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For the foreseeable future, pen-and-paper role-playing
will continue to have certain advantages and disadvan-
tages with respect to online role-playing. While there's no
computer tracking your hit points for you or giving you the
three-dimensional eye-candy of comrades and opponents,
pen-and-paper play does offer a lot more versarility in its
magic system. For example, in online play it's terribly
challenging to implement a spell like suggestion, which
allows a spellcaster to compel an opponent into some
otherwise unintended course of action. A live GM can
handle such freeform outcomes in pen-and-paper play, but
a computer would require massive amounts of program-
ming to even approach it—not all that economical just o
model one spell.

As the origins of the huge volume of spells and songs in
the EQ: Player's Handbook lie in the online Ever{Quest
game, that collection of spells necessarily mirrors the
various limitations of online magic despite the pen-and-
paper format. We recognized this fact while making the
EQ: Player's Handbook (and many players have voiced the
same sorts of concerns on our forums at www.EQrpg.com),
yet with the Player's Handbook already pushing 400 pages,
there just wasn't room to add more spells that could rake
advantage of the flexibility of pen-and-paper play.

Inany case, some players have asked for some suggestions
on converting “standard 3rd edition fantasy” spells from
the spell-level-based magic system to the EverQuest Role-
Playing Game's mana-based system.

We've decided to hurl the first stone toward killing these
two birds by converting some “standard 3rd edition fan-
tasy” spells to the mana-based system; we've focused on

those spells which, by their nature, require the flexibility of

GM and player imagination to use in pen-and-paper play.

It’s worth noting that the songs and spells in this appen-
dix should not be considered official EverQuest Role-Playing
Game canon: We're providing them here o offer an option
that increases the versatility of spellcasters in your own
campaign and provides some examples of how to convert
level/slot-based spells to mana-based spells.

One thing you may note in these converted spells is that
the mana cost for rather simple utility spells (such as knock
to open locked doors, for example ) at first seems quite high.
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The high mana cost of these spells counterbalances the
flexibility EverQuest spellcasters have to prepare almost
any of their spells with but a moment’s notice as often as
they require (as long as their mana pool sustains it). Worse,
and perhaps more importantly, an EverQuest wizard throw-
ing knock spells around for 1 mana would trivialize not only
the challenge of locked doors, bur one of the rogue class’s
specialties.

Bard Songs

Before we get to the spells, though, we can't in good
conscience short-change Norrath's magical minstrels, Here
are three bard songs converted from the standard 3rd
edition fantasy spells jump, protection from arrows, and song

of discord.

JigorJumping

Bard Song

Level: Brd |

Song Line: Jig of jumping

Instrument: Percussion (Dex)

Range: Medium (100 ft. + 10 ft./level)

Target: One creature

Duration: Performance

Saving Throw: None (harmless)

Spell Resistance: Yes (harmless)

The targerofthisjiggetsa+15 bonus on Jump checksand
does not have the usual maximum limits for jumping
distance. For leaps of maximum horizontal distance, the
jump reaches its peak (one-fourth the horizontal distance)
at the halfway point,

The Jump bonus increases to +30 with the successful use
of a percussion instrument.

Altora’s Ariaagainst Arrows

Bard Song

Level: Brd 2

Song Line: Altora’s aria against arrows
Instrument: Wind (Dex)

Range: Close (25 ft. + 5 ft./Z levels)

SULAE SASLIE




o =

W TN )

Target: One creature/2 levels
Duration: Performance

g Saving Throw: Will negates (harmless)

- ‘. ] - ¥
v Spell Resistance: Yes (harmless) N .
2y Creatures warded by this song gain damage reduction 8
" \‘ }1 5 -
'_':"Z:“ + [ against ranged weapons. (They ignore the first 8 points
- . -
STl of damage each time they rake damage from a ranged
p.‘.{-f‘ weapon, although a weapon with a + 1 enhancement bonus
L ‘ i
-_»...(':‘; or any magical attack bypasses the reduction.)
13 The damage reduction increases to 12/+1 with the suc-
_l-r‘;q'.' cessful use of a wind instrument.
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~4 StrainorDiscord
LAy . N L
RN Bard Song [Compulsion, Mind-Affecring]
o
= Level: Brd 14
‘% Song Line: Song of daun

Instrument: Wind (Dex)

Range: Close (25 ft. + 5 fr./2 levels)
Target: One creature/2 levels
Duration: Performance

Saving Throw: Will negartes

Spell Resistance: Yes
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As song of daun, except the bard cannot choose oppo- P
nents for the affected targets (they simply turn on each
other rather than attacking the bard) and the instilled ,
ageravation lasts for as long as the bard continues this song. (N
Each affected target hasa 50% chance to artack the nearest oy
Ufhe]' creature Hﬂ-ﬁctf_’d I\Y tl'li.‘i D'ipl:‘“ (l'l)“ (8] lJ(_'t(_‘rI'['llnt_' L‘ﬂL’h '.-“"H
creature’s behavioreach round at the beginning of its turn). pAx
An affected creature that does not attack the nearest target
also affected by thisspell is free to attack another opponent
of its own choice, although it cannot attack the bard who +r;

sings this song. LS
= ) - T ==
Creatures forced to attack their fellows by means of this i~
song use their most efficacious attacks, casting their best N
o)

spells and otherwise practicing their most effective tactics. o
They need not, however, attack a foe that is apparently
UNCONSCIOUS.
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Spell Lists

Beastloro Spells

I1st-Level Beastloro Spells

Speak with Animals (2). Subject can communicate
with natural animals.

2no-Level Beastloro Spells

Animal Messenger (3). Sendsa Tinyanimal toa specific
place.

3rdo-Level Beastlord Spells
Spider Climb (10). Subject can walk on walls and
ceilings.
4th-Level Beastloro Spells

Freedom of Movement (6). Subject moves normally
despite impediments.

7th-Level Beastlord Spells

Dream (12). Caster sends message to anyone sleeping.

10th-Level Beastloro Spells
Regenerate (40). Subject's severed limbs grow back.

Cleric Spells

1st-Level Cleric Spells
Command (2). Target obeys one-word command for 1
round.
Magic Weapon (3). Weapon gains a +1 enhancement
bonus to attack and damage.

2nd-LevelClericSpells

Courage of Marr (4). Grants subject +2 on atracks,
saves, and skill checks.

Shield Other (4). Caster rakes half of subject’s damage.

3ro-LevelCleric Spells
Augury (4). Caster learns whether an action will be
good or bad.
Glyph of Warding (12). Inscription harms those who
pass it.
Rage of Zek (13). Up to six targets gain +2 Strand Con,
+1 on Will saves, and -2 AC.

4th-LevelCleric Spells

Freedom of Movement (6). Subject moves normally
despite impediments.

Lesser Geas (14). Commands subject of 7 HD or less.

Negative Energy Protection (4). Subject resists level
and ability drains.

Speak with Dead (3). Corpse answers one question/two
levels.

5th-LevelCleric Spells

Divination (7). Provides useful advice for specific pro-
posed actions.

B (P ol AT DT S P (e

e

me f:tmvemn

-

.T\ﬁv

Greater Command (16). As command, bur affects mul-
tiple rargets for up to 8 rounds.

Symbol of Terris-Thule (28). Triggered rune causes
nearby creatures to slumber.

6th-LevelClericSpells
Geas (30). As lesser geas, with no save and affecting any
creature.

Greater Magic Weapon (28). +3 bonus 1o a weapon or
set of ammunition.

Symbol of Innoruuk (30). Triggered rune wracks nearby
creatures with pain.

7th-LevelClericSpells
Regenerate (40). Subject’s severed limbs grow back.

Symbol of Cazic-Thule (34). Triggered rune instills
supernatural fear in | or more creatures.

True Seeing (12). Subject sees all things as they really
are.

8th-LevelClericSpells

Symbol of Vazaelle (45). Triggered rune renders nearby
creatures insane.

12th-Level ClericSpells

Epic Magic Weapon (52). +5 bonus to a weapon or set
of ammunition.

Oruid Spells

1st-Level Druid Spells
Feather Fall (2). Caster falls slowly.

Speak with Animals (2). Subject can communicare
with natural animals.

2nd-Level Druid Spells
Animal Messenger (3). Sendsa Tiny animal toaspecific
place.

Speak with Plants (2). Caster can talk ro normal plants
and plant creatures.

Warp Wood (4). Wood bends (shaft, handle, door,
plank).

3ro-Level Oruid Spells
Augury (4). Caster learns whether an action will be
good or bad.
Spider Climb (10). Subject can walk on walls and
ceilings.
4th-Level Oruid Spells

Freedom of Movement (6). Subject moves normally
despite impediments.

5th-Level Druid Spells
Wall of Thorns (15). Thorns damage anyone who tries

to pass.
6th-Level Druid Spells

Divination (7). Provides useful advice for specific pro-
posed actions.




Wall of Fire (10). 2d8 fire damage out to 10 ft. and 1d8
out to 20 ft. Passing through wall deals 4d10.

Wall of Stone (14). Creates a stone wall that can be
shaped.

7th-Level Druid Spells
Control Weather (20). Changes weather in local area.
True Seeing (12). Subject sees all things as they really

are.

8th-Level Oruid Spells
Regenerate (40). Subject’s severed limbs grow back.

Enchanter Spells

Ist-Level Enchanter Spells
Command (2). Targer obeys one-word command for 1
round.
Ventriloguism (1). Caster throws voice for | min./level.

2nv-Level Enchanter Spells
Detect Thoughts (4). Caster may “listen” to targets’
surface thoughts.
Feather Fall (2). Caster falls slowly.
Magic Mouth (3). Speaks once when triggered.

3ro-Level Enchanter Spells
Courage of Marr (4). Grants subject +2 on attacks,
saves, and skill checks.

Suggestion (6). Compels target to follow stated course of
action.

Tongues (5). Subject may speak and understand any
language.

4th-Level Enchanter Spells
Rage of Zek (13). Up tosix rargets gain +2 Strand Con,
+1 on Will saves, and -2 AC.
Lesser Geas (14). Commands subject of 7 HD or less.

5th-Level Enchanter Spells
Greater Command (16). As command, bur affects mul-
tiple rargets for up to 8 rounds.

Seeming (14). Changes appearance of one person/two
levels.

Symbol of Terris-Thule (28). Triggered rune causes
nearby creatures ro slumber.

Telepathic Bond (6). Mental link lets allies communi-
cate.

6th-Level Enchanter Spells
Dream (12). Caster sends message to anyone sleeping.
Mass Suggestion (20). As suggestion, affecting one tar-
get/level.
Veil (20). Changes appearance of group of creatures.

7th-Level EnchanterSpells

Geas (30). As lesser geas, with no save and it affects any
creature.

8th-Level Enchanter Spells
Symbol of Vazaelle (45). Triggered rune renders nearby
creatures insane.

True Seeing (12). Subject sees all things as they really
are.

Magician Spells

2nd-Level Magician Spells
Feather Fall (2). Caster falls slowly.
Magic Mouth (3). Speaks once when triggered.

Web (4). Fills 20-fi-radius spread with sticky spider
webs.

3ro-Level Magician Spells

Glyph of Warding (12). Inscription harms those who
pass it.
Tiny Hut (8). Creates magical shelter for 10 creatures.

4th-Level Magician Spells

Secure Shelter (15). Creates sturdy but temporary cot-
tage.

Stinking Cloud (9). Creates cloud of nauseating vapors,
1 round/level.

5th-Level Magician Spells

Wall of Fire (10). 2d8 fire damage out to 10 ft. and 1d8
out to 20 ft. Passing through wall deals 4d10.

