tster as cursed when an sdenifi spell is cast upon it;
nor does it register as evil with a Enow aligrment
spell. In that instance, there is o percentage chance
equal to the wizard’s level of detecting that there is
something terribly wrong with the ring. Of course,
if a result of 011-50 is achieved above, the ring does
not register as being magical.

Dalamar’s Ring of Healing
XP Value: 5,000 G Value: 40,000
DracoyLakcs Adventures
These rings were often used throughout the ages as
wizards' last defenses agninst death. This ring works
only for magic-users and must be worn upon the
right hand. It can eure a light wound (less than 6
points of damage), completely and can heal o mortal

wound sufficiently o prevent death (it brings the
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- Ring of Dvermews

character up to | hit point). It 12 activated by touch,
Unee used, the ring cannot be used again by that PC.

Dart

XP Value: 500 GI* Value: 2,500

Daacion Maguring 3

Created by sylvan creatures, the durt ring adjusts
its size 1o fit the finger of any humanesque hand,
The darts fired by this ring are thornlike points,
When it hits, the dart causes | point of damage,
but the victim struck dies of poisoning in two diys
unless a mentrulize poisan spell is used or a saving
throw vs. poison with a -3 penalty is made. The
ning fires once per um {10 rounds) ar distances up
10 30 fieet. The dart rimg has 1044 charges,

When fired, the dart atacks with a THACD of 10
It ignores all magical bonuses to Armor Class
granted from rings, armor, or other items. A dart only
takes Dextenity bonuses, and nonmagical bonuses
from actual armor and shields. In other words, rings
uf protection, robes of pratection, potions of dis-
placements, magical bonuses from armor, and other
items are meffectual apainst the darts.

of Delusion

GP Value: 2,000
Dunorers Master Guide
A delusion ring convinces the wearer that it is
some other sort of ring—whatever sort the wearer
really wants. The wearer is completely convinced
that the ring is actually one with other magical
properties, and unconsciously uscs abilities of any
sort {including those of other magical items avail-
aible) to produce a result commensurate with the
supposed properties of the delusion ring. The DM
determines how successful the self-delusion is, as
well as how observers are affected and what they
observe. The ring can be removed at any time.

XI* Value: —

Depetrification
XP Value: 1,000 GP Value: 10,000
Duniiron Macazive 25
This gold ring, set with a large red ruby, can cast
the equivalent of u stone to flesh spell. The ring
must be worn and touched to a stone in order 1o
activate the effect. A successful deperrificarion
uxes up ane charge.

The ring only works on creatures thar have
been perrified by magical means, such as a flesh
to stone spell or the gaze of a basilisk. Touching
the ring to a normal stone has no ¢ffect. The ring
holds 15 charpes and can be recharged.

of Disguise

XF Value: 600 GP Value: 3,000
PoivHEmRON Newseme 47
Three times per day, this ring can alter the
wearer’s appenrance as though the 2nd-level wie-
ard spell, alter self had been cast. Each change
lasts for one turn, The ning can be used by any
character.

Distraction
XFP Value G Value
Mormal: 1,000 5,000
Rare: 1,500 7.500
Cursed: — 1000

Macom Mogieine 117
This ring seems 1o be a normal ring. In combat, i
is capable of generanng a sudden burst of light
and sound that ix perceived only by one opponent
in melee with the ring wearer (including those
firing or hurling missile weapons within a 60-
foot range). The burst of light and sound is heard
by no one else, and the wrget vieom is designated
by the ring wearer's menial commands. This dis-
traction causes the attacker to suffer a —4 penalty
on all attacks for the current round. If the oppo-
nent saves v, spell, the penalty is reduced 1o a -2
to the artack roll. This attack is made at the gtan
of a melee round, regardless of all other circum-
slances, as it is a mental command. The nng may
be used in this fashion up to five limes per day.
Onee placed on a finger, the ring reveals its pow-
ers to its wearer, One out of five (20%) of these
rings do nol operate on a conscious mental com-
mand, however. These rings simply generate a
fash and sound burst for the first five melee
rounds in which the wearer is involved in combat
in a day. As o result, the wearer might not imme-
diately be aware that the ring is having any effect
at all, though the ring wearer's opponents may
appear to act strangely. Another 3% of these nings
are cursed (and cannot be removed without a
remave curse spell) to cause the flash and noise
burst to affect the wearer himsell and no one else,

of Dizziness
XP Value: — GP Value: 2,500
Old Fanpires
This cursed, magical item is sometimes found in
the tombs of Mulhorand, placed there to punish
grave robbers. This appears to be a normal magical
ring. perhaps a ring of protection, When used in an
actual combat where the wearer may be hunt, the
421h
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Ring of Djinni Summaning

‘—

wearer becomes violently dizzy, The wearer must
roll a successful saving throw vs, spell or be unable
to attack. Even if the saving throw is successful, all
of the victim’s attacks suffer a -4 penalty to attack
ralls, and all attacks against the wearer gain a +4
hanus to the atack rofl,

of Djinni Summoning

XP Value: 3,000 GP Value: 20,000
Drmcienn MasTeR Guide, 15t Edition

Oine of the many fabled rings of fantasy legend, a
“peme” ring is a most useful possession. Itisa
special “gate” by means of which a certain djinni
can be summaoned from the Elemental Plane of
Air. When the ring is rubbed, the summons is
served, and the djinni will appear on the next
round. The djinni will faithfully obey and serve
the wearer of the ring, but if the servant of the
ring is ever killed, the ring becomes nonmagical
and worthless. See the MonsTROUS ManuaL
accessory for details of a djinni’s abilities.

In a Dragonlance Campaign: Rings of diinni
summaoning do not exist on Ansalon,

In Ravenloft: The djinni appears, and serves
the wearer once, After that service, the djinni tries
to return to its own plane—and cannot, This is a
violation of the pact of the ring; the djinni is
freed. If its former master was kind and reason-

able, the djinni leaves to find its own exit from
the demiplane. If its former master was cruel and
harsh, the djinn attacks.

Draupnir
XP Value: 4,000 GP Value: 20,000
Guodls, Demigods, & Heroes
This artifact produces a similar golden ring of
1d6(=10.000) gp value every night, Odin's avatar
often gives these away to his faithful servants, the
Ewnheriar, or those others that please him.

Draupnir 11
XP Valuoe: 4,000 GP Value: 20,000
Dunaenss & Dracoxs Master Set

In Scandinavian legend, draupnir, the famed magi-
cal ring, was made by Odin for the dwarves. Every
nine nights the ring produced cight nonmagical
rings equal in size and beauty to isell, and 15 thus a
fertility symbol. While this nng 15 worn, the user
suffers only one-half damiage from all attacks. Suc-
cessful saving throws reduce the damage by 75%.

Drow
XFP value GP Value
Ta Dirprar: 1,000 5,000
To Mondrow: — 1,040

Draciom Magazine (17

This item is made of eight strands of different,
unigue metals entwined to form a ring. The drow
found it troublesome when their magical items
deteriorated upon leaving their underground
homeland for long periods of time; to combat
this, they created this ring. The ring of the drow is
only made in the drow homelands by the priests
of Lolth, Its purpose is to keep drow-made items
in possession of a wearer from deteriorating. To
do this, the ring radiates an aura of magical
energy that duplicates the radiations deep in the
drow homelands. This aura only affects the
wearer and the wearer's possessions,

Az a side effect of the ring’s magical aura, a
detect magic spell reveals the wearer to radiate
magic strongly. In addition, detect evil shows the
wearer of one of these rings as evil, and keow align-
meni indicates that the wearer is chaotic evil, regard-
less of the wearer's true alignment. If the wearer
uses the psionic power o Aura Alleration Lo try Lo
change the aura, the wearer must save vs. spell o
else change alignment to chaotic evil. If the wearer
saves, or if the wearer fails 1o save but is already

chaotic evil, the psionic power functions normally,
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and the ring’s aura is lempormrily changed,

To possess one of these rings is considered a
great honor among the drow, because it signifies
that the wearer has traveled far from the homeland,
and that he or she was aided by a priestess favored
by Lolth. Drow will kill any creature other than a
drow who possesses one of these rings.
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of the Eagle
XP Value: 1,000 GP Value: 5,000
Deacos Magarine 91

This ring allows the wearer, at will, to shape
change into a giant eagle for an unlimited period
of ume. All of the wearer’s clothing and personal
possessions carried (except for live beings) are
merged with the giant eagle form and are unus-
able while the ring wearer is in that form. The
user may fly for up to 12 hours nonstop, but suf-
fers from exhaustion effects after that, losing 1 hit
point per turn until stopping to Test for 3- 6 hours,

In eagle form, the user of the ring retains his or
her narmal hit points, Intelligence and Wisdom
scores, and psionic abilitics (if any). Spells can-
not be cast (although the memaory of spells
already learned or prayed for is not affected), nor
can weapons be wielded, other than the eagle’s
claw and beak artack. The user has all the physi-
cul und combat abilities of o giant cagle, includ-

Ring of Flemental Adaptation

_

ing superb vision (same efTect as wearing eyes of
the eagle). The eagle’s Armor Class cannot be
improved by any magical device; a ring of protec-
tiom slipped on a claw, for example, has no cffect.
If the user of the ing drops to less than half of his
or her full, normal hit points, any attempl to
shapechange uging the power of the ring lails
until the user recovers enough hit points w bring
the total back above the hall normal amount. This
applies whether the user is in eagle form or in
normal form. If the user stays in eagle form for
longer than 24 hours at one time, there is a cumu-
lative 1% chance per day thereafier, for as long as
the eagle form is maintuined without interrup-
tion, that the ring’s powers will fail, rendenng the
nng powerless, and causing the wearer to remain
m cagle form permanently unless a wish 1s used
tix restore the wearer.

of the Ear
XP Value: 600 GP Value: 3,000
Dusaross & Dacoss Rules Cyclopedia

This ring, worn on the ear a2 an ¢arring, has no
effect when wom. However, when removed and
placed against any surface (a door, or a chest), the
user may hear all noises oceurning within 60 feet
of the surface. Light breathing, heartbeats, and
even faint breezes can be heard. The ring will
function three times per day.

of Eelix
XP Value: 3,000 GP Value: 15,000
Dracon Mogeing 139
This magical ring bestows an increase of two levels
for spellcasting when worn by a wizard; the power
lasts one hour and can be used once per day.

of Eelix Il

XP Value: 1,000 GP Value; 5,000
Datagion Magazine 139
This magical ring produces a suit of armor made
of blue light around its wearer on demand. The
armior 18 equivalent to chain mail, but weightless
This item may be used by any class for an unlim-
ited duration

of Elemental Adaptation
XP Value: 2,500 GP Value: 12,500
Duscions & Duanoss Rules Cyclopodia
There are seven different types of this ring, roll
1d100 to determine the exact type or select one as

appropriate,
41
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w  Ring of Elemental Command (

Roll Element
01-21 Eanh

22-42  Air

43-63  Fire

64-84  Water

85-91  Earth and Fire
G298  Air and Water
9000 All elements

The wearer ol this ring can, when in the appro-
priate elemental plane, lreely breathe and see
through the gaseous element (the equivalent of
air on the Prime Muoterial Plane).

of Elemental Command

XP Value: 5,000 GF Value: 25,000
Dusuinos Master CGude
The four types of elemental command rings are
very powerful. Each appears to be nothing more
than an ordinary ring, but each has ceriain other
powers as well as the following common properties:
1. Elementals of the plane to which the ring is
attuned can’t attack or even approach within 5
feet of the wearer, | the wearer desires, this pro-
tection may be abandoned. Instead, the wearer
can attempi to charm the elemental (saving
throw applicable with a -2 penalty to the die). If
the charm fails, however, tolal protection is Jost

and no further attempts at charming can be
made, but the secondary properties given below
will then function with respect to the elemental

2. Creatures, other than normal elementals, from
the plane to which the ring is attuned attack
with -1 penalties to their artack rolls. The ring
wearer takes damage at -1 on each Hit Die and
makes applicable saving throws from the crea-
ture's attacks at +2, All attacks are made by the
wearer of the ring with a +4 bonus to the attack
roll {or =4 on the elemental creature’s saving
throw), and the wearer inflicts +6 damage
{tonal, not per die) adjusted by any other
applicable bonuses and penalties. Any weapon
used by the ring wearer can hit elementals or
elemental creatures even if il is not magical.

3. The wearer of the ring is able o converse with
the elementals or elemental creatures of the
planc to which the ring is attuned. These crea-
tures will recognize that he wears the ring, and
they show a healthy respect for the wearer if
alignments are similar. 17 alignment is opposed,
creatures will fear the wearer if he is strong, hate
and desire to slay him if the wearer is weak. Fear,
hatred, and respect are determined by the DM.

4. The poseeceor of a ring of elemental eommend
suffiers a saving throw penalty as follows:

Type  Saving Throw Penalty
Earth -2 vs. petrification

Air -2 va. [ire

Fire 2 v, waler or cold
Waler 2 vs, lightning/electricity

5. Only one of the powers of a ring of elemen-
tal command can be in use at any given time. In
addition to the powers described above, the ning
gives characters the following abilities:

Earth
+ Stone fell (once a day)
«  Passwall (twice a day) .
«  Wall of stone (onee a day) i
« Stone to flesh (twice a week)
* Move earth (once a week)
» Featherfull
The ring will appear to be a ring of feather falling
until the condition established by the DM is met.

Air
»  Gist of wind (once per round)
= Fly
a9
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= Ring of Elemental Metamorphosis -

+ Hall of foree (once a day)

+ Control winds (once a week)

+ [mvisebiltey

The ring will appear to be a rihg of invisibility
until & certain condition is met (having the nng
blessed, slaying un air elemental, or whatever the
DM determines as necessary Lo activate its full
potential).

Fire
* Burning hands (once per tum)
« Pyrotechnics (twice a day)
o Wall of fire (once a day)
v Flame strike (twice a week)
v Fire rexiztance
The ring will appear to be a ring of fire resis-
tance until the condition established by the DM 1=
met.

Water
= Purify water
» Create water (once a day)
= Water breathing (5-foot radius)
s Wall of ice (once a day)
o Airy water
o Lower warer (twice o week)
o Part water (twice a week)
o Warerwalking
The ring will appear to be a ring of water walking
until the condition established by the DM is met.
These rings operate at the 12th level, or the
minimum level needed to perform the equivalent
magical spell, if greater. The additional powers
have an initiative modifier of +5,

of Elemental Metamorphosis
XP Value: 3,000 GP Value: 13000
Tome of Mugic
There are four types of these rings, each corre-
sponding to one of the four elements, When one
of these rings is discovered, the type is deter-
mined randomly,

Roll  Element
l Eurth
2 Air
3 Fire
4 Water

Each of these rings has the power 1o polymorph
the wearer into an elemental of the appropriate

type. When the ransformation occurs, the sub-

ject’s equipment is absorbed into the new form.
The affected character retains all mental abilities,
but gannot cast spells,

Characters who are not accustomed 1o the new
form suffer a <2 penalty on atack rolls until they
successfully strike an opponent in two consecu-
tive combat rounds. After this occurs, it is
assumed they have mastered their new shape.

The polymorphed charscter acquires the form
and physical abilitics of the appropriate clemen-
tal. This includes Armor Class, but the character
is subject to attacks by weapons of less than +2
enchantments, movement rales, and attack rou-
tines {including special antacks). Hit points and
saving throws are identical to those for the char-
acter’s natural form,

Additionally, the character has immunity from
damage by exposure to that element and may
move and breathe freely within it Thus, a charac-
ter metamorphosed into a fire elemental could
swim in a pool of nonmagical lava without nisk of
mjury, but the same charascter could be damaged
by magicul fire, such as that from a firchall spell.

The ring may be used once per day for [dd+1
turns, at which time the character reverts o his
normal form. The wearer can end the metamor-
phosis at any time. When returning to his or her
own form, the wearer regains 1d12 hit points.
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g Ring of Enetgy -

If a successful dispe! magic spell is cast upon
the subject at any time while the PC is trans-
formed, the character 1s forced back to normal
form and must succeed at a system shock roll or
die. The wearer returns to original form when
slain or when the effect is dispelled, but no hit
points are restored in these cases.

of Energy
XP Value: 500 GP Value: 6,000
Dacos Magazme 99

This magical nng always has a gem of some sort in
its setting. Upon command, a pencil-thin beam of
energy can be made to shoot out from the gem
toward o desired target. The beam automatically
hits uny selected target located along an unob-
structed line of sight, within 60 feet of the ring
wearer. A save vs. spell is allowed to avoid the
beam and its damage, and if the intended target
makes its saving throw, the beam continues along
its straight-line path and may hit an unintended tar-
get that lies within range. The power beam of the
ring af encrgy loses potency as il ravels outward.

Target Dstance Damage
1" 1o 20/ Ad6
21" to 30 3db
31" to 40¢° 2d6
41" o 60" 1dé

The beam only affects living things; golems,
undead, and creatures of similar sort are not
injured by it, but it does hit such creatures and n
so doing expends its energy. The ring of energy
cannot be used more than four times in one duy.
The energy of the power beam is druwn from the
Ethereal Plane and each usage has o 3% chance

_ (noncumulative) of opening a passageway to that
plane and causing a terithran to arrive on the
Prime Material Plane. Any such ereature “sum-
moned” in this fashion appears 30 feet away from
the ring wearer, intent upon destroying the ring
{and its possessor, if necessary).

ESP
XP Value: 2,000 G Value: 16,500
Dieacion Magarine 188
This plain brass ring is a magical item that
enables an intelligent wearer of any class or mee
to use £5P as the wizard spell, up to three limes a
day, and up to a one turn duration per use; it can
be stopped earlier by the mental command of the

user. The wearer of such a ring gains a +1 bonus
to all saving throws against enchantment/charm
spells, whether or not the ring is active when the
spell strikes.

of Faerie
XP Value: 1,000 GP Value: 7,500
Unearthed Arcana

This specially dweomered ring is given by the
grey clves to their closest associates and allies
only. Each ring is aligned either toward evil (5%),
good (75%), or neutrality (20%). It enables the
wearer o perform certain functions As if he or
she were an eli:

Concealment in woodlunds is such that the
wearer can be detected only by those creatures
able to detect invisible objects. If alone and not in
metal armor, the wearer can move silently with a
66% chance of success, enabling him or her to
achieve surprise on a roll of 1-4 on 1d6. An
attiempt to move silently will succeed on a roll of
01-67; if the number rolled is 68 or higher, then
noise generated by the wearer’s movement will be
discermble up to a number of feet away from the
individual equal to the die roll divided by 10
{rounded up),

Infravision o a range of 60 feet is bestowed by
the ring.

Concealed doors are noted 16% of the time
{roll of 1 on 1d6) when going past them, 50% of
the time when actively scarched for.

Secret doors are found 33% of the time (1-2
on 1d6) when actively searched for.

Rings of an alignment not corresponding to that
of the wearer will not function,

Famulus

GP Value: 28,000
Imacme Magizine 10
This 15 a plain gold band that once belonged to a
wizard named Famulus. It is highly magical, act-
ing as a ring of protection +2 and conferning the
power o feleport without error twice per day and
cause serious wounds by touch once per day. The
ring is not without its side effects, however. It
pollutes any holy water within 10 feet, and the
touch of its wearer kills green plants. The ring 15
cursed; once placed on a finger, it cannot be
remaoved except with the aid of a wish or a remove
curse by a spellcaster of at least 18th level; the
wearer cannot even detach the finger bound by
the ning in order to remove it.

XP Value: —
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of Fire Resistanoe
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Fashion
XP Value G Value
Normal: 1,000 3000
Rare: 2,000 5,000

Dpacon Mogazing 117

The ring of fashion, when commanded with the
proper key word, immediately dresses the user in
any sort of clothing the character desires, shon of
true armor of any sort (all costumes are AC 10).
One out of 10 of all such nngs allows the wearer
1o create heavy clothing that cen be counted as
padded armor (AC B).

Unfortunately, there is also a 1% chance that
the ring will create a completely random set of
clothing thut lusts for 1d6 turns before fading,
Such clothing appears in place of any other sort
of clothing worn when the ring is activated. No
metallic or metal-studded armor can be worn by
the user when the ring is activated, or else the ning
will not function. Magical metallic itemns of small
size, such as rings, bracers, or jewclry, do not
affect the function of this device. However, magi-
cal and normal suits of leather or cloth armor
vanish once the ring is activated, returning only
when the ring's effects are dispelled or negated.
All magienl girdles, boots, cloaks, and the like,
similarly vanish and return later,

of Fearlessness
XP Value: 1,000 GP Value: 12,000
PouyiEDRos Newszine 90
A ring of fearlessness is a delicaie band of silver
set with a small ruby, Though dainty, it is a pow-
erful magical item that can be worn by men or
women of any class and race.

It is uncertain how many of these deadly rings
exist, A Waterdhavian wizard, Julius Silverheart,
made several of them in 762 DR. At the time, Sil-
verheart was instructing a rather disappointing
apprentice named Jed. Silverheart knew that Jed
lacked courage, and Silverheart, who was known
for his bravery, saw Jeds cowandice as a great fail-
ing. Wanting him to lead a full and adventurous
life, Silverheart crafted a ring of counage for him,
and was reported to have made a few more in the
hopes of selling them to others like his apprentice,

Jed was given the ring on his birthday with no
mention of its magical properties, He wore the
ring constantly until his death 19 days later. See-
ing a woman menaced by more than a dozen
thugs, Jed charped to her rescue and was quickly
slain. The thug’s leader stole the ring, and a few

days later made the mistake of provoking a
skilled adventurer, Bonecrusher Anlwait, who
slew the fearless thug and acquired the nng.

During the next two decades, Boneccrusher
killed seven dragons and many other monsiers,
and gained a reputation for deadly calm in the
maost lethal of situations, The ring was passed on
to his son, who was more conflident than capable
in a fight

In the centurics that followed, one or more of
the rings found their way onto the fingers of the
Realms® greatest heroes; the Paladin Sara of Tyr,
uke Milios, and the peasant hero, Bill.

The number of people who died because they
did not have the ability to match the confidence
the ning bestowed remains unknown.

A ring of courage makes its wearer immung 1o
natural or magical fear and reduces the wearer's
Wisdom by 2. The wearer believes that he or she
can handle any dangerous situation and acts
accordingly. To a skilled adventurer, such a ring
can be an asset. To anyone clse, the nng is a death
sentence.

The ring can be removed at any time, though
the Wisdom loss remains. There are no restric-
tionz on who can use this ring.

of Feather Falling
XP Value: 1,000 GP Value: 5,000
Duncros Master Guide
This ring protects its wearer by automatic activa-
tion of a_fearher fall if the individual falls 5 feet
or more. (See the fearher fall spell in the DMG.)

of Fire Resistance
XP Value: 1,000 GP Value: 5,000
Daumaros Mastin Guide
The wearer of this ring is totally immune to the
effects of normal fires—torches, flaming oil,
bonfires, ¢te. Very large and hot fires, molten
lava, helthound breath, or a wall of fire spell will
cause 10 points of damage per round if the wearer
is directly within the conflagration. Exceptiomally
hot fires such as red dragon breath, pyrohydra
breath, fireballs, flame strike, and fire storm, are
saved against with a +4 bonus to the die roll, and
all damage iscalculated at -2 per die, but each die
is never less than | in any evenl. As a rule-of-
thumb, consider very hot fires as those that have
a maximum initial exposure of up to 24 hit
points, those of exceptional heat (25 or more hit
points).
Qg
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of Fire Starting
X Valoe: 1,000 GP Value: 3,500
Detacon Magazine 117
The beauty of this ring is obvious under even the
maost casual inspection. lts band iz forged from a
bright, silvery metal and has an intricate bas-
reliel of an ancient fire tending ceremony carved
into its surfaee. The stone is a 5,000 gp diamond
and glows with a faint inner light. When 1t 1s
worn, a slight sensation of warmth can be felt
emanating from it,

If the wearer touches the stone o any ¢om-
hustible substance and speaks the command
ward, the material must save vs. spell or burst
into flame. The material need not be entirely dry
or pure, and the conditions do not have to be tem-
perate in order for the ring to function. This ring
has an unlimited numhber of uses. It is itself
immune to all fire- and heat-hased effects, magi-
cil or otherwise,

of Flying
XP Value: 1,000 GP Value: 7,500
Duncieoy Matazise 14

This magical ring allows the wearer, and up o
600 pounds of weight, to Ty at will, as the 3cd-
level wizard spell. The ring may be used for up
to two cumulative hours of flight per day. If
worn in flight past that limit, the ring ceases to
function and the user falls, One featherfall spell
{cast at 12th level) may be used from this ring
per day, in addition to the powers of flight; how-
ever, the wearer should note that the fearharfall
spell has such a short duration, the wearer's
descent is slowed for only 100 feet during that
time. Thus, this spell should only be called upon
when the wearer is about 1o strike the ground, or
else he or she falls again when the spell’s dura-
ton expires.

Flynn's Ring of Fire
XP Value: 1,000 GP Value: 5,000
Dmacon Quest Game

This magical nng 1s fashioned from a spiraling
band of copper and 15 set with a small fire opal. It
is rumored that this ring was created by a lost
race that served fire giants in the distant past.
Once per turn, it can be commanded to fire a
small bolt of fire up to 60 feet. Anyone hit by the
fire takes 2d4 points of damage. Only wizards
and elves may use this ring,

ing of Fire Surting {

of Folly*
XP Value: GP Value: +500
Deacon Magazine 179
When donned, this cursed nng causes the wearer (o
lose | point of Wisdom and Intelligence per turn
until the individual reaches a score of 3 in each abil-
ity, The lass is not noticeable until the character is
called upon to perform some action that requires one
of these abilities (such as gaining spells or profi-
ciency checks). Once the abilines reach 3, the indi-
vidual is under the effects of a_feehfeming spell and
mary niot use the abilities of his or her character class,
nor gain further experience. The ring af folly may be
removed only by remaove eurse, followed by dispel
miagrie. Intelligenee and Wisdom are then returned at
the rate of | point per day of rest. The ring of folly
may have a secondary function, such as feather

falling or invisibility, ot the option of the DM.

of Fortitude
XP Value: 1,000 GP Value: 5,000
Tome of Magc
When worn, the ring of fortitude grants the
wearer a bonus of +4 to one randomly selected
ability score for the purposes of spell resolution
enly, roll 1d12:

Roll  Enhanced Ability
I-6  Dexterity
7-11  Wisdom

12 Constitution

It does not affect ability checks or other aspects
of ahility scores, except as a direct result of spells
or magical abilities. For example, a character with
a natural Constitution of 14 would have an
enhanced score of 18 while wearing this ring. No
cxira hit poinis are acquired with its use, but the
wearer's system shock when resolving the paly-
morph other spell is increased to 99%. With a
Constitution enhancing ring, the bonuses even
apply to the raise dead and resurrection spells. All
effects are lost when the wearer removes the ring.

of Free Action
XP Value: 1,000 GP Value: 5,000
Dusceos MasTER Guide
This ring enables the wearer 1o move and attack
freely and normally even when anacked by a web,
hold, or slow spell, or even while underwater. The
spells simply have no effect. While underwarer,

the individual moves at normal (surface) speed
AT9E
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. Ring of Gax

und does full damage even with culting weapons
(like axes and scimitars) and with smashing
weapons (like flails, hammers, and maces), since
the weapon used is held rather than hurled, This
will not, however, enable breathing under water
without further appropriate magic,

of Freedom
XP Value: 5,000 GP Value: 25,000
Brackmoos
The ring of freedom allows one 1o move in water
as if the character were in air. It also allows nor-
mal (surface) damage 1o be inflicted upon oppo-
nents while underwater,

of Gargoyles
XP Value GP Value
Gargovle: 3,000 0,000
Margoyle: 5,000 10,000
The Ruins of Undermountain

This seemingly normal brass ring has two pow-
ers. both controlled by silent effort of will. It can
summon one or lwo gargoyles at a time from
within the ring to serve the wearer. It can also
repel gargoyles. Each use of cither power imme-
dintely drains 1d6+1 hit points Trom the ring
wearer; these are regained by rest or healing

Gargoyles summoned by the ring have 25 hit
points, and are utterly loyal to whoever wears the
ring. The gargoyles appear as if coming from
another dimension, arriving within 20 to 40 feet
from the ring wearer. They are in continuous fele-
pathic communication with the ring wearer. This
link prevents both gargoyles and the ring wearer
from being successfully tricked or influenced by
charm, hold, sleep, suggestion, and similar
enchantment/charm spells and illugions, The
wearer can see through the cyes of the garpoyles
and gains their infravision. Control of the gar-
goyles and communication with them can be
maintained to a range of 100 miles on the same
world or plane.

