Razamiir's Vengence, Staff of the Magi

A basic knowledge history/arcana check could be used. DC 15 for this check. 

“Some of the most powerful wizards and sorcerers in history utilize the iconic wizard's staff to focus and augment their powers. It is considered a task to becoming a full wizard to create one in some circles, though inheriting one is considered equally prestigious. One such staff, formed from the branch of an ancient magnolia tree, was named Razamiir's Vengence by its creator, a powerful archmage known as Tereskular. It is well-known amongst sages, even if its powers are shrouded in mystery.”

Unidentified stats:

Ancient wizard's staff made from twisted magnolia. The top of the staff is adorned with a golden band, socketed with various colored stones.

Omen: “When you grasp the staff in your hand, you feel a rhythmic heartbeat channel enrgy into the staff and hundreds of drawings and runes seem to burn themselves into the wood. Your mind clears, feeling focused and ready.”

Knowledge History/Arcana DC 20 will reveal the next information.

“Hiding the Gift” Ritual

Now only a distant legend, Tereskular was born gifted in the arcane. It was a time when peasants were forbidden from having any magical abilities. Arcane blood was considered noble under the kings of old, and if a peasant family was gifted with a child born with inherent magical capability, both the family and the child would be slain for their apparent crimes. Tereskular was born into such a family, though mercifully, his gift did not show until he was an adolescent. His parents forbid him from using his powers for the sake of their safety, but it was hard to control something he didn't understand. It was only a matter of time before the word got out.

Ritual: You are forbidden from allowing yourself to be identified as a mage in any peaceful populated town or city. In addition to this, you must keep the abilities of Razamiir's Vengence a complete secret from even your allies. This ritual is considered complete so long as you follow these rules. This ritual no longer needs to be followed once you complete the Blood Runs Hot ritual.  Cost: 3500GP - Grants the Least Legacy powers (Razamiir's Vengence level 5 - 10).

	Wielder Level
	Caster Level Penalty
	Skill Check Penalty
	Ref Save

Penalty
	Ability

Granted

	5th
	
	
	
	Cause Fear

	6th
	
	
	
	Lightbringer

	7th
	
	
	-1
	Magical Cipher

	8th
	
	-1
	
	Itchy Spell Finger

	9th
	-1
	
	
	-

	10th
	
	
	
	Spell Absorption

	11th
	
	
	
	-

	12th
	
	
	
	Arcane Loremaster

	13th
	
	
	
	Step Away from the Mage

	14th
	
	
	
	-

	15th
	
	
	
	Spell Reservoir

	16th
	
	
	
	??

	17th
	
	
	
	??

	18th
	
	
	
	??

	19th
	
	
	
	??

	20th
	
	
	
	??


Wielder Prerequisites: Ability to cast arcane spells, Knowledge History: 2 Ranks.

Stat drain: Utilizing a device of such power has its own obvious drawbacks. Artifacts and items imbued with powerful capabilities often tap the wielder’s own vital energy to unlock its full potential. You must make this sacrifice willingly to forge a bond between you and your item. HP loss stacks. Other losses are totals.

Abilities:

Cause Fear (Sp): Five times per day on command phrase, (I'll kill you.) you can use Cause Fear as the spell. The save DC is 13, or 12 + Cha modifier, whichever is higher.

Lightbringer (Sp): You can use Dancing lights, Flare, or Light at will as the spells, each having its own command word. The save DC is 12, or 11 + Cha modifier, whichever is higher.

Magical Cipher (Su): You can use Detect Magic, Read Magic, or Arcane Mark at will as the spells. Each command has its own command word.

Itchy Spell Finger (Su): Your mind is always cleared and attuned. As long as you are holding Razamiir's Vengence, you gain +3 bonus to initiative.

Spell Absorption (Su): Once per day you may select a spell you know. When the wielder of Razamiir's Vengence is subjected to this spell, the staff absorbs it. On your next turn, you may either let the absorbed spell dissipate, or direct it at a target as a free action. (I would write it down each day and not tell the DM. If the DM knows, it makes it awkward to pick spells and targets.)

Lesser Abilities:

Arcane Loremaster (Su): Choose either Knowledge: (Arcana), (The Planes), or (Dungeoneering). You get a +10 competance bonus in that skill.

Step Away from the Mage (Sp): Once per day, when you issue the command word “Away.” and gesture with the item, you can create a Large magic hand that pushes creatures away from you, as the Bigby's Forceful Hand spell.

Spell Reservoir (Su): While you are holding, wearing, or wielding the staff, you can cast twice you normal number of 1st level arcane spells. You can also store up to a 4th level spell on the staff, that can be triggered as a free action when you are struck in melee, or hit a creature with the staff.