Wall of Stone (14). Creates a stone wall that can be
shaped.

6th-Level Magician Spells

Instant Summons (30). Prepared object appears in
caster’s hand.

Necromancer Spells

2nd-Level Necromancer Spells

Speak with Dead (3). Corpse answers one question/two
levels.

3ro-Level Necromancer Spells

Negative Energy Protection (4). Subject resists level
and ability drains.

Stinking Cloud (9). Creates cloud of nauseating vapors,
I round/level.

4th-Level Necromancer Spells

Glyph of Warding (12). Inscription harms those who
pass it.

5th-Level Necromancer Spells

Shield Other (4). Caster takes half of subject’s damage.

Symbol of Innoruuk (30). Triggered rune wracks nearby
creatures with pain.

6th-Level Necromancer Spells
Magic Jar (16). Caster may possess another creature.

Symbol of Cazic-Thule (34). Triggered rune instills
supernatural fear in 1 or more creatures,
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PaladinSpells

Ist-Level PalavbinSpells

Command (2). Target obeys one-word command for 1
round.

Magic Weapon (3). Weapon gains a +1 enhancement
bonus ro artack and damage.

2nd-Level PalabinSpells
Shield Other (4). Caster takes half of subject’s damage.

4th-Level PaladinSpells

Holy Weapon (18). Caster’s held weapon gains +5
enchantment, deals +2d6 damage against evil, and wards
10 ft. area.

5th-Level PalabinSpells

Greater Command (16). As command, bur affects mul-
tiple targets for up to 8 rounds.

Greater Magic Weapon (28). +3 bonus to a weapon or
set of ammunition.

Negative Energy Protection (4). Subject resists level
and ability drains.

6th-Level PaladinSpells

Freedom of Movement (6). Subject moves normally
despite impediments.

9th-Level Palavin Spells
Regenerate (40). Subject’s severed limbs grow back.

12th-Level Paladin Spells

Epic Magic Weapon (52). +5 bonus to a weapon or set
of ammunition.

RangerSpells

Ist-Level Ranger Spells

Speak with Animals (2). Subject can communicate
with natural animals.

2nd-Level Ranger Spells
1 Animal Messenger (3). Sends a Tiny animal to aspecific

place.

Feather Fall (2). Caster falls slowly.

Speak with Plants (2). Caster can talk to normal plants
and plant creatures.

Warp Wood (4). Bends wood (shaft, handle, door,
plank).

3ro-Level Ranger Spells
Spider Climb (10). Subject can walk on walls and

ceilings.
5th-Level RangerSpells

Wall of Thorns (15). Thorns damage anyone who tries
to pass.

6th-Level Ranger Spells

Freedom of Movement (6). Subject moves normally
despite impediments.

7th-Level Ranger Spells

Wall of Fire (10). 2d8 fire damage out to 10 ft. and 1d8
out to 20 ft. Passing through wall deals 4d10.

9th-Level Ranger Spells
Regenerate (40). Subject’s severed limbs grow back.

Shadow Knight Spells

2nd-Level Shadbow Knight Spells

Speak with Dead (3). Corpse answers one question/two
levels.

3ro-Level Shavow Knight Spells

Stinking Cloud (9). Creates cloud of nauseating vapors,
1 round/level.

4th-Level Shadow Knight Spells

Negative Energy Protection (4). Subjecr resists level
and ability drains.

5th-Level Shabow Knight Spells

Symbol of Innoruuk (30). Triggered rune wracks nearby
creatures with pain.

6th-Level Shadbow Knight Spells
Shield Other (4). Caster takes half of subject’s damage.

Symbol of Cazic-Thule (34). Triggered rune instills
supernatural fear in 1 or more creatures.

ShamanSpells

1st-Level Shaman Spells
Feather Fall (2). Caster falls slowly.

2nd-Level Shaman Spells
Augury (4). Caster learns whether an action will be
good or bad.
Speak with Animals (2). Subject can communicare
with narural animals.

3ro-Level ShamanSpells
Animal Messenger (3). Sends a Tiny animal to aspecific
place.
Rage of Zek (13). Up tossix targerts gain +2 Strand Con,
+1 on Will saves, and -2 AC.
Spider Climb (10). Subject can walk on walls and
ceilings.

4th-Level ShamanSpells
Divination (7). Provides uscful advice for specific pro-
posed actions,
Freedom of Movement (6). Subject moves normally
despire impediments.
Lesser Geas (14). Commands subject of 7 HD or less.
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Speak with Plants (2). Caster can talk to normal plants
and plant creatures.

5th-Level ShamanSpells

Dream (12). Caster sends message to anyone sleeping.
True Seeing (12). Subject sees all things as they really
are,

6th-Level ShamanSpells

Geas (30). As lesser geas, with no save and it affects any
creature.

Symbol of Terris-Thule (28). Triggered rune causes
nearby creatures to slumber.

7th-Level ShamanSpells
Regenerate (40). Subject’s severed limbs grow back.

9th-LevelShamanSpells
Control Weather (20). Changes weather in local area.

Wizard Spells

I1st-Level Wizard Spells
Hold Portal (2). Holds door shut.

Magic Weapon (3). Weapon gains a +1 enhancement
bonus to attack and damage.

Sense Secret Door (3). Caster senses nearest hidden
portal or covering within range.

2nd-Level Wizard Spells
Feather Fall (2). Caster falls slowly.

Knock (12). Opens locked or magically sealed portal,
lid, or fastener.

3ro-Level Wizarb Spells
Detect Thoughts (4). Caster may “listen” to targets’
surface thoughts.
Magic Mouth (3). Speaks once when triggered.

4th-Level Wizard Spells

Glyph of Warding (12). Inscription harms those who
pass it.

Tiny Hut (8). Creares shelrer for 10 creatures.

Spider Climb (10). Subject can walk on walls and
ceilings.

Stinking Cloud (9). Creates cloud of nauseating vapors,
1 round/level.

5th-Level Wizard Spells
Greater Magic Weapon (28). +3 bonus to a weapon or

set of ammunition.

6th-Level Wizard Spells

Wall of Fire (10). 2d8 fire damage out to 10 fr. and 1d8
out to 20 ft. Passing through wall deals 4d 10,

12th-Level Wizard Spells

Epic Magic Weapon (52). +5 bonus to a weapon or set
of ammunition.

Spells

AnimalMessenger

Alreration [Mind-Affecting]
Level: Bst 2, Dru 2, Rng 2, Shm 3
Spell Line: Animal messenger
Mana: 3
Components: V, S,M
Casting Time: | action
Recast: Instant
Range: Close (25 ft. + 5 ft./2 levels)
Target: One Tiny animal
Duration: | day/level
Saving Throw: None
Spell Resistance: Yes

The character compels a Diminutive or Tiny animal to
go toaspot the character designates. The animal cannot be
one tamed or trained by someone else.

Using some type of food desirable to the animal as a lure,
the character calls the animal to him. It advances and
awaits the character's bidding. The character can mentally
impress upon the animal a certain place well known to him
or an obvious landmark. The directions must be simple,
because the animal depends entirely on the character's
knowledge and can’t find a destination on its own. The
character can attach some small item or note to the
messenger. The animal then goes to the designared loca-
tion and waits there until the spell expires, whereupon it
resumes its normal activities.

During this period of waiting, the messenger allows other
people to approach it and remove any scroll or token it
carries. The intended recipient of a message gains no
special ability to communicate with the animal or to read
any attached message.

The spell works only on normal animals with an Intelli-
gence score of 1 or 2,

Augury

Divination
Level: Clr 3, Dru 3, Shm 2
Spell Line: Augury
Mana: 4
Components: V. S, F
Casting Time: | action
Recast: 10 minutes

Range: Personal
Target: Caster
Duration: Instantaneous

An augury can tell the caster whether a particular action
in the immediate future will bring good or bad results. The
base chance for receiving a meaningful reply is 70% + 1%
per caster level; the GM makes the roll secretly. The GM
may determine that the question is so straightforward that
a successful result is automatic, or so vague as to have no
chance of success. If the augury succeeds, the characrer gets
one of four results:

o “Weal” (if the acrion will probably bring good re-

sults).

o “Woe” (for bad results).
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“Weal and woe” (for both).

e “Nothing” (for actions that

don't have especially good or
bad results).

If the spell fails, the character gets
the “nothing” result. A caster who
gets this result has no way to tell
whether it resulted from a failed or
successful augury.

The augury can see into the future
only about half an hour, so anything
that might happen after that does not
affect the augury. Thus, it might miss
the long-term consequences of the
contemplated action. Allauguries cast
by the same person about the same
topic use the same dice result as the
first augury.

Focus: (Un)holy symbol worth at
least 25 gp value.

Coommand

Alreration [Language-Dependent,
Mind-Affecting]
Level: Cir I, Enc I, Pal 1
Spell Line: Command
Mana: 2
Components: V
Casting Time: | action
Recast: Instant
Range: Close (25 ft. + 5 ft./2 levels)
Target: One living creature
Duration: | round
Saving Throw: Will negates
Spell Resistance: Yes

The character gives the subject a
one-word command in the form of a
simple verb in the imperarive mood,
which the subject then obeys to the
best of his ar her ability. For instance,
a command of “Suicide” fails because
“suicide” is a noun, not a verb. The
command “Drop” is a viable option,
since “drop” can be used as a verb, but
the target might simply drop an item
held in itshands rather than falling to
the floor, as the caster had intended.
A command of “Die” causes the sub-
ject to swoon and fall prone, faking
death for | round.

A very reasonable command may
impose a penalty on the saving throw
(from —1 to —4, at the GM’s discre-

tion).

ControlWeather

Alteration
Level: Dru 7, Shm ¢
Spell Line: Control weather
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Components: V, S
Casting Time: 10 minutes
Recast: Instant

Range: Fixed

Area: Two-mile-radius circle, centered on

the character's location

Duration: 812 hours (D)
Saving Throw: None
Spell Resistance: No

The character changes the weather
in the local area. It takes 10 minures
to cast the spell and an additional 10
minutes for the effects ro manifest.
The character can call forth weather
appropriate to the climare and season
of the area she is in.

Season Passible Weather
Spring Tornado., thunder
storm, sleet storm, or

hot weather

Summer Torrential rain, heat
wave, or hailstorm

Autumn Hot or cold weather,
fog, or sleet

Winter Frigidcold, blizzard, or
thaw

The character controls the general
tendencies of the wearher, such as the
direction and intensity of the wind.
She cannot control specific applica-
tions of the weather, such as the
direction of a tornado once it mani-
fests. When the character selects a
certain weather condition to occur,
the weather assumes that condition
10 minutes later (changing gradually
over that time). This weather contin-
ues for the duration, or until the
character uses a standard action to
designate a new kind of weather
(which fully manifests itself 10 min-
utes later). Contradictory conditions
are not possible simultaneously.

Control weather can do away with
atmospheric phenomena (wherther
naturally occurring, such as precipi-
tation or “St. Elmo’s fire,” or
otherwise) as well as create them.

CourageorMarr

Alteration [Mind-Affecting]
Level: Clr 2, Enc 3
Spell Line: Courage of Marr
Mana: 4
Components: V, S
Casting Time: | action
Recast: Instant
Range: Touch
Targets: One creature
Duration: 1 min./level
Saving Throw: Will negates (harmless)
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Spell Resistance: Yes (harmless)

This spell grants the creature
touched a +2 morale bonus on attack
rolls, saving throws, and skill checks.

Oetect Thoughts

Divination [Mind-Affecting]
Level: Enc 2, Wiz 3
Spell Line: Detect thoughts
Mana: 4
Components: V, S, F
Casting Time: | action
Recast: | minute
Range: 60 ft.