Whenever the wearer desires (or whenever the
ring is removed from the wearer’s finger), the sum-
moned gargoyles vanish. They can be summoned
again, but each gargoyle can only be summoned
once per day, Ifa gargoyle of the ring is slain, it is
forever gone, A ring of gargovles can summon
only 6 gargoyles; when the last one is destroyed,
the ring crumbles into nothingness. Injured gar-
goyles regain full hit points when “inside™ the ring,
ready at full strength the next day.

The ring wearer ¢can also repel gargoyles by
silent act of will, at any time. This power affects
all garpoyles and margoyles; the ring wearer can
specifically exclude loyal gargoyles summoned
by the ring. This power is identical in effects o
the Gth-level wizard spell repualsion, but no saving
throw is allowed. The effects last for six rounds,
but can be extended or started again at will.

A rare (5%) form of this ring is the margovle
ring The ring wearer still guns all the above pow-
ers of the gangovle ring with the exceptions noted
below:; This special type of ning calls forth only a
single creature: a margoyle of maximum hit
points (48). It also can be summoned and returned
to the ring only once a day. For every creature of
its own Hit Dice or greater that a “ring margoyle”
slays or helps to destroy, it permanently gains |
hit point (when it has so gained § hit points, it
gains a Hit Die for THACO, saving throw, and
experience point purposes). The margoyle can
continue this progression up 10 a maximum of 12
HD, at which time it can grant a limired wish in
exchange for ils freedom.

of Gax
XFP Value: 3,400 G value: 17,500
Eldritch Wizardry
This is a platinum ring set with an unusual stone,
which cannot be identified even by a dwarf or
jeweler. The stone has eight faces and can be
turned =o that any of the eight faces point for-
wanl. Each of these eight positions has a scparate
power, and can be used on command. However,
the stone will frequently turn at random by itself,
50 il is necessary to try a random setting each
time the ring is uscd. After that, the user must
know how muny faces the stone must be turned 1o
the desired setting. It is impossible to mark either
the stone or the bund in uny way, so the first try
each time the ring is used must be a random try
and is rolled for by the DM. The ring of Gax has
the following abilities/penaltics:
Fly
Wizard eve
Detect traps and secret doors
Conjure one glemental, djinn, efreet, or invis-
ible stalker ance per day.
Fower word stun once per day,
User attncks anyone within 20 feet,
The item destroys from 50% to 100% of the
treasure of ils owner by consuming it in order
1 sustain ils own power,
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g Ring of Gaxx

*  Lser cannot touch or be touched by any type of
metal, it simply passes through him with no
effect

* Finger of death with no saving throw twice per
day

of Gaxx
XP Value: GP Value: -
Book of Artifacts
The ring of gaxx is a nine-sided, blue gem
maounted in a platinum base on a plain, ¥ inch
platinum band. Inside is a string of letters—the
anly legible word is “Gaxx.”

While wondering among the Mountains of
Storms, a luckless fighter named Krednel discov-
ered some old buildings. Entering to take shelter,
Krednel discovered the remains of a creature
unlike any he had ever seen before. Krednel
noticed an odd ring on ene of the creature’s fin-
gers, and took for his own,

Four days later, Krednel awoke to find that his
skin had hardened into a natural armor. Panic
stricken, he raced for a pool of water, where he
was horrified at his reflection. There in the
watery mirror was a creature with 8-inch horns
and scaled skin. He frantically pulled off the ring
and ran to visit an old dwarf friend, Lorak Iron-

hand, an expert on gems. Lorak could not identify
the: ring but offered to buy it from Krednel. Kred-
nel snutched the money and disappeared

The ring of Gaxe is a good item for creating
some unusual mysteries to solve. One possible
adventure could unfold with a village secking
help in ridding itself of a fierce, hideous monster
that is terrorizing the place, and at the same time
solve the disappearance of the town’s rare mer-
chandise dealer.

Constant Powers: The wearer is immune to all
forms of disease, both normal and magical.

Invoked Powers: Each of the nine sides of the
gem has its own power. The active side faces the
finger tip and the entire ring is impossible 10
mark. The gem rotates clockwise one segment
when one of the following occurs: it is put on,
worn while sleeping, or the stone 1= umed. Once
all mine powers have been discovered, the wearer
can use the powers with 90% accuracy. Two of the
powers arc stonexkin (twice a day) and fnvizibiliy
{once a day).

Random Powers: Two from Artifact Table
1-13: Healing, two from Artifact Table 1-17:
Movement, two from Artifact Table 1-18:
Offensive Powers, and one from Artifact Table
1-23: Protection,

Curse: Once the ring is worn for more than 48
continuous hours, it begins to transform the
wearer (over the next 96 hours) into a creature of
unknown origin. A thick pair of horns grows 2
inches above the ears; the skin hardens into thick
scales, providing a natural AC of 5. The eyes
develop infravision (90 feet) and dayhight
becomes painful (-2 penalty to attack rolls). The
lower canines extend an inch beyond the lips,
Horn and bite attacks are possible, inflicting
1d4/1d4/ 1d6 points of damage.

To reverse an incomplete transformation, the
ring must be removed for a number of hours
equal 1o the number worn, However, once the
change is complete, it is permanent. The wearer
now needs the ring to survive—without it death
occurs within 72 hours
Sugpested Means of Destruction:

The ring must be taken by hand 10 the center of
the sun

Return it to the alien culture who crafied it
The creatures that created the ring must be
found and the ring returmed to them.
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- Ring, CGordon’s Magic -

of Genie Summoning
XP Value GP Value
Djinni: 3,000 15,000
Dao: 3,000 15,000
Efreeti: 3,000 15,000
Marid: 3,000 15,000
Noble djinni: 4,000 20,000
Noble dao; 4,000 20,000
Nohle efreeti: 4,000 20,000
Nohle marid: 4,000 20,000

Dracox Magazine 179

An expanded form of the ring of diinni summon-
ing, this ring may summon a particular genie
from itz elemental plane; the genie will appear on
the round after the ring iz rubbed. The summoned
genie will serve the master of the ring faithfully
until slain, at which point the ring becomes non-
magical. The type of genie summoned is deter-
mined from the following table:

Roll  Genie

01-24  Djinni

2548 Dao

49-T3  Efreeti

7496  Marid
"7 Mahble djinni
9K Noble dao
94 Maoble efreeti
00 Moble mand

Noble genies serve to perform only three
tasks. They use their wish granting abilities to
complete these, at which point they are freed. A
sha'ir of 10th level or higher (sce drabian
Adventures) may free a common genie from its
bondage to the ring. The sha’ir gains experience
points equal to that of the genie that was freed.
In addition, the genie will consult with its elders
to grant the sha'ir a wish, free and clear of all
entanglements. The ring becomes nonmagical in
these circumstances.

Glyphs
XP Value: 2,000 GP Valoe: 10,000
Dracox Magazine 50
This ring is akin to a ring of spell storing which has
ld4+1 predetermined glyphs in it Each glyph may
be cast once, but the ring may be recharged with
the same glyphs it originally possessed. The ring
automatically enables a priest to cast cach glyph
normally, but the glyph still needs to be learned in
the usual fashion. The ring permits casting glyphs

that are beyond the power of a priest (it would per-
mit a Tth-level priest to cast Yaphsa or Zic).

Gold Seal Ring of Al-Kalim
XP Value: 4,000 GP Value: 20,000
The Emirates of Y laruam

This ring, eralted by the dwarves and enchanted
by a Makistani sorcerer, was used by Al-Kalim (o
confine unruly efreet in containers, The efreet
must enter the container at the ring bearer's com-
mand; if the container is immediately sealed, and
the seal ring pressed into the seal, the efreet can-
not leave the container until the seal is broken.

Efreeti know of this great seal ring and greatly
fear being confined in a bottle. To avoid confine-
ment, they will often offer to serve the ring
bearer. The terms of service offered depend on
the shrewdness and insincerity of the efreet, who
are treacherous and malevolent servanis,

Golden Ring of Healing
XP Value: 3,000 GP Value: 15,000
Tales of the Lance

This ring appears as a band of gold braided into an
intricate knot, It provides a wizard with a last
defense—protection from death. The schools of
sorcery still produce these rings (o this day. Dala-
mar, the drow black wizard, used just such a ring to
survive the deadly attack of his master, Raistlin,

The ring only affects the wearer. It can cure up
to & points of damage once per day. Furthermore,
it can save a wizard from one mortal blow by
healing to 1 hit point. After saving a wizard's life,
a particular ring will never work for that wizard
again, but it may be passed on to another wizard.

Gordon's Magic
GP Value: 2,000
DunGeos Matading 13
Gardon 5 magic ring can be both a blessing and a
curse 10 its owner. Sages disagree as to the origin
of the ring, but all feel that it has abilities not yet
revealed. Levalsa of Enstad, in her much
acclaimed Trearise on Mysrical Rings, links the
origin of the ring to an unnamed demigod who
enjoyed toying with the lives of mortal men.
Arrivas of Greyhawk, on the other hand, feels that
the ring was once a powerful magical ring but
was damaged by a curse.
This magicul item appears o be a lnely teoled
gold ring with a human face carved on one side, The

eves of the ring are tiny red garnets (40 gp value
4718
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Ring of the Crasshopper

@

each), On the inside of the band, the name “Gordon
of Red Falcon™ is inscribed in elvish script. The ring
radiates magic but does not detect as good or evil,
The intensity of the magic is always dim, and the
type of magic can never be determined. fdentify
spells cast on the ring always reveal false powers (as
if the saving throw were | point short),

Crovdon & magie ring can speak elvish, gnome,
dwarvish, halfling, thieves' cant, hill giant, ogrish,
and the common tongue. It can even change the fea-
tures on 15 carved face to smile, frown, grimace,
ete. It has the power (o levitate its wearer al the 12th
level of ability. It 1s not a living entity, but it does
display exceptional cleverness for a magical item
{rde-play as 1f it had an imtelligenee mting of 100, It
15 very frendly, even W known enemies, and strikes
up a conversation whenever possible.

Sounds like a nice ring? It would be, except
that the ring is a habitual liar, Always craving
more adventure, it promises the world but never
delivers, For example, it once belonged to a half-
ling who had unfortunately been captured by a
trall. The poor halfling, eritically injured and
bound, sat awaiting a horrible fate in the troll’
filthy lair when the ring proudly announced that it
was o ring of wisies, 1 wish [ was back at home
then,” cried the hairfoot, “and that | had never
crossed this stupid bridge!™ The ring chanted a
few impressive sounding words, closed its glow-
ing red eves, and even sweated a little, “Oops.” it
said. “1 must have already used up that ability for
this month. Anything else 1 could do?”

Aldthough the ring claims to be able to do almost
anything, if in danger of being destroved or
removed it may actually fevirare the wearer (200
chance), whether that action helps or not. It never
levirates on command, however, claiming it doesn’t
remember how to activate that particular abiliry,

The ring is cursed so that it can only be easily
removed from dead creatures. A PC wishing to be
rid of the ring, onee put on, must have a sifence
spell thrown on the ring, followed by dispel
muagic and remove curse. The ring saves as a
12th-level fghter and operates at the 12th level of
magie use. OF course, il the adventurer dies, the
ring comes off easily.

of the Grasshopper
XP Value: 1,000 GFP Value: 5,000
Diracos Magieine 91
While wearing this ring, a character weighing up
to 250 pounds can jump (like the wizard spell)

onge per turn for a number of times per day equal
to the character's Strength score. (A strength of
18, with or without an exceptional rating, will
allow for 18 jumps per day.) If the wearer of a
ving af the grasshopper attempts to jump more
often than allowed by his or her Strength, a save
v&. paralyzation must be made each time he or
she lands. Failure to save indicates leg injuries,
causes ld4+4 points of damage, and reduces the
victim'’s Movement rate to 3. A character injured
in this manner will find running, leaping, and
other strenuous activity involving the legs to be
impossible for 6dé hours afterward, unless a heal
spell is applied to neutralize the i1l effeets.

Halaster’s Teleportation

XP Value: — GP Value: 1,000
The Humns of Undermountain
These plain, brass finger-rings were once com-
mon in the Realms, but are now very rare. They
enabled any wearer to teleport without ervor from
any location to a predetermined spot on the same
plane, either by speaking a command waord or
through torce of will.

A releporration ring affects only the creature
wesnning ik The few that are in Undermouniain are
placed there by Halaster. Unlike the more power-
ful horned rings of his devizing, all the releport
rings found in these halls are cursed. They trans-
port the wearers (o a single location upon speak-
ing a command word: “Athlas™ {(which means
“lost™ in a Northern dialect of long ago, one
familiar to the wizard), The characters arrive fac-
ing the throne itself, at the bottom of the steps.

The telepartation rings in Undermountain are
further tainted by Halaster’s cruel sense of
humor—the user arrives stripped of all clathing
and belongings, including magical items such as
the telepariation ring itself. The ring’s magic
scatters such objects at random all over Under-
mountain, where some may never be found. As
always, these sccondary effects are used al the
discretion of the DM—of course, Halaster is not
known [or either discretion or fairness himself

Harmlessness
XP Value: 1,000 GP Value: 5.000
Dipacon Mogneng 179
This ring makes the wearer appear by illusion 1o
be & small, thin, ragged peasant, very nonthreat-
ening in appearance. He or she is unlikely ro he

attacked until all others in the group have been
4261
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- Ring of Holineis .

of Health
XP Value GP Value
Con 15: 1,000 5,000
Con 16: 2,000 6,000
Con 17: 3,000 7,000
Con 18 4,000 8,000
Con 19: 5,000 9,000

Dranox Magazine |17

Wearing a ring of health brings many benefits.
The wearer is allotted the ning’s set Constitution,
in as far as it pertains to bealth, recovery of hit
points, ability 10 consume amounts of hiquor, and
system shock and resurrection percentages. This
does not, however, pertain 1o hil points conlerred
by a high Constitution whenever u new level is
uttained. For example, wearing a ring of health
(Constitution 16) would allot a 96% chance of
succesaful revival if the wearer is killed, while o
rimg of health (Constitution 19) would give a +1
on saving throws vs. poison. Neither ring gives
the wearer any additional hit points. The ring
must be worn flor at leasi a week before the
wearer gains its benefits: No benefits are realized
by placing such a nng on a dead person in an
attempt to revive him. The type of ring is deter-
mined by rolling percentile dice und consulting
the table below:

Roll Effective Constitution

0145  Ring of health (Ton 15)
46-90  Ring of health (Con 16)
91-95  Ring of health (Con 17)
9%-99  Ring of health (Con 18)

L] Ring of health (Con 19)

of the Hierophant

XP Vilue G Value
Earth: 4,000 200,000
Agr: 4,000 20,000
Fire: 4,000 20,000
Water: 4,000 20,000

Dmagon Magazme 187
There are only four of these powerful rings

known to exist, one of each type. Their creation
requires the efforis of a hierophant druid capa-
ble of entering the elemental plane that corre-
sponds o the powers of the ring. Each of these
rings enubles a druid 1o speak and understand
the lunguage of the corresponding elemental
plane, and once u week the wearer may poly-
morph into the form of an elemental of the
associated type. In clemental form, the druid

retains normal hit points, but in all other senses
15 a 12-HD elemental, The transformarion oth-
erwise functions as the druid’s Trth-level shape
change ability, including the healing of lost hit
points. The transformation lasts for a maximum
of six turns and ean be reversed at any time. The
druid radistes strong alieration magic while in
elemental form.

Finally, each of these rings gives the wearer the
power 1o cast a certain spell once per day. The
ring of the earth hicrophunt enables the wearer
cast stone shape at | Tth level; the ning of the fire
hieraphant enables the wearer 1o cast flame walk
at 18th level; the ring of the water hieropham
cnables the wearer to cast water walk at 19th
level; and the ring of the air hicrophant enables
the wearer to cast afr walk ar 20th level,

Hoinbee's Ring of Truth

XP Value: 2,000 GP Value: 10,000
1992 Fantasy Collector Cand 268

Hoinbee, an evil transmuicr and pathological har.
experimented for many years before he finally
perfected this peculing ring of truth. Now he can
derect falsehoods told by anyone else, but he can
continually lie himsell, without having to remove
the ring. The ring now renders his lies so convine-
ing that even a detect fie spell cannot expose him,
There is one drawhack to the ring’s powser
Hoinbee now believes every lie he tells, for one
day afler he tells it. Thus, he must be careful not
to tell any lies that could influence his actions
over the next 24 hours.

of Holiness
XP Value: 2,000 GP Value: 10,000
DiureGions & Duacons Rules Cyclopedia

This ring is usable only by a priest or drud. IF
the ring is worn while spells are gained (usually
during morning meditation), the priest gains
one extra spell each of levels 1, 2, and 3 as
appropriate. (Extra spells apply only to spell
levels obtainable. For example, a dth-level
pricst would not gain any 3rd level spells. ) If
the ring is removed, the spells are forgoten
(though this has no effect if the spells are
already cast). In addition, a priest (but not a
druid) guins a +1 bonus to any rolls to furn
undead, including the roll determining the Hit
Dice of undead turned. The ring does not affect
turn attempts not requiring a roll.
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Ring of the Haoly Slayer
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of the Holy Slayer
XP Value: 3,000 GP Value: 15,000
Land of Fate

This is a most deadly ring in the Land of Fate.
Upon uttering a command word, it pumps a
deadly roxin into the hand of the individual wear-
ing the ring, A saving throw with a —4 penalty
must be made, and failure to make the saving
throw has the following results: (a) death, (b) the
individual s body cannot be raised or resurrected,
and (¢} the individual’s departed spinit cannot be
contacted by speak with dead spells and similar
divinations. These rings are used by holy slayers,
but not against their intended victims. Rather,
sluvers wear them o avord being questioned by
their captors—carrying their secrets to the grave.
The ring becomes nonmagical when used.

Horned
XP Value: 3,000 GP Value: 35,000
The Buins of Undermountain
Fashioned by Halaster, these iron rings are nor-
mally found only in Undermountain. Pairs of timy
eurved horns rise of them, the horns curling out
and back toward the wearer's finger.

Harned rings function as releportation rings
within the dungeons of Undermountain (see
below), though the wearers can arrive at different
locations. The wearers can specifically define
their “arrival™ areas. They also break all wizard
focks, walls of force, holds, webs, and other magi-
cal barriers (except prismatic sphere and pris-
matic wall) on contact; no harm comes to the
wearer while disrupting magical barriers. They
absorb magic missiles and all electrical spells and
natural effects to repower themselves, without
allowing these effects to harm the wearer,

There are only eight of these rings known to
exist, and nearly all are accounted for among
Halaster's ex-apprentices. Jhesiyra Kestellharp
also had a horned ring in her posscssion, but its
current whercabouts are unknown.

of Human Control

XP Value: 2,000 GP Value: 10,000
Duncieons & Dracoss Rules Cyclopedia
Aring of human control has the same effect as
the potion of the same name. The effect lasts until
canceled by the wearer of the ring, the ring is
removed, or until a dispel magic spell removes
the charm,

of Human Influence
XP Value: 2,000 GP Value: 10,000
DuncEos Master Guide

This ring has the effect of raising the wearer’s
Charisma to 18 on encounter reactions with
humans and humanaoids, The wearer can make a
suggestion to any human or humanoid (saving
throw applies). The wearer can also charm up to
21 levels or Hit Dice of humans and humanoids
(saving throws apply) just as 1f he were using the
wizard spell, charm person. The two latter uses of
the nng are applicable but once per day. Sugges-
tion or charm has an initiative penalty of +3.

of Hunan Influence
XP Value: 120 GP Value: 600
Daagio Magaane 156

This jade ring is decorated with Oriental charac-
ters, including Fu Manchu and Charlie Chan. It
affects all food eaten by the wearer; there is no
noticeable change in the taste, but one round
after being eaten, the food begins to burn for
1d4 points of damage per round. Water only
makes the burning worse (+1 point ofdamage
for one round). Only eating dé plates of rice
will eaxe the pain. However, no matter how
much food 15 consumed, the wearer still feels
hungry an hour later.

of Ice
XP Value: 250 GP Value: 2,500
Dracos Magueme |68

Hervmister was a famous archmage devoted to
the cause of Good. When he had to enter the Ele-
mental Plane of Fire to rescue a dear friend, he
created a special ring of ice. It was designed 1o he
used hy any class and was activated simply by
putting it on. This ring, however, was designed (o
protect against heat and flame never expenenced
on the Prime Material Plane. If an adventurer
activates the ring anywhere excepl on the Ele-
mental Plane of Fire, he or she is protected from
any form of Dame or heat, but also receives 1-3
points of frost damage for every round the ring is
worn. The enly known method of stopping the
ring from producing cold (unless one owns a
cube of frost resistance) is to take it off. However,
the cold produced by the ring is so intense that
the wearer must make a Dexterity check every
round in order 1o remaove the ring.
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1 Ring of Invisibilty Negation -

leeholts
XP Value: 2,000 GP Value: 7,500
Deacosi Magarine 82

When a special command is spoken, this nng fires
& bolt of solid ice at any target within 100 feet. The
wenrer chooses the target. The icebolt causes 2d6
points of damage (o the target, half that if a saving
throw vs. wands is made. Creatures or beings who
use fire or are fiery by nature (salamanders, fire
giants, red dragons, etc.) save at —4 against this
effect; creatures who are cold-users or cold-resis-
tant (frost giants, white dragons, erc.) save ar +4,
Each ring possesses 3d10 charges when found, and
cannot be recharped.

of Immunity
XP Value: 1,000 GP Value: 5,000
0Old Empires
When this ring 15 worn, the wearcer becomes immune
to all diseases and infections. This includes magical
curses, such as lycanthropy and mummy rot. The
character regains the maximum number of hit
points per day (3 hit points) from rest, and is not
bathered by fever or infection, regardless of the
level of activity. This ring is a simple, silver circle,
and is another creation of the incamations of Thoth.

Impersonation
XP Value: 400 GP Value: 2,000
Damicinox Macazing 32
This ring functions as a hai of disguise. 17 the nng
s removed, the disguise is instantly dispelled.

Infravision
XP Value: 1,000 GP Value: 5,000
Dacon Maguane 52
This ring bestows infravision upon the wearer, as
the spell of the same name, out to a 60-foot radius.

of Infravision Negation
XP Value: 950 G Value: 7,000
Py Newszine 47
When worn, this ring ercates a field around the
wearer that hides his or her body heat from all
forms of infravizion, but negates the wearer's
nfravision,

Intier's Ring of Shooting Stars
XP Value: 3,000 GP Value: 15,000
1993 Collector Card 403
Intier’s magical ring functions much as a normal
ring of shooting stars, allowing the wearer 10 unlize

various light- and lightning-related spells, either
underground or at night. Intier’s ring, however, pro-
vides for a rather spectacular display whenever the
ball lightning, shooting stars, or spark shower finc-
tions are used. All of the effects are bright blue and
accompanied by loud whistling, crackling, and pop-
ping, along with billowing streamers of smoke.

Invisibility
XP Value: 1,500 GP Value: 7,500
[wimon Mastin Guide

The wearer of an imvisibility ring 13 able to
become invisible at will, instantly. This nonvisi-
ble state is the same as the wizard invisibility
spell, except that 10% of these rings have inaodi-
bility as well, making the wearer absolutely
silent, If the wearer wishes to speak, he breaks all
silence features in order to do so.

of Invisibility Negation

XP Value ;P Value
Clarifier: 1,000 12,000
Killer: 1,800 20,000
Destroyer: 1,300 7,000

Danos Magazine 82

Some years ago, a wizard invented this ring
because he disliked invisible surprises. When it s
worn, the ring continually generates a powerful
magicul field 60 feet in dinmeter that negates invis-
ibility within its confines, Any creature with nat-
ural or induced invisibility immediately becomes
visible upon entering this field and remains so
until leaving it. Furthermore, the creamure becomes
outlined in an eeric faerle fire, a green luminous
light that gives opponents a +2 bonus to hit. The
effects of potions of imvicihility, dust of dizappear-
ance, and spells of imvisibiliry are negated and dis-
pelled as soon as the creature using them enters the
magic field. Potions, dust, or spells possessed but
not being used will not be affected. The normal
form of this ning is called the clariffer. In addition
to this, there are two variations. The first, the
killer, does 1dd+1 points of dumage per round (no
suving throw) W creatures in the magic field whose
irrvisibility was affected. The second variation is
the destroyer. 1t drains the magical properties of
any invisibility-related device that remains in the
magic field for more than one round. The magical
item in question is allowed a saving throw vs. dis-
integration at +5 to avoid being dispelled. For run-
dom selection of one of the three nngs, roll
percentile dice:
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Roll  Ring
01-830 Clarifier
81-95 Killer
96-00  Destrover
of Invulnerability

XP Value: 3,000 GP Value: 12,000
Podyiiciseon Newszine 47

This thin band of platinum glows with a faint
golden aura, The ring improves the wearer's AC
by 2, and with the expenditure of one charge (a
fully charged ring has 200, a minor glabe af invul-
merabiliry springs up around the wearer, lasting
for one wrn. The nng hecomes nonmagical if all
its charges ure used up. The ring can be recharped,
and can be used by a member of any class.

of lzmur
XP Value: 7,000 GP Value: 35,000
Van Richiens Guide to the Lich

This is a magical item that combines the effects of a
ring of free action and a time stop spell. It also pro-
vides a homus of 3 1o the Armor Class of the wearer.
The time stop spell may be used up o three times a
day, but not for more than 10 uses altogether. The
Armaor Class benefit remains in effect until the
wearer 18 successfully siruck by an enchanted melee
weapon, whereon the bonus is lost, The free action
uspect of the ring is contipuous and permanent.

Those within the | 5-foot radius of effect of the
time stop spell muke o saving throw ve. wand. Suc-
cessful rolls negate the elfects of the time stop.

Jasmine Odor
XP Value: 40 GP Value: 200
Deacon Magurine 30
The ring of jasmine odor changes the body odor
of the wearer to a pleasant jasmine scent.

Jhessail’s Silver
XP Value: 3,000 GP Value: 11,000

IMeacinm Magazine 82
This ring confers upon the wearer protection
from mental attack. No control magic will work
upon the weurer, und all successful charm spells
work upon the caster instead of the wearer. For
example, o wizard attempts to charm the ring
wearer, and the wearer fuils a saving throw. The
charm ms upon the wizard—who gets no imitial
saving throw— now under the control of the ring
wearer. Any being thus charmed gets a saving
throw 1o break the charm once every seven turns,

and is instantly freed if the ring is taken off or
destroyed, If the ring wearer makes a saving
throw at the initial attack, the spell merely fails,
and the ning has no effect. Note that this property
extends to gaze charm antacks, and is a magical
property rather than a physical “reflection.”

The ring wearer gains a +4 saving throw bonus
ugainst stunning, confusion, and feebleming, and
the wearer gains +4 on rolls to disbelieve illu-
sions. The ring acts as a tower af iron will (defense
strength of 77 points, no attack strength) against
psionic attack,

Jolting
XP Value: 1,000 GP Value: 5,000
Dieacosn Maganne 82

At a word of command, the wearer of this ring can
cast a beam of energy out 1o 100 feet at any single
target. The energy beam does not cause physical
damage, but stuns the target for 3d4 rounds. When
stunned, a target can only perform self-defense and
Eains no initiative to execute any actions. No
psionic or magical powers may he used by the
stunned characier or creature during this time. 1fa
saving throw vs. paralyzation is made, the victim is
only be stunned for 1d4 rounds.

of Jumping

XP Value:

Duwceos Master Guide
The wearer of this ring is able to leap 30 feet
ahead or 10 feet backward or straight up, with an
arc of about two feet for every 10 feet traveled
(sce the Ist-level wizard spell, jump). The wearer
must use the power carefully, for it works only
four times a day.

GP Value:

of Keys
XP Value: 500 GP Value: 2,500
Povyienroy Newszine §2
Ten keys dangle from this large ring. Each has a
10% chance o open any lock that requires a key.

of Kings
XP Value: 5,000 GP Value: 25,000
Clods, Demigods, & Herocs

This large ring is made out of a single rare actori-
oug gem and has three main functions. The ring
acts as a ring of many spells storing, in which the
uscr can place any spell or spells he wishes. The
ring is an opener of dimensional doors (gates) from
which he is able to call on rulers of every type of
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carthly creature. The ring resembles a md of ruler-
ship in that the user can, after calling on these
beings, ask for their assistance and expect 1o get it.

Laduguer’s
XP Value: 35,000 GP Value: 175,000
Monster Mythology
The avarar wears a magical ring that can be
changed to any protective type (featherfalling,
fire resistance, free action, mind shielding, pro-
tection + 3, repeneration, spell twrning) once per
day per function for up to six turns each

of Languages
XF Value: 1,000 GP Value: 5,000
Dweacos Magazine 117

This ring is basically a limited version of the ring of
tongues, Instead of gaining the ability to fully
understand any language known by any ereature
within 30 feet, the wearer gains a number of lan-
guages conferred by the ring while it is worn. The
wearer not only understands these languages, but is
also able to speak, read, and write the languages as
if they wear native tongues. Note that once the ring
1% removed from the finger, the wearer loses the
ability 1o understand the languages the ring pos-
sesses, It 1x possible, however, for a character
whose Intelligence has increased (thereby allowing
the learning of one or more additional languages),
or for a character with the ability to learn another
language, (o lewn a language possessed by the nng
merely by wearing it. This process requires the
wearer o wear the ring consecutively for one
month, after which time (due to the magically
sccelerated ability to learn) the PC understands the
language entirely, without the nng's further assis-
tunce. Only one language may be learned ot a time,

The number of languages possessed by a ring
is determined by rolling 2d4; the languages are
picked from the table Listed below or from a lan-
guage table of the DM’ own devising. Duplea-
tions on this table are merely rerolled.

10 Dragon, Gold 64  Naga, Waler
Il Dmgon Green 65 Nixie
12 Dragon, Red 66  Nymph
13 Dragon, Silver  67-70  Ogrish
14 Dmgon, White 71 Ogpre Magian
15 Dryad 72-76  Orcish
16-20 Dwarvish 7 Piae
21-25 Elvish 8 Salamander
26 Ettin 7 Salyr
27 Gargoyle R Shedu
28 Giant, Cloud Kl Sprie
29 Giant, Fire B2  Sylph
30 Giant, Frost 83 Tian
3133 Giant, Hill 84 Troll
M Giant, Stonc &s Xorn
3% Giant, Storm  £6-93  Human (Commaon
or foreign)
3639 Goblin 04-95  Lawful®
40 Gnoll U Neutral*
41-44 (Gnome 97-98 Chaotic®
4549 Halfling 99 Thieves cant
50-51 Hobgoblin (L1} Drndic tongue
*Roll 1d6:
-2 Good
34 Neutral
5-6 Evil
Lanolin’s Ring of Power
XP Value: 4,000 GFP Value: 20,000
The Rogues Gallery

This ring appears as an ordinary ring and will
only show itsell 1o be magical if' a derect magic is
cast upon 1. Even then it only seems 1o be a ring
nj"pmmm Tt has, however, four powers.

It 1s a ring of protection +3 whenever 1t 18 worr.
If the first command word 15 spoken, It causes
its wearer and all his equipment 1o become
cthereal. It is subject 1o the same effects as
armor of etherealness.

Uttering the second command word gives the
wearer Strength as in a serength spell had been
cast by a 1 2th-level wizard,

Haoll Language Roll  Language = The last command word will cast a charm
01 Brownie 52-54 Kobold monster at a specific target as if it had been
02-03  Bugbeur 55 Lammasu cast by a 12th-level wizard,
04 Centaur 56-58  Lizard Man Each power, with the exception of the +3 pro-
05 Dragon Black 59  Manticore tection, has 1d6 charges. When two powers are
06 Dragon, Blue 60  Medusian completely used, the level of protection decreases
07  Dragon, Brass 61 Minotwur tor 42, and when three powers are drained, the ring
08 Dragon, Bronz 62  Naga, Guardian becomes an ordinary ring of protection +1. The
9 Dragon, Copper 63  Naga, Spirit ring is not rechargeable.
4197
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Lantern
XP Value: 50 GP Value: 200
Haunted Halls of Evemimgstar

This plain, brass ring emits a single globe of light
similar 1o a dancing lights spell. The globe moves
and changes intensity in response to the wearer’s
silent will. If willed to become a beacon, the ring
creates a brilliant shaft of white light (equal to
full, bright noonday sunlight extending vertically
from the ring-finger up into the sky. The light
lasts 2 hours Jess 1d4 turns per dispel magic cast
om it), but does not function indoors or under-
ground. In Eveningstar, these rings are worn by
Lord Tessaril and all Purple Dragons. Tessaril
will give them o PCs who render Eveningstar
importunt aid. The local priests of Lathander also
sell them ut double list price.

of Life
XP Value: 500 GP Value: 2,500
Dapk Suw Campaign Set

This item protects the wearer from the effects of
Athasian defiling magic. When worn, the charac-
ter is immune to the initiative point loss incurred
in the destructive diameter of a defiler’s spell.
The ring of life also bestows upon its wearer recu-
perative powers us if by complete bed rest; the
wearer naturally heals 3 hit points per lay. The
ring of life does not protect its wearer from the
dragon’s defiling magic.

of Life Protection
XP Value: 5,000 GP Value: 20,000
Dusacenss & Duacoss Rules Cyclopedia

This valuable ring will negate the effects of 1d6
energy drain attacks. If the wearer is struck by an
energy draining undead (or effect), charges arc
drained from the ring and no levels are lost. If a
single blow drains more experience levels than
there are charges remaining in the ring, the ring
disintegrutes; otherwise, it becomes a ring of pro-
teetion 1 when all the charges are used.

Light
XP Value: 1,000 GP Value: 5,000
Dieason Magazine 82
This ring allows the wearer to cast a continual
light spell three times per day: the light cannot be
dispelled except by a priest of at least 9th level. In
addition, the ring automatically dispels all dark-
mexs spells within 60 feet of the wearer as if the
wearer were a Yih-level priest.

of Lighting

XP Value: 500 GPF Value: 2,500

Potyirmaos Newszine 52
This band i gaudily decorated and has a compart-
ment that opens. Inside is a picce of smoothed and
enchanted volcanic rock. The rock is magically
heated, so that it sets Dire (o any fammable material
it touches. The rock bumns unyone touching it, caus-
ing 1d4 points of damage each round. The ring can
be used 10 times in a 24-hour period.

Lighting Resistance
XP Value: 1,000 GP Value: 5,000
PoLviEDRON Newszine 50
This ring functions exactly like a ring af fire
resistance except that it protects the wearer from
electmicity.

Limited Telepathy
XP Value: | 000 GP Value: 5,000
Dreagon Magazine 117

These rare, magical nngs appear only in pairs,
each ring perfectly matching the other in appear-
ance. The ring combination allows the wearer to
communicate tefepathically, but only with the
wearer of the other ring, though there are restric-
tions, The rings have a range of 2,000 miles,
functioning only when both the rings and their
wearers are on the same plane of existence. The
rings are normally made and enchanted for a spe-
cific pair of users—for example, a husband and
wife, a pair of allied adventurers, or a brother and
sister, Note that in each case, one partner must be
male and the other female. This is a function of
the enchantment, which enhances svmpathetic
feclings between such pairs, capitalizing on gen-
der attraction as well. Because the rings are
enchanted for a specific pair of wearers, the
chance that two persons randomly finding such
rings and being able to use them is almost nil.

A remote chance ( 10%) exists that two people of
the same gender who are very closely allied or
related (identical twing, very close friends, or a par-
ent and child, for example), or lovers who have
been together for at least 10 years, can make use of
these rings, but the effective range is reduced 1o
1, 0660 miles, Suceessiul use of the nngs allows cach
wearer a +4 saving throw against any sort of
psionic attack, psionic discipline, or magical effect
that affects the mind and will of the wearer. This
includes all charms, dominations, possessions, sug-
gestions, and holds, as well as fear, quest, and con-
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fusion, The use of ESP or relepathy by another per-
wn against the wearer of such a ning immediately
reveals the use of the nngs to the scryer. However,
if the saving throw against the attacks mentioned
above fails, the ring wearer's partner (who might
not be present during the attack ) must save vs. spell
al 2 or else suffer the sume spell or psionic effects.
Thus, if one ring-wearer was subjected o a scare
spell, the other ring-wearer must save vs. spell ar=+2
or else be scared as well, Use Table 5 in the PHB o
devide which spells are applicable in these cases.

In the event of dire need, such as when one ring-
wearer is unconscious, dying, or in great pain, a
sirong feeling of distress is felt by the parmer. By
complete concentration, the partner can determine
the distressed ring-wearer’s location, This takes a
full wm to complete. 1f one rng-wearer is slain, the
partner must save v, spell (with Wisdom bonuses)
or else pass into a coma for 2d10 hours,

Liquid Identification

XP Value: 750 GP Value: 4,000
Dracon Magazine 82
If the wearer passes this ring within | inch of a
liquid, the ring’s rock crystal changes hue, identi-
fying the liguid, At least four ounces of liguid
must be present. The stone turns to one of nine
colors; see the chart below for the meaning of
each. 1f no liquid is nearby, or the fluid in range is
not included on the chart helow, the crystal
remaing colorless

Color  Liguid is

Red Poison, potion, or magical oil
Ormange  Oil or other flammable liquid
Yellow Contwminated water

Green  Acid or other strong corrosive
Blue Pure water

Indigo Brine

Color  Liguid is

Violet  Wine, ale, beer, or other alcoholic drink
White  Holy water

Black  Unholy water

of the Little People
XP Value: 4,000 G Value: 40,000
Dnacos Magarine 187
The ring of the linle people is usually made to scal
a bond of mendship between a druidical circle and
the facne folk of the forest it protects. Iis manufac-
ture requires the cooperation of six representatives

from at least two kinds of facne creatures. The
wearer 18 immune o the spells and innate powers
of all sylvan and facrie creatures, including stom-
1es, bookas, brownics, buckawn, dryads, korred,
leprechauns, nixics, nymphs, pixies, pseudodmg-
ons, guicklings, satyrs, sprites, sylphs, and will o
wisps. The wearer can also speak and understand
two 1o five additional languages (to be determined
by the DM) of the creatures listed above. Once a
day, the druid may cast upon his or her person, in
the same round, the spells reduce and fmproved
invisibiliry. Reduction is to a height of 6 to 24
inches, which may be modified within that range
after the spells casting by a round of concentra-
tion. The combined spells last for six tums; the
drukd may cancel them at any tme.

of Lolth
XP Vialue: 4,000 G Value: 30,000
Dirageon Magazine 117
On an unknown layer of the Abyss, Lolth, the
Spider Queen, fashioned this unique ring and
bestowed it upon her most powerful pricstess for
her faithful service during the Age of Despair,
when the drow were driven into the underworld.
Using the powers of the ring, the high priestess
ruled & vast underground empire with an iron
hand for hundreds of years, sacrificing thousands
upon the alar of her goddess. The reign of terror

ended when a massive assault against the subrer-
4
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rancan Spider Temple was made by mercenary
adventurers—at that time the ring was lost. It has
reappeared from time to time, however, in the ser-
viee of evil characters, particularly drow,

Al first glance, the ring of Lolth appears to be a
mimiature figure of a black spider with curled legs
and glowing red eyes. The legs curved down and
arcund (o form the nng shape. Any character slid-
ing a finger through the legs, thus properly wear-
ing the ring, is pricked by a hidden needle and
must save vs. poison at -4 or die instantly, The sav-
ing throw is instantly made for all pure-blooded
drow. If the save is successful, the ring gives the
wedrer the following powers and abilities:

1. Immunity to all spider venoms,

2. Spider climb at will,

3. Cast a double-sized weh (as per the spell) once
per turm.

. Cast stones to spiders once a day. (This spell is
identical to the priest spell sticks to snakes in
most respects, changing six stones into large spi-
ders, per the Monstrons Manwal aceessory, for
12 rounds. All spiders so created are venomous.)

. Ability to sense enemies as a wand of enemy
detection.

- Ability 1o eharm and contral all arachnids
within 1207 (no saving throw allowed if ring is
worn by a drow; otherwise, a normal save vs.
spell is given to the monsters),

. Ability to shift out of phase as a phase spider,
allowing wearer to attack opponents with a +3
bonus to surprise.

Drow will fight to the death to recover this ring
if it fulls into the hands of nondrow. In addition,
there is a 2% chanee per day of use (nencumula-
tive) that Lolth'’s personal atlention 15 drawn to
any owner who is not a drow.,

Lore
XP Value: 3,500 GP Value: 23,500
Dracon Magieine 52
This ring looks much the same as any ring, but
when worn it can be commanded to exercise vari-
ous powers if the correct command words are
known. The ring can act as a fegend lorve spell
through menial visions to its wearer. This power
can be called once per week, and the visions
require the wearer’s total concentration over a
period of four twrns after commanding the ring. 1f
concentration is nol maintained, all visions arc
last, The ring must be touched o an item, or a
name of a person or place must be spoken over it

as the command is given; otherwise, the visions
are random, having no commen focus or theme.

The ring also performs stone tell onee per
week, upon being touched to stone while the
command “Speak!™ is uttered.

Upon the command “Shine forth!™ the ring
causes any symbols, hidden runes, or powerful
dweomers within 10 feet to glow visibly. This
power works once a day.

The lare ving can also endow the wearer with a
power identical in effect to psionic Sensitivity to
Psychic Impressions once a week. This power 18
not infallible; there is only a 40% chance it will he
effective. Even if the attempt fails, the ring cannot
operate this way again for a week. The psychic
power 15 activated silently, by will, and it requires
the wearer’s complete concentration to work,

All of the ring's powers have durations identi-
cal to the spells or effects they resemble. Any and
all of them may be used in quick succession (but
not simultaneously); the use of one has no effect
on the others. Every time the ring is used. there is
a 5% chance it will vanish forever from the
wearer’s finger without operating as desired.

Lucky Ring of the Wild Coast
XP Value: 500 GP Value: 3 500
CiREYHAWE Adventures
This magical ning was created by a wizard who

liked to gamble, though his greatest gamble was
£
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to use it under the suspicious eyes of the Thieves'
Guild. The ring increases a gambler’s chances of
winning, and is prized among the rogues of the
Wild Coast. The user cun choose to add or sub-
tract | pip from cach die in a game of chance. The
direction of the change must be stated before any
roll is made, Thus, a 3d6 roll of 2, 4, and 6 can be
decreased to 1, 3, and 5, or increased 1o 3, 5, and
7. The ring is useful only to a character who is
actually gambling, and has no effiect on attack or
damage rolls, saving throws, or checks.

Lycanthropy
XI Value (P Value
Bear: 2,700 7,900
Boar: 2,400 7300
Rat: 2,300 7,100
Tiger: 2,600 7,700
Wolf: 2,500 7,500
Dwaceon Magarine ¥2

Each of these rings features the head of some
werecreature, engraved in bas-relief. With the
utterance of the proper command word, the
wearer is transformed into the werecreature
engraved on the ring. The fransfarmarion is pos-
sible only once per day, and the duration of the
change is only one turn, To discover the com-
mand word, the bearer of the ring must wear it
under a full moon, at which poimt the word comes
o mind. The command can also be discovered if
a pricst blesses the ring before an identify spell is
cast upon it

The wearer, while transformed, gains the hit
points and abilities of the werecreature but retains
his or ber original alignment. Lycanthrope-form
hit points are considered separately from the
wearer’s normal hit points; if the werecreature's hit
points are reduced to 0, the character is instantly
fransformed back into the previous form, and the

of Magic Detection
XP Value: 1,750 GP Value: 17,500
Prince of Lankinas

This ring allows the wearer to see the magical
emanations from magical items. The more power-
ful the magic, the deeper blue the item appears 1o
be; the less powerful the magic, the lighter blue it
appears. The wearer is also able 1o see the magi-
cal emanations from faerie fire, charms, geas,
curses, polymoarph, shape changers currently in a
changed shape, other such quasi-magical condi-
tions, and people under the effects of potions and
ointments. People with magical invixibility are
seen as well. The wearer cannot determine if the
condition viewed on an individual is beneficial or
malefie, only that the magical condition exists.

A ring of mugical detection may have as many as
1d100 charges in it, and it can be recharged. The
recharging mechanism is as simple as casting a
detect magic spell within 20 feet of the ring. The
spell, when cast, does not work in this case, because
a ring of magic detection actually absorbs the detec-
tion spell. This detect magic absorption ability works
even when the ring is not worn; and it continues to
absorb this spell until the ring possesses 100 charges.
Each charge invoked from the ning lasts for 1d4 wms
or until turned off, While invoked, the ring does not
absorb detect magic spells. Once 100 charges are
absorbed, the nng can absorb no mone,

The ring has a verbal command word. This
invoking word can be found by merely casting an
identify spell on the ring. When this condition
ocours, the caster sees the command word appear
on the ring, as though the word were suspended
slightly over the ring’s opaque stone.

The ring, if ever found for sale, can be pur-
chased for as linle as 17,500 gp.

of Magic Resistance

normal number of hit points is retained. There is a XP Value GP Value
1% cumulative chance per use that the wearer is 3% 1,000 2,000
permanently fransformed into a werecreature 1056 1,500 4,000
{including its alignment), and not even a wish can 15%: 2,000 6,000
ncgaie this change. For mndom selection of one of 209 2,500 £,000
the five rings, roll percentile dice: 25%: 3,000 10,000
30%: 3,500 12,000
Roll  Ring Type 35%; 4,000 14,000
01-50  Wolf 40%: 4,500 16,000
51-75 Ra 45%: 5,000 18,000
T6-8%5 Bear 50%: 5,500 20,000
86-95 Boar Dwacox Magazine 117
9600 Tiger As their name describes, these rings impart magic
4301
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resistance upon their wearers. These rings do not
increase the natural magic resistance a wearer
may have—they do not provide o cumulative fig-
ure for magic resistance. For example, o being
with a nutural magic resistance of 50% wearing a
ving of magic resistance 45% does not gain a
magic resistance of 95%; rather, the wearer gains
the higher magic resistance of the two (in this
case, the innate figure of 50%). Consequently, the
ring is in¢fTective for this wearer. The effective
muaygic resistance of the ring is obmined by rolling
percentile dice and checking the table below:

Roll Magic Resistance
01-15 5%
16-30 1%
3145 15%
A6-60 200
G61-T75 25%
To-KS it
RB6-92 5%
93-97 40%
SRt 45%
1] 30%

of Mammal Control

XP Value: 1,000 G Vialue: 5,000
Duseczon Mastor Guide
This ring enahles its wearer to exercise complele
control over mammals with Intelligence of 4 or
less (animal or semi-intelligent mammals). Up to
J0-HD of mammals can be conirolled. The
wearer’s control over creatures is so great he can
even command them to kill themselves, but com-
plete concentration is required. (Note: the ring
does not affect bird-mammal combinations,
humans, semihumans, and monsters such as lam-
masi, shedu, or manticores) [ the DM 5 in doubt
aboul whether any creature can be controlled hy
the wearer of this ring, assume it cannot be con-
trolled.

of Many Wishes
XP Value: 5,000 GP Value: 25,000
Curse of the Arure Bonds
With an unknown number of charges left, Finger-
dahast’s ring i only used in the most dire emer-
gencies, such as the possible death of his Lord,
King Azoun IV,

of Marking*
XP Value: +200 GP Value: +1,000
Dracios Magazine 30
The ring of marking leaves a permanent green ring
on the finger of anyone who puts it on. This mark is
similar to that left by brass and can be only removed
with a remove curse or o wish, The ring can be
removed at any lime, leaving the mark behind.

of Materialization
XP Value: 2,400 GP Value: 12,000
Tales of the Outer Planes
This item is usable only in the Border Ethereal, or
in the Astral Plane near a color pool. In these
cases, wearing the ring projects the wearer into
the nearby plane until the ring 1 removed. Al that
point, the character is immediately launched back
to the Border Ethereal or Asiral Plane.
When using a ring of materialization, a charac-
ter cannot travel the planes in any other way, and
cannot be forced to do so against his or her will.

of Memory
XP Value: 1,500 GP Value: 7,500
Dunciions & Deacoss Rules Cyelopedia
This ring can only be used by a spellcaster. It
allows the wearer to recall any one spell cast, The
wearer must decide, within one turn of casting a
spell, 1o recall it; the memory then reappears and
the spell is instantly “relearned.” The ring can
restore the memory of one spell per day.

Message
XP Value: 500 GP Value: 2
Dmacon Magazine 179

The message ring 15 used to record and convey
messages, and it is often used to transmit “direct
orders” from a superior to an underling. Such rings
are used in businesses, bureaucracies, religions,
and military units. The user of the ring loaks into its
mnset gem, speaks o command word, then speaks
one minute message. When the command word s
spoken again, the speaker’s face appears on the
gem and the message is repeated. The gem will
speak three times in this fashion and is then emp-
tied, at which point a new message may be placed
The command word i« chosen by the holder of the
ring, and a new wearer may choose a new com-
mand word-—and, therefore, & new message. The
command word is usually known by the two corme-
spondents but not by the bearer, so a message may
be lost but mrcly inlercepted. Spells such as contact
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other plane reveal the nature of the command word,
The DM may use an itercepted message ring 1o
send the heroes off on new adventures, as the mes-
sage is usually of some import and secrecy (other-
wise 0 common scroll would do the task).
Alternately, the message ring could be found
empty, and the heroes could use it themselves

of Mind Shielding
XP Value: 500 GP Value: 5,000
DunGeon Master Guide
This ring is usually of fine workmanship and
wrought from heavy gold. The wearer is com-
pletely immune 1o ESP, detect lie, and know
alignment,

Moodarvian Ring of Emotion

XP Value GP Value
Ring of Sight: 2,000 12,000
Ring of Smell: 2,000 12,000
Ring of Sound: 2,000 12,000
Ring of Taste: 2,000 12,000
Ring of Touch: 2,000 12,000

I'he Book of Wondrous Inventions
Moodarvign rings were pioneered within the last
100 years, quickly becoming popular and wide-
spread. Several masters of illusion have elmimed
eredit for the invention, ameng them Percus of
Gorias, Alstor the Magnificent, and the recluse
Dor, but the archivist Thelma reports that one can
only be sure of the region in which they lirst
appeared, hence the name

A Moodarvian ring (or mood ring) consists of
8 band of woven woal, encased in amber,
embossed around a golden ring. It can be any
diameter, from finger-sized up to several feet
across, A mood ring can be worn or mounted,
perhaps around the base of a hanging cande-
labrum or as part of a circular picture frame. [t is
not always obvious and is casily disguised.

Construction: Ring affecting one sense: 12,000
gp. nine days. A mood ring must be enchanted with
the proper spells. The principal one is a sensory
tlusion—phantasmal force when is il inlended 1o
affect sight, and nearly identical spells 1o affeet
smell, wste, sound, and touch, When it is created,
muid ring can be amuned 1o the nearest person, 1o a
specific person, to one fixed image, or to the com-
bined thoughis of a group of people. The effect is
situned to u speeific person when that individual
holds the ring during the casting of its final
enchantment. To tune the effects to a specific

R Hing. Moodarvian Ring of Emotion .

image or emotion, the nng’s crealor must concer-
trate on that image or emotion as the ring is com-
pleted. In all other cases, the enchanter must take
care 1o concentrule on the task emotionlessly, lest
unintended feelings color the nng's subsequent use

Mood rings present an illusion of appearance,
smell, taste, sound, or touch. When attuned 1o a
person, the illusion is allered by changes in the
person’s emotions and thoughts. When set for a
fixed image, the ring projects the illusion at all
times. When attuned to a group of people, the
illusion is influenced by the melange of emotions
of all within its range

Mood rings have proven useful for @ wide vanety
of applications, from the preparation of gourmet
food to warding unwary intruders, When tuned 1o a
specific person, a personal ring of sight can
enhance its owner's presence, making plain girls
prefty, shy men valiant, and timorous folk coura-
geous. With practice, it can be used to disguise
appearance when one wishes to pass unrecognized.

A personal ring of smell acts as a deodorant,
radiating the most expensive of sachets or
colognes. It can clear the air of clinging odors or
foul the nearby atmosphere 1o the point that no
one would want to approach ils wearer,

A personal ring of faste most oflen serves as o
shortcut to elegant dining. By imagining the dish
desired, the most extravagant banguet can be
served, if the chef is sulficiently skilled with the
illusions the ring devises. Woe betide, though, if the
chef is upsct or depressed, for these emotions will
work therr way into hix ereations as well. Governor
Dimitri is well known for having lost the knight-
hood be sought, and his head as well, after serving
Prince Logan oysters siewed by a chef whose true
lowee bad just jilted him for the fishmonger.

A personal ring of sound can be the most
entertaining of the set, providing its wearer with
his own individual theme music and sound
effects. A rousing theme for adventuring, pas-
sionate strains for courtship, and martial chords
fior comhat are all within this ring’s capacity. Care
musi be taken that it does not control its wearer in
a tense sination, however—a fearful flourish has
served to rout more than one panicky wearer,
unaware that he or she had provoked the very
tremaolo thut caused the dear in the first place.

A personal ring of touch, although less gener-
ally useful than its brothers, can render the coars-
est complexion satin-sofl and subdue the roughest
hemp into velvely smoothness.

e
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A mood ring, when worn, gencrally attunes 1o
the nearest person, that is, its wearer. Rings that
enhance rooms or larger arcas are usually tuned
to a specific individual, so that the ring’s illusion
is not constantly shifting.

When mounted in a nondeéscript room, a ring
of sight can transform il into a scholarly study, a
rosy boudorr, or an elegant salon. OFf course, fur-
mghings must roughly conform to the image pre-
sented for any lengthy effect, and a ring of touch
might be added to harmonize the impressions of
any who come into the room. Skillfully com-
bined, these two rings and a single room can
serve as several distinet chambers.

Similarly, a ring of smell can imparl a pine-
fresh Mmagrance, a stimulating scabrecze, or other
refreshing aromas dependent on the mood and
impulse of 118 owner,

A ring of raste, when one hasn't the skill 1o
evoke savory detail i each dish suflicient 1o fool a
gourmet, can be mounted in the dining room 1o add
an overall flavor to each meal. 1t can serve 1o make
bland food tasty, but one has heard of infamous
dinners m winch each course was even more garlic-
filled than the last, or so bitter that guests had to
pry open their puckered lips with forks to voice
their thanks for the meal and regrets for an carly
departure. Such disasters are usually due to an
undiscriminating palate or taste buds temporanly
warped by a head cold or other shight illncss.