Area: Quarter circle emanating from the

caster to the end of the range

Duration: Concentration, up to | minute/

level (D)

Saving Throw: Will negates (see text)
Spell Resistance: No

The caster can detect other crea-
tures’ surface thoughts. The amount
of information revealed depends on
how long the caster studies a particu-
lar area or subject:

1st Round: The presence or ab-
sence of thoughts (from conscious
creatures with Intelligence scores of 1
or higher).

2nd Round: The number of think-
ing minds and the Intelligence score
of each. If the highest Intelligence in
the area is at least 10 points higher
than the caster’s and ar least 26 or
higher, the caster is stunned for 1
round and the spell ends.

3rd Round: The surface thoughts
of any mind in the area. A target’s
Will save prevents the caster from
reading its thoughts, and the caster
must cast detect thoughts again to have
another chance. Creatures of animal
intelligence (Int 1 or 2) have simple,
instinctual thoughts that the caster
can pick up.

Each round, the caster can turn to
detect thoughts in a new area. The
spell can penetrate barriers, but 1 foot
of stone, 1 inch of common metal, a
thin sheet of lead, or 3 feet of wood or
dirt blocks it. The caster cannot pin-
point the locarion of thinking minds
in the area if he cannor see the crea-
tures whose thoughts he is detecting,

Focus: A copper piece.

Oivination

Divination
Level: Clr S, Dru 6, Shm 4

Spell Line: Augury
Mana: 7
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Cnrnponenh: V.5, M, F
Casting Time: |0 minutes

Recast: 10 minutes

Range: Personal
Target: Caster
Duration: Instantaneous

This spell can provide the caster
with a useful piece of advice in reply
to a question concerning a specific
goal, event, oractivity that is to occur
within 1 week. The advice can be as
simple as a short phrase, or it might
take the form of a cryptic rhyme,
VISion, OT Omen.

In all cases, the GM controls what
information the caster receives. Note
that if the caster doesn't act on the
information immediarely, the condi-
tions may change subsequently so that
the information is no longer useful.

The base chance for a correct divi-
nation is 70% + 1% per caster level.
The GM adjusts the chance if un-
usual circumstances require it (if, for
example, unusual precautions against
divination spells have been taken). If
thedice roll fails, the caster knows the
spell failed, unless specific magic yield-
ing false information is ar work.

Mulripledivinationsabout the same
topic by the same caster use the same
dice resulr as the first divination and
yield the same answer each time, un-
less the circumstances about that topic
have changed.

Material Component: Religious of-
fering worth ar least 25 gp.

Focus: (Un)holy symbol worth at
least 25 gp.

Oream

Divination [Mind-Affecring]
Level: Bst 7, Enc 6, Shm 5
Spell Line: Dream
Mana: 12
Components: V., S
Casting Time: | minute
Recast: Instant
Range: Unlimited
Target: One living creature touched
Duration: See text
Saving Throw: None
Spell Resistance: Yes

The caster or a messenger touched
by the caster sends a phantasmal mes-
sage toanother creature in the form of
a dream. Ar the beginning of the
spell, the caster must name the recipi-
ent or idenrify her by some title that
leaves no doubt as to her identity.
The messenger then enters a trance,

appears in the intended recipient’s
dream, and delivers the message. The
message (and thus this spell’s dura-
tion) can technically be of any length,
and the recipient remembers it all
perfectly upon waking.

The communication is one-way.
The recipient cannotask questions or
offer information, nor can the mes-
senger gain any information by
observing her dreams. Once the mes-
sage isdelivered, the messenger’smind
returns instantly to his body.

If the recipient is awake when the
spell begins, the messenger can choose
to wake up (thus ending the spell) or
to remain in the trance until the re-
cipient goes to sleep, then enter her
dream and deliver the message as nor-
mal. If the messenger is disturbed
during the trance, he awakens and
the spell ends.

Creatures that don't sleep or dream
cannot be contacted by this spell.

The messenger is totally unaware
of his own surroundings or the activi-
ties around him while in the trance:
In game terms, he is helpless while in
the trance.

EpicMagicWeapon

Alteration
Level: CIr 12, Pal 12, Wiz 12
Spell Line: Magic weapon
Mana: 52

As greater magic weapon, except this
spell provides a +5 enhancement bo-
nus to the affected weapon or
projectiles.

Feather Fall

Alreration
Level: Drul,Enc 2, Mag 2,Rng 2, Shm |, Wiz 2
Spell Line: Feather fall
Mana: 2
Components: V
Casting Time: Free action (see text)
Recast: Instant

Range: Personal
Target: Caster
Duration: Until landing, up to | round/level (D)
Saving Throw: None
Spell Resistance: No

The caster can cast feather fall
quickly enough to save herself if she
falls unexpectedly. Casting the spell
is a free acrion, like casting a quick-
ened spell, and it counts toward the
normal limit of one free-action spell
per round.
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While feather falling, the caster's
rate of falling is instantly changed to
a mere 60 feet per round, with no
damage incurred upon landing if the
spell remainsin effect. However, when
the spell duration ceases, the normal
rate of acceleration ensues.

Feather fall does not function any
time levitate or similar magic does not
funcrion.

Freedbom or Movement

Abjuration
Level: Bst 4, CIr 4, Dru 4, Pal 6, Rng 6, Shm 4
Spell Line: Freedom of movement
Mana: 6
Components: V, S
Casting Time: | action
Recast: Instant
Range: Touch
Target: Creature touched
Duration: 10 minutes/level
Saving Throw: None (harmless)

Spell Resistance: Yes (harmless)

This spell enables the creature
touched (the caster may touch him-
self) to move normally for the duration
of the spell, even under the influence
of magic thar usually impedes move-
ment such as yoot or snare spells.

The spell also allows a caster to
move and fight normally while under
water, provided that any weapon used
is wielded in the hand rather than
hurled. The freedom of movement spell
doesnot, however, allow water breath-
ing, nordoes it negate any slow effects.

Against other types of entangle-
ment, such as nets, being grappled or
pinned, etc., freedom of movement
grants its recipient a +20 bonus to all
Escape Artist or grapple checks.

Geas

Alrteration [Language-Dependent,
Mind-Affecting]
Level: Clr 6, Enc 7, Shm 6
Spell Line: Lesser geas
Mana: 30
Casting Time: | full round
Target: One living creature
Saving Throw: None (see text)
Spell Resistance: Yes

As lesser geas, excepr that there is
nosaving throw against this spell and
if the subjecr fails to obey or pursue
the acrion(s) or task(s) dictated by
the geas for a whole day, he takes 3d6
points of damage for that unfulfilled
day. Additionally, he must make a
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Fortitude saving throw each unful-
filled day or become sickened. A
sickened creature is effectively ex-
hausted, except that he also heals
damage at only one-tenth his normal
rate and cannot benefit from any
magical healing effects. A creature
sickened in this way that still fails to
fulfill the geas must make a Fortitude
save each day or become crippled. A
crippled subject is effectively nause-
ated. These effects end 1 day after the
creature attempts to resume the geas.

A geas and all associated penalties
can be negated by the spell remove
greater curse (see the upcoming supple-
ment Luclin for this spell).

GlyphorWarding

Abjuration
Level: Clr 3, Mag 3, Nec 4, Wiz 4
Spell Line: Glyph of warding
Mana:; |2
Components: V, S, M
Casting Time: 10 minutes
Recast: Instant
Range: Touch
Target or Area: Object touched or surface

area up to 5 sq. ft./level

Duration: Permanent until discharged
Saving Throw: See text
Spell Resistance: Yes (object)

The caster creates an inscription
thatunleashes a magical trap on those
who enter, pass, or open the warded
area or object. The caster sets the
conditions of the ward when it is
created. Typically, any creature vio-
lating the warded area wirhout
speaking a pass phrase (which the
caster sets when casting the spell) is
subject to the magic it stores.

Glyphs can also be set according to
physical characteristics or to creature
type, subtype, or species. Glyphs can
also be ser with respect to good, evil,
order, ordiscord, orset to pass those of
the caster’s religion (cleric casters
only) or faction. They cannort be set
according to class, HD, or level.
Glyphs respond to invisible or incor-
poreal creatures normally. Multiple
glyphs cannot be caston the same 5 ft.
by 5 ft. area. However, discrete areas
of one large object can be separately
warded.

The glyph can be placed to con-
form toany shape up to the limitations
of the caster's total square footage.
When the spelliscompleted, the glyph
becomes nearly invisible.

Glyphs cannot be affected, by-
passed, ordisabled by normal physical
or magical probing, although they
can be nullified by any spell capable
of dispelling magic effects. A rogue
(only) can use the Search skill to find
a glyph and the Disable Device skill
to render it inoperative. In either
case, the DC is 25 + the spell level
(thus DC 28 for clerics’ or magicians’
versions, DC 29 for necromancers' or
wizards').

Depending on the version selected,
a glyph either blasts the intruder or
activates a spell.

Blast Glyph: A blast deals 3d10 +
caster level (at time of casting) points
of damage to the intruder and to all
within 5 feet of the intruder. This
damage can be of different types de-
pending on the caster's class (the type
chosen at casting):

Caster Damage Types

Cleric Magic, sonic
Magician Acid, cold, fire
Necromancer Disease, poison
Wizard Cold, electricity, fire,

magic

Those affected can make Reflex
saves for half damage.

Spell Glyph: The caster can store
any harmful spell of up to 3rd level
that she knows. All level-dependent
features of the spell are based on the
caster’s level at the rime of casting. If
the spell has targets, it rargets the
intruder. If the spell has an area oran
amorphous effect (such as a cloud),
the area or effect is centered on the
intruder. All saving throws operate as
normal, except that the DC is based
on the level of the glyph rather than
that of the conrained spell.

Material Component: Platinum dust
worth at least 200 gp.

Greater Coommand

Alreration [Language-Dependent,
Mind-Affecting]
Level: CIr 5, Enc 5, Pal 5
Spell Line: Command
Mana: 16
Recast: | round
Targets: One creature/level, no two of

which can be more than 30 ft. apart

Duration: 8 rounds (see text)

As command, except it affects mul-
tiple rargets for up o 8 rounds. At the
start of each commanded creature's
round after the first, it gets another

Will save to attempt to break free

from the spell.

Greater MagicWeapon

Alreration
Level: Clr 6, Pal 5, Wiz 5
Spell Line: Magic weapon
Mana: 28
Range: Close (25 ft. + 5 ft./2 levels)
Target: One weapon or fifty projectiles (all

of which must be in contact with each other at
the time of casting)

Duration: | hour/level

As magic weapon, except this spell
provides a +3 enhancement bonus to
the affected weapon. Alrernarively,
the caster can affect up to fifty arrows
or sling bullets. The projectiles must
all be of the same type, and they have
to be together inone group (such asin
the same quiver). Projectiles (but not
thrown weapons or a missile launcher
such as a bow) lose the enhancement
bonus when used.

Hold Portal

Abjuration
Level: Wiz |
Spell Line: Hold portal
Mana: 2
Component: V
Casting Time: | action
Recast: Instant
Range: Medium (100 ft. + 10 ft./level)
Target: Ore portal, up to 20 sq. ft./level
Duration: | minute/level
Saving Throw: None
Spell Resistance: No

This spell magically bars a door,
gate, window, or shutter of wood,
metal, or stone. The magic holds the
portal fast, just as if it were securely
closed and normally locked, except
that this “lock” cannort be picked. A
knock spell or any spell which can
dispel magic effects can negate the
hold portal. For a portal affected by this
spell, add 5 to the normal DC for
forcing it open.