Perhaps the most ill-used of this class of rings,
however, is the ring of sound. Background music is
a useful addition to any social occasion, and such
miaadd rings are more versatile and prompt than
miost orchestras, They cerlainly require less upkeep
This has not escaped the notice of professional
musicians, and musical groups from all over have
been among the most vocilerous in their apposition
o mood rings. In scatiered cases, musicians have
struck back, lurking nearby and producing discor-
dant musie caleulated 1o jar the tinniest of cars
when combined with a ring’s music

One of the most memorable of such clashes
occurred between Squire Frye, a devoted music
lover and confirmed ring of sound user, and the
renowned Damacron Ensemble. Pride forbade the
ensemble from actually producing discordant
noise, 20 when it attempted 1o disrupt one of the
Squire's progressive mood ring musicales, Master
Damacron chose a rousmg putriotic march to clash
with the rhapsody wafling out ol the Squire’s win-
divws, Frye was quick o respond, however, moving,

swillly into a sprightly jig in perfect counterpoint 10
the ensemble’s march. Damacron switched to a
dirge, and the struggle was on. For hours, all within
earshot sat enthralled as point and counterpoint
sang through the evening. Four symphonies were
born that night, among the most monovalive in sev-
eral centunies, though witnesses say that none do
justice to the exhilarating chase that Damacron led
Frye on through the enchanted night.

Closely related to the rings just discussed are
those tuned to one Mxed image or emation. These
rings are particularly useful in cases where their
users lack the expertise and emotional contral 1o
maintain the positive image they wish to project,
or where only one image is necessary. Fixed per-
sonal meod rings enhancing sight, smell, and
touch are not uncammon, but similar rings of
senined have proven maddening for all in range,
purticularly the wearer. After hearing the same
tune repeatedly, without pause, for days in a row,
most early users developed severe mental aberra-
tions, The expeniments arc scldom repeated

Fixed rings mounted in rooms are similarly
useful, The most common place to find such a
ring 1% in a privy, where a ring of ssmell can over-
come the strongest of disagreeable odors with
rosewater freshness, Fixed rings of sound or taxie

are seldom constructed, but rings of sight or
4an
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Ring of Multiple Wishes
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fanch can perk up even the most drab chambers,

Mood rings tuned to the combined thoughts of

a group of people comprise the final class to be
deseribed. Such rings are poverned by the emo-
tions of everyone within their range, and in nor-
mal eircumstances produce pleasant but hland
aecompaniment for those pathered. Rings of sight
and jowch bathe the setting in agreeably soft
beige, rings of sound provide harmonious and
inoffensive background music, rings of smell
induce slightly sweet but umidentifiable odors,
and rings of taste, when used in public restaurants
and taverns, mask the food with bland flavers.

However, such use always includes the risk of a
strong negative emotion overriding the generally
positive flow, When this happens, blackened
walls, prickly sears, discordam caterwauling, and
the stench of rotting eggs predominare, Wise
owners make sure that such rings are easily
removable when circumstances demand ir.

These rings are also popular in children’s play-
ropms, although only the wealthy can afford
them. Children's imaginations, when reinforced
by rings, can take them anywhere, soaring above
the clouds, batthing to save a kingdom, or adven-
turing in the depths of the carth. Strong-willed
guardians should always be present, lest children
lterally scare themselves 1o death,

Perils occur when mood rings come under the
control of inexperienced or unaware users. Just as
the rings provide positive feedback to positive
emations, anger, distrust, nervousness, and espe-
cially fear, are reinforced by the rings in a vicious
circle of escalating images. In particular, it was
soon found that rings mounted to enhance social
gatherings also provide thieves and other intrud-
crs with those images they fear most, beginning
with flickering shadows in the corners, the hint of
d dragon’s sulphurous hreath, the sting of hidden
traps, and the tread of approaching footsteps. The
most imaginative fall prey to other worldly
guardians and worse, terrors that previously
existed only in their darkest nightmares,

Mordmorgan’s Ring of Warmth
XP Value: 1,500 GP Value: 7,500
1992 Fantusy Collector Card 131
Mordmorgan’s magical ring functions as a normal
ring af warmth, giving him normal body hgat in
extremely cold conditions and providing a +2 bonus
in saving throws vs. cold-based amacks and reducing
the damage by <1 per die. However, Mordmorgan’s

ring has a 5-foot radius of effect, allowing up to six
ather individuals to huddle wgether with Mordmor-
gan and benefit from the ring’s effects,

of Movement
XI* Value: 1,000 GP Value: 7500
BLACKMOH
This ring has the same effects as ring of flving but
mstead of air, 1t works when swimming in water.

Mud
XP Value: 3,000 GP Value: 15,000
Duscitos Magazine 37

This magical ring appears o be made of dark-red
clay. Its wearer may cast several potent earth- and
water-based spells, The priest spells that can be cast
{at the 14th level) are: mefd inte stone and water
Bregrhing (three times a day), stone shape (twice o
day), and earthguake {once a month, after which
the ring’s powers go dormant for two days). The
wizard spells that can be cast (ar the 12th level) are:
rransmute rock roomid or reverse (Twice a week),
transmue water 1o dust or reverse (once a week),
comtfure elemental (8-HD earth or water elemental)
once a week, and airy warer (once a day).

Mo more than five functions may be used ina
single day. While wearing the ring, all saves
involving carth or water are made at +|, and
altacks by beings from the Plane of Elemental
Earth or Water are made at a —1 penalty, with
damage at —1 on each die. However, the ring
bears some danger. Saving throws vs. all air
(including poison gases and breath weapons) and
fire attacks are made at -1, and damage from
these attacks are always at +1 per die. There is
also a 2% chance each time the ring is used that
the wearer will be plane shifted 1o the Elemental
Plane of Earth or Water (50% chance of either)
and trapped by a powerful denizen of that place.

Wizards, priests, and rogues may use the ring,
but thieves using it have an 8% chance of plane
shiftimg per use. An individual donning the ring is
miade aware of its powers relepathically, though
its limitations and dangers will be discovered
only through employing the device.

of Multiple Wishes
XP Value: 5,000 GP Value: 25,000
Dunceon MasTer Guide, 15t Edition
This ring contains 2d4 wish spells. As with any
wish, the DM should be very judicious in handling
the request. If players are greedy and grasping,

/
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Ring of Nature's Love
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interpret their wording exactly, twist the wording,
ar simply rule the request is beyond the power of
the magie. In any case, the wish is used up, whether
or not the wish was granted, and regardless of the
DM’ interpretation of the wisher's request. No
wish can cancel the decrees of godlike beings,
unless it comes another such creature.

of Nature’s Love
XP Value: 7,700 GP Value: 38,500
Tales of the Lunce
This ring appears commaon: it 15 a simple pewter
ring carved to resemble twining branches with a
blossoming roge af its heart.

A long history ties this ring to the Age of
Dreams. It passed to Lady Ellyth, who gave it to
her son Arin for his bride. Sadly, fair Marissa,
Arin's love, had also melted the cold heart of Kryl
Shadestalker, a vampiric creature. Master Kryl
stole Marissa’s life-breath, making her one of his
ilk. To seal the pact, he foreed her 1o sluy Arin.
Although eternally damned, Gair Marissa would
never bow to Kryl's lust. Decades later, she threw
herself on a witch hunter’s stake both to spite
Master Kryl and to end her torment. Kryl saved
the ring, a token of hi logs,

Then Master Kyl retired to a manor in the deso-
late Crumbled Spine of Abanasinia. He swore
never 1o love again, One day his travels took him 1o
the ramshackle poart of Dering’s Way, While gaug-
ing the cattle for his next repast, Kryl fall prey to a
common thief, a small girl (Tika) who slipped the
ring from his finger while feigning courtesy. Out-
raged, Kryl sent his minions to locate the girl, They
never relurned. After a fortmght, a wizard named
Waylan knocked at Kryl's door. Waylan said that
his daughier had the vampire's ring and he pro-
posed a game of chance to decide ownership.
Intrigued, Kryl agreed. I he lost, he would leave
the wizard and girl-child alone. IT he won, he
would claim both the ring and their lives,

How the game ended, none knows. Some say
Waylan won and Kryl, loathe though he was,
honored the bargain, Others say the con man
cheated Kryl, and the furious vampire swore 1o
exact revenge one day, The unliving can be
patient: Whatever happened, Waylan lived. The
lord of deceit did eventually return to challenge
the wizard, but Waylan had teleported Tika and
the ring away to a new land.

Tika wears the ring on a chain about her neck
as a memento of her father. She does not know of

s power, but in times of stress she will slip on
the ring asking for her father’s guidance. This
activates the ring. Where fate will lead her is
unknown. A fortune-teller once said 1o her,
“Mature’s love will one day find its true heart and
healing hands.”

This ring deteets only as minor magic. It acts
as 4 ring of protection +2, improving AC by -1
and adding a +2 bonus to all saves. It also pro-
tects against the clements, halving damage from
fire, cold, lightning, air, and water—making the
wearer immung to up to 3 Hit Dice of nonmagical
damage from the natural elements.

Lastly, the ring makes the wearer immune 1o
the ravages of time. It stows the aging process
and quickens healing to double normal rates.
Only catastrophe or violence will slay the wearer.
Oitherwise, the wearer is undying.

The ring is one of three artifacts that make up
the Clirele af Love. These artifacts were created in
ancient days by the god Mishakal to end a war
between two noble families. The spirit of the
earth wizard, Heris Jerrold, inhabits the ring of
nature's love. Heris's brother Trae and Trae's
betrothed Mirri inhabit the other two artifacts in
the Circle of Love. One day, destiny will reumite
these artifacts, and the spirits within them. The
ring of nature ¥ love is opposed by the circlei of
pride in the Triad of Betraval, three artifacts cre-
ated by the Evil God Hiddukel.

of the Necromancer
XP Value: 2,000 GP Value: 11,000
Dpacos Magaeine 29

A ving af the necromancer conveys only ong bene-
fit to all characters except neutral or evil wizards or
priests. Once per week, on command, it forms a
sphere of protection equal in effect and duration to
that created by a seralf of protection from undead.
The ring must be worn for a full week prior to each
use. 100t 15 remioved for any reason, it must be wom
for another week before it can be used.

However, when the ring 1s worn for a week by
a neutral o evil wizard or priest, its true worth is
revealed. Once per day the ring functions as a
potion af undead control, and the undead it is
used against get no saving throw, Once a week
the ring will animare dead. Once per month the
ring af the necromancer will summaon any one
undead creature (excluding liches), which serves
the wearer for one day. However, before the ring

will summon an undead, one living, intelligent,
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- Ring of Night

conscious, aware being must be ritually sacrificed
to the ring. This act must be repeated each time
this power 15 used.

of Neutralization
XP Value: 1,500 G Value: 7,500
Deacoxs Magazine 117

This magical ring can be employed by any char-
acter class. Its sole funclion is to protect the
wearer from the effects of a predetermined offen-
sive wizard spell. Each ring has the ability to
completely negate any damage or ill effects from
a given, specific spell, as noted in an inscription
on the ring itself. A ring of firchall neutralization,
for example, allows a character to stand in the
center of a fireball blast, totally unharmed. A ring
of neutralizarion uses a charge each time a spell’s
effecis are nullified. A typical ring of this sort,
when found, has 4d4 charges. It can only be
recharged to a maximum of 20 charges, but this
requires a prolonged and costly nitual {one day
and 1,000 gp per charge). A charge is lost from
the ring for each predesignated attack made on an
individual wearing il A magic missile or Melfs
minute mereor forces rings matched for those
gpells to use a charge for each separate missile
stopped. For example, if four magic missiles are
negated by a ring of magic-missile neutralization,
then four charges are used.

A ring of neumralizarion only nullifies one type
of spell. For example, if a character 1z wearing a
ring of cone of cold newralization and 18 the target
of an fee storm spell, he or she takes normal dam-
age from the attack. Spells with similar effects are
nonetheless considered different for purposes of
using this ring; a defayed blasit fireball does normal
damage il a character i1s wearing a ring of fireball
metralization, Similarly, a character wishing pro-
tection from both lghtning bolts and a cheain light-
ning spell would require two different rings. Cnly
the person wearing the ring af neutralization is
immune to that spell’s effects. Anyone else caught
in the area of effect takes normal damage or suffers
the effiects of that particular spell. Below is a table
of some ring of neutralization options (roll 5d12):

Spell Spell
Holl  Mentralized Roll  Newotralized
08 Cantrips 37 Lighining balt
09 Chain lghtning 3R Magic jar
W Charm person 39 Mapic missile
11 Chill touch a0 Massmorph
12 Clone 41 Melf mimute
13 Cloudkill meleor
14 Color spray 42 Mellacid arrow
15 Coneofcold 43 Meteor swarm
16 Confusion 44 Mind blank
17 Delayed Mast 45 Power wond
fiveball Blind
18 Disintegrate 46 Power word Kill
19 Domination 47 Power wand Stin
20 Energy drain 4K Prismatic spheve
21 Enervation 49 Prismatic spray
22 Evards back S0 Prismatic wall
tentacles 51 Rayaf
23 Explosive runex enfeehlement
24 Evebite 52 Sepia snoke sigil
25 Fear 53 Shocking grasp
26 Feeblemimd 54 Show
21 Firetrap 35 Stinkig clowd
28 Fireball 56 Suggestion
20 Flame arrow 57 Temporal stasis
30 Flaming sphere 58 Wampiric touch
31 Forger 59 Wall of fire
32 Geas ) Hall of fee

of the Nibelungen
XP Value: 1,000 GP Value: 5,000
Dumceons & Dracons Master Ser

This item comes from several Scandinavian leg-
ends. The ring was part of an entire hoard in the
Rhine river, which was guarded by the Rhine
Maidens until Albenich gained it by foreswearing
love, The greedy dwarl cursed the item, and when
the Ring was later taken by gods and heroes for
various uses, it brought doom to all, resulting
even in the destruction of Asgard and the gods.
Every two days, the DM should roll on Artifact
Table 1-01: Cataclysm. The ring cannot be
removed short of a carefully worded wish.

of Night
XP Valoe: 1,500 GP Value: 7,500
Dunoeon Mapazine |
The ring of night was created by & human wizard
named Cabilar as his “key” to get to the crown of
Stoutwall; it also serves as a protective device.

The ring of night is made from a dull gray metal
i

Spell Spell
Roll  Neuwtralized Roll  MNeotralized
05 Bighyk crushing 33 Hypmotism
franel 34 foe Storm
06 Blimdness 35 Imprisonment
07 Burmmng hands 36 Incendiary clowd
7
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and radiates magic. [t has a batlike motif, with
the following phrase written on the inside of the
band in magical script (requiring a read magic
spell o translate): “Defend. deceive, destroy!™ It
expands and shrinks to fit any size hand. The ring
af night has the fallowing abilities:

« It acts as a ving of protection +1,

* It incurs 60" infiavision (or 1200 1f the wearer
normally has infravision),

* While wearing it, the bearcr never needs to eat
ar breathe.

+ It adds 10 hit points to the user's total for 20
rounds, twice per day. When attacked, the
character loses these extra hit points belore
any real damage is incurred.

= The user can cast burning hards at the 16th
level, twice per day.

= The user can cast magic missile at the 16th
level three times per day.

Noora’s Ring of Djinn Summoning
XP Value: 3,000 G P Value: 15,000
1993 Collector Card 410
Moora's ring 15 similar in many ways to a standard
ring af diinn summaoning. Noora’s ning, however,
will summon a tasked artist genie known as Akmed.
Akmed 15 a skilled weaver and can produce some
of the finest cloth, fabrics, and rugs ever seen in
Zakhara, Akmed often gives his work 1o Noora so
Uhat she may present them to others as gifts. Noora
uses these gifts to solidify alliances, reward ser-

vices well done, or simply as tokens of friendship.

Nuggin®s Cursed Ring of Armoring
XP Value: — GP Value: 1,000
1992 Fantasy Collector Card 634
Muggin the Transmuter wanted to improve the effi-
ciency of this ring of armoring, and he used a suit
of magical plate armor as a component in the reen-
chantment of the item. Unfortunately, s calcula-
tions were incorreet and he ended up ereating a
cursed item instead. Now, when the wearer casts
any spell that enhances AC, such as shield or armor.
asuit of jointless plate armaor (AC 3) appears on the
caster and remains for 1d6 rounds. During this

time, the wizard cannot move or cast any spells.

of Oak
XP Value: 500 GP Value: 2,000
Ditacon Magazine 45
This is a magical item not usually found in rreasure

hoards, and its application is somewhat limited.

Monetheless, it can be of some use 1o adventurers. A
ring of ook is a simple, flexible band of wood which,
when taken from the home tree of a dryad and wom
an the finger, allows the dryad to maove out of the
vicinity of her tree and roam as an adventurer. Few
{if any) true dryads have the wanderlust. but some
player characters may fingd themselves reincamated,
through the drndic spell of the same name, as o
dryad, and may wish to continue adventuring.

A small, green twig is taken from the dryad’s
trec and is woven into a ring shape. Then an
astral spell and a wish must be cast on the ring,
and it 13 thereby attached by a silver cord through
the astral plane o the home tree: the cord has a
1% chance per month of breaking through any
outside influence. The dryad will not voluntarily
remove the ring when more than 360 feet away
from the home tree. If the ring is lost or the cord
breaks, the dryad loses 1 point of Strength per
day until the ring is returned or she finds her way
back to within 360 feet of her oak tree. If her
Strength reaches (0, she will die—she will
undergo a similar logs of Strength if her home
tree is destroyed while she is absent, unless a
wigh is used to “reswrrect” the tree. Strength is
recovered at | point per day if death is avoided by
the recovery of the ring of sak or a return lo
within 360 feet of the tree.

Onyx Ring of Negative

Plane Protection
XP Value: 1,200 GP Value: 6,004
Lords of Darkness
This ring gives the same protection as the priesis’
spell of the same name. One charge is used each
time the wearer is attacked by a creature tied in
any way to the Negative Energy Plane. The
wearer is also effective against creaturcs using
negative encrgy attacks on the Demiplane of
Shadows.

of Opposition

XP Value: 1,000 GP Value: 5,000
Wonders off LaskHmag
This ring does the exact opposite of what the
characters want it to do. If they hope it is a ring of
regeneration, it becomes a ring af degeneration,
The ring cannot he fooled once the characters
know what it is. They cannot try to make it a ring
of falling when they really want it to be a ring of
Slving.
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- Ring of Parsclemental Command

Orbus
XP Value GP Value
+1: 2,000 18,000
+2: 3,000 70000
+3: 5,000 45,000

Diason Magazine 159

This rare ring, appears to be carved from ivory
with strands of platinum twining around the
band. No magical effects are noted by the wearer
of such a ring unless seated in a spelljamming
helm. The ring, utilizing the remains of an orbus
and 1ts residual magic, increases a ship's SR hy
one rank. Thug, a Tth-level transmuter seated at a
minor helm would move the ship at SR 2; with an
orbus ring, the ship moves with SR 3.

These rings are highly prized by spelljamming
wizards and have been touted as a great increase
in spelljamming technology. Actually, the secret
of making orbus rings was lost for nearly 2 cen-
mry until @ hidden cache was discovered on the
Raock of Bral, The original rings varied in inten-
sity, some even granting an SR bonus of +3!
Gamalon Idogyr, an expert on spelljemming
magic, is currently the only known distributor of
the new arbus rings. The methods of their cre-
ation remain a closely guarded secrer,

of Plant Control
XP Value: 500 G P Value: 2,500
Dunoeons & Dracows Rules Cyclopedia
This ring has the same effect as a potion of plant
cantrol, but only lasts as long as the wearer con-
centrates.

of Plant Control 11
XP Value: 500 GP Value: 2,500
Dumgeons & Deagons Expert Rules Set

The wearer may animate and control all plants
and plantlike creatures (including monsters)
within a 10" by 10" area, up to a range of 60 feet.
The controlled plants may be forced to leave the
arca The control will last as long as the wearer
concentrates on the desired effects,

of Plant Control 111
XP Value: 500 GP Value: 2,500
Curse of the Azure Bonds
This ring is like a ring of mammal control, but it
affects plants and vegetable monsters, including
algoids, shambling mounds, and treants. Allows
the user to cast one entangle spell each day.

of Paraelemental Command

XP Value GP Value
lee: 4,000 20,000
Ooze: 4,000 200,006
Magma: 4,000 200,000
Smoke: 4,000 20,000

Dacon Mapazine 120

The four types of rings of paraelemental com-

mand are lesser versions of the rings of elemental

command. Each appears 1o be nothing more than

a normal ring, but each has certain other powers

as well as the following common properties:

1. Paraclementals of the plane to which the ring
iz attuned cannot approach within 5 feet of the
wearer or attack the wearer. If the wearer
desires, he or she may forga this protection
and instead attempt to clarm the paraglemen-
tal {saving throw applicable at -2). If the latter
fails, however, iotal protection is lost, and no
further attempis at eharming can be made, The
properiics below still function with respect to
the paraclemental.

. Creatures, other than normal paraclementals,
from the plane to which the ring 13 attuned
attack at -1 on their THACO roll. The ring
wearer takes damage at -1 on cach hit die and
makes applicable saving throws from the crea-
tures’ attacks at +2. In addition, all attack rolls
made by the wearer of the ring are at +4 (or -4
to the paraclemental creature’s saving throw),
and the wearer does +6 damage (toral, not per
die), adjusted by any other applicable bonuses
and/or penalties. Any weapon used by the ring
wearer can hit paraclementals or quasielemen-
tals, even if the weapon 15 not magical.

3. The wearcr of the ring 15 able to converse with
the paraclemental creatures of the plane to
which the ring is attuned. Recognizing that the
character wears the ring, the creatures show a
healthy respect to the wearer. Note that the
Dungeon Master is free to creale any new
paraelementals for the relevant planes as needed.

4. In addition, the possessor of a ring of paraele-
mental command suffers a saving throw
penalty as shown in the table below.

5. Only one power (major or minor) of a ving of
paraelemental command can be used at one
time,
lIee: At will, the wearer produces the following

magical effects: ice storm (twice per day), wall of

ice (twice per day), Qtiluke s freezing sphere

{once per week), or warmth, The ring appears to
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be nothing more than a ring of warmth until the
condition established 15 met.

Magma: At will, the wearer produces the fol-
lowing magical cifects: burning hands (once per
turm), affect normal fires (onee per W), Jaming
spfrere (lwice a day), or fire resisiance. The ring
appears 1o be nothing more than a ring of fire
resistance until the condition established is met,

Ooze: At will, the wearer produces the follow-
ing magical effects: grease (once per turn), mel?
fonce an hour), rack fo mud (Iwice a day), or
water walking, The ring appears to be nothing
more than a ring of warer walting until the condi-
fion established is met.

Smaoke: At will, the wearer produces the follow-
ing magical effects: wall of fire (once per hour), fog
clowd (twice per day), solid fog (once per week), or
free aetion. The ring appears 1o be nothing more
than a rieg of free action until a certaim condition 15
mel {such as having the ring dlessed, slaying a
smoke paraclemental, or whatever is determined
necessary o activate its full potential),

Rings operate at the 12th level or the minimum
level needed to perform the equivalent magic
spell (if greater), with respect to range, duration,
or area of effect determinations that might apply.
The additional powers each take five sEgMEnts to
bring forth,

Ring Type  Penalty

Smoke 2 vs, breath weapons or wind-
based attacks,

Ice 2 vs, fire or steam,

Ooze 2 vs, petrification or polymaorph

Magma -2 vs. cold or water,

of Phantom Form
XP Value: 1,500 GP Valoe: 7,500
Drtacon Magazine 117

T'he user of this ring can disperse his or her
body's molecules at will, so as to become totally
intangible. This ring does not allow the user o
become invivible, but rather appear translucent in
form. Rings of invisihility and phantom form can-
not be used together at the same time. The spell
invisibility can be successfully cast upon the user
of a ring of phantom form, however, An intangi-
He character cannot be hit by normal weapons,
bun is affected normally by weapons with a +1 or
better magical bonus. An intengible character
cannot physically attack, but may cast spells.
Heat, cold, and electrical attacks (such ax ligh-
ning halt and fireball) affect an intangibie char-
acter normally. The user of a ring of phantom
form can move through sereens, pipes, and other
narrow apertures at a 1 5-foot movement rate, All
items carried by a character in phaniom form are
likewise rendered infangible, 1T a character fails a
saving throw against any magical attack form that
can harm the PC, all items carried must likewise
save vs, that attack form or be destroved,

of the Phoenix
XP Value: 4,000 GP Value: 20,000
PotyHennos Mewszine 82

This fine, gold band is usually mistaken for a
ring of fire resixviance, since an idenitify spell will
reveal it as one. However, the ring has a special
property that is released if its wearer dies of nat-
wral or magical {ire. I7 this oceurs, the ring melts
into the wearer’s finger, and the wearer is reincar-
nated into a human phoenix. Physically, the rein-
carnated character looks the same as before
death, except for the bright orange skin and deep
red eves. The character’s alignment changes to
neutral good, and he or she is instilled with the
urge to fight evil ar every opportunity. The char-
acter retains all class powers and abilities and is
hestowed with the following innate spell abilities,
cast at the 12th level:

»  [Fire resistance, always in effect.
4347
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- Ring of Projection 1T __

Affect normal fires, three times a day,
Fireball, once a day.

Pyratechnics, once a day.

Wall of fire, once a week,

of the Pomarj
XP Value: 4,000 G Value: 20,0000
GrEYHAWE Adventures
This black ring was created by a wizard from the
Wild Coast. Hating all inhabitants of the Pomarj,
he used it to gather troops of goblins, ogres, or
orcs, He then led these troops into battle against
the humanoids of the Pomar, The ning 15 consid-
ered a threat by many other lands as well.

The ring allows a character of evil alignment o
gather a horde of goblins, ogres, or ores (in much
the same fashion as a barbarian horde is sum-
moned). The wearer of the ring decides which
race he wishes to gather, and can gather a number
of creatures determined by the character’s experi-
ence point total:

Race Horde Size

Goblin KP divided by 750
Ogre KP divided by 4,000
Ore XP divided by 1,000

The harde can be raised only on the Wild
Coast, and must be raised for a specific, short-
term purpose. For example, the horde might be
gathered to anack a rival tribe, to raid the County
of Ulek, or to destroy elves in Celene. 1t takes the
horde at least a week to assemble and, whatever
its purpose, the horde will remain together for a
maximum number of wecks equal to half of the
ring wielder's level. Deviation from the stated
purpese may cause the horde o disband sooner,
at the DM's option, Disbanded humanoids will
return to the Wild Coast by the quickest and
safest route. Note that the ring does not charm,
beguile, or otherwise compel obedience, and that
a ring wiglder whose humanoids disband will not
receive a warm welcome the next time he returns
to them. The ring can be used but three times in
CME VEar.

of Prajection
XP Value: 2,000 G Value: 10,000
Dragons of Faith
This magical ring ean invoke a project image
spell once per hour. The spell lasts for up to five
rounds.

of Projection 11

XP Value: 500 GP Value: 5.000
Tules of the Lance
This ring is a simple bronze band enameled in
black. It bears a round, silver set—a rosy crystal
encircled by eight amber chips. The gem setting
may be raised 1o reveal a hidden compartment
beneath. The origin of this ring remains a mys-
tery, although it is said to come from other lands.
Serinda received a ring af profecrion from the
black sea mage, Mellick as a memento of a barle
against Mandracore the Reaver’s pirates off End-
scape. The ning was said to wield the mirage
magic thal projects the image of an 1sland out
across the sea.