HolyWeapon

Evocation
Level: Pal 4
Spell Line: Magic weapon
Mana: 18
Components: V, S
Casting Time: | action
Recast: Instant

Range: Touch
Target: Caster's weapon
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Duration: | round/level
Saving Throw: None
Spell Resistance: No

This spell allows the paladin to
channel holy power into a melee
weapon of the paladin’s choice. The
weapon temporarily gains a +5 bonus
on attack and damage rolls and gains
the holy gquality (see EQ: Game
Master's Guide, p. 117). These bo-
nuses and abilities supersede and
suppress for the duration of the holy
weapon spell any masterwork bonus,
enhancement or augmentation bo-
nus to attack or damage, or other
magical powers thataffect arrack rolls
or damage (including process effects
from the weapon or from other spells)
the weapon might have.

Further, a paladin wielding a
weapon augmented with holy weapon
emits a ward that protects creatures
within 10 feet. This ward has three
major effects:

First, the creatures protected gaina
+2 deflection bonus to AC and a +2
resistance bonus on saves. Both these
bonuses apply only against atracks
made by evil creatures.

Second, the barrier blocks any at-
rempt to possess the warded creatures
or to exercise mental control over the
creature. The protectiondoes not pre-
vent the use of supernatural powers or
of charm spells or songs that establish
mental control over a warded crea-
ture, but it prevents anyone from
actually exercisingmental commands
upon the protected creature while it
is warded. Should the ward expire or
the creature leave the 10-foot range
of the holy weapon ward, any mental
control that was previously established
may then be exercised on the for-
merly warded creature. The barrier
also keeps out a possessing life force
(such as from a magic jar spell) but
does not expel one if it is in place
before the spell is cast. This second
effect works regardless of alignment.

Third, the ward prevents bodily
contact by summoned or conjured
creatures. This causes the natural
weapon attacks of such creatures to
fail and the creatures to recoil if such
attacks require touching the warded
creature. Good-aligned elementals
and outsiders are immune to this ef-
fect. The protection against contact
by summoned or conjured creatures
ends if the warded crearure makes an
attack against the blocked creature.

Spell resistance can allow a creature
to overcome this protection and touch
a warded creature.

[f the ward ends (for example, if it is
dispelled), the holy weapon creates a
new one on the paladin’s next turn as
a free action.

This spell automatically ends |
round after the affected weapon leaves
the paladin's hand for any reason,
unless the paladin once again grasps
the weapon before that time elapses.
Thus, the paladin cannot give his
holy weapon to another wielder to
use for more than 1 round. The pala-
din cannot have more than one holy
wedpon active at a time.

InstantSuommons

Conjuration (Summoning)
Level: Mag 6
Spell Line: Instant summons
Mana: 30
Components: V, S, M
Casting Time: | action
Recast: Instant

Range: See text
Target: One object weighing up to 10 Ib,

whose longest dimension is 6 ft. or less

Duration: Permanent until discharged
Saving Throw: None
Spell Resistance: No

The magician calls some nonliving
item from virtually any location di-
rectly to her hand. First, the magician
must prepare the object by casting
instant summons upon it, which magi-
cally artunes the item to a gem worth
at least 1,000 gp. Thereafter, the ma-
gician can summon the item by
speaking aspecial command word (set
by the magician when the spell is
cast) and crushing the gem; these
actions are included as part of the
spell's casting time. The item appears
instantly in the magician’shand. Only
rhe magician can use the gem in this
way.

If the item is currently being worn
or carried by another creature when
the magician attempts to summon it,
then the spell does not work. In this
case, however, the magician knows
who the possessorisand roughly where
he, she, or it is locared when the
summons is attempted. The item can
be summoned from another plane,
but only if no other creature wears or
carries ir.

The magic of this spell on the gem
is invisible even to a character mak-

ing a Spellcraft check. However, an
identify spell will reveal the gem’s na-
ture as the material component for
thisspell, anda character casting iden-
tify upon the gem may make a
Spelleraft check (DC 26) to deter-
mine both the nature of the item the
gem can summon and the name of the
magician who cast the instant sum-
mons upon it.

Material Component: A gem worth
at least 1,000 gp.

Knock

Alrerarion
Level: Wiz 2
Spell Line: Knock
Mana: 12
Components: V
Casting Time: | action
Recast: Instant
Range: Medium (100 ft. + 10 ft./level)
Target: One door, box. or chest with an

area of up to 10 sq. ft./level

Duration: Instantaneous (see text)
Saving Throw: None
Spell Resistance: No

Theknock spell opensstuck, barred,
locked, or held doors, including auto-
matically opening ones sealed with
the hold portal spell. 1t opens secret
doors, as well as locked or trick-open-
ing boxes or chests. [t also loosens
welds, shackles, or chains (provided
they serve to hold closures shut or to
bind creatures or objects). Knock does
not raise barred gates or similar im-
pediments, nor does it affect ropes,
vines, and the like. Note that the
effectislimited by the area. Each spell
can undo up to two means of prevent-
ing egress through a portal; thus, if a
single door has two locks and a bar as
well as a hold portal upon it, two cast-
ings of this spell are required to open
it.

Lesser Geas

Alteration [Language-Dependent,
Mind-Affecting|
Level: Clr 4, Enc 4, Shm 4
Spell Line: Lesser geas
Mana: 14
Components: V
Casting Time: | action
Recast: Instant
Range: Close (25 ft. + 5 Ft./2 levels)
Target: One living creature of up to 7 HD
Duration: | day/level or until service is com-

pleted (D)

Saving Throw: Will negates
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Spell Resistance: Yes

This spell places a magical com-
mand on a creature to carry out some
service or to refrain from some action
or course of activity, as desired by the
caster, The creature must have 7 or
fewer HD and be able to undersrand
the caster. While geas cannor compel
a creature to kill itself or perform acts
that would result in certain death, it
can cause almost any other course of
activity. If the instructions involve
some open-ended task that cannor
technically be “completed” through
the target’sownactions (such as“Wait
here” or “Defend this area against all
intruders”), the spell remains in effect
for a maximum of 1 day per caster
level. Otherwise, the creature must
follow the given instructions until
the geas is completed, no matrer how
long it takes. Note thar a clever re-
cipientcansubvertsome instructions;
for example, if the caster orders the
recipient to protect the casterfromall
harm, it might place the caster in a
nice, safe dungeon for the duration of
the spell.

If the target fails to or is prevenred

A lesser geas (and all ability penal-

control of a nearby body, displacing
its soul into the magic jar. The necro-
mancer may move back to the jar
(thereby returning the trapped soul to
its body) and then attempt to possess
another body as she wishes through-
out the duration of the spell. The spell
ends when the necromancer returns
to her own body (leaving the jar
empty).

Tocast the spell, the magic jar must
be within spell range and the necro-
mancer must know where it is,
although the necromancer does nor
need to be able to see it. When the
necromancer transfers her soul with
this spell, her body is, as near as any
observer can tell, dead.

While in the jar, the necromancer
can sense and try to displace any life
force within 10 feet per caster level
(as long as it resides on the same
plane). However, she cannot deter-
mine the creatures' exacr types or
positions. Amonga group of life forces,
the necromancer can sense a differ-
ence of 4 or more levels/HD and can
determine whether a life force is posi-
tive or negative energy. (Undead

save. Failure 1o take over the host

activate the body's extraordinary or
supernatural abilities. The creature’s
spells and spell-like abilities do not
stay with the body, but with the soul.

As a standard action, the necro-
mancer can shift freely from a host ro
the magic jar if within range, sending
the trapped soul back toits body. The
spell ends when the necromancer
shifts from the jar back to her own
body.

If the host body is slain, the necro-
mancer returns to the magic jar, if it is
within range, and the life force of the
host departs (that is, it is dead). If the
host body is slain when the jar is
beyond the range of the spell, both
the necromancer and the host die. If
the spell ends while the necromancer
is in the magic jar, she returns to her
body (or else dies if her body is out of
range or destroyed). If the spell ends
while the necromancer is in a host,
she returns to her body (or dies, if it is
out of range of her host's current po-
sition), and the soul in the magic jar
returns to its own body (or dies if it is
out of range). Any life force displaced
or transplanted by means of magic jar

ral) as the magic jar.
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fromobeying the lesser geas forawhole creatures are powered by negative that has no body or jar to inhabir is &

day, it suffers a =2 penalty on each energy. Only sentient undead crea- rreated as slain. '

ability score. Each day, another -2 tures have — or are — souls.) Destroying the recepracle ends the

penalty accumulates, up toa total of - Attempting to possess a body is a spell, and the spell can be dispelled at

8. Abilities are not reduced below 1. full-round action. The necromancer either the magic jar or the host. Incar-

The ability penalties end 1 day after possesses the body and forces the poreal creatures (spirits and the like)

the caster resumes obeying the lesser creature’s soul into the magic jar un- with the magic jar ability can use any )

geas. less the subject succeeds at a Will nearby object (not just a gem or crys- el
Ll

ties) can be ended by remove curse or
remove greater curse (spells that will
appear in the upcoming Luclin book).

leaves the necromancer’s life force in
the magic jar, and a target automati-
callysucceedsat furthersaving throws
if the necromancer attempts to pos-

Focus: A gem worth at least 1,000
Bp-

MagicWeapon

Magiclar sess its body again after it has already -
Necromancy made a a;:u:ﬂ:essfulll save against this Level: CI;I Pall. Wizl
Level: Nec 6 casting of the spell. S
Spell Line: Magic jar If the posst‘tsaii?nfis successful, [lge ml-;w Magic weapon
- 16 necromancer s lite torce occupies the .
?:,:ol,.,.m V.S.F hast body and the host's life force is gm\:: -
| Casting Time: | action imprisoned in the magic jar. The nec- Recg !
e Rocast: Tnstant romancer keeps her Intelligence, - Touch
: - Range: Medium (100 ft.+10 ft./level) Wisdom, and Charisma scores, level, TI Lauge.- \;uc tsiichad
Je Target: One creature class, base atrack bonus, base save arget: ral_’““ ‘;;'"" T
2P e 1 i ool o it W cater bonuses, alignment, and mental abili- D""t“’"’ minute/leve
29 tD“ahtmhn bod ties. The body retains its Strength, ~ Saving Throw: Will negates (harmless, ob-
3 re;;:: oﬂer OWTH-" Y text Dexterity, Constitution, hit points, ject) ) )
‘5‘_ Ing ol 'Ynegates from bty and natural and physical abilities,such ~ Spefl Rf"’m Tes (harmniess, ooject)
) e - as water breathing or regeneration. A Magic weapon givesa weapona +1

By casting magic jar, the necroman-
cer places her own soul in a gem or
large crystal (known as the “magic
jar”), leaving her body liteless. The
necromancer can then attempt to take

body with extra limbs does not allow
the necromancer to make more at-
tacks (or more advantageous
two-weapon attacks) than normal.
The necromancer can’t choose to

enhancernent bonus to attack and
damage rolls. This enhancement bo-
nus does not stack with a masterwork
weapon’s +1 bonus on attacks nor
with any magic weapon's existing




bonus to attack or damage, regardless
of whether the existing bonus is en-
hancement, augmentation, arcane,
erc.

This spell cannot be cast on a naru-
ral weapon, such asan unarmedstrike.