When the gem is raised and the command
word spoken, an illusion of the wearer 15 pro-
jected up to 60 vards away. The duplicate of the
wearer copies the actions of the original, or per-
forms all actions at the caster’s command, if the
caster limits the actions to half movement with no
anacks. The caster must be able to see the image
to maintain it. This can be performed once an
hour, and lasis up to five rounds,
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g, Ring of Protection =

of Protection
XP Value GP Value
+1: 1,000 5,000
#2: 2,000 15,000
#2: 3" radins: 2,000 15,000
+3:3,000 20,000
+3: 5' radius: 3,000 25,000
+4: +2 1o saves: 4,000 24,000
+6: +1 o saves: 6,000 30,000

Dumicios Master Guide

A ring of proteciion improves the wearer's Armor
Class value and saving throws vs. all forms of
attack. A ring +1 betters AC by | (say, from 10 1o
9% and gives a bonus of +1 on saving throw die
rolls. The magical properties of a ring of profec-
tion are cumulative with all other magical items
of protection except as follows:

* The ring does not improve Armor Class if
magical armor is worn, but it does add to sav-
ing throws,

Multiple rings of protection operating on the
same person, or in the same area, do not com-
bine protection. Only one such ring—the
strongest—functions, so a pair of protection
rings 42 provides only +2 protection. To deter-
mine the value of a protection ring, use the fol-

lowing table:

Roll  Level of Protection
0170+l
T1-82 +2

83 +2, 5° radius protection
B4-90 43

a1 +3, 5' radius protection
92-57  +4 on AC, 42 to saving throws
98-00  +6 on AC, +] to saving throws

The radius bonus of 5 feet extends to all crea-
tures within its eircle, but applies only to their
saving throws. (In other words, only the ring
wearer gains Armor Class additions. )

of Protection from Charming
XP Value: 3,600 GP Value: 13,000
The Assassin’s Knot
This is a special limited charge ring based on
the Bth-level spell Serten % spell Immunity (+9
ve. beguiling, chavm, suggestion; +7 vs. com-
mand, daminarion, fear, hold, scare; +5 vs.
geas, quest), It operates automatically to ward
its wearer, and the protection from each charge
lasts a full 16 turns. It protects only the wearer,

and cannot be recharged. It may have a maxi-
mum of 12 charges.

of Protection from the Elements
XP Value: 2,000 GP Value: 10,004
Dragons of Faith
This ring halves all damage from fire, cold, light-
ning, air, and water. It also makes the wearer
immune to the effects of up to 3 Hit Dice of non-
magical damage from the natural elements.

of Protection from Stone Guardians

XP Value: 500 GP Value: 5,000
The Secret of Bone Hill
The ring protects the wearer and all persons
within a 10-foot radius. This ring only affects
stone guardians and no others, although kind
DMs may include earth elementals or stone
golems in the protection to make the item a bit
more useful.

of Protection From Undead
XP Value: 2,500 GP Value: 7.500
Old Empires

This charged magical item is a band of white
gold, with the insignia of Horus-Re on its front,
When any undead tries to touch the wearer, the
wearer has the option of using one charge o pre-
vent contact, Use ol a charge must be declared
before the undead rolls its attack against the
wearer, Each charge prevents the wearer from
being struck by any undead in that round (if the
wearer is being attacked by two wights, one
charge prevents contact from both of them). This
does not protect the character when surprised,
The ring contains 3d10+25 charges.

Pyros’s Ring of Spell Storing
XP value: 3,000 GP Value: 15,000
1993 Collector Card 412

Fyross ring of spell storing stores three spells,
just as a typical version of this magical item
does. However, unlike the usual ring. Pyros'’s
ring is not restricted to three speeific spells.
While 1t must hold detect magic and teleport,
the third slot is open to any spell from the Ele-
mental School of Fire, a great advantage to
Pyros in his line of study.
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Ring of Cuasiclemental Commuand _

of Quasielemental Command

AP Value GP Value
Ash: 2,000 10,000
Dust: 2,000 10,000
Lightning: 2,000 140,000
Mincral: 2,000 10,0030
Radiance: 2,000 10, (MM
Salis: 2,000 10,00
Steam: 2,000 10,000
Vacuum: 2,000 10,000

Digation Magagime 120

The eight types of quasielemental command rings

are lesser versions of the paraelemenial command

rings. Each has certain powers (detailed below), as
well as the following common properties;

1. Quasielementals of the plane 1o which the ring
is attuned cannot approach within 5 feet of the
wearer ar attack the wearer, If the wearer
desires, he or she may forgo this protection
and instead attempt to charm the quasielemen-
tal (saving throw applicable at <2 on the dig)
If the latter fails, however, total protection is
lost, and no further attempts at charming can
be made, The secondary properties given
below then function with respeet to the guasi-
elemental.

. Creatures other than gquasielementals, from the
plane to which the ring is attuned attack at -1

to attack rolls. Also, the nng wearer takes dam-
age ai =1 on each hit die and makes applicable
saving throws from the creatures attacks at +2.
All attack rolls made by the wearer of the nng
al +4 {or —4 to the quasiclemental creature’s
saving throw) and the wearer does +6 damage
{total, not per die), adjusted by any other
applicable bonuses or penalties. Any weapon
used by the ring wearer can hit quasielemen-
tals, even if the weapon is not magical.

. The wearer of the ring is able to converse with
quasielemental creatures of the plane 1o which
the ring is attuned. Recognizing that the char-
acter wears the ring, the creatures show a
healthy respect to the ring wearer. Note that the
13M 15 free to create new quasielementals for
the relevant planes as needed.,

. In addition, the possessor of a ring of quasiele-
mental command suffers a saving throw
penally as shown on the table below:

. Dnly one power of a ring of quasielemental
command can be used at one tme.

Al rings of guasielemenial command detect as
magic, but do not identify precisely until a cer-
tain condition is met {such as having the ring
bleszad, slaying o quasielemental of the type to
which the ring is attuned, or whatever is deter-
mined necessary 1o activate its full potential),
Ash: At will, the wearer gains the following

magical effects—pass withont frace {once an

hour) or derect invisibifity (once an hour), The
ring appears to be nothing more than a magical
ring until the condition established is met,

Dust: At will, the wearer produces the follow-
ing magical effects: dust devif (once a day) or
transmute water o duse (once a day),

Lightning: At will, the wearer produces the
following magical cflccts—shocking grasp (once
per wirn) or Sehining Bolt (four tmes a week).

Mineral: At will, the wearer gains the lollow-
ing magical effects—transmuie metal to wood
{once a day) or wall of stone (once a day).

Radiance: At will, the wearer produces the
following magical effects—rainbow patiern
(once an hour) or sunray (twice a week),

Salex: At will, the wearer gains the following
magical effects—irritation (twice a day) or pre-
serve (twice day).

Steam: At will, the wearer produces the fol-
lowing mugical effects—melr (once per turn) or
fog clotd (twice a day).

Vacuum: At will, the wearer gains the follow-
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~ Ring of Quick Action p

ing magical effects—unceen servant (once a day)
or megative plane protection (four times a week).

The rings operate at the 12th level or the mini-
mum level needed to perform the equivalent
magic spell or wand effect (if greater), with
respect io range, duration, or arca of effect deter-
minations which might apply. The powers take
anly a =2 Initistive penalty to activate,

Ring Type  Penalty

Lightning -2 v, water, steam, or cold.
Steam -2 v, lightning or electricity.
Rudiance 2 vs. paralyzation or darkness,
Minerul 2 vs, petrification.
Vacuum 2 vs, death magic.
Salis 2 vs. poison.
Ash -2 vs. water or cold.
Dust =2 ve, disintegration.
of Quick Action
XP Value: 1,000 GP Value: 5,000

Dwacion Magazine 117
A ring af quick action cnables a warrior 1o gain ini-

function exactly as o standard item of the same
type in the DMG. However, sometimes there is a
slight mishap in the creation of the device—the
steps are nol followed in the proper order, the
astrological signs do not bode well, the item’s
creator is disturbed 1o begin with, the instructions
are incomplete, or something just plain goes
wrong. Any of these results may cause a magical
item to behave differently from others just like it.

Not all quirks are bad, however. Some are detri-
mental 1o the item or its user, some are neutral, and
some are even heneficial, The possibility of quirks
existing (and the actual number of quirks) is deter-
mined by using the table below to determine the

exact quirks a magical Ang possesses.
Roll  Quirks Present

01-86 No quirks

87-94  One quirk

95-98 Two quirks

99.00 Three quirks

Magical Ring Quirks

tiative af the sturt of melee, regardless of any other  Reoll  Result
fuctors, including the condition of the opposition.  01-04 Ring is powerless during the mght.
The ring can be used 2d10 times in this manner 0508 Ring ie powerless during the duy.
before it runs out of charges and becomes useless.  09-11 Ring does not function underground al
Expending a charge is an sutomatic action requiring depths greater than 100" below the sur-
a menial command at the start of a melee round. fuce.
12 Ring does not function above ground.
of Quickness 13-17 Ring does not function if a second magi-
XP Value: 1,000 GP Value: 5,000 cal ring is worn,
Dusaross & Duaooxs Rules Cyclopedia 18-24 Ring does not function for 144 days if it
Once each day, the wearer of this nng can move is taken off the wearer’s finger and later
and anack at double normal rates for | turn. The replaced, even if it is now worn by a dif-
effect iz identical to the wizard spell haste, but ferent pérson.
this effect can be produced by command, not by 25-28 Ring cannot use its offensive power
spellcasting. against any creature of | HD or less.
29-30 Ring is easily damaged; it makes any say-
Quirks of Magical Rings* ing throw at a ~2 penalty on the roll.
XP Value: - GP Valoe: —  31-33 Ring works erratically; there is a 5%
Diacon Maguene 163 chance that when its powers are used, the
The AD&D game has one of the largest compila- ring shoris fiself out and becomes unus-
tions of magical items in the fantasy gaming able for 24 hours,
industry. 34-37 Ring magically grafis itself to the
The following tables have been created to add wearer's finger and cannot be removed by
some spice and variety to existing magical items any means other than employing a wish
in the AD&D game world. A table of nonstandard or physically removing the finger from
magical item abilities is offered for cach major the wearer’s body.
type of magical item in the AD&D game. The  38-44 Ring glows a random color (equal to
rationale for such quirks is simple. Saerie fire) whenever its powers are in
Muost items are created normally, and they effect.
o
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45-48

49-53

54-59

t0-61

62-65

=72

13-76

T1-81

B2-83

93-94

95-98

Ring is unable to function when within
30 feet of uny other magical ring.

Wearer of the ring becomes totally color-
blind and can sce only in black and white
for as long as the ning s worn. If the wearer
is naturally colorblind, he or she can see
normial colors in the visible spectrum for as
long as the ring is worn. 1T the ring is taken
off, sight returns to its natural state.

Ring is specially enchanted and cannot be
destroved by fire, magical or otherwise,
Ring causes its wearer to experience ter-
rible mightmares if it is worn while sleep-
ing, preventing any rest at all. If it is
tuken off prior to falling asleep, no ill
effects occur.

Ring is specially enchanted and is
immune to the effects of acid of any type.
Ring emits & hum audible 10 those within
a 10-foot radius whenever its powers are
used.

Wearer's metabolism is slowed by wear-
ing the ring; consequently, only half the
daily amounts of food needs 1o be con-
sumed.

Wearer’s metabolism is sped up by wear-
ing the ring; twice the daily amounts of
food needs to be consumed by the wearer.
Ring functions ax normal but has no
effect on one specific creature type.

Ring cannot be crushed by anything short
of an irresistible force (such as a deity or
several tons of rock).

Ring does not work if its wearer is clad in
metal armor.

Ring has a command word that must be
spoken in order for it to operate. If the
ring has a power that operates continu-
ously, speaking the command word oper-
ates the ring for three turns.

Ring draing 1 hit point for every two days
that it is worn, or | hit point every time it
is put on. Normal healing applies.

Ring is inhabited by a vain, minor spirit
who wills its wearer to polish the ring
duily. IT this is not done, the spirit with-
holds the ring’s powers for one day for
each time it is not polished.

Ring has a 20% chance of fuling to work
each time it is put on or activated.

B Bmg of the Ram __

of the Ram
XP Value: 1,500 GP Value: 7,500
DPusiiios Masiix Guide
This ornate ring can be of any hard metal, usually
a silver alloy or iron. It has the head of 2 ram (ora
buck goat) as its device, Anyone who attempts a
detect magic on the ring discovers an evocation
upon il
The wearer can cause the ring to give forth a
rumlike force, manifesied by a vaguely dis-
cernible shape which resembles the head of a ram
or goat, This foree strikes one target for 1d6
points of damage if one charge is expended, 2d6
points if two charges are used, or 3d6 points if
three charges (the muximum) are used. The ring
is quite useful for knocking opponents off walls
or ladders, or over ledges among other things.
The force of the blow is considerable, and a vic-
tim who fails 1o save vs. spell is knocked down.
The range of this power is 30 feet. The tanget of
the blow applies adjustments 10 the saving throw
from the following lis:

Target smaller than human-sized -1

Lurger thun man-sized +2
Strength under 12 -1
Strength of 18-20 3
Strength over 20 +h
Four or more legs +4
Owver 1,000 pounds weight +2
2 charges expended -1
3 charges expended -2

The DM can make circumstantial adjustments
according to need. For instance, a fire giant bal-
anced on a narmow ledge should not gain any bene-
fit from Strengih and weight unless he knows that
he about to be struck by the force of the ring. This
is u case where common sense will serve best,

In addition to iis atinck mode, the ring of the
ram also has the power 1o open doors as if a per-
son of 18/00 Strength were doing so. If two
charges are expended, the effeet 1s as for a char-
acter of 19 Strength, and il three charpes are
expended, the effect is as il u 20 Strength were
used. Magically held or locked portals can be
opened in this manner.

Structural damage from the ramlike force is
wdentical to an actual bamering mam., with double or
tnple damage according for applications of two or
three charpes. Magical items struck by the ramlike
force must save ve. crushing blow if three charpes

457
"




King of Randomines

‘—

arc used; otherwise, the force will not affect them.
Nonmagical items which are the target of the force
save vi. crushing blow from the impact.

A ring of this sort will have 6410 charges when
discovered. It can be recharged by a wizard
employing enchant an item and Bighy ¥ clenched
Jist in combination,

of Randomness
GI* Valoe: 1,500
Toama of Magic
When an identify spell 15 cast on this cursed
pricsis” ring, it radintes an aura of a beneficence
to disguise itx nature. The DM should roll 14100

XP Value: —

to determine the ring's power.
Roll  Power
01-25  Protection from evil
2640  Contimuead light
41-60 Bless
61-T0  Cure fight wounds
T71-80  Remove fear
B1-90  Heat metal
910 Cure Bindness or cure deafness

A ring can be used three times a day at 12th
level ability, Each ring functions normally half
the time, providing the indicated power. However,
the ring’s curse couses the reverse of the desired
effect to manifest 50% of the time. The DM
should roll secretly each time the ring is used 10
determine whether the result is the desired effect
or the reversed effect. Thus, a person casting con-
tinual light has a 50% chance of getting either
light or darkness

If the ring is used to heal blindness or deafness,
a reversed result yields a special curse. Since cause
bindness has no effect on a blind character, the
ring further distorts the spell effect by shifting 1o
cause deafness, Thus, a priest attempting to cast
cure blindness whose ring indicated a reversed
result would ewuse the vietim (o become deaf.

I acdelitiom, o priest runs the risk of spell rever-
sal every time a reversible spell is used (even
those cast normally ). The ring can be removed
only with a successful dispel magic spell.

Range Extension
XP Value: 2,000 GP Value: 10,000
Do Magarine 117
This item allows any spellcaster (including rangers,
paladins, and the like) to voluntanly extend the

range of any spell cast, save those spells with
ranges of 0 or touch. Each such ring contams 2d2(0
charges and cannot be recharged. Each charge
used increases the range of any spell cast by the
amount listed as the normal range. Thus, if one
charge is used, the range is doubled; two charges
triple the range, three quadruple it, and so on. A
ring of range extension may be successfully used
on spells cust from serolls or other magical devices,
but cunnot be used 1o cast a spell into a plane ather
tham the one that the user currently occupies.

Rapid Regeneration
XP Value: 5,000 GP Value: 50,000
Duacon Magarine 120
This ring acts as a normal ring of regeneration
with one major difference—it regenerates 1 hit
point each round rather than | zach mm. The ning
i& created by combining a ring of regeneration
with a rare distillation of troll’s blood and potions
of speed during the enchantment process. One
percent of rings of regeneration found will be

rings of rapid regeneraifon.

of Readiness
XP Vilue: 2,000 GP Value: 10,000
The Complete Fighter's Hundbook

This magical item consists of two plain iron rings,
one suitable to be worn on a finger and one larger,
some 2 inches in diameter. The larger ring 1= 1o be
placed on some item. It can be sewn into or bolted
onto a st of armor; it can be placed upon the pom-
mel of a weapon (in which case it shrinks until 1t
fis snugly); It can be attached to any item of per-
sonal pear weighing less than 100 pounds.

When the langer ring is attached to an object, and
the smaller ring is worn by a character, the charac-
ter needs only to utter the magical word inscribed
on the inside of the smaller ring. When this is done,
if the other ring is within 10 miles, it instanta-
neously transports that object to the character.

If the item attached to the other ring isa
weapon, it will appear in his hand. 1f the item 5 a
suit of armor, it appears on the character; if the
character is already wearing a suit of armor, it
appears next to him or her. If the item 15 some-
thing else, it appears in a fashion dictated by the
DM; a erown will appear on a character'’s head,
while a sewing machine would appear on the
ground or floor. for instance.

If the item attached 10 the larger ring is more
than 10 miles away, nothing happens.
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Ry of Regenemtion

The use of the rings must be announced before
initiative 1n the combat turn. The use of these
rings takes no time. A character calls out the
magic word before initiative; then, later in the
turn, when that character’s actions come up, the
ilem in question appears.

If a character finds the smaller ring without the
larger one, then whatever objeet the larger one 1s
attached to may be summoned. These rings ree-
ognize no single owner. An interesting quest in 4
campaign might be for a character to find the
smaller of a set of rings and have to wander o
find the larger ring and summon it and its object;
remember, it only works within 10 miles of the
summaoned

The magic only works if the item attached to
the larger ring is inamimate. Living things are not
Iransported.

Once summoned. these objects may not be sent
back. This 15 a one-way trip. The rings may be
used any number of imes—they do not wear out,

Many heroes use this magical item so that they
never lose their weapons. If the hero finds his
sword disarmed in combat, he can call it to his
hand on the next round, without wasting the time
to go gt it Some con artists use il to run a seam:
They'll secretly attach the larger ring lo some
great item of treasure, sell it 1o a dealer, skip town
with the dealer’s money and then summon the
treasure back. This is a good tactic until the
vengeful dealer catches up with the creative thief,

This magical item may be used by characters
of any class. Rings of veadiness cannot be used on
the same weapon as a bracelet of charms,

of Regeneration

XP Value GP Valoe
Regeneration: 5,000 401, 00M)
Vampiric: 4,000 35, 00K

Duniciton MasTieR Guide

The standard ring of regeneration restores | point
of damage each turn (and eventually replaces lost
limbs and organs). It will bring its wearer back
from death. (If death was caused by poison, how-
ever, a saving throw must be successfully rolled
or the wearer dies again from the poison still in
his system.) Only rotal destruction of all living
tissue by fire, acid, or similar means will prevent
regeneration. Of course, the ring must be worn,
and its removal stops the regeneration processes.

A rarer kind of ring of repeneration is the vam-
piric regeneration ring. This bestows one-half

{ fractions dropped) of the value of points of dam-
age the wearer inflicts upon opponents in hand-
to-hand (melee, nonmissile, nonspell) combat
immediately upon its wearer. It does not other-
wise cause

regeneralion or restore life, limbs, or organs, For
example, if a characler wearing the ring inflicts
10 points of damage, 5 points are added 1o that
character’s current hit point total, The creature
struck still loses 10 points. In no case can the
wearer’s hit points exceed the amount the chanic-
ter began with,

In Ravenloft: Undead do not provide healing
hit points to the wearer, Instead, they send nega-
tive plane energy through the channel created by
the ring, inflicting as much damage as they would
otherwise have healed. The undead monsters still
take normal damage. Each use of this ring
requires a Ravenloft powers cheek, toa maxi-
mum of one check per week. (The ring can be
used more oflen, however.)

To determine which type of ning is discovered,
roll percentile dice;

Roll  Ring Type
01-90  Ring of regeneration
91-00  Vampiric regeneration ring
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g Ring of Remedics -

of Remedies
XP Value: 2,000 G Value: 5,000
Dunceons & Dracons Rules Cyelopedia
Once each day, this ring will produce one rem-
edy—a cure blindnegs, cure disease, remove
curse, or neutralize poison spell effect. Each
effect is identical to the priest spell of the same
name and 15 treated as if cast by a 25th level
priest. The ring produces the effect desired when
the wearer concentrates and touches the recipient.

of Resistance

XP Value: 1,000 GP Value: 5,000
Tome of Mugic

This ring grants a wizard a saving throw bonus
identical to the bonus gained by a specialist in a
particular school of magic. The magical school
affected is randomly determined on the table
below by rolling 1d8.
Roll  Affected School
Abjuration
Alteration
Conjuration/summoning
Enchantment/Charm
Hlusion/Phantasm
Invocation/Evocation
Lesser/Greater Divination
Mecromangy

00 =~ On LA B L b e

When required to save against a spell from
that school, the wearer gains a +1 bonus to the
saving throw. When the wearer casts a spell from
that school, the opponent suffers a =1 modifier
to all saving throws. This ring does not allow a
wizard to cast spells from a school in opposition
to hig or her own. These modifiers are cumula-
tive with all others, including those in effect for
specialization.

of Resistance to Breath Weapons
XP Value: 5.000 GP Value: 25,000
The Complete Wizard’s Handbook
This ring gives the wearer complete immunity to
all breath weapon attacks from creatures other
than dragons; the wearer suffers half damage
from dragon breath.

of Reversion
XP Value: 1,000 GP Value: 10,000
RavesLort™ [1: The Houze of Gryphon Hill

This ring appears to be a simple iron band bearing
a blood-red garnet and inscribed with ancient
runes. The ring enables the wearer to restore a dis-
possessed soul 1o its original body, simultaneously
testoring the original soul of the creature to its
original body. It can also cause a shapechanger or
polymarphed creature to revert 1o original form,

This ring can only be used by a priest. The
priest must strike one of the hodies of the pos-
sessed with it (Strength bonuses do not apply).
The distance between the hody touched and the
bady of the other transpossessed ereature must be
less than S0 miles.

The condition of both bodies during this
process 1s of utmost importance. [ the body of
cither creature has been damaged, then it remaing
damaged and the soul being restored to that body
must still deal with its physical impairment. If
cither of the bodies has been slain, the soul within
that body has been released and cannot be called
back through use of this ring. Attempting to
restore a soul to a dead body simply results in the
second soul also being released and beyond recall
other than by resurrection or rafse dead. There is
no saving throw from this device; it always
works, and has unlimited charges.

This is certainly not to say that there 1sn’t a cer-
tain amount of danger in using this device. First
of all, while the device is being worn, 1t projects
an aura of good, alerting any creature within 300
feet who has been transpossessed. This requires
all random encounter checks to be made at twice
the normal rate for the turn in which it is worn,

Different creatures will react differently to the
presence of this device, The converted, evil spirited
ereatures will make every effort to either destrov
the one who bears the device or to flee from it. In
any event, there is a 40% chance that the creatures
know the location of the PC using the ring. This
allows the creatures to make a special attack. The
converted will do all they can to stay away from
the reach of one who bears this ring.

The transpossessed townspeople's spirits arc a
different matter. They now inhabit the essence of
terrible creatures, many with hornble powers. They,
too, will feel the presence of this ring when it is in
use and will charge toward it desperate with hope.
These creatures are dangerous in that they may

often damage the party with their uncontrolled abil-
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Samander’s

3 Ring, =

ities before they can be helped. This device cannot
be used 1o ranspossess souls, only to restore souls
that have been previously trunspossessed.

of Reversion 11
XP Value: 1,000 GP Value: 10,000
" RAVENLOFT Campaign Sel

This nng appears 1o be a simple iron band with a
blood-red garnet. The band is inscribed with
ancient runes, The ring enables the wearer to
foree o shapechanger or polymorphed creature 1o
revert o ity true, original form, The ring also can
reverse the transpossession of psyches, magic jar
spells, and spells with similar functions. Only a
priest can use this ring. While weanng it, the ring
muist be touched 1o the body ithe priest wishes 1o
affect. The target gets no saving throw.

If the target has been trunsposscssed (the vic-
tim’s mind is in a strange body, while another
mind occupies the character’s original body clse-
where), the other body must be within 50 miles—
and 1t must be alive, otherwise the ring has no
cffect. The ring cannot change the condition of
either body; damage and wounds stay the same.
Each mind, and all its attendant problems or
cnchantments, kimply renirns “home ™

A transpossessed creature can sense the power
of the ring, even if he or she doesn’t know the
exact effects. I the user prefers to remain in the
current body, the creatlure or character feels great
danger when the ring is near. The character will
flee or attack, depending on situation and person-
ality. Conversely, a transpossessed creature who
prefiers the old body feels great hope in the pres-
ence of the ring, and will do anything to get the
nng, even charging blindly and attacking. A
transpossessed PC must make a Wisdom check o
resist such bold, foolish action.

of Reversion 111
XP Value: 3,500 GP Value: 17,500
1992 Fantasy Collecror Cand 628

With this ring, a wearer can force a shapechanger
o polymorphed creature to revert to true form.
The ring can ulso reverse the transpossession of
psyches, magic jar spells, and similar effects (the
affected creature’s body must be within 50 miles).
If a creature does not want o be reversed, it feels
great fear in the presence of the ring. Conversely,
a creature that wants the exchange to oceur feels
great hope in its presence. The ring must touch
the body to function. There is no saving throw.

of Rhyming
XFP Value: 5N GP Value: 4,000
Potyienmis Newsaine 61

This ring enahles the wearer to articulate his or
her message into rhyming couplets. The poetic
rhyme scheme tends to make the messape more
effective, as more people will listen. The ring is
usable three hours a duy, in any combination of
time increments,

Rocckoe'’s Ring of Bureaucratic
Wizardry

GP Value: 1,500
1992 Fantasy Collector Card 629
Rocckoe attempted to magically alter the nature of
this ring, and he succeeded—sort of. Now, when
the ring's wearer casts a spell, a sheaf of paper and
a pen still appear, but the wizard only needs to fill
out one set of forms explaining the details of the
spell and its usage, not three. However, upon com-
pletion of the form, it disappears and the wizard
must wail |d4 rounds for it to be approved. Afier
that, the spell goes off, and 1 point 15 added to each
die of damage inflicted by the spell. A remove
cuirse spell is still required to take off the ring.

XP Value:

of Safety
XP Value: 2,000 GI* Value: 10,000
Dunaeons & Diacons Rules Cyclopedia
The effect of this ring is similar to that of a potion
of luck. If the ring’s wearer fails a saving throw, the
player may “change fate™ by announcing that the
saving throw was, in fact, successful. The ring

negates |d4 fatled saving throws and disintegrates.

Samander’s
XP Value: 2,000 GP Value: 12,000
Dwacos Magazine 185

Named for the wizard who devised it some 40 win-
ters ago, this rare type of plain, brass ring protects
a single, living being whose bare flesh must be in
contact with it. It need not be wom to work.