Magic Mouth
Divination
. Level: Enc 2, Mag 2, Wiz 3
T Spell Line: Magic mouth
: Mana: 3

Components: V, S, M

Casting Time: | action

Recast: Instant

Range: Close (25 ft. + 5 ft./2 levels)

e Target: One creature or object

- Duration: Permanent until discharged
Saving Throw: Will negates (object)

Spell Resistance: Yes (object)

This spell imbues the chosen ob-
ject or creature with an enchanted
mouth that remains invisible and
undetectable until the next time a
specified event occurs, at which time
it suddenly appears and speaks its
message. The message, which must be
25 or fewer words long, can be in any
language known by the casterand can
be delivered over a period of 10 min-
utes. The mouth cannot speak verbal

ok components, use command words, or
rﬂ:\ otherwise activate magical effects. It
. .i 3 does, however, move accordingtothe
s words articulated, and thus its mes-
S | sage can be discerned by means of the
g& Read Lips skill, if necessary,
P The spell functions when specific
";,," conditions are fulfilled according to
i the caster's command as set in the
X spell. Commands can be as general or
et as detailed as desired, although only
-y visual and audible triggers can be used.

A message can be set to trigger when
the next robe-clad elf with a staff
walks by, for instance. Triggers react
to what appears to be the case; dis-
guises and illusions can fool them.
Normal darkness does not defeat a
visual trigger, but magical darkness or
invisibility does. Silent movemenr or

o
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e, magical silence defeats audible trig-
éﬂ gers. Audible triggers can be keyed to
o~ general types of noises or to a specific
! noise or spoken word. Note that ac-
- ¢ tions can serve as triggers if they are
’.:‘1 visible or audihl_r: in nature. Magrc
el mouth cannot distinguish invisible
o creatures, alignments, level, HD, or
62 class.
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Therange limicofa triggeris 15 feet
per caster level. Regardless of range,
the mourh can respond only to visible
or audible triggers and acrions in line
of sight or within hearing distance.

Material Component: Precious stone
worth at least 10 gp.

Mass Suggestion

Alteration [Language-Dependent,
Mind-Affecring]
Level: Enc 6
Spell Line: Command
Mana: 20
Range: Medium (100 t. + 10 ft./level)
Targets: One creature/level, no two of

which can be more than 30 ft. apart

As suggestion, except that this spell
can affect more creatures. The same
suggestion applies to all creatures af-
fected. If the GM applies modifiers for
the rationality of the suggested ac-
tions or activity, different modifiers
might be applied to different targets
depending on their individual view-
point regarding the suggestion.

Negative Energy
Protection

Abjuration
Levelk: Clr 4, Nec 3, Pal 5. Shd 4
Spell Line: Negative energy protection
Mana: 4
Components: V, S
Casting Time: | action
Recast: Instant
Range: Touch
Target: Living creature touched
Duration: | round/level
Saving Throw: Will negates (harmless)
Spell Resistance: Yes (harmless)

The creature warded by this spell
gains partial protection from certain
weapons, undead creatures, and spells
or other effects that drain energy lev-
els or ability score points. Each time
the warded creature is struck by a
negative energy attack that would
drain levels or ahility scores, it rolls
1d20 + the negative energy protection’s
caster level, againsta DC of 11 + the
attacker's (caster) level/HD.

If the warded creature succeeds, it
takes only hit point damage from the
attack and does nor suffer any drain of
experience levels or ability scores,
regardless of the number of levels or
ability score points the attack would
have drained. If the warded crearure
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doesnotsucceed, the negative energy
attack deals its normal damage.

Negative energy protection does not
ward against ability score loss from
attacks such as poison or disease, but
only from attacks based on the nega-
tive energy of undead or necromantic
spells and magic items.

Rageor Zek

Alteration [Mind-Affecting]
Level: Clr 3, Enc 4, Shm 3
Spell Line: Rage of Zek
Mana: 13
Components: V. S
Casting Time: | action
Recast: Instant
Range: Medium (100 ft. + 10 ft./level)
Targets: Up to six living creatures, no two

more than 30 ft. apart

Duration: Concentration + 3 rounds (D)
Saving Throw: Will negates (harmless)
Spell Resistance: Yes (harmless)

Each affected creature gains a +2
morale bonus to Strength and Con-
stitution, a +1 morale bonus ro Will
saves, and a—2 penalty to AC. While
berserk, a creature cannot use skills or
abilities requiring patience or con-
centration, as with the warrior's
berserking class skill.

Regenerate

Conjuration (Healing)

Level: Bst 10, Clr 7,Dru 8,Pal 7,Rng 7, Shm 7
Spell Line: Regenerate

Mana: 40

Components: V, S

Casting Time: 3 full rounds

Recast: | round

Range: Touch

Target: Living creature touched
Duration: Instantaneous

Saving Throw: Fortitude negates (harmless)
Spell Resistance: Yes (harmless)

The subject’s severed body parts
(digits, limbs, even heads, if appli-
cable), broken hones, and ruined
organs grow back to full health and
funcrionality. After the spell is cast,
the physical regeneration is complete
in 1 round if the severed members are
present and touching the crearure. It
takes 2d10 rounds otherwise.

Regenerate also cures 5d8 points of
damage as well as all subdual damage,
and removes all fatigued or exhausted
condition penalties.

This spell has no effect on nonliv-
ing creatures (including undead).
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Secure Shelter

Conjuration (Creation)
Level: Mag 4
Spell Line: Secure shelter
Mana: 15
Components: V, 5. M (see text)
Casting Time: 10 minutes
Recast: Instant
Range: Close (25 ft. + 5ft./2 levels)
Effect: 20-ft.-square structure
Duration: 12 hours
Saving Throw: None
Spell Resistance: No

The magician conjures a sturdy
cotrage or lodge made of material that
is common in the area where the spell
is cast. The floor is level, clean, and
dry. The lodging resembles a normal
cottage in all respects, with a sturdy
door, two shuttered windows, and a
small fireplace.

Material Component: A piece of lo-
cal stone, a pinch of crushed lime or
mortar, a pinch of sand or mud, a drop
of warer, and several splinters of wood.
A piece of malachite must be in-
cluded if the shelter is to include an
earth elemental servant.

Casting Time: | action

Recast: | round

Range: Medium (100 ft. + 10 ft./2 levels)

Area: Circle centered on caster, with a
radius of 100 ft. + 10 Ft./2 levels

Duration: Instantaneous

Saving Throw: None

Spell Resistance: No

As sense animal, excepr the wizard
can detect the nearest secrer door,
compartment, cache, and so forth.
Only passages, doors, oropenings spe-
cifically constructed ro escape
detection are located by this spell.
Additionally, the wizard learns the
mechanism or trigger for the particu-
lar secret portal that she sensed. The
spell can penetrate barriers, but 1 foot
of stone, 1 inch of common metal, a
thin sheet of lead, or 3 feet of wood or

dirt blocks it.
Shield Other

Seeming
Divination
Level: Enc 5
Spell Line: Seeming
Mana: 14
Components: V., 5
Casting Time: | action
Recast: Instant
Range: Close (25 ft. + 5 Ft./2 levels)

Targets: One creature/two levels, no two
of which can be more than 30 ft. apart

Duration: 12 hours (D)
Saving Throw: Will negates (see text)
Spell Resistance: Yes and No (see text)
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The shelter has no heating or cool-
ing source (other than natural
insulation qualities). Therefore, it
must be heared as a normal dwelling,
and extreme heat adversely affects it
and irs occupants. The dwelling does
provide considerable security other-
wise — it isasstrong asanormal stone
building, regardless of its marerial
composition. The dwelling resists
flames and fire as if it were stone. It is
impervious to normal ranged weap-
ons (but not the sort cast by siege
machinery or giants).

The door, shutters, and even chim-
ney are secure against intrusion, the
former two sealed as if by the hold
portal spell and the lateer secured by
an iron grate at the top of a narrow
flue. Inaddition, the shelter is warded
as if by a sentinel spell.

Further, if the caster knows the
elementalkin: earth spell, he may also
conjureatype | earthelemental along
with the shelter to serve him and
defend the cottage from intrusion by
anyone not admitted by the magi-
cian. This elemental does not count
as the magician’s pet and, if included,
is conjured as part of this spell’s cast-
ing — the caster need not have
elementalkin: earth prepared ro include
this benefit.

The secure shelter contains rude
furnishings of either wood or stone,
depending on the availability of those
substances in the area — eight bunks,
a trestle rable, eight stools, and a
writing desk.

The enchanter can make the tar-
gets — including clothing, armor,
weapons, and equipment — look dif-
ferent. The targers can seem up to |
foor shorter or raller, thin, fat, or in
berween. The enchanter cannor
change the targets’ body type. Other-
wise, the extent of rthe apparent
changeisup to theenchanter, includ-
ing racial changes. Affected creatures
resume their normal appearances if
slain.

Thespell does notprovide the abili-
ties or mannerisms of the chosen form.
1t does not alter the perceived tactile
(touch) oraudible (sound) properties
of the targets or the targets’ equip-
ment. If the enchanter uses this spell
to create a disguise, the subject gets a
+10 bonus on applicable Disguise
checks.

Unwilling targets can negate the
spell’s effect on them by making Will
saves or by means of spell resistance.

Creatures who interact with the
illusion in a way that brings it under
suspicion (forexample, touching what
appears to be an iksar’s scaly skin but
finding it smooth) get Will saves to
recognize the illusion, but spell resis-
tance does not apply toseeing through
the illusion.

Sense Secret Door

Divination
Level: Wiz 1
Spell Line: Sense animal
Mana: 3

Abjuration
Level: CIr 2, Nec 5, Pal 2, Shd &

Spell Line: Shield other
Mana: 4
Components: V, S, F
Casting Time: | action
Recast: Instant
Range: Close (25 ft. + 5 ft./2 levels)
Target: One creature
Duration: 10 minutes/level (D)
Saving Throw: Will negates (harmless)
Spell Resistance: Yes (harmless)

This spell wards the subject and
creates a mystic connection between
the caster and the subject so that
some of the subject’s wounds are trans-
ferred ro the caster. The subject gains
a +1 deflection bonusto AC anda +1
resistance bonus to saving throws.
Further, the subject takes only half
damage from all wounds and attacks
(including those inflicted by special
abilities) that deal it hit point dam-
age. The amount of damage not taken
by the warded creature is taken by the
caster. Forms of harm that do not
involve hit points are not affected. If
the subject suffers a reduction of hit
points from a lowered Constitution
score, the reduction is not split with
the caster.

If the subject has any temporary hit
points (see EQ: Player's Handbook, p.
179), then damage to the subject is
deducted fully from the temporary hit
points first and is not split between
the subject and caster. Only damage
to the target’s actual hit points is
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the subject.

If the caster and the subject of the
spell move out of range of each other,
the spell ends.

Focus: (Un)holy symbol worth at
least 50 gp.

Speak with Animals
Divination
Level: Bst 1, Dru |, Rng |, Shm 2
Spell Line: Speak with animals

Mana: 2
Components: V, S
Casting Time: | action
gy Recast: Instant
r‘.:;_; Range: Close (25 ft. + 5 ft./2 levels)

Handle Animal, and Ride checks).

SpeakwithDead

Divination [Language-Dependent]
Level: Clr 4, Nec 2, Shd 2
Spell Line: Speak with dead
Mana: 3
Components: V, S
Casting Time: 10 minutes
Recast: | minute
Range: 10 ft.
Target: One dead creature
Duration: | minute/level
Saving Throw: Will negates (see text)
Spell Resistance: No

knew during life, including the lan-
guages it spoke (if any). Answers are -

- .‘
usually brief, cryptic, and repetitive. Wt
- o b=
If the creature’s alignment was differ- g
. Y b
ent from the caster's, the corpse gets a e

Will save to resist the spell as if it were .
'-'-il]\"t'.
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If the corpse has been subject to
speak with dead already within the past
week, the new spell automatically fails.
The caster can cast this spell on a
corpse that has been deceased for any
amount of rime, but the body must be
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mostly intact to be able to respond. A L=
damaged corpse may be able to give '
partial answers or partially correct b



answers, but it must at least have a
mouth in order to speak ar all.