Samander s ring s enspelled o elude all means
of magical defection, even when it bears another
spell (such as Dawmif 5 instant summons or other
teleportation magic, a magic mouth, or imvisibility).
It does not interfere with any magic cast upon it

Samanders ring has only one function—it
absolutely prohibits any mental control, compul-
sion, or influence from affecting the mind of its
bearer, such as psionic attacks or orders given to

a charmed ring-bearer. (Please note that these
45
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1 Ring of Shapechanging _.

attacks can still cause physical damage.) The
bearer iz made aware of the details of all such
control attempis and can therefore pretend 1o be
affected. The nng does not prevent a charm, dom-
imation, or similar enchantment or charm spell
from being cast on the ring bearer, so that the
caster may well believe such a spell succeeded.
The ring has no effect on illusions (including
shadow monsters). When functioning, Saman-
der 5 rimg turns invisible and intangible; it can’t
be felt, struck, or torn off by physical methods,

Saurian
XP Value: 500 GP Value: 2,500
Diaciens Quest Game
This plain and featureless golden ring was cre-
ated by lizardmen long ago. The ancient and
secret magic they used in its creation has been
long forpotten since their race fell into savagery.
Anyone who puts on this ring will turm mvisible.
Monsters cannot sce the character and will not
attack unless he or she does something to give
away the character's location.

If the wearer attncks sotmeone or uses & spell
while invisible, the magic fuils and visibility
returns, The wearer can turn invisible again in the
next furn. Anyone who attacks an invisible hero
suffers u —4 penalty to attick rolls. Any hero may
wear this ring.

of Seeing
XP Value: 2,500 GP Value: 12,500
Dunacserss & Do Rules Cyclopedia
{imce cach day, the wearer of this nng can see all
thingx planly, as if the pricst spell fruesight were
cast. All classes may wear Lhis nng. The cffect
tasts for three tums.

Serten’s Spell Immunity
XP Value: 2,000 GP Value: 10,000
Poryiupsos Newseane 50
Onee per day, this ring can generate one Serten s
spell fmmmenity spell, duration 18 murns, The wearer
can use the effect personally, or share it with other
characters as explained in the spell description.

of Servitude
G Valoe: 10,000
Sapa of the Shadew King
These cursed nngs are used by the Wraith Lord,
and lose their power on his death. Their powers
are the following:

XP Value: —

The Wraith Lord can communicate telepathi-
cally with his NPC servants.

A PC of 5th level or less whoe dons the ring is
charmed and will obey verbal instructions
from the Wraith Lord. Higher level characters
wre not affected.

Undead controlled by the Wraith Lord will not
attack a person who wears the ring, unless
attacked by the character,

Once donned, the ring can only be remaved
from a living character by a remove curse
spell, even i the character is not controlled by
the ring

Shape Changing
XP Valoe: 2,500 GP Value: 15,000
Povvimosos Magarine 117

This ring commonly possesses 3 1o 30 charges
when found. Each of the charges expended allows
the wearer lo shape change as per the 9th-level
wizard spell shape change. The wearer of this
ring may change back to original form at will,
without expending a ring charge. However, there
is @ 2% chance per shape nssumed that the wearer
permanently assumes the form of the shape
change, In this event, the character assumes all
mental and personality related characteristics of
the new form 2d8 days afier taking the form. A
character stuck in un unfamiliar form can only
regain hix or her former shape by having dispe!
magic, alter reality, limited wish, or wish cast.

of Shapechanging
XP Value: 1,500 GP Value: 7,500
Tales of the Lance

This ring allows the wearer to change into the
form of a specific creature. Each device produces
one natural animal form. These shapechanging
powers may also be infused into belis, robes,
gauntlets, or circlets, Tasslehoff found one such
ring: an ivory hand shaped like a mouse head. It
had two red stones for eves, When worn, Tas
could change into a small white mouse.

Wearers of the ring may trunsform into o spe-
cific animal either with a command word, or by
simply willing it. Each device is limited 1o one
form. All clothing and gear are sbandoned when
the person transforms except for the ring itself,
which fuses with the new body. If the user
remains in animal form more rounds than his
Wisdom score, he may begin to forget that he is

not an animal. He must make a Wisdom check
a5
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Ring, Sherry’s Ring of Animal Friendship
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each round. After three failed checks, the user
forgets there ever was another form. As long as a
user remembers the original form (or is reminded
by a comrade), it can be regained by merely will-
ing it to return.

Sherry’s Ring of Animal Friendship
XP Value: 1,500 G Value: 7,500
1992 Fantasy Collector Card 270
Sherry Feldstone 15 a druid, so this ring allows
her to influence 24 Hit Dice worth of animals.
Like other similar rings, all ereatures of neutral
alignment and animal Intelligence make a saving
throw vs. spell when they come within 10 feel of
it I the rell is successlul, they run away, if it
fails, they become docile and follow Sherry
around, even attempting to protect her if they per-
ceive that she’s in danger. Unlike other rings af
arimal fricndship, this one conveys the ability 1o
speak with animals when the animals fail the sav-

ing throw,

Shield
XP Value: 400 GP Value: 2,000
Dracos Quest Game
This magical ring is crafied of fine silver and
bears the erest of an ancient and forgotten order
of knights. The Armor Class of any hero who
wears the ring will improve (lower) by 1. In
other words, a hero in leather armor (Armor
Class 7) and wearing a shield ring has an Armor
Class of 6. Any type of hero, even a wizard, may
wear this ring.

of Shocking Grasp
XI" Value: 1,000 G Valoe: 5,000
Dumceos Master Guide

This seems to be an ordinary ring that radiates
only a faint, unidentifiable aura of magic when
examined, but it contains a strong enchantment
capable of inflicting damage on an opponent. If
the wearer touches an enemy with the hand upon
which the ring is worn, then a successful attack
roll delivers [d8+6 points of damage o the largel.

After three discharges of this nature, regardless
of the time elapsed between them, the ring
becomes inert for one turn. When actually func-
tioning, this ring causes a circular, charged extru-
sion 1o appear on the palm of the wearer’s hand.

of Shooting Stars

XP Value: 3,000 GP Value: 15,000
Dimceos Masten Guide

This ring has two modes of operation—at night

and underground—both of which work only in

relative darkness. During night hours, under the

open sky, the shooting stars ring will perform the

following functions:

« Dancing lights {once an hour).

* Light, like the spell of the same name (twice a
night), 120-foot range.

= Hall lightning, as the spell of the same name
{once a night).

» Shooting stars (special).

The ball lightning function releases 1d4 balls
ef ligrhiming, at the wearer’s option. These glow-
ing globes resemble dancing lights, and the ring
wearer controls them as he or she would control
dancing lights. These spheres have a 120-footl
range and a four round duration. They can be
moved at 120 feet each round. Each sphere is
about 3 feet in diameter, and any creature it
touches or approaches within 5 feet dissipates is
charge. (A successful save vs. spell halves dam-
age—rthe contact was across an air gap.) The
charge values are:

* 4 lightning balls 2d4 points damage each

* 3 lightming balls 2d6 points damage each
459
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= 2 lighining halls 3d4 points damage each
« | lightning ball 4d12 points damage

Release can be one at a time or all at once, dur-
ing the course of one round or as needed through-
out the night,

The shooting stars are glowing migsiles with
fiery trails, much like a meteor swarm. Three
shooting stars can be released from the ring each
week, simultaneously or onec at a time. They
impact for 12 points of damage and burst (as a
fireball) in a 10-foot-diameter sphere for 24
points of damage.

Any creature struck takes full damage from
mmpact plus full damage from the shooting siar
burst, Creatures within the burst radius must roll
a suving throw va. spell to take only one-half
damage (12 poinis of damage, otherwise they,
too, receive the full 24 points of damage), Range
i 70 feet, ut the end of which the burst will occur,
unless an object or creature 1= struck before that
The shooting stars follow a straight line path. A
creature in the path must roll a saving throw vs
spell or be hit by the missile. Saving throws suffer
a-3 penalty within 20 feet of the ring wearer, -1
from 21 to 40 feet, normal beyond 40 feet.

Indaore at night, or underground, the ring of
shooring stars has the following properties:

* Faerle fire (twice a day)—as the spell
« Spark shower (once a day)

The spark shower is a flying cloud of sizzling
purple sparks, which fan out from the ring for a
distance of 20 feet io a breadth of 10 feet. Crea-
tures within this arca take 2d8 points of damage
each if no melal armor 1= worn and no metal
weapons are held. Characters wearing metal
armor or carrying a metal weapon receive 4d4
points of damage. Range, duration, and area of
effect of functions are the minimums for the com-
parable spell unless otherwise stated. Casting
time is 5.

In a SPELLIAMMER® Campaign: This ring
always functions normally in space.

Silence
XP Value: 800 GP Value: 3,800
PoyueEnRos Magazine 28
This ring can function in two ways, each usable
for up 1o one hour of consecunive time each day,
 The user is made silent in all movements as if
he had on booty of elvinkind, When he or she
speaks, sound can only be heard if histeners are
within 10 feet of the user.

= The user can creale a sphere of noise protec-
tion so that no sound, including magical sounds
and spells that must be heard to function, can
reach his or her ears. Thus, the user is immune
to drums af panic, suggestion or a bard’s
charm.

Silence 11
XP Value: 600 GP Value: 3,000
Mumeceos Magaeine 12
At the wearer’s mental command, this ring acts as
a silence 15 radius, with the silence centered
upon the wearer for 1d4 rounds per charge. (See
the spell description in the PHE.) The silence
field is immediately dispelled once the ring is
removed or at the user’s menial command,

Spellbattle
XP Value: 2,500 GP Value: 4,000
Volo's Guide 1o the North

This ring gives the wearer the ability to dispel
certain magical spells. The wearer is instantly
made aware of any release, casting, or exercise of
any magical or psionic power that occurs within a
120-foat spherical radius of the ring. The general
cffceta of all such power releases (for example,
fiery attacking spell, shape transforming spell,
illusionary magic, and the like) are identified 1o
the rning-wearer.

The wearer of the ring can choose to dispel a
spell cast within range or to change its target.
When the ring is told to change targets, the new
target being gets the chance (o save vs. spell at -2
to avoid the ring's effects. Failure means that she
or he takes full spell effects. (Note that this does
not change control of the spell to the ring-wearer;
if the spell is magic that allows the caster to influ-
ence others, the caster is still in control-—they're
just affecting the wrong being.) Success means
that the ring dispels the magic instead. This is
also what occurs if a charm or a similar spell is
hurled back at its caster. A caster can’t be made to
turn himself or herself o stone or addle his or her
own thoughts, but the spell cast is instead wasted.
Combat spells such as fireball and lightning bolt
can be turned back at the caster for full damage.

The ring can affect only cast spells, mcluding
“hung” spells that have been activated by a spell
trigger or other action, The ring has no effect on
magical item discharges or psionics. Otherwise,
the ring always successfully dispefls magic when
commanded to do so. A maximum of one spell
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per round can be affected. The ring gives its
wearer no proiection against additional spells,
except to identifly all incoming spells. Thus, the
wearer can choose the most harmful 1o deal with,

of Spell Eating
XP Value: 2,100 GP Value: 20,000
Dunceons & Dracons Rules Cyelopedio

Although this ring appears and functions as a
ring of spell mrning, it has an extra, detrimental
effect if the user is a spellcaster. After the spell-
caster has cast a spell while the ring is worn, the
ring “eats” all the remaining spells memarized by
the spellcaster. The ring cannot be removed after
it has eaten the wearers spells (though spells can
be restudied and safely cast) until a remove curse
15 applied by a 25th or higher level spelleaster.
This remedy only permits the removal of the nng
and does not affect its powers. Dispel evil cast by
a 36th level caster will turn the ring into & normal
ring of spell fnrning.

Spell Holding
XP Value: 2,000 GP Value: 10,000
PoLyTiEoros Magazne 82

This ring, usable only by those able to cast epells,
has the ahility 1o indefinitely increase the duration
of any spell cast upon the wearer by him or herself,
until the effect is ended by removal of the ring or
the casting of dispel magic. In order to take advan-
tage of its powers, the ring must be removed; then
the desired spell is cast upon the wearer, and the
wearer must replace the ring before the spell’s
duration 1% exhausted. The removal of the ring
afterward ends the spell immediately. Only one
spell at a time may be continued in this manner
since the ring must be taken off before the new
spell 1o be continued is cast.

Mote that this ring cannol conlinue an inmvisibil-
ity spell during an attack. It does not work on
spells with a duration of “permanent™ for
instance, a cure disease spell cannot be continued
to give the ring wearer eternal dmmnity. It only
warks on spells that can be cast by the wearer
upan his or her person.

of Spell Storing
X P Values 2,000 GP Value: 17,500
Duraens Master Guide
A ring of spell storing contains 1d4+1 spells
which the wearer can employ as if the wearer was
of the level required to use the stored spells. The

class of spells contained within the ring is deter-
mined in the same fashion as the spells on serolls
isee Seroll). The level of cach spell is determined
by rolling 1d6 (for priests) or 1d8 (for wizards).
The number rolled is the level of the spell, as fol-
lows:
Priest: 1d6, if 6 is rolled, roll 1d4 instead.
Wizard: 1d8, if 8 is rolled, roll 1d6 instead,
Which spell type of any given level is con-
tained by the ring is also randomly determined.
The ring empathically imparts 1o the wearer
the names of its spells. Once spell, class, level,
and type are determined, the properties of the
ring are fixed and unchangeahle. Once a spell is
cast from the ring, it can be restored only by a
character of appropriate class and level of experi-
ence (for example, a 12th-level wizard is needed
to restore a Gth-level spell to the ring). Stored
spells have a casting time of five.

of Spell Turning
XP Value: 2,000 GP Value: 10,000
Dunggon Master Guide

This ring distorts the three normal dimensions,

causing many spells cast at the wearer to rebound

upon the spellcaster. Sometimes, a spell’s entire

effect is turned against the caster; sometimes, a

portion of the effect rebounds.

Some spells are immune from the effects of a
ring af spell mrning:

+ Spells that affect an area, and which are not
cast directly at the ring wearer, are not turned
by the ring.

* Spells that are delivered by touch are not
turned.

* Magic contained in devices (rods, staves,
winds, rings, and other ilems) that are trig-
gered withoutl spelleasting are not turned, A
seroll spell is not considered a device,

When a spell is cast at an individual wearing a
ring of spell terning, 1d10 is rolled and the result
is multiplied by 10. This result is what percentage
of the spell has been turned back upon the caster,

Onece the spell is turned, the effects must be
determined. If the spell normally allows a saving
throw, the intended target (the one wearing the
ring) gains an automatic plus equal to the number
rolled on the turning die. The caster receives a
bonus equal to the number rolled on this die sub-
tracted from 10, For example, a charm person
spell is cast at a character wearing a ring of spell

turning. A 7 is rolled on the die, turning back
EEli]
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,‘ Ring of Stone

T0% of the effect. The ring-wearer gains u +7 to
the saving throw; the caster has a +3.

A saving throw 1s also allowed for spells that nor-
mally do not have one if 20% 10 80% of the effect is
turned. The saving throw adjustment is calculated as
given above. No further adjustments are made for
race, magical items, or any other condition includ-
ing existing spells. To save, the character must have
a modified die roll of 20 or greater. If the saving
throw 15 made, the effect of the spell 1= negated

For example, an illusionist casts a maze spell at a
fighter wearing a ring of spell turning. The spell
normally allows no saving throw, but the nng turmns
T0% of the effect. The fighter is allowed a saving
throw with a +7 modifier. The illusionist must also
save, guining only a +3, The fighter's die roll is 15,
which saves (15+7 = 22); the illusionist’s dic roll 1=
2 16 which, while close, fails (16+3 = 19). The illu-
shonist becomes trapped 1n his own maze spell,

Once a spell is turned, the effects are divided
proportionately between the two targets. I the
spell causes damage, determine the damage nor-
mally and then assess the amount 1o each accord-
ing to the percentage determined, rounding
fractions 1o the nearest whole number. 1f a spell
cansed 23 points of dumage, and 30% of it was
turned, the intended victim would suffer 16 points
of damage, while the custer would saffer 7. Dura-
lions are affected in a similar manner. In the
above case, the spell duration would be 30% of its
normal length for one character and 70% for the
other. The effect of permanent spells for both
charuclers remains unchanged,

Some spells affect n certain number of levels,
When one of these is aimed at the ring wearer, the
spell must be able to affect as many levels as the
wearer and the spellcaster combined. 1T this con-

dition is fulfilled, then the procedure above

applies. A ring wearer who wants to receive a
spell must remove the ring of spell turning 10 be
able 1o do so.

If the spellcaster and spell recipient both wear
spell urning rings, a resonating ficld 1= set up,
and one of the following results will take place.

of Spell “Turning”
XP Value: — G Value: 2,000

PouyiEDeos Magurine 156
This platinum ring. figured with a “T™ rune, radi-
ales a fant dweomer (extremely faint) but dis-
plays no other capabilities under ordinary
circumsiances. When a spell is cast al its wearer
by & hostile apellcaster, however, the ring reveals
its true power. In a clear voice, it says “Turning.
Tee. You. Arr. En. Eye. En. Gee. Tuming.” This
ring was originally planned at one of a matched
pair, but the wizard was not sure how many Rs
there were in “storng,”

XP Vulue: 1,600
The Hidden Shrine of Tamowchan

This golden ning is the size of a bracelet and was

either a ning, carmng, or other piece of stone giant

jewelry, The ring contains rock magic and appears

to have a value of 1,250 gp. When this ring is

GP Value: 7,000

Roll  Effect worn, it gives the wearer the power of the ring in
01-70  Spell drains away without effeet. a magical touch and also makes the new owner
71-80  Spell affects both at full effect. immune to that touch. The first three times this
£1-97 Both rings permanently lose their ring is used it turns fTesh fo stone as the spell. IT

IMagIc. this power it used against stone creatures (mchod-
98-00 Both individuals go through a rift inte ing elay golems, stone giants, earth elementals,
the Positive Material Plane and creatures with a stace spell cast on them) the
440w
= B S

1001




Ring of Strenpgth

M

beings save at +2 and, if successful, the Ang turns
the wearer to stone, no saving throw allowed.
Each time this power is used the ring will
decrease 200 gp in value. After the three initial
charges are used. the ring becomes a ring of
stone shape (15 cubic feet). Each time this
made is used, the ring devalues by 50 gp. When
the value of the ring is reduced to 0, the ring
turns to lead.

of Strength
XP Value G Value
Str 18/00: 1,500 7,500
Sir 19: 2,000 T, 000
Swr 20: 2,500 15,000
Cursed: 3,000
Old Empires

This ring, made from the finger bone of a stone
giant, gives its wearer exceplional strength.
Those who wear a ring of strength gain the fol-
lowing Strength (depending on which ring they
have):

Roll  Strength

01-35 18400
665 19
66-80 20
B1-00  Cursed

A ring of strength may be worn by all classes,
A cursed ring has the equivalent Strength of 21,
but if the wearer is in melee, cnemiex are seen as
friends, and [riends are attacked as encmies. A
ring of strength is nol cumulative with other

Strength enhancing magical ilems.

of Survival
XP Value: 6,000 GP Value: 30,000
DimGeons & Dracoss Rules Cyclopedia

The wearer can survive without air, food, or drink
while the ring i8 worn by using the charges con-
taned withan 11, The ring contains 1d100+100
(101200 charges when found, By spending one
charge, the user needs no food or drink for 24
hours. Survival without air requires one charge
each hour. The ring turns black when five or
fewer charges remain,

of Sustenance
XP Value: 500 GP Value: 3,500
umacrom Masten Guide
This magical ring provides its wearer with life
sustnining nounishment even though he or she
might go for days without food or drink. The ring
also refreshes the body and mind, so that its
wearer needs to sleep only two hours per day to
gain the benefit of eight hours of sleep.

The ring must be worn for a full week in order
to function properly. IT it is removed, the wearer
immediately loses its benefit and must wear it for
another week to enable it to reattune itsell. Afler
functioning for any period of seven consecutive
days, a ring of sustenance will cease to function
for a week while it replenishes itself.

of Sustenance 11
XP Value: 500 GP Value: 3,500
Land of Fate

Also called the ring of the camel, it functions as
noled wbove with the added note that the individ-
ual still suffers the detrimental effect of wearing
armor in the heat us regards negative modifiers to
combat and proficiency checks, but otherwise
does not need water or food for a number of days
equal 1o his Constitution. At the end of that time,
the individual suffers all normal effects.

of Swimming

XP Value: 1,000 GP Value: 5,000
Dunceos MasTER Guide
A ring of swimming bestows upon the wearer the
ability to swim at a full 21 base speed. (This
assumes, of course, that the wearer is clad in gar-
ments appropriate for such activity.) The ring fur-
ther enables the wearer 1o dive up to 50 feet ino
water without injury, providing the depth of the
waler is at least 1% feet per 10 feet of diving ele-
vation. The wearer can stay underwater for up 1o
four rounds without needing a breath of air. Sur-
face swimming cun continue for four hours
before a one hour (Noating) rest is needed. 1t con-
fiers the ability to stay afloat under all but typhoon
conditions,

Tasslehoff’s Magic Mouse
XP Value: 200 GP Value: 1,000
DrAGONLANCE Adventures
This ring 15 made of white ivory with two red
jewels that resemble the eyes of a mouse. Magical

rings of thix type are generally designed by
w1
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apprentice wizards learning how 1o create magi-
cal objects. Thus their use is relatively common
(at least among wizards) and of litile practical
value.

Undoubtedly designed by some apprentice in
order to escape observation (and possibly eaves-
drop on conversations), the magic is activated by
placing the ring on the finger. The wearer
instantly becomes a white mouse. In order to
return to his proper shape, the wearer merely
wills it s0.

of Telekinesis
XP Value GP Value
25 1ba: 2000 10,000
50 1bs: 2500 12,500
100 Ths: 3000 15,000
200 Ibs: 3500 17,500
400 ths: 4000 20,000

Duscigos Master Guide
This ring enables the wearer to manipulate
objects in the same manner as the Sth-level wiz-
ard spell, refekinesis. The amount of weight the
wearer can move varies, Roll percentile dice 1o
find the strength of the ring:

Roll  Effect

01-25 25 pounds maximum
26-50 50 pounds maximum
51-90 100 pounds maximum
5%0-99 200 pounds maximum

00 400 pounds maximum

Teleportation
XP Value: 2,000 G Value: 15,000
PowyHEDRoS Magarine 117
This enchanted ring commonly has 3d10 charges
when found. The ring’s gem is a deep blue spindle
worth 500 gp if sold as an ordinary gem. The gem
1s casily separated from the ring and placed any-
where the ring’s user may wish to be transported
ol a later time. By expending one charge, the
wearer of the ning is releported without error o a
safe location within 5 feet of the spindle. The
gem can be retrieved and reused as long as the
ring retains at least one charge. 1f no safe location
exists near the location of the gem (say, if it is

buried under 10 feet of earth or is inside a burn-

ing building), the ring expends four charges and
nothing happens. The gem must be obtained in
order for the ring to work again.

\ Ring of Thunder -

Thal's Ring of Mind Shielding

XP Value: 300 GP Value: 1,500
1992 Famtasy Collector Card 135

When Thal wears this ring, he is completely
immune to ESP, detect lie, know alignment, and
mind fog spells. However, there Is a 15% chance
each time one of the previously mentioned spells
is cast at Thal that he will lose the last 24 hours of
memory. So far, he has not made the connection
between these black outs and the ring. He is gen-
erally confused about where he is and why.

of Three Wishes
XP Value GP Value
Full Wish: 4,000 20,000
Limited Wish: 3,000 15,000

Doy MasTen Guide
This ring contains three wish spells instead of a
variable number. It is otherwise the same as a
multiple wish ring except that some three wish
rings contain only limited, wish spells.

Roll  Wish Type

01-25  Limited wish ring
26-00  Full wish ring
Three Witches
XP Value: — GP Value: 6,000
Pouviienmros Magaeme 35

Rather self-explanatory. It looks like any other
magical ring and, if detection is performed, it
radiates a dweomer. If summaoned or commanded
to function or if a wish is made upon it, three
chaotic evil witches (each a 20th-level wizard)
issue forth and wreak havoe.

of Thunder

G Value: 20,000

Old Empires

This charged magical item was a gift to Jurnal, a
high priest of Anhur, from his friends in the
priesthood of Thoth several centuries ago. It was
almost certainly crafted by Awnthoth, an incarna-
tion of Thoth. The ring is silver with a lien's face
and topaz mane engraved in gold.

Thiz ring 1= a powerful defensive and offensive
weapon. It can emit a bolr af lightning that
inflicts 10d6 points of damage (successfil saving
throw vs. spell cuts the damage in half) per round
1o all creatures in a 10-foot mdius except the ring
wearer. Each charge lusis one turn; a ring of thun-
der typically has 6d6+25 charges.

XP Value: 4,000

Lot

/
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~ Ring. Tikas ,

Tika's

GP Value: 20,000
Dragons of Faith
To Tika, thig ring {worn on a necklace) is but a
memento of her futher. She has never discovered
its gecrel. In times of stress, she slips on the ring,
asking for her father's guidance. Unbeknownst to
Tika, this activates the ring for the duration of the
current problem. The DM may reveal its powers
in other ways.

It is both a ring of protection +2 and a ring of
protection from the elements. In its latter func-
tion, it halves all damage from fire, cold, hght-
ning, air, and water. It also makes the wearer
immune 1o the effects of up to 3 Hit Dice of non-
magical damage from the natural elements,

XP Value: 4,000

Tongues
XP Value: 1,000 GP Value: 5,000
Potvieomos Magarine 117
The wearer of this magical ning can understand,
read, write, and spcak any language known by
any creature within 30 feet of the ring, as long as
that ereature stuys within the area of effect. Two
rings of this sort within 30 feer of each other
automatically cuncel each other out. Additionally,
it is possible for o character wearing this ring to
lewrn u language where the leaming is warranted,
as by an increase in Intelligence or an increase in
available nonweapon proficiency slots; half the

normal time for this is required.

of Trobriand
XP Value GP Value
Magter: 2,000 10,000
Normal: 1,000 5,000

The Rulns of Undermountain

These magical rings are the creation of Thro-
briand, an apprentice of Halaster and creator of
the metallic scaladar. The rngs allow mental con-
tact and command of any scaladar within 100
feel. The rings of Throbriand also protect the
wearer from attack by any scaladar, regardiess of
its orders; the ring causes the scaladar to shut
itself off for 1d12 turns immediately upon contact
with the wearer. The only exceptions to this effect
are scoladar under the command of Throbriand &
masier ring of the Sealadar. Throbriand's ring
can override any scaladar’ orders and issue new
commands from a distance of 500 feet.

The master ring temporarily locks out all
other orders as the scaladar pursucs the objec-

tives given by Throbriand and cancels the shut-
down effect of a minor ring. Throbriand has
eliminated hated ex-apprentices as well as rival
wizards by attacking them with theirr own seal-
adar forces,

of Truth

XP Value: 1,000 GP Value: 5,000

Duvcros Master Guide
There 1s hitle doubt that wearing a ring of truth is
a mixed blessing. The wearer can detect any lie,
but is unable to tell any sort of falsehood himself.
IF the wearer tries to tell a lie, he or she can speak
only the literal truth instead. On the plus side, the
wearer is able to discern the last lie told by
anether—in fact, the power of the ring causes the
voice of the liar to rise to a falsetto,

If the wearer of the ring encounters magic
that enables falsehoods 1o be spoken withom
detection (such as an underectable fie spell or a
philter of glibness), no lie is detected. However,
the ring wearer is unahle to hear the voice of the
person so influenced, whether or not he or she
is trying to listen. This, of course, reveals the lie
indirectly.