This spell does not ler the caster
actually speak to the person (whose
soul has departed). It instead draws
on the imprinted knowledge stored in
the corpse. The partially animated
body retains the imprint of the soul
that once inhabited it, and thus it can
speak with all the knowledge thar the
creature had while alive. The corpse,
however, cannot learn new informa-
tion. Indeed, it can't even remember
being questioned.

Any corpse that has been turned
into an undead creature, even if it has
since been “slain,” can't be spoken to

with speak with dead.

SpeakwithPlants

Divination
Level: Dru 2. Rng 2. Shm 4
Spell Line: Speak with plants
Mana: 2
Components: V, S
Casting Time: | action
Recast: Instant
Range: Personal
Target: The caster
Duration: | minute/level
Saving Throw: None (harmless)

Spell Resistance: No (harmless)

The caster can comprehend and
communicate with plants, including
normal plants and plant creatures.
The caster is able ro ask questions of
and receive answers from plants. A
regular plant’s sense of its surround-
ings is limired, so it won't be able to
give (or recognize) detailed descrip-
tions of creatures or answer questions
about events outside its immediate
vicinity.

The spell doesn't make plant crea-
tures any more friendly or cooperarive
than normal. Furthermore, wary and
cunning plant creatures are likely to
be terse and evasive, while the more
stupid ones may make inane com-
ments. If the plant creature is friendly,
it may do some favor or service for the
caster (as determined by the GM).

SpiverClimb

Alreration
Level: Bst 3, Dru 3, Rng 3, Shm 3, Wiz 4
Spell Line: Spider climb
Mana: 10
Components: V, S
Casting Time: | round
Recast: | round

Range: Touch

Target: Creature touched

Duration: 10 minutes/level

Saving Throw: Will negates (harmless)
Spell Resistance: Yes (harmless)

The subject of this spell can climb
and rravel on vertical surfaces or even
traverse ceilings as a spider can. The
affected creature must have bare, free
hands to climb in this manner. The
subject gains a climb speed of 20 feer
or half its base speed, whichever is
higher;itneed notmake Climbchecks
to traverse a vertical or horizontal
surface (even if upside down). The
affected creature retains its Dexrerity
bonusto AC (ifany) even whileclimb-
ing, and opponents get no special
advantage or bonus when attacking
it. However, the crearure cannor run
while climbing.

An attacker must make a Strength
check (DC 20 + 1 per caster level) o
pull the subject off a wall.

Stinking Cloud

Conjuration (Creation)
Level: Mag 4, Nec 3, Shd 3, Wiz 4
Spell Line: Stinking cloud
Mana: 7
Components: V, S, M
Casting Time: | action
Recast: | round
Range: Medium (100 ft. + 10 ft./level)
Effect: Cloud that spreads in 30-ft. radius,

20 ft. high

Duration: | round/level
Saving Throw: Fortitude negates (see text)
Spell Resistance: Yes

This spell creates a bank of faintly
yellowish fog that obscures all sight,
including infravision and ultravision,
beyond 5 feet. A creature within 5
feet has one-half concealment (at-
tacks suffer a 20% miss chance).
Crearures farther away have rotal con-
cealment (50% miss chance, and the
attacker can't use sight to locate the
targer).

Further, the fog's vapors are nause-
ating. Living creatures in the cloud
arenauseated (Fortitude save negates),
making them unable to attack, cast
spells, concentrate on spells, and so
on. The only action a nauseated crea-
ture can take is a single move acrion
per turn. These effects last as long as
the creature is in the cloud and for
1d4+1 roundsafterit leaves the cloud.
Those who succeed at their saves but

remain in the cloud must continue to

save each round.

A moderate wind (11+ mph) dis-
perses the fog in 4 rounds; a strong
wind (21+ mph) disperses the fogin |
round.

The spell does not function under-
water.

Material Components: A rotten egg,
several skunk cabbage leaves, orsome-
thing equally odorous.

Suggestion

Alteration [Language-Dependent,

Mind-Affecring]

Level: Enc 3

Spell Line: Command

Mana: 6

Components: V

Casting Time: | action

Recast: Instant

Range: Close (25 ft. + 5 ft./2 levels)
Target: One living creature
Duration: | hour/level or until completed
Saving Throw: Will negates

Spell Resistance: Yes

The caster influences the actions of
the target creature by suggesting a
course of activity (limited ro one full,
comprehensible sentence). The sug-
gestion must be worded in such a
manner as to make the activity sound
reasonable — impaling one’s self, for
example, is not reasonable.

The suggested course of activity
can continue for the entire duration.
If the suggested activity can be com-
pleted in ashorter time, the spell ends
when the subject finishes whar he was
asked to do. The caster can instead
specify conditions thar will trigger a
special activity during the duration. If
the condition is not met before the
spell expires, the activity is not per-
formed.

A very reasonable suggestion may
impose a penalty on the saving throw
(usually just =1 or =2, at the GM's
discrerion).

SymbolorCazic-Thule

Alteration [Compulsion, Fear)
Level: Clr 7, Nec 6, Shd 6
5pe|| Line: Symbol of Terris-Thule
Mana: 34
Components: V, S, M
Casting Time: 10 minutes (see text)
Recast: 10 minutes

Range: Touch (see text)
Effect: One symbol
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: Duration: See text
Saving Throw: Will negates
Spell Resistance: Yes

As symbol of Terris-Thule, except
that all creatures within 60 feet of this
symbol when it is triggered or that
come within 60 feet for 10 minutes
per caster level of the symbol’s being
triggered are affected as if by the spell
fear. This fear effect lasts 1 round per
level of the casrer or until it affects
150 hit points’ worth of creatures,
whichever comes first. Creatures that
flee or otherwise leave the area and
then re-enter while the symbol is still
active must save again, although their
hir points do not count a second time
against the symbal's hit point limit.

SME"  symbolorInnoruuk

Alreration
Level: Cir 6, Nec 5, Shd 5
Spell Line: Symbol of Terris-Thule
Mana: 30
Saving Throw: Will negates
Spell Resistance: Yes

As symbol of Terris-Thule, except
thatall creatures within 60 feet of this
symbal when it is triggered are wracked
by intense pain rthat imposes a —4
penalty on all attack rolls, ability
checks, and skill checks. These pains
lastfor | hour after the creature moves

beyond the 60-faot range of the sym-
bol.

Symbolor Terris-Thule

Alrteration [Compulsion, Mind-
Affecring]
Level: CIr 5, Enc 5, Shm 6
Spell Line: Symbol of Terris-Thule
Mana: 28
Components: V. S, M
Casting Time: 10 minutes (see text)
Recast: 10 minutes
Range: Touch (see text)
Effect: One symbol
Duration: See text
Saving Throw: Will negates
Spell Resistance: Yes

This spell allows the caster to in-
scribe a rune upon asolid surface. The
symbol is inactive when finished (al-
though it is visible and legible to 60
feer in normal lighting conditions)
and remains so until triggered. Once
triggered, it becomes acrive and glows,
remaining effective for 10 minutes
per caster level. When the Symbol of
Terris-Thule is triggered, all creatures
of LOHD or less within 60 feet of it fall
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into a catatonic slumber for (3d6)x10
minutes. Creature so affected cannot
be awakened before this time expires.

Generally, the symbol is triggered
when a creature does one or more of
the following, as the caster selects:
reads, touches, or passes over the rune;
looks at the rune; or passes through a
portal bearing the rune. In this case,
“reading” the rune means any artempt
to study or identify it or to fathom its
meaning. Throwing a cover over the
symbol to render it inoperative trig-
gers itimmediately if it reacts to touch.
In any case, however, a creature must
be within 60 feet of the symbol to
trigger it.

The caster can also ser special trig-
gering conditions of his own. These
can be as simple or elaborate as the
caster desires. Special conditions for
triggering the symbol can be based on
a creature’s name, identity, faction,
or alignment, but otherwise must be
based on observable actions or quali-
ries. Intangibles such as level, class,
HD, and hit points don't qualify. Once
the spell is cast, the symbol’s trigger-
ing conditions cannot be changed.

To be effective, the symbol must
always be placed in plain sight and in
a prominent location. Covering or
hiding the rune renders the symbol
ineffective (except as noted above),
unless a creature then removes the
covering, in which case the symbol is
triggered.

The symbol’s triggering conditions
must always be defensive in nature. A
touch-triggered symbol remains
untriggered if an item bearing the
symbol is used to touch acreature. For
example, a symbol cannot be placed
on aweapon and set to activate when
the weapon strikes a foe.

The caster always ignores the ef-
fects of his own symbols and cannot
inadverrently trigger them. When
scribing the symbol, the caster can
specify a password or phrase that pre-
ventsacreature using it from triggering
that particular symbol. Further, any-
one using the password remains
immune to thar particular rune’s ef-
fectsas long as the caster also remains
within 60 feer of the rune. If such a
creature leaves the radius and returns
later, it must use the password again
or it will be affected by the symbol.

The caster can also choose to at-
tune any number of creatures to the
symbol, but doing this can extend the

casting time. Attuning one or two
creatures rakes a negligible amounr of
rime, for instance, while attuning a
small group (from 3 to 10 creatures)
increases the casting time to | hour.
Artuninga large group (up to 25 crea-
rures) takes 1 full day. Attuning larger
groups takes proportionately longer,
as the GM sees fit. An attuned crea-
ture cannot trigger that particular
rune, and it is immune to the effects of
that particular rune even if within the
radius when it is first triggered.

When triggered, a Symbol of Terris-
Thule affects all creatures within a
60-foot radius excepr for the caster
and any individuals attuned o it
Anyspell capable of dispellinga magic
effect may be used to attempt to re-
move the effects of a symbol from a
creature unless the symbol's effect is
instantaneousor the description speci-
fies another remedy. The rune itself
can also be removed by a successful
dispel effect (such as from the annul
magic spell) targered solely on the
rune. Destruction of the surface where
asymbol rests destroys the symbol but
also triggers its effects.

A remove greater curse spell (see the
Luclinsourcebook) can awakenasleep-
ingcreature; similarly, asuccessful dispel
check (from an annud magic spell or the
like) can awaken it, but in this case the
sleep effect is considered to 5 levels
higher than the actual caster level of
the symbol's creator.

A successful Spellcraft check (DC
19) allows a caster ro identify the type
of symbol. Of course, making such a
check also triggers the rune if it is set
to be triggered by reading.

A rogue (only) can use the Disable
Device skill to render it inoperative.
The DC is 25 + the spell level (thus
DC 31 forclerics’ versions, and DC 30
for clerics' and enchanters' versions,
and DC 31 for shamans'),

Material Component: Inscribing the
symbol requires the powder of crushed
gems worth at least 5,000 gp in total.

SymbolorVazaelle

Alreration [Mind-Affecting]
Level: Clr 8, Enc 8
Spell Line: Symbol of Terris-Thule
Mana: 45
Saving Throw: Will negates
Spell Resistance: Yes

As symbol of Terris-Thule, excepr
tharall crearures within 60 feer of this
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symbol when it is triggered become
permanently insane: the creature acts
randomly from round to round, as
described in the chaotic feedback spell.
(Other effects of insanity, if any, are
left to the GM’s discrerion).

TelepathicBond

Divination
Level: Enc 5
Spell Line: Telepathic bond
Mana: 6
Components: V, S
Casting Time: 1 action
Recast: | round
Range: Close (25 ft. + 5 ft./2 levels)
Targets: One creature/three levels, no two

of which can be more than 30 ft. apart

Duration: 10 minutes/level (D)
Saving Throw: None
Spell Resistance: No

The caster forges a teleparhic bond
with | or more other creatures, each
of which must have an Intelligence
score of 6 or higher. Each creature
atfected by the spellis linked toall the
others. The bond can be established
only among willing subjects, which
therefore receive no saving throw or
spell resistance. Affected creaturescan
communicate telepathically through
the bond regardless of language, but
nospecial power or influence is estab-
lished as a result of the bond. Once
the bond is formed, it works over any
distance (although not fromone plane
to another).

Tiny Hut

Evocation [Force]
Level: Mag 3. Wiz 4
Spell Line: Tiny hut
Mana: 8
Components: V, S, M
Casting Time: | action
Recast: Instant
Range: 20 ft.
Effect: 20-ft.-radius sphere centered on

the caster’s location

Duration: 8 hours (D)
Saving Throw: None
Spell Resistance: No

The caster creates an unmoving,
opaque sphere of force of any color
she desires around herself. Half of the
sphere projectsabove the ground, and
the lower hemisphere passes through
the ground. Up to 10 Medium-size
creatures can fit into the field in total;
they can freely pass intoand out of the
hut withour harming it. However, if
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the caster removes herself from the
hut, the spell ends.

The temperature inside the hut re-
mains at a constant 70° F as long as
the exterior temperature is between
0% and 100° F. An exterior tempera-
ture below 0° orabove 100° lowers or
raises, respectively, the interior tem-
perature on a l-degree-for-1 basis
(thus, if it's =20° outside, inside it'll
be 50° in the sphere). The hur also
provides nearly complete protection
against the elements, such as rain,
dust, and sandstorms. The hur with-
stands any wind of less than hurricane
force, but a hurricane (75+ mph wind
speed) or greater force destroys it.

The interior of the hut is a hemi-
sphere. The caster can illuminate it
dimly upon command or extinguish
the light as desired. Note that al-
though the force field is opaque from
the outside, it is transparent from
within. Missiles, weapons, and most
spell effects can pass through the hut
without affecting it, although the oc-
cupants cannot be seen from outside
the hut (they are considered to have
total concealment).

Material Component: A small crys-
tal or glass bead.

Tongues

Divination
Level: Enc 3
Spell Line: Tongues
Mana: 5
Components: V
Casting Time: | action
Recast: Instant
Range: Touch
Target: Creature touched
Duration: 10 minutes/level
Saving Throw: None
Spell Resistance: No

This spell grants the creature
touched the ability to speak and un-
derstand the language of any other
intelligent creature. The subject can
speak only one language at a time, of
course, although he or she may be
able to understand several languages.
Tongues does not enable the subject
to speak with creatures that don't
have the ability to speak. This spell
does nor predispose any crearure ad-
dressed toward the subject in any way.

True Seeing
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Divination
Level: Clr 7, Dru 7, Enc 8, Shm 5
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Spell Line: True seeing
Mana: 12

Components: V. S, F
Casting Time: | action
Recast: Instant

Range: Touch

Target: Creature touched
Duration: | minute/level
Saving Throw: Will negates (harmless)
Spell Resistance: Yes (harmless)

The caster confers on the subject
the ability to see all things as they
actually are within a distance of 120
feet. The subject sees through normal
and magical darkness, notices secret
doors hidden by magic, sees the exact
locations of creatures or objects under
magical concealmentordisplacement
effects, sees invisible creatures or ob-
jects normally, sees through illusions,
and sees the true form of shape-
changed or transmuted things.

True seeing, however, does not pen-
etrate solid objects. It does not cancel
natural concealment, including that
caused by fog and the like. True seeing
does not help the viewer see through
mundane disguises, spot creatures who
are simply hiding, or notice secret
doors hidden by mundane means. (In
all such cases, the usual Spot checks
are required.) In addition, the spell
effects cannot be further enhanced
with known magic, so a caster cannor
use true seeing through an eye of Zomm
or similar magic.

Focus: A perfectly cut crystal
monocle worth at least 250 gp.

Veil

Divination
Level: Enc 6
Spell Line: Seennng
Manea; 20
Range: Long (400 ft. + 40 ft./level)
Duration: Concentration + 12 hours (D)
Saving Throw: Will negates (see text)
Spell Resistance: Yes and No (see text)
As seeming, except that the en-
chanter can make the subjects appear
to be any mundane object the en-
chanter wishes, as if by means of the
spell mimor illusion. The subjects look,
feel,and smell just like the objects the
spell makes them resemble.

Ventriloquism

Divinarion
Level: Enc |
Spell Line: Ventriloguism
Mana: |
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[ Components: V
¢ ‘::“ Casting Time: | action
i o 3 Recast: Instant
A Range: Close (25 ft. + 5 ft./2 levels)
- Effect: Intelligible sound, usually speech

Duration: | minute/level (D)
Saving Throw: See text
Spell Resistance: No

The caster can make her voice (or
any sound that the caster can nor-
mally make vocally) seem to issue
from someplace else. The caster can
speak in any language she actually
knows. With respect to such voices
and sounds, anyone who hears it and
makes a successful Will save recog-
nizes the sound as illusory (but still
hears it).

Wallo¥rFire

Evocation [Fire]
Level: Dru 6, Mag 5, Rng 7, Wiz 6
Spell Line: Wall of fire
Mana: 10
Components: V. S
Casting Time: | action
Recast: 2 rounds
Range: Medium (100 ft. + 10 ft./level)
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Effect: Opaque sheet of flame up to 20 ft.

long/caster level or aring of fire with a radius
of up to 5 ft./two caster levels; either form is
20 ft. high

Duration: Concentration + 1 round/level
Saving Throw: See text
Spell Resistance: Yes

An immobile, blazing curtain of
fire springs into existence wherever
the caster wishes within range, either
perfectly straight or perfectly round
in shape. One side of the wall, se-
lected by the caster, sends forth waves
of heart, dealing 2d8 points of fire
damage to creatures within 10 feet
and 1d8 points of fire damage to those
past 10 feet but within 20 feet. The
wall deals this damage when it ap-
pears and each round that a creature
enters or remains in the area. In addi-
tion, the wall deals 4d 10 points of fire
damage to any creature passing
through it.

If the caster evokes the wall so that
it appears upon target creatures, each
such creature takes damage as if pass-
ing through the wall; a crearure can
avoid the wall by making a successful
Reflex save, If the creature endsup on

Al'Kabor'sArcana
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the hot side of the wall, it takes 2d8
points of damage, as normal.

If any 5-foor length of wall takes 20
points of cold damage or more in 1
round, that length goes out. (Do not
divide cold damage by 4, asnormal for
objects.)

For purposes of a victim's fire resis-
tance (if any), all damage from the
wall of fire is considered to be from one
continuous source (similar toa DOT
spell), for as long as a victim remains
close enough to the wall to keep rak-
ingdamage. lf the a victim stops taking
damage from the wall of fire for even 1
round, his or her fire resistance is
“reset” — should the victim thereaf-
ter take damage again from the same
wall, trear the new damage as a new
attack (see “Resistance” on p. 180 of
the EQ: Plaver's Handbook for more

information).

Wallor Stone

Conjuration (Crearion)
Level: Dru 6, Mag 5
Spell Line: Wall of stone
Mana: 14

Components: V. S
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Casting Time: | action

Recast: 2 rounds

Range: Medium (100 ft. + 10 Ft./level)
Effect: Stone wall whose area is up to one

5-ft. square/level ()

Duration: Instantaneous
Saving Throw: See text
Spell Resistance: No

This spell creates a wall of rock that
merges into adjoining rock surfaces.
The wall of stone is 1 inch thick per
four caster levels and composed of up
to one 5-foot square per level. The
caster can choose to double the wall's
area by halving its thickness, or vice
versa. The wall cannot be conjured so
that it occupies the same space as a
creature or another object.

Thecaster cancreare awall of stone
in almost any shape he desires. The
wall created need not be vertical, nor
need it rest upon any firm foundation;
however, it must merge with and be
solidly supported by existing stone. It
can be used to bridge a chasm, for
instance, or to make a ramp. For this
use, if the span is more than 20 feet,
the wall must be arched and but-
tressed. This requirement effectively
reduces the spell's area by half. The
wall can be crudely shaped to allow
crenellations, battlements, and so
forth by likewise reducing the area, at
the GM's discretion.

Each 5-foot square has 15 hit points
per inch of thickness and Hardness of
8. A section of wall whose hir points
drop to O is breached. (See the EQ:
Player's Handbook, p. 379, for rules on
attacking and damaging objects.) If a
creature tries to break through the
wall with a single artack, the DC for
the Strength check is 20 + 2 per inch
of thickness.

It is possible, bur difficult, to trap
mobile apponents within or under a
wall of stone, provided the wall is
shaped so it can hold the creatures.
Creaturesavoid entrapment with suc-
cessful Reflex saves, and gain a +4
circumstance bonus to this save.

Wallor Thorns

Conjuration (Creartion)
Level: Oru 5, Rng 5
Spell Line: Wall of thorns
Mana: 15
Components: V, S
Casting Time: | action
Recast: 2 rounds
Range: Medium (100 ft. + 10 ft./level)
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Effect: Wall of thorny brush, up to one 10-

ft. cube/level (S)

Duration: 10 minutes/level (D)
Saving Throw: None
Spell Resistance: No

This spell creates a barrier of very
tough, pliable, rangled brush bearing
needle-sharp thorns as long as a
human's finger. Any creature forced
into or attempting to move through
the wall of thorns takes 25 points of
piercing damage per round of move-
ment, minus 1 point for each point of
the creature's AC. Dexterity bonuses
to AC and dodge bonuses do not
count for this calculation. Crearures
with an AC of 25 or higher rake no
damage from contact with the wall.

The caster can make the wall as
thin as 5 feet thick, which allows the
caster to shape the wall as a number of
10-by-10-by-5-foot blocks equal to
caster level x 2. This has no effect on
the damage inflicted by the thorns,
but any creature attempting to break
through takes that much less time to
force its way through the barrier.

Creaturescan force their way slowly
through the wall. To make any
progress in a given round, a creature
must succeed at a Strength check
(DC 20). A successful check allows
the creature to move a number of feet
equal to its check result minus 19. Of
course, Moving or attempting to move
through the thorns is likely to incur
damage as described above. A crea-
ture trapped in the thorns can choose
to remain motionless in order toavoid
taking any more damage.

Any creature within the area of the
spell when it is cast takes damage as if
it had moved into the wall and is
caught inside. In order ro escape, it
must attempt to push its way free, orit
can wait until the spell ends. Crea-
tures with the ability to pass through
overgrown areas unhindered can pass
through a wall of thorns at their nor-
mal speed without raking damage.

A wall of thoms can be carefully
breached by slow work with slashing
weapons. Chopping away at the wall
creates a safe passage 1 foot deep for
every 10 minutes of work. Normal fire
cannot harm the barrier, but magical
fire burns away one 10-foor cube of
thorns per 30 points of fire damage.

Warp Wood

Alteration
Level: Dru 2, Rng 2
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Spell Line: Warp wood
Mana: 4

Components: V, S
Casting Time: | action
Recast: Instant

Range: Close (25 ft. + 5 ft./2 levels)
Target: | Small wooden object/level, all

within a 20-ft. radius

Duration: Instantaneous
Saving Throw: Will negates (object)
Spell Resistance: Yes (Object)

The caster causes wood to bend and
warp, permanently destroying its
straightness, form, and strength. A
warped wooden door springs open and
will not close properly; a banded or
reinforced wooden door may simply
become stuck, at the GM’s discretion.
Boards or planks can also be affected.
Warped ranged weapons are useless.
Warped melee weapons suffer a —4
penalty to their attack rolls.