Truth 11
XP Value: 1,500 GP Value: 5,000
Powyiinieon Magszine 91
Most often found in the form of an unadorned
band of copper or silver, this ring is a scourge to
all forms of deception. The ring allows its wearer
to detect lie automatically and also acts as a true
seeing spell up 1o three times per day on mental
command of the wearer,

The ring has certain side effects that may man-
ifest themselves upon the wearer. Any character
wearing the ring of fruth cannot knowingly lie or
participate in a deception without immediaiely
suffering 144 points of damage and having his or
her vocal cords paralyzed for 1d10 rounds, ren-
dering the character mute for that length of time,
If the wearer is a spellcaster, any illusion or phan-
tasm spells cast while weanng the ring automati-
cally fail.

of Truthfulness
XP Value: 500 GP Value; 2,500
Dumigitsons & Dieacons Hules Cyelopedia
This item claims to be a ring of truth when waorn,
but actually it functions differently. When the

weearer {irst tnies 10 determine the truth of a state-
It

J

\

1004




~ Rumg of the Vimer _.

menl, the statement will appear to be true—bul
after that, the wearer is unable to lie, The wearer
must provide full and completely true answers o
any question asked so long as the ring is worn. He
cannol remove the ning until a remove curse is
applied by a caster of at least 26th level.

of Truthlessness
XP Value: 1,000 GP Value: 5,000
Dunceoss & Dwaooss Rules Cyvelopedia
Thig tem also claims 1o be a ring af rruth when
worn, but it functions in a manner opposite that
of a ring of truthfulness—that is, the wearer is
unable to tell the truth and must lic at all times,
The ring cannor be removed until & remove curse
spell, cast by a caster of at least 26th level, is

applicd.

of the Valiant
XP Value: 5,000 GP Value: 35,000
PowyHmmoN Mewsgine 82

These plain, silver bands are engraved in Ancient
Elvish with the names of the wizards who created
them. Once the property of an arder of holy war-
niors, only 12 of the rings are known to survive,
Ench ring has the power (o assume the shape of
any melee weapon in which the wearer is profi-
cient. The wearer simply concentrates on the
weapon to be created. These weapons are +2
unless they are in the hands of a paladin. In that
case, the nngs always form holy avengers. The
created weapons cannot be affected by dispel
magic. A rod af cancellation forces them back
into ring form for one full day.

Once o ring of the vallant has been placed on a
finger, it only can be removed by a limited wish,
with, or the wearer'’s death.

of Vapors

XP Value: 4,000 GP Value: 35,000

PocyuEosos Magasine 117
The origin of this unique ring is held in much dis-
puied, but most wizands agree that a powerful fig-
ure among the air elementals had a hand in 11s
creation. The ring appears as a small circlet of
misly vapors that continually shift and change;
the ring, however, s solid. Any charaeter wearing
the ring gains the following abilities:
* Fly (120 yds.) at will
* Stinking cloud once a day.
* (Mscurement once a day,
* Wind walk three times a week.

= Wind wall three times u week,

v Aerial servant twice o week.

* Cloudkill once a week.

» Summon aid from Elemental Plane of Air once
per month. If wearer’s alignment is good, a
djinni 15 summoned; if newtral, an 8-HD mir
clemental; if evil, a mihstu is summoned.

All elTeets are at 16th level. Summoned mon-
sters remuin with the summoner for 4d4 rounds,
after which they depart. They do not attack the
summoner unless attacked first, and act in a
friendly and helpful manner during the time they
are present, The wearer also receives a penally
on saving throws vs. fire, against which he or
she saves at -2 and tukes +| damage per die. li
is possible that the maker of this ring is still
hunting for it

Varlo’s Ring of Feather Falling

XP Value: 1,500 G P Value: 7,500
1992 Fantasy Collector Card 269
Varlo'’s ring imitates the feather falf spell a bit dif-
ferently than other rings of its kind. It creates a
10-fool, cubic area of effect, allowing not only
Varlo, bul everybody and everything within 3 feet
to feather fall with him. The area is defined when
he grasps the ring and twists it around his finger.
All'people and objects within the area of efTect
must then leave the high point together with
Varlo. Varlo can also remaun alofi for five rounds
by constantly puffing downward while air-
borne—this simulates a picee of down that is car-
nied on the wind,

of the Vizier
XP Value: 1,000 GP Value: 5,000
PotyHEmsoN Magarine |79
This ring is similar to the message ring in that
when the command word is spoken, the face of
the wizurd who created the ring appears in
gem, und speaks a message up to one minute
long. Only the wizard's face and message may
appear, and the message may not be changed. A
normal message may be “The bearer of this
ring is my servant, and you should follow my
instructions in the matler we discussed,” but it
could be a direct order, a plea for rescue, ar
mztructions to find a buried tomb. Note that
the individual who appears o be the vizier’s
servant may be revealed 1o be otherwise (such
as the discovery that the wizard being quoted

has been dead for a decade, or shows up won-
Al

/

1003

N

I —



Ring, Warding

L e e i e L T L R

ﬁ

dering who has been acting in his name), More
importantly, the wizard who created this ring
may imbed in it a single spell of the 5th level or
less. The spell may be used up to 10 times
before it is exhausted, and it is cast al the wiz-
ard’s level (usually of level 1d6+14). The mes-
sage may reveal the nature of the spell, possibly
in code or riddle.

Warding
XP Value GP Value
Mormal; 1,500 7.500
Stoneskin: 2,000 100, 0300

PolyHEDRON Magazine 179

This ring prevents any one physical attack each
round from reaching its wearer, but costs one
charge (two if attacker was using a magical
weapon). The ring has a maximum of 20 charges;
when an attack takes the final charge, the ning's
stone shatters. The nng may simply deflect the
attack toward another character, in the case of
very powerful opposing magic. Optionally, the
ring might function like the wizard's stoneskin
spell,

of Warmth

XP Value: 1,000 GP Value: 5,000
Duncieon Master Gude
This ring provides its wearer with body heat even
in conditions of extreme cold where the wearer
has no clothing at all. It also restores damage
caused by cold at the rate of one point per turn, It
provides a saving throw bonus of +2 vs. cold-
based attacks, and reduces damage sustained by
=1 per die.

of Water Adaptation
XI Value: 2,500 GP Value: 12,500
Cuagmire!
This is a ring of elemental adaptation for water.
The wearer of this ring can freely breathe, see,
and move through water as il il were air.

of Water Walking
XP Value: 1,000 GP Value: 5,000

DunGEoN Master Gude
This ring enables the wearer to walk on any liguid
without sinking into it—this includes mud, quick-
gand, oil, running water, and ¢ven snow. Up 1o
1,200 pounds can be supported by a ring of warer
walking, The ring wearer’s feet do not actually
contact the surface being walking upon {but oval
depressions about 1% inches deep per 100 pounds
of weight of the walker will be observed in hard-
ening mud or sel snow). The wearer moves at a
normal movement rate.

of Water Walking I1
XP Value: 6,000 GP Value: 30,000
The Mimroghed Guilds
A ring af water walking can be crafted from a
pearl fragment. Not only can the ring’s wearer
walk on water, but so can anyone in physical con-
tact with wearer.

of Weakness
XP Value G Value
Berserk Strength: — 1,504
Weakness: — 1,000

Dumiceoxn Master Guide
This cursed ring causes the wearer to lose | point
of Strength and | point of Constitution per turn
until the individual reaches 3 in each ability. This
loss is not noticeable until the individual becomes
aware of the weakened state through some exer-
tion (such as combat or heavy lifting). The ring

can also make the wearer imvisible at will (at the
s
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cost of double the standand rate of Strength and
Constitution loss), When the alfected abilines
reach 3, the wearer will be unable (o function,

Points lost from the ring are restored by rest on
» one-for-one basis, with | point of each ability
lost being restored in one day of rest. The ring of
weakness can be removed only if a remove curse
spell, followed by dispel magic, is cast upon the
fing.

There is u 5% chance that this procedure will
reverse the ring's effect, changing It to a ring of
berserk strength. This increnses Strength and
Constitution at a rate of | point per ability each
turn, to a maximum of 18 each (roll percentile
dice for bonus Strength if the wearer is a war-
rior). However, once 18 is reached in both abili-
tics, the wearer will immedintely melee with any
opponent met, regardless of circumstances,
Berserk strength is lost when the ring 15 removed
(by casting remove curse), us are Constitution

points gained.

White Copper Ring of Fire
XP Value: 1,000 GP Value: 5,000
Secrets of the Lamp

This unigue item was forged by the djinn 1o help
them against the efreet. When worn by a wizard
or other spelleaster, any fire spell cast produces a
white-hot flame rather than a red or orange fire.
These flames draw on the encrgies of the Positive
-Plane as well as the Plane of Fire and cause an
additional +1 point of damage per die o evil
creatures or those drawing energy from the Nega-
live Plane, Creatures normally immune to fire
uttncks suffer normal damage when the caster
wears the whire copper ring.

of Windwarding
XP Value: 1,000 GP Value: 5,000
Old Empires

When this ring 15 worn, an area of protection, 10
feet in radius, 15 created around the bearer, The
wearer is protected from all winds. All within its
area of effect are shiclded from wind storms, gusr
of wind spells, and attacks by air elementals. If
the wearer is caught in the muddle of a sandstorm
or a blizzard, this ring prevents the wearer from
being affected.

Rng. Wirro's Ring of Compulsions -

of Winter

XP Value: 40,000 GP Value: 200,000

1992 Fantasy Collector Card 407
Mystery shrouds the true powers of this fabled
artifact. The ring of winter is rumored to have the
magical might to grant ils wearer immartaliny,
change its appearance al a mere thought, and
even bring a new Ice Age down upon the Western
Realms. Cyric (now god of death), Kelemvor
Lyonsbane, Princess Alusair, and Artus Cimber
have hunted for the ring In recent years.

of Wizardry
XP Value GP Value
Doubles 1st: 4,000 50,000
Doubles 15t & 2nd: 4,400 54,000
Doubles 15t thru 3rd: 4,600 56,000
Doubles 2nd: 4,200 52,000
Doubles 3rd: 4,800 8,000
Daoubles 4th: 5,000 60,000
Doubles dth & Sth: 5,400 4, 000
Doubles Sthe: 5200 62,000

DumcEos Mastie Guide

This ring doubles the number of spells a wizard
may prepare each day in one or more spell levels.
Only wizardz can benefit from a mimg of wizardry,
Other classes, even those with spell ability, can
neither use nor understand the working of such a
ring. To determine the properties of a given ring,
use the table below:

Roll  Ring’s Effect
01-50  doubles 1st-level spells
51-75  doubles 2nd-level spells
T6-82  doubles 3rd-level spells
K388 doubles 1st- and 2nd-level spells
§9-92  doubles 4th-level spells
93-95  doubles Sth-level spells
96-99  doubles 1s1- through 3rd-level spells

00 doubles 4th- and Sth-level spells

Wizzo's Ring of Compulsions*
XP Value: — GP Value: 1,000
Porvienron Magneine 82
This type of ring may compel the wearer to per-
form certain uncxplained actions. It can be
removed easily al any ume—but the wearer will
not want 1o remove the ring for any reason. Any-
one wearing one of these rings becomes
extremely possessive of it and will not voluntanly
allow anyone else to touch it Anyone who wants

to see the ring is suspected of wanting to steal it,
)
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Ring of X-Ray Vision ’

and the wearer gither attacks that character or
attempis 1o flee, depending on the circumstances.
i Assign a 50% chanee for either outcome if a ran-
dom determination is desired.) A remove curse
spell halts the compulsion long enough for the
wearer 1o allow it to be removed.

There is a 5% chance per waking hour that the
ring compels its wearer to do something. Listed
below are the compulsions the ring can cause
{roll 1d10)

Roll  Result

| Sleep for 1d6 turns
Act intoxicated for 1dé turns.
Act in an amorous fashion toward the
nearest character of the opposile sex, or
the next one encountered, for 1d4 turns,
4 Fight for 1d6 rounds against the nearest

el Bl

While under compulsion, the ring wearer does
nothing except try to fulfill the compulsion. If
interrupled, the wearer becomes very hostile
These rings function primarily as other com-
monly lound rings, free action, protection, water
walking, and the like. That is, the compulsions
provide an unusual variation for otherwise com-
mon magical rings. Gold piece values are the
same as those for the cormmon rings, but the ring,
being somewhat cursed, awards no experience
points,

of X-Ray Vision

XP Value: 4,000 GP Value: 35,000
Dussomos MasTer Guide
This ring gives its posscssor the ability 10 see
mnto and through substances that are impeneétra-
ble to normal sight. Vision range is 20 feet, with
the viewer sceing us il he were looking at some-
thing in normal light. X-ray vision can pene-
trate 20 feet of cloth. wood, or similar animal or
vegetable material, and up to 10 feer of stone or
some metals (some metals can’t be penerrated
at all);

Material Thickness
Substance Penetrated per  Maximum
Scanned Round Thickness
Animal matter 4 20
Vepetable matter 2'y 20
Stone If 10
Iron, Steel, etc. 1* 107
Lead Gold, Platinum —

It is possible to scan up to 100 square feet of
area during one round. Thus, during one turn,
the wearer of the ring could scan an area of
stone 10 feet wide and 10 feet high. Alterna-
tively, he could scan an area 100 feet wide and |
foot high.

Secret compartments, drawers, recesscs, and
doors are 90% likely to be located by X-ray

charucter, vision scanning. Even though this ring enables its

5 Wander about, looking at the scenery for  wearer to scan secret doors, traps, hidden items,

1d6 rounds, and the like, it also limits the use of the power, for

6  Takea bath. it drains | point of Constitution if used more fre-

7 Cook and cat a good meal. quently than once every six turns. If it is used

8  Talk for 1d6 rounds three turns in one hour, 2 points are lost from the

9  Change clothes. total Constitution score, 3 if used four turns, and
10 Find and insult the nearest monster over S0 O,

3 HD (the search, and the compulsion, The loss of Constitution is recovered at the

last for no more than |0 minutes). rate of 2 poimts per day of rest. If Constitution

el
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reaches 2, the wearer is exhausted and must rest
mmmediately. No activity, not even walking, can
be performed until Constitution returns to 3 or
better.

Robe

Robes are loose fitting outer garments usually
long enough to reach to the ankles. Robes often
have long, wide sleeves, amached hoods, and
many are worn with a belr. Buttons, ties, or pins
can keep the robe firmly wrapped around the
wearer even in high winds. Many robes are
large enough to allow the user to wear armor
tinderneath,

Roll  Robe Type
01-05  Caftan
U6-11  Cape

12-16  Chador

17-21 Cloak
12-26 Coat
17-31 Common Aba
1337  Common Robe
1842 Dolman
4347 Embroidered Robe
48-53  Happi
458 Ho
39-63  Kaftan
M-68 Kimono
69-74  Kosode
7579 Jellaba
80-84  Mino (straw raincape)
85-89 Poncho
o-95 Robe
B6-00  Sumptuous Aba

Aba of the Desert

XP Value: 1,000 GP Value: 5,000

Poryiennos Magazine |79

This magical garment of the desert tribes pro-
vides the wearer with the effects of a cool strength
spell, allowing comfortable movement in the
desert. However, no armor other than leather may
be worn with this aba. Among desert peoples, if a
tribe possesses an aba of the desert, it is used by
the aged or infirm to ease their discomfort in the
desert heat.

Aba of Displacement
XP Value: 3,000 GP Value: 15,000
Pouviicosos Magazine 179
These items are much the same as the magical
cloaks of the same name (see Cloak). Like the
aha of the desert, an aba of displacement cannol
be worn with armor heavier than leather.

Aba of Protection
XP Value: |,000/plus GP Value: 5,000/plus
PouriEneos Magarine 179
These ilems are much the same as the cloaks of
the same name. Like the aba of the deserr, they
cannot be worn with armor heavier than leather,

Agitator

See Robe of Blending

of the Archmagi
XFP Value GP Value
Ewil: 6,000 65,000
Good: 6,000 65,000
Neutral: 6,000 65,000

Dusiapon Masten Guide

This garment looks quite normal. It can be white

(45% good alignment), gray (30%—neutral,

but neither good nor evil in alignment), or black

(25%—cvil alignment). lts wearer gains the fol-

lowing powers:

It serves as armor equal to AC 5.

* The robe confers a 5% magic resistance.

+ Jradds a +1 bonus to saving throw scores.

+ The robe reduces the victim’s magic resistance
and saving throws by 20%/—4 when the wearer
casts any of the following spells: charm mon-
ster, charm person, friends, hold menster, hold
persan, palvmorph other, and suggestion.

The color of a robe of the archmagi is not
determined until it 1s donned by a wizard. If a
white robe 15 donned by an evil wizard, he or she
suffers 11d4+7 points of damage and loses
18,000-51,000 expericnce points at the DM's dis-
cretion. The reverse is true with respect to a black
robe donned by a good aligned wizard. An evil or
good wizard putting on a gray robe, or a neutral
wizard donning either a white or black robe,
incurs 6d4 points damage, a 6,000-24,000 XP
loss, and 12 moved toward the alignment of the
robe (feels an urgent need to change alignment to
that of the robe; trying to maintain the old one
takes considerable effort).
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Robe of Blending
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of Blending
{Agitater)

XP Value: — GP Value: 4,000
PowyHeEDRON Magazine 35
This robe radiates a dweomer if that is detected
for, but it is otherwise indistinguishable from any
of the other magical robe (optionally, a fragment
of a label with “Ost . .. “or™. . . isinart™ might be
found on careful examination), When the robe is
worn, its true nature hecomes apparent to the
wearer as a type of mobile blade barrier with
three buttons near the clasp—blue (mix), vellow
{puree), and red (blend). Unfortunately, what is
not apparent to the wearer is that the blades form
on the inside of the robe, turning the individual
{briefly) into a real mixmaster.

of Blending 11
(3-speed)

XP Value: — GP Value: 4,000

POLYHEDRON Magazine 156
To all appearances, this is a perfectly ordinary
robe. If the clasp is examined closely, however, a
sliding switch with four settings (including “off™)
is revealed. “Chop™ does 2d10 points of damage
o the wearer, “mix"” does 4d12, and “liquefy™
makes you sick just thinking about it,

of Blending 111

XP Value: 3,500 GP Value: 35,000
Duncizos Master Guide
This seemingly ordinary robe cannotl be detected
by magical means. When it is put on, however,
the wearer knows that the garment has very spe-
cial praperties. A robe of blending enables its
wearer to appear (o be part of a rock wall or a
plant—whatever is appropriate. It can even make
the wearer appear to be a creature of his or her
choice.

The rabe does have its limits—it does not
make 1ts wearer appear to be more than twice
normal height or less than one-half normal. It
does not impart vocal capabilities, neither under-
standing nor imitating the creature the wearer
looks like. (In situations where several different
forms are appropriate. the wearer is obliged to
state the desired form in which the robe is to
camouflage him or her.)

Creatures with exceptional (15+) or better
Intelligence have a 1% per Intelligence point
chance of detecting something amiss when they
are within 30 feer of someone disguised with a

rihe af blending. Creatures with low Intelligence
or less and 10 or more levels of experience or Hit
Dice have a 10% chance per level or Hit Die of
likewise noting something unusual about a robed
character. {The latter 13 cumulative with the for-
mer chance for detection, so an 18-Intelligence
wizard of 12th level has a 30% chance—18% +
12%—of noting something awry.) After an initial
check for each eligible creature, successive
checks should be made every turn after that, if the
same creatures are within the 30-foot range. All
creatures acquainted with and friendly to the
wearer se& him or her normally.,

Caftan of Protection
XP Value: 1,000/plus GF Valoe: 5,000/plus
Porvuenros Magazine 179
These items are much the same as the cloaks of
the same name (sce Cloak), Like the aba of the
deseri, they cannot be worn with armor heavier

than leather.

Diirinka’s
XP Value: 9,000 GP Value: 45,000
Monster Mythology
The avatar's magical robe allows him to draw up
to five magical strands per day and use them for
touch attacks when handheld. All saves are made
with a —4 penalty.

Strand Effect
White Slay living
Gray Divinieprate
Black Destruction
of Drying
XFP Value: 1,000 GP Value: 5,000

PoLyHED®OoN Magazine 30
The robe of drving removes all the moisture from
the skin of a human-sized user. This robe was cre-
ated by Orlow to dry himself quickly on cold
winter mornings, It operates similarly 1o the rag
af drying, hut works once a day on less than a
quart of water.

of Eyes
XP Value: 4,500 GFP Value: 50,000
DunaeoN Master Guide
This valuable garment appears to be a normal
robe until it is put on. [ls wearer is able to “see™ in
all directions at the same time due to scores of

magical “eyes” that adorn the robe. The wearer
447
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Robe, Jellaba of Fyves

also gains infravision 1o 120 feet range, and the
power Lo see divplaced or out of phage objects and

creatures in their actual positions, The robe of

¢yes sees all forms of invisible things within a

240-foot normal vision range (or 120 feer if

infravision is being used).

Invizibility, dust of disappearance, robes of
blending, and improved invisibility are nol proof
against observation, but astral or ethereal things
cannot be seen by means of this robe. Solid
objects abatruct even the robe’s powers of obser-
vation. [llusions and secret doors also can't be
seen, but ereatures camouflaged or hidden in
shudows are easily detected, so ambush or sur-
prise of n character wearing a robe of eyes is
impossible,

Finally, the robe enables its wearer to track as a
1 2th-level ranger. A light spell thrown directly on
a rob¢ of eves blinds it for 1d3 rounds; continual
light for 2d4 rounds,

Ghastrobe
XP Value: 4,000 GP Value: 24,000
luz the Evil
Usable by priests or wizards, the ghasirobe has
the traditional black or bloodstained-white design
of robes worn by priests of luz. It confers a base
AC 4 protection on its wearer as if o ghast.

Undead are antomatically nonhostile to charac-
ters wearing ghastrobes, who treat them as if
under the effects of a wraithform spell. Pricsts
and clerics attempting to command undead are
treated as two levels higher than normal for the
purposes of such commands when they wear this
magical mem,

In addition, the wearer of a ghastrobe radiates
a stench identical to that of ghasts, and can create
paralysis by touch three times a day with a dura-
tion of 1d10 turns. A normal saving throw vs
paralyzation applics.

of Holding
XP Value: 1,000 GP Value: 5,000
PoLviiEnkon Mewszine 61
This magical robe looks like any other normal
robe, but with many pockets (1420+10). Each
pocket has a permanent deeppockets spell.

H™Vevk's Robe of Immediate Access
XP Value: 3,000 GP Value: 15,000
Egp of the Phoesia
This robe allows the wearer to access objects pre-
viously stored in a corresponding M Fevk s cav-
ernons cabinet, ineluding apell components,
weapons, and spell books, The robe’s four pock-
13 each correspond (o a shell’ in the cabinet. The
wearer must consciously think about what 1=
being sought, otherwise the effect is that of
reaching into a bag of devouring. Use is not

restricied to wizands

Jellaba of Concealment
XP Value: 1,000 GP Value: 5,000
Povyirnmon Magaeing 179

This overgarment 18 similar in function to the
cloak of elvenkind. 1t may be worn over any lype
of armor. OF the cloaks, B0% are from human-,
elf-, or half-elf sized individuals; 15% are for
smaller (dwarf, gnome, halfling, goblin, or
kobold) individuals; and 5% for larger (ogre,
gnoll, or hill giant) individuals.

Jellaba of Eves
XP Value: 4,500 GP Valae: 40,000
PoLyHipeos Magazing 179
This jeballa is exactly like the robe of epes.

™
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- Robe, Mellifleur's Robe of Stan __

Jellaba of Scintillating Colors
XP Value: 2,750 GP Value: 25,000

A Dozen and One Adventures
This item operates like the robe of the same
name,

Kaftan of Ogrishness

XP Value: GP Value: 3,000
Mordenkanen’s Fantasne Adventure
When worn, a peculiarity is soon noticed by the
wearer, After a character wears the gurment for
one full day, he or she starts having cruvings for
progressively rawer meat, and is heard to mumble
aceasionally while leering at others. From lime (o
time, the wearer is seen to be drooling. The
wearer still remembers his or her duties and com-
panions, although speaking with friends less and
less frequently.

The kaflan is easily removed. If the wearer of
this item removes it before the end of three days,
the efTects ure reversed and the character returns
10 normal within 1d6& hours. Otherwise, the char-
acter is subjected to the full effect of the kaftans
clirse,

The Curse of the Kaftan: On the second day
of wearing the garment, highly noticeable physi-
cal and mental effects become apparent. The
character's bulk increases by 20 to 50 pounds,

height increases to 6 feet or 1d12 inches (if the
character was originally under that height); the
eyes appear squinty and filmy, the tongue is pur-
plish-brown, the nose is longer and rubbery, the
skull more bulbous, the talk slower and more gutl-
tural, and the walk is reduced 1o a stiffer, more
lumbering gait. Strength increases to 18/00, but
Intelligence and Wisdom decline by 6 points
cach, or to a score of 7, whichever is lower. Dex-
terity drops to 6 -1d3, Constitution remains
unchanged, and Charisma changes 1o a range
from -3 to 2 (1d6 roll).

During this time, the wearer barely remembers
events of only one or two days previous. His or
her mistrust of other greatly expands—there is a
50% chance that the victim wanders off, not
trusting associates any more. Once departed, the
victim either avolds or attacks former compan-
ions (50% chance of each) if they approach. On
the third day, wearing the kaftan, the victim irrev-
ocahly becomes a full-fledged ogre. All previous
knowledge and lifetime experiences are wiped
clean. The victim thinks, acts, ¢ats, does all
things, as an ogre. Alignment, of course, changes
1o chaotic evil. Nothing less than a wish or divine
intervention eun restore the character to his or her
former sell.

Marion's Robe of Blending

XP Value: GP Value: 30,000
1992 Fantasy Collecior Card 149
Marion Robinsdottir’s robe was a normal robe
of blending until she entered Darkon. Ravenlofi
cursed it and changed its function. Now, she
cannot remove it for more than one turn withoul
experiencing extreme pain, as if she were freez-
ing to death. Secondly, it functions normally
only during daylight hours—during hours of
darkness, it becomes a robe af contrast, chang-
ing color and texture to set it apart from its sur-
roundings. Finally, due to itz magically
contrasting nature, this sirange robe temporar-
ily becomes a good-aligned nem when touched
by evil creatures, inflicting 1d10 points of dam-
age per touch,

Mellifleur’s Robe of Stars
XP Value: 6250 GP Value: 60,000
Monster Mythology
The avatar wears a robe of stars that can act as a
rohe of scintiilating colors when he so wills.

adag
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g Robe of Powerlessness

of Powerlessness

GP Value: 1,000
DumGeon Mastir Guide
A rahe of powerlessness appears to be a robe of
another sort, and detection can discover nothing
more than the fact that it has a magical aura, As
goon as a character dons this garment, he or she
drops 1o 3 Strength and 3 Intelligence, forgetting
all spells and magieal knowledge. The robe can
be removed casily; to restore mind and body, a
remove curse and then a heal spell must be cast

XP Value: -

of Protection

XP Value GP Value
AC 0: 6,000 ), b0
AC 1: 5,000 500,000
AC 2: 4,000 40,000
AC 3: 3,500 35,000
AC 4: 3,000 30,0060
AC 5: 2,500 25,000
AC 6: 2,000 20,000

id Empires
These robes were typically worn only by the
priests of Horus-Re, but they are now worn by
pricsts of many different religions. They are said
io be sewn by the priestesses of Nephthys.
The robes, soft to wear but solid against the
blows of the enemy, are emblazoned with the

symbol of the appropriate deity. They provide
protection for Mulhorand priests in barttle and in
places where it is not acceptable to wear armor
Roll on the following table to determine the
Armor Class protection of a particular robe:

Roll Armor Class

01-03 B
06-15 =]
16-35 4
3650 3
51-70 2
71-85 1
B0l 0

Cnly members of the priest class may wear
these robes. They are almost never seen outside
of Mulhorand.

of Repetition
XP Value: 6,000 G Value: 30,000
Tome of Magic

This seems to be an ordinary robe, but 1t radiates
strong alteration magic il deiect magic 15 used.
The wearer of this robe acquires a unique and
powerful augmentation to magic. Afler casting a
spell, there is a percentage chance thal a
mnemaonic/harmonic effect occurs so that the
magical energies liberared in spellcasting are
amplified and retained briefly. The wizard is then
able to cast the same spell a second time. This
must be done on the succeeding round or the
bonus spell 15 lost.

Omnee the spell has been cast a second nme, the
energy is completely liberated. There 15 no possi-
bility of & third casting. In all cases, the spell 15
lost from the wizard's memory until memornzed
again,

The chance of a spell being available for a sce-
ond casting varies according to spell level:

Spell Level Chance
Ist Level 0%
2nd Level 4%
3rd Level 0%
4th Level 20%
5th Level 10%

Energy from spells of 6th level and above are
not retained within the robe's magical weave.
Furthermore, 8 maximum of 24 spell levels per

day can be reused with the benefit of this robe., If
40
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the wizard opts not to use a spell that is available
for u second use, this counts toward the maxi-
muwm Jimit,

Spellcasting while disrobed does not count
toward the spell limit, 50 a wizard may remove il
For example, if a wizard casts 15 spell levels that
count against the robe's dmly limit, then removes
the robe, subsequent spells do not count against
the robe's limit. If the wizard then puts on the
robe during the same day and casts more spells,
the robe retains the 15 spell levels that counted
against it and all spells cast subsequently also
count against the robe,

Unly one wizard may use the robe's magic in
a single day; if a second one trys, it will not
function.

Rock
XP Value: 3,500 GP Value: 17,500
PotyHEnRoN Newszine 58

This seemingly average garment radiates a
strong aura of alteration magic, if detect magic
i5 successlul. When first donned, nothing
unusual happens, as the robe takes 24 hours to
attune itself to its new owner. After that time its
powers become known (o the owner. The robe
has two powers, each usable at will, The first
allows the wearer to become a statue similar to
the 7th-level wizard spell of the same name; no
system shock roll is required, and the effect can
be maintained indefinitely. The wearer can
change back and forth between flesh form and
statue, with each change requiring one round.
No other action can be taken during the transfor-
mation. The second power is immunity to petri-
fication. Furthermore, the robe can be used 10
return a petrified individual to flesh after it has
attuned itself to that person for 24 hours. The
robe only functions when worn, and it is usable
by any character class,

of Scintillating Color
XP Value: 2,750 GP Value: 25,000
SmratEGIc Review Magarine §
This garment, usable by any class, appears to be
slightly better than average, in material and work-
manship, than other robes. However, once its
secrel is mastered, it becomes anything but ordi-
nary. Mastery of the robe's powers takes great
mental concentration, so the minimum unmodi-
fied total of Intelligence and Wisdom needed 10
master its capabilities is 25. If the minimum

Robe of Scatlistng Colon

requirement is met, it is a wondrous item to pos-
sess, Hy concentrating on it, the wearer can cause
it to form scintillating bands of color that form
dazzling panterns. The patierns cause the wearer
to be 5% (=1 on 1420) harder to hit, the effect
being cumulative. Therefore, after five melee
rounds, the wearer is 25% harder to hit (-5), and
50 oI,

Further, any creature or person that looks at it
has the sume chance (5%) per round, of becoming
kypnotized. Again, the effect 15 cumulative, For
instance, looking at it for four rounds means that
the observer has a 20% chance of becoming hyp-
notized, and subject Lo the command of the
wearer. Any wizard who becomes hypnotized by
the robe has an Intelligence of 17 or I8, has a
10% or 20% chance, respectively, of gomng per-
manently insane.

of Scintillating Colors

XP Value: 2,750 GP Value: 25,000
Dumiceos MasTer Guide
This garment appears quite normal, but a magi-
cal aura is detectable. Only a wearer with an
Imtelligence of 15 or higher and a Wisdom of 13
or more can cauze 8 rohe af selntillating colors
to function. If Intelligence and Wisdom are sul-
Ficient, the wearer can cause the garment to
become a shifting pattern of incredible hues,
color after color cascading from the upper part
of the robe to the hem in sparkling rainbows of
dazeling light.

This effect sheds light in a 40-foot diameter
sphere, and has the power to hypnotize oppo-
nents, making them unable to attack the wearer. A
full round passes before the colors begin “flow-
ing” on the robe. Each round after that, any oppo-
nent who fails a swving throw vs. spell (or magic
resistance check, then save) is hypnorized and
transfived for 1d4+1 rounds. Even when this
effect wears off, additional saves must be made in
order to attack.

Furthermore, every round of continuous scin-
tillation of the robe makes the wearer 5% more
difficult to hit with missile attacks and handheld
or hody weaponry (hands, fists, claws, fungs,
horns) until a maximum of 25% (-5) is attained—
five continuous rounds of the dazzling play of
hues.

After the imitial round of concealment, the
wearer is able to cast spells or engage in all forms

of activity that do not require movement of more
s
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Bohe of Sermiion
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than 10 feet from the starting position. In non-
combal situations, the robe simply hyvprotizes
creatures failing their saving throws vs. spell for
1d4+1 turns.

of Serration
XP Value: GP Value: 1,000
Muordenkammens Fantastic Adventure

When this cursed robe is donned, the wearer sees
hundreds of half-inch mouths, sporting tiny teeth.
The teeth bite the victim for 10 points of damage
(total) per round that the robe is warn, The rabe
wraps itself around whoever dons it, and it cannot
be removed if the victim’s strength is 14 or less. A
character having a strength of 15 or more may
hreak this devilish robe’s hold in 10 rounds, sus-
taiming only half damage while doing it. Alter-
nately, a remove curse spell utterly destrovs the
item, leaving nothing but a heap of smoldering
rags upon the fleor inits place.

of Stars

XP Value: 4,000 GIP Value: 12,000
Dusicron MasTer Cuide

This rather ordinary garment scems typical of

apparel worn by wizards. However, it radiates a

strong aura of alleration and evocation il exam-

ined for magic. The robe enables its wearer to

travel physically on the Astral Plane, along with
everything that is worn or carried. The garment
also enables the wearer 1o survive comfortably in
the void of outer space. In other situations, the
robe gives its wearer a +1 bonus to all saving
throws.

The robe is embroidered with stars, and the
wearer can use up to six of these as missile weap-
ons, provided he or she is proficient with darts as
a weapon. Each star is a throwing weapon of +3
value, on hoth attack and damage rolls. Maxi-
mum range is 60 feet and base damage 15 2d4
paints per hit. The special star weapons are
located on the chest portion of the robe. If the
wearer does not use all of these missiles, they
replace themselves magically at the rate of one
per day. If all six are used, all of the robe’s travel-
ing and missile powers are gone forever,

Stone
XP Value: 1,250 GP Value: 14,000
POLYHEDRON Nowszine 47
On command, the outer surface of this dark gray
robe becomes as hard as rock, while the inner sur-
face remains soft. When hard, the robe weighs no
mare than an ordinary cloak, but the wearer’s AC 18
0. This robe can be used only by clerics and druids.

Sulmish Robe of Magical

Enhancement
XP Value GP Value
+1: 4,000 20,000
+2: 6,000 30,000
+3: 8,000 40,000

Rary the Traitor
These black robes, embroidered with complex
patterns in red and gold, were crafted by Sulmish
wizards to improve their casting abilities and
protection. Several varieties exist. The most
common acts as a cloak of protection +1 and
enables the wearer to cast one extra 1st-, 2nd-,
and 3rd-level spell (for a total of three extra
spells) per day. The second variety pives 42 pro-
tection and provides one extra spell each of Ist-
to 4th-level {a total of four), The third, and by far
the rarest, yields +3 protection, and provides one
extra spell each of 1st- to Gth-level (a total of six
extra spells per day). The robes do not confer the
ability to cast a spell to which & wizard would
not normally have acecess. For example, a 3rd-
level wizard wearing a ofoak +3 would not be

able to cast Oth-level spells,
4502
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Tvashtri’s Golden
XP Value: 9,000 GP Value: 90,000
Legends & Lore
Whenever he roams the earth, Tvashtri’s avatar
wears a golden robe that gives him an AC of -3,

of Useful Items

XP Value: 1,500 G Value: 8,000

Dunoros Master Guide
This appears to be an unremarkahle item of
apparel, but a wizard who dons it may note that it
15 adorned with small cloth patches of various
shapes, Only the wearer of the robe can see, rec-
ognize, and detach the patches. One paich can be
detuched each round. Detaching a patch causes it
to become an actual item, as indicated below. A
robe of uscful nems always begins with two each
of the following patches:
Dugger
Lantern (filled and lit)
Mirror (larze)
Pole (10°)
Rope (50" coil)
Sack (large)
In addition, the robe has 4d4 items for which
the dice must be rolled-—roll 4d4 to determine
how many additional items a robe has and then
percentile dice to determine specific items:

Roll  Result

01-08 Bag of 100 gold pieces.

09-15 Coffer (14" %% x1"), silver (500 gp
value).

16-22  Door, iron (up to 10 " wide and 10 ' high,

barred on one side. Placed upright, it
attaches and hinges itself).

23-30  Gems, 10 of 100 gp value each.

31-44  Ladder, wooden (24' long).

45-51  Mule (with saddle bags).

52-59  Pit (10 cubic feet), open.

60-68  Porion of extra healing.

69-75  Rowboat (12 ' long).

76-83  Secroll of one randomly determined
spell.

B4-90  War dogs, pair.

91-96  Window (2"%4"—up to 2" deep).

97-00 Roll twice mare.

Multiple itemns of the same kind are permissi-
ble. Once removed, iems are never replaced.

of Useful Items 11
XP Value: 1,000 GP Value: 5,000
Gateway o Ravess Buuwr, The Living City
This robe contains two daggers, one lantern, two
10-foot poles, two 50-foot ropes, a large sack,
one bag of 100 gp, an tron door, a 24-foot wooden

ladder, and a mule with saddle hags,

of Useless Items
XP Value: 100 GP Value: 500
PourseDrox Magaxine 156

This robe appears 1o be a garment of no great
value—appearances can deceive, but not in this
case. The wearer will notice several odd-shaped
patches on the garment— because they chafe in
uncomfortable places. Detaching one of the
patches causes it 1o actually become one of the
following items (roll 248).

Item

A bag containing 1,000 lead pieces

A l-inch length of rope.

One pair of high, hard boots, halfling

sie.

5 A wooden ladder, 25" long, with three
rungi.

6 Hall o pair of safety scissors.

T A siring of electrical Christmas tree
lights.

B A rubber dagger and a glazs shield
{matched set).

9 A Book of Exalted Deeds, written entirely
in Thieves® Cant,

10 A pint of sovereign glue (undiluted with
oil of slipperiness) in a tightly stoppered
unbreakable bottle,

11 A treasure map pinpointing the exact
location of an immense hoard, relative 1o
“the old oak tree,” “the big rock,” “the
woodcutter’s shack,” and “the bend in the
river” (extrancous details such as the
name of the kingdom or the continent ane
omitted).

12 A 25th-century, death-ray handgun,
100% accurate within 300 feet, that kills
anything it hits (batteries not included).

13 A letter from Ed McMahon, telling the
PCs they may already have won $20 mil-
hon.

14 A normal bo stick, jo stick, awl pike,

fauchard, partisan, and mancatcher. (In

the history of the AD&D game, has any
i
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Robe of Vamshing
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PPC ever willingly become proficient with
any of these weapons?)

15  Half a bucket of fresh, orc beer.

16 A wanted poster (600,000 gp bounty) for
un ex-puladin gone really bad who's 20
levels higher than the highest-level char-
pcter,

Onee removed, a paich can never be replaced
on the robe. When enough patches have heen
removed, the robe becomes very drafty, so it is
wise to reserve the patches for emergencies.

of Vanishing
XP Value: 2,000 GFP Value: 20,000
The Complete Thief s Handbook

This robe, quite innocenl in appearance, is a boon
for a thicl who needs to elude pursuers quickly, A
thiefl needs only to grasp the hem of the robe,
clutch it very tightly, and he or she simply seems
to vanish, although the thief has just affected an
escape as per a rope frick spell (no rope is visible,
of course) and is also made invisible, detection
resistance applies to the extradimensional space
created. The rape trick effect lasts for up to six
turng but the invieibility ereated ie of the normal
sort (permanent until some offensive action is
undertaken). Wise thieves make sure that other
magical aids o escape (notably a potion of flying)
are on hand to maximize the value of the robe.
The robe can be used up to three times per day o
create its magical effects,

of Veluna
XP Value: 2,00 GP Value: 10,000
Cimeviawx Adventures

Enchanted by a wizard who enjoyed the luxuries
of wealth, this purple garment gives its wearer the
physical appearance of nobility—well-groomed
hair, clean skin, and rich, colorful clothes of silk
and fine wool, The character’s Charisma rises by
2 points (to racial maximumy), and he or she tends
to be trested with respect by members of civilized
societies (a +15% reaction by NPCs below Upper
Middle Class). However, etiguetie and social
graces are lefl to the character’s Intelligence,
Charisma, and trmining. In trading with others the
robe gives its wearer a 20% chance to make a
more favorable deal.

of Vermin
GP Valuoe: 1,000
DumceEos Master Guade
This garment seems to be magical and radiates a
dim aura of enchantment if detect magic is used.
The wearer does notice anvthing unusual when the
robe is donned, and it actually conveys some magi-
cal power at that time—protection +1. However, us
s00n as the wearer is in a situation requirng con-
centration and action against hostile opponents,
the true nature of the garment is revealed: The
wearer immediately suffers a multitude of bites
from the insects thal magically infest the garment.
He or she must ccase all other activities in onder 1o
scrutch ilches, shift the robe, and generally shows
signs of extreme discomfort from the movement
and bites of the annoying pests.
The wearer is unable to gain initiative, and has
a 50% chance of being unable 1o complete a spell
due to the vermin. All other actions and aftack
forms requiring manual, locomotive, or somatic
activity are at half normal probability. The gar-
ment can't be removed except by means of a
remove curee spell or similar magic.

XP Value: -

Warmth
XP Value: 1,000 GP Value: 5,000
PouyHEDroy Magazine 73
A robe of warmth is chamois-lined, of natural
wool or fur that keeps the wearer 10 degrees
warmer than would be expected of a nonmagical
robe of similar materials.

Wizard’s
XP Value: 4,000 GP Value: 45,000
GREVILAWE
When garbed in this robe, a Wizard has a 95%
chance of success casting the following spells:
charm, hold, and polymorph. There 15 & 60% chance
the robe is white {Lawful), & 30% chance it is gray
{neutral), and a 108 chance it is black (Chaotic),

Roll  General Alignment

01-60  Lawful
61-90  Neutral
G1-00 Evil
Yama's
XP Value: 10,000 GP Valoe: 75,000
Legends & Lore

The robes worn by Yama's avatar protect him from
any attack based on fire, heat, light, or electnicity.
4502
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- Rock, Death _

Rock

Rocks are usually common chunks of stone. In
the AD&D game system, “rock™ and “stone™
have been generally used interchangeably—
though, at least in theory, a rock is larger than a
stone. If you do not find your favorite piece of
magical grunite here, look under Stone

Death
XP Value: G Value: —
Book of Artifhcts

The dearh rock is an evil relic of inky hlack stone,
roughly the size of a man’s clenched fist. When
touched, the rock pulsates faintly, like the beating
of a heart, and leaves the sensation of warm
greasy moistness on the lingertips. The dearh
rock exudes a palpable aura of evil noticeable to
miclligent creatures

It 1= sand that the death rock is the product of
some far-distant eastern cult that worshiped the
great salamander of a certain river, The cult was
evil and its rites ungpeakable, For years the cult
survived openly and although it was hated by all,
o one could act against i

Their terror linally came to an end when a peas-
ant woman whose sons had been taken by the cult
took up the sword. Though she was old and scorned
by her neighbors for her folly, the woman prayed to
all the powers of justice for revenge. For five
nights the five judges of men came to her, bringing
courage, faith, purity, mercy, and might. With
these she challenged the living god, Their battle
was great, but in the end the old woman cut the
fiend's heart free and cast it far away.

It is sand that the heart became a stone, still
filled with great and evil powers. Over the cen-
turies, the death rock has found its way to the
west, leaving ruin and destruction in its wake. It
has not been seen for very long time and it might
now be finally lost lorever.

Charagters should only lind the death rock if
the DM sorely wants to templ and test the heroes.
The rock grants great power, bul only to one per-
son and at terrible cost to the PC’s companions.
The DM should know the players well, for if the
lemptation succeeds, serious ill will could
develop among the players, threatening the har-
momny of the group

Constant Powers: The death rock gives its
owner all the abilities of a necromancer-wizard of
the same level as the character. The character

4 \
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my Rock, Death Rock of the Darad 5°tin s

knows all necromancy spells appropriate to that
level but can only memorize and use necromantic
spells. The character gains no hit points and does
not earn or record experience points as a necro-
mancer. Experience and Hit Dice are gained nor-
mally in the character’s other class and cach time a
new level i achieved, the charcter also advances
as a necromancer. The character loses none of the
abilities of the other class and can freely mix the
powers of both classes. The most favorable adjust-
ments to THACO, saving throws, ete. are used, If
the character is a wizard, the selection of spells is
doubled, although the PC is still limited to necro-
mantic spells for the additional ones.

Curse: To activate and maintain the power of
the rock, the character’s closest companion must
be claimed each week as a zombie slave. If this s
not done, the rock instantly vanishes, never to be
Seen again,

Suggested Means of Destruction:

s 1t must be burned in the Flames of Pure Truth.
o It must be used to slay a god of death.

o It must be given to a man who was never alive.

Death Rock of the Darad 5'tin
XP Value: 12,000 GP Value: 60,000
beara-Tur

The Cult of the Darahd 5'in is an evil congregation
that worships a giant river salamander, Their kio ton
mu carries a horrible relic called the dearh rock
which is an inky-black stone about the size of a fist
This stone is rumored to enable the possessor to cast
the following spells: shadow door, passwall, creep-
ing darkness, pain, masy suggestion, withering
palm, and power word-kill. 1t also gives the wiclder
the ability to cast an ancient curse and cause critical
wonnds like the shukenja spells. Anyone who [inds
the death rock in their home or placed in their path
is crerwed by the cull and can expect death soon,

It 15 believed the death rock is really the black
heart of the nameless god who watches over
assassins and murderers, often pictured in the
shape of the giant black river salamander. It was
given to the cult by the god himself when he
began 10 encourage their worship, This cult is
filled with unsavory types, thugs, and thieves
with no honor. The members are believed to be
spread throughout T'u Lung. No one knows
where the Temple of the Darahd 5%tin is located,
and few wigh to find out, but it is rumored to be
somewhere northwest of Kichai.

Kereenvaga

XP Value: 4,000 GP Value: 20,000
Championz of Mysraga®

Kereenvaga, the rock of mysiery, or mysiery rock
stands at the exaet center of the ring of Guardian
Trees. Just five miles south by southwest of Shani
of reverence, awe, and a bit of fear among the
Karimari. They call it by many names, including
Ufimwengu s Hearr and Lighting s Child. The
Karimari believe Kereenyaga is the resting place
of Ulimwengu's soul, and that it protects and pro-
vides for the land and its people.

The Karimari are right. For millenniz,
Kereenyaga has served as a receptacle for Kari-
mari hopes, dreams, and fears. The more the
Karimari believed their land was alive, the closer
to the truth this became. Although Ulimwengu
does not technically qualify as an lmmortal—it
has no personality or individuality, other than
whal Karniman beliefs give it—1the land has taken
on many of the functions and abilities of an
Immortal Patron, Kereenvaga is, in effect, an arti-
fact created by Ulimwengu to protect itself and
the Karimari.

Chief amang its powers is its ahility 1o hide the
Karimari and Shani Kijiji from prying eyes. The
rock projects a sort of halliecinarory rervain effect
over all of Lllimwengu, making it appear from the
air to be nothing more than endless jungle,
intelligent flying creatures, crew members aboard
flying ships, and the like. (Those actively search-
ing for something unusual in the jungle beneath
them may save vs. spell to see through the illu-
sion.) The hallucinatory terrain does not affect
creatures under treetop level.

Kereenyaga also protects Ulimwengu and the
Karimari from prying eyes using crystal bails and
similar magic. Creatures attempting to see
Ulimwengu by these means see the same endless
jungle as can be seen from the air. {Again, charac-
ters may save ve. spell to see through this illusion
if they suspect the view does not show the truth.

The rock has a third effect that 15 also always
active, It acts as a priestly bless spell, giving the
Karimari and anyone else Ulimwengu considers
friendly a +1 bonus to morale and to all attack
and damage rolls, Enemies of the Karimari are at
—1 to morale, attack rolls, and damage rolls.
There is no saving throw allowed,

If the DM wishes, Karimari priests can draw
4315
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additional powers through ceremonies conducted
on the rock. Such powers may include any druid
spell (cast as a 20th-level priest) or effects such as
directing all of Ulimwengu's creatures 1o attack
intruders, Each ceremony costs the priest a per-
manent loss of 1d4 hit poinis,

Pet
XF Value G I Value
Beneficial: 2,000 15,000
Cursed: — 1,000

Dieacios Magazine 45
Pet rocks are magical items that exactly resemble
luckstones, loadstones, and stones of controlling
carth elementals, There are two sorts of pet rocks,
one beneficial and one cursed.

The former sort of per rock, at a word of com-
mand (such as “sttack!”), leaps from the posses-
sor's hand and flies at any one opponent of the
owner's choice within 60 feet. It hits as if the
owner had fired a missile weapon at close range
at the opponent, bul the possessor’s dexterity
bonuses and strength bonuses on attack and dam-
age rolls (if any) do not count. The rock is, how-
ever, +3 otherwise, and causes 2d6 points of
damape upon scoring a hit. On stnking a stone or
clay golem, the per rock shatlers immediately, but
inflicts 3d10 poims of damage upon the creature.
I the rock misses or scores a hit and is not
destroved, it returns to the owner in the same
round it was “thrown.” It may be commanded 1o
attack once per round, for as many rounds as the
owner desires. At a second word of command
(“heel!™), the pet rock hovers 3 to 4 feet off the
ground, within 2 to 3 fect of the owner, and fol-
lows him or her around ai & maximum movement
speed of 12. The rock must be grasped again in
order for it to attack an enemy. It has an AC of -4
and takes 30 points of damage to destroy,

Some 40% of all per rocks are of 1 malevolemt
variety. Immediately upon grasping the cursed
pet rock, the character must save vs. spell at -4 or
become enchanted with the rock’s appearance
and refuse to set it down during all waking hours.
The character does, of course, carry the rock in
his or her preferred hand, making weapon use
impossible, ruining spells involving somatic
components, making most thieving functions
impossible, and otherwise handicapping the char-
acter. The character resisis all attempts by anyone
or anything 1o take the rock away, and takes pre-
cautions to assure his or her continued possession

of the rock. This obsession muy be broken by
casting dispel magic at 10th level or greater, a
wizh ar limired wish, or the destruction of the
rock (which the character in question trics to pre-
vent by any means possible),

Rods
Rods are ubout 3 feet long and as thick as a
thumb, They are normally kept in cases or protec-
tive boxes. Rods may be metal, wood, ivory, or
bone; they can be plain or decorated, carved, or
tipped.

Rods are powered by charges, unless noted
otherwise in the description of a particular rod,
Each time the rod is used, one or more charges
may be expended. Characters do not automati-
cally know the number of charges possessed by
an ttem when it is discovered, although research
and spelleasting can reveal this.

A rod ean sometimes be recharged according
1o the rules given for constructing magical items
if its churges have not totally been used. When a
rod is druined of all charges, it loses all its mag-
cal propertics and can never be recharged.

When discovercd, a rod normally contains
1d10+40 charges. However, while rods almost
never have more than 50 charges, it is possible (o
find rods with significantly fewer charges, partic-
ularly those captured from enemics who may
have used them. (See also Stafl and Wand. )

Command Wards (Optional Rule): Rods are
normally activated when the wielder utiers a spe-
cifie command word, This word acts like a trig-
ger, unleashing the power stored within the item.
Since the control of rods depends on knowledge
of the command word, they are jealously guarded
by their owners. An absent-minded wizard can
etch the command word on the item or carry it on
a piece of paper in his pocket, but this is rarely
done. Most ofien a charncter must use spells of
divination or consull sages (o discover the correct
command word to activaie & rod.

of Absorption
XP Value: 7,500 GF Value: 40,000
DurGeos Mastui Gulde
This rod acts as a magnet, drawing magic spells
of any nature (priest or wizard) into itself. It nul-
lifies their effects and stores their potential until
the wiclder releases that energy as cast spells.
The mugic absorbed must have been directed al

the churicter possessing the rod. The wielder
a5
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Rod of the Aendi Sea
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instantly detects a spell’s level, as the rod absorbs
the spell’s energy.

A running total of absorbed (and used) spell

levels should be kept. For example, a rod that
ubsorbs @ Gth-level spell and a 3rd-level spell has
& total of nine absorbed levels. The wielder of the
rod can use the captured spell energy to cast any
memorized spell, at a casting time of one, with-
out loss of spell memory. The only restriction is
that the levels of spell energy stored in the rod
must be equal to or greater than the level of the
spell the wielder wants to cast. With nine
ahsorbed levels, the rod wielder could cast a max-
imum of one 9th-level spell, one 6th level and
one 3rd level, and so on.
A rod of absorpiion can never be recharged. It
absorbs 50 spell levels and can only discharge
any remaining potential it may have after that.
The wiclder knows that the rod's limit has been
reached upon grasping the item. Used charges
indicate that it has already absorbed some of its
maximum of 50 spell levels and that some of
those have been used.

Here is a more specific example: A pricst uses a
rod of absorption to nullify the effect of a hold per-
son spoll east by a wizard. The rod hoas now absorbed
three spell levels and can absorb 47 more, The priest
can cast any memorized spell of 15, 2nd, or 3rd
level, without memory loss of them, by using the
stored potential of the rod. Assume the priest casts a
hold persan spell back at the antacker. This spell is
only 2nd-level for the priest, so the rod holds one
spell level of potential, can absorb 47 more, and has
disposed of two charges permanently.

of the Aerdi Sea
XP Value: 5,000 GP Value: 25,000
UREYHAWK Adventures
This defensive weapon, fashioned by the mer-
chants who sail the pirate-infested waters between
Hepmonaland and the CGireat Kingdom, allows the
wielder to cast the following effects by expending
a certain number of charges from the rod:
+ Fog cloud 1
s Spectral force 2
* Programmed illusion 3
The rod has a +5 nitiative modifier to activate,
and the user can move normally (not melee), con-
centrating to maintain the effect, The rod has a
range of 240 yards and affiects an area 180 feet on
a side. llusions not closely related to the sea or

sailing save at +1.

of Alertness
XP Value: 7,000 GP Value: 50,000
Dusicioen Masten Gude

This magical rod is indistinguishable from a foor-
man’s mace +1, It has eight flanges on its mace-
like head. A rod of aleriness bestows +1 to die
rolls for surprise, and in combat the owner gains
~1 bonus on initiative die rolls. 1f 1t is grasped
firmly, the rod enables a character to detect align-
ment, evil, good, illugion, invisibility, lie, ot
magic. The use of these detect powers does nol
expend any charges.

If a rod of alertness is planted in the ground
and willed to an active state, the rod can “sense”
any creature within a 120-foot radius, provided
the creature intends to hurm the possessor. Each
flange on the rod's head then casts a light spell in
a pnmary direction (N, NE, E, and so on), oul 1o
a 60-foot range. Simultaneously, the rod creates
the effect of & prayer spell upon all creatures
frcndly to the user in a 20-foot radius. Immedi-
ately after that, the rod sends a mental alert to
friendly creatures, warning them of possible dan-
ger from unfriendly creatures within the 120-foot
radius.

Finally, the red can be used to simulate the
casting of an animate abfect spell, using any 16
(or fewer) objects specially designated by the
owner and placed roughly around the perimeter
of a 6-foot-radius 