The caster may warp one Small or
smaller object (such asacart wheel or
a halfling-sized shortbow) or irts
equivalent per caster level. A Me-
dium-size object (such as a boar oar)
counts as two Small objects, a Large
object counts as four, a Huge as eight,
and so on up to a Gargantuan object
(such as a typical sailing ship), which
counts as thirty-two.

Alrernatively, the caster can un-
warp wood with this spell, effectively
straightening wood that has previ-
ously been warped by this spell or by
other means.

The caster can combine multiple
castings of this spell to warp (or
unwarp) objects too large to be af-
fected by one casting of this spell.
Until an object is completely warped
in this way, it suffers no ill effects.

Web

Conjuration (Creation)
Level: Mag 2
Spell Line: Web
Mana: 4
Components: V, S
Casting Time: | action
Recast: | round
Range: Medium (100 ft. + 10 ft./level)
Effect: Webs in a 20-ft.-radius spread
Duration: 10 minutes/level (D)
Saving Throw: Reflex negates (see text)
Spell Resistance: Yes

This spell creates a many-layered
mass of strong, sticky strands that
entrap those caught in them. The
strands are similar to spider webs but
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far larger and tougher. These masses
must be anchored to two or more solid
and diametrically opposed points or
else the web collapses upon itself and
disappears. Creatures caught within a
web or simply touching its strands
may become entangled among the gluey
fibers. An entangled creature suffers a
—2 penalty to attack rolls, suffers a —4
penalty to effective Dexterity, and
can't move. An entangled caster who
attempts to cast a spell must make a
Channeling check (DC 15) or lose
the spell.

Anyone in the effect’s area when
the spell is cast must make a Reflex

save. If this save succeeds, the crea-
ture is not entangled in the webs and
is free toacr, although moving may be
a problem (see below). If the save
fails, the creature is entangled. An
entangled creature can break loose by
spending 1 round and succeeding at a
Strength check (DC 20) or an Escape
Artist check (DC 25). Once loose
(either by making the initial Reflex
save or by means of a later Strength or
Escape Artist check), a creature may
progress through the web very slowly.
Each full round devoted to moving
allows the creature to make a new
Strength check orEscape Artist check.

The creature moves 3 feet for each
full 5 points by which the check result
exceeds 10.

The web provides one-quartercover
for every 5 feet of the substance be-
tween the caster and an opponent —
one-half cover for 10 feer of web,
three-quarters for 15 feet, and total
cover for 20 feer or more.

The strands of a web spell are flam-
mable. Any fire can ser them alight
and burn away 5 square feet in 1
round. All creatures within flaming
webs take 2d4 points of fire damage
from the flames.
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¢ RandbomMagicltem
=1 Generation

To generate random magic iterns, first roll on Table 2-1;
Random Magic [tem Category. Then, given that result, roll
again on the appropriate table in this chapter (unless the
VA result is either scrolls or research components, each of
3 which refers to a table from the EQ: Game Master's Guide).
Of course, GMs should keep in mind that the best

method for distributing magic items to the players is always
to choose, or even to design or convert them herself using

;‘f : the rules found elsewhere in this chapter. Total randomiza-
= . n .

. Table 2-1: Ranbom Magic Item Category

= Minor Medium Major Epic
34 01-03 01-03 01-03 01-02
= 04-06 04-07 04-07 03-05
v="IN 07-09 08-13 08-16 06-36
,"" 10-12 14-16 17-18 37
‘g 13-14 17-18 19-21 —
N 15-17 19-21 22-25 3841
= 18-22 22-25 26-30 42-49
ya 23-25 26-28 31-33 5051
26-27 29-32 34-35 52-55
S 28-29 33-35 36-38 56
o . 303 36-38 39-40 57
son 32-34 39-42 41-44 58-61
e 35-37 43-46 45-48 62-64
e | 384 47-51 49-53 65-67
sy | 44-46 5255 5457 68-70
e 47-48 56--58 58—60 71
=5 L 49-51 5761 61-63 72
5& 52-55 62-65 64-70 73-79
] | 56-57 66-68 7n-73 80
o5y 58-60 69-71 74-76 81-82
S | o 72-80 77-88 83-91
i,' : 75-80 81-90 8991 92
: [ 81-92 71-92 72 s
s 93-95 73-95 93-95 93-95

[ 76100 76-100 76-100
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tion in giving out treasure can lead to campaign problems.
Finally, if a random item seems too powerful for the
characters at a given level, there is no reason the GM can’t
simply decide that, rather than the item itself, the charac-
ters find some clue as to the item’s whereabouts, or she
might incorporate the item into a new quest.

Note that the following table replaces “Table 5-5: Ran-
dom Magic Item Category” in the EQ: Game Master's
Guide (p. 120).

Item Type

Back (Table 2—2)

Blunt (Table 2—-3)

Body (Table 2—4)

Ear (Table 2-5)

Face (Table 2-6)

Feet (Table 2-7)

Finger (Table 2—-8)

Hands (Table 2-7)

Hand-to-Hand (2—10)

Head (Table 2—11)

Legs (Table 2—12)

Neck (Table 2—13)

Piercing (Table 2-14)

Ranged (Table 2—-15)

Shield (Table 2-16)

Shirt (Table 2—17)

Shoulder (Table 2—18)

Slashing (Table 2—17)

Waist (Table 2—-20)

Wrist (Table 2—21)

Miscellaneous (Table 2—22)

Potions (Table 2—23)

Specialty Food and Drink (Table 2—24)
Scrolls (Tables 5-27 to 5-29, EQ: GMG)
Research Components (Table 530, EQ: GMG)
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In the following tables, all of the magic items found in the ? Befallen.
various EQrpg sources currently in print have been com- * Realms of Norrath: Everfrost Peaks.
piled for your convenience. Unmarked items can be found Note: ltems from the Realms of Norrath books and Befallen
in this book. Irems marked with an asterisk (*) or a were not included if they were unique items that could be
superscript numeral are from other sources, as follows: gained only through the successful completion of a distinct
* EQ: Game Master's Guide. quest.
! Realms of Norrath: Freeport.

Table2-2:Backltems

Minor [ j i Item Name Mearket Price
01-16 Netted Cape* 580 gp
17-21 Festering Cloak 700 gp
22-30 Foreigner’s Cape 1,000 gp
31-35 Whirling Bladecloakt 1500 gp
36-44 Thermal Cloak{ 2,000 gp
45-48 — Falling Shield (choose)T 2.000-2.135 gp
49-56 01-07 Cloak of the Ice Bear® 2,700 gp
57-62 10-14 Gargantuan Panda Pelt 3,150 gp
63-70 15-20 Shimmering White Shroud 3,450 gp
71-76 21-25 Cloak of Feathers 4,000 gp
77-90 26-35 Lizardscale Cloak 4,500 gp
71-96 36-45 White Wolf-Hide Cloak* 5,440 gp
97-100 46-52 Kunzar Cloak™ 5,600 gp
53-65 Ravenscale Cloak® 5,780 gp
66-T71 Seahorse-Scale Cloak™ 7,200 gp
72-78 Mammoth-Hide Cloak’ 7,650 gp
77-84 — Cloak of Leaves® 10,350 gp
85-88 01-06 Cloak of Shelter 11,200 gp
89-95 07-08 Molten Cloak® 11,500 gp
76-100 09-15 Cloak of Crystalline Waters 11,700 gp
16-20 Ancient Seahorse-Hide Cloak 12,355 gp
21-25 Onyx Drakescale Cloak™ 12,750 gp
26--3| Hooded Black Cloak* 14,830 gp
32-40 Withered Leather Cloak* 16,500 gp
41-50 Azur Jack 16,700 gp
51-56 Cloak of Shadows 18,100 gp
57-62 Moveable Menagerie 18,285 gp
63-70 Cloak of the Vagabond 24,000 gp
7-75 Crusader’s Cloak' 49,000 gp
76-79 Frostreaver's Embroidered Cloak 53,200 gp
80-86 Mistveil 56,000 gp
87-91 01-05 Pegasus-Feather Cloak 58,000 gp
92-96 06-20 Cloak of Warding' 101,150 gp
97-100 21-50 Cloak of Flames* 216,500 gp
- 51-100 Hierephant’s Cloak 807,800 gp




Table2-3: Blunt Weapons

Minor
01-40
41-60
61-80
81-85
86-90
71-95
76-99
100

Medium

01-05
06-20
21-40
41-60
61-70
71-100

Masterwork Silver Weapon T
Combine Morningstar®
Combine Warhammer®
Velium Weapont
Ivory-Imbued Northman Weapont
Jade-Imbued Northman Weapont
Glowing Wooden Crook™
Runed Totem Staff*

Sap of Piety*

lce Crystal Staff*

Noble's Walking Staff
Master Wu's Trance Stick
Mammoth Hammer

Cold Iron Morningstar™
Enameled Black Mace®

Rod of Oblations®
Wallbreaker

Etched Steel Baton®

Staff of Battle

Dark Ember

Lacquered Black Macet
Velium Etched Stone Mace®
Corrupted Combine Weapont
Treant Staff

Runed Elder Staff*
Varnished Wooden Crookt
Rod of Battle

Mootogo Focus Staff
Scepter of Shared Lives*
Drummer’s Mallet

Ketchata Koro Mis*

lksar Berserker Club*
Morningstar of Burning Hate'
Wraith-Bone Hammer*
Smoldering Brand*

Iron-Rib Club®

Mace of Righteous Might'
Quick Quarterstaff'

Staff of Forbidden Rites*
Stave of Shielding

Staff of Elemental Affinity’
Nature's Wrath
Dragon-Bone Hammer?

T

ML -
AT, o

Market Price
+400 gp
2,308 gp
2312 gp
+5,300 gp
+5,900 gp
+6,300 gp
7.900 gp
8,000 gp
8,350 gp
7,600 gp
1,800
18,302
17112 gp
24,508 gp
24512 gp
24,805 gp
32,500
34,305 gp
36,600
40,312
47578 gp (ave.)
55,305 gp
+55.376gp(ave.)
57,600
63.850 gp
65,197 gp (ave.)
69,600
73,600
75,312 gp
80,312 gp
81,606 gp
82,301 gp
87,308 gp
76,812 gp
100,302 gp
118.430 gp
125,312 gp
212,600 gp
261,800 gp
275,300
541,500 gp
604,500
2,270,200 gp

1See “Blacksmithing,” either in Chapter 3 of this book or in the EQ: Game Master s Guide. The GM should determine a weapon type (e.g., light
mace, warhammer, etc.) and apply the price modifier given above.




% Table2-4:Bodyltems
.“ Minor Medium Major Epic
' 01-05 a — —
k 06-14 — — —
b 15-25 — — —
77 26-30 — — —
B 3138 — — —
a5 3945 — — —
= 46-55 01-03 — =
% 56-70 04-08 =t —
) 71-80 0911 — —
o 81-88 12-13 - —
L7 89-94 14-16 - —_
14 95-99 17-20 — —
Ve 100 21-23 = =
a = 24-27 — —
g — 28-30 — s
X .- 31-33 — -
i —_ 34-35 — —
273 — 36-40 — —
Te — 41-45 - —
— 46-50 — —
z = 51-54 = s
- — 55-58 = =
> = 59-62 — -
S - 63-66 o —
. = 6773 - —
— 74-76 — o
3 . 77-79 — -
5 — 80-83 — =
s — 84-87 = —
— 88-9 — =
— q2 — e
= — 73-95 01-02 —
- — 76-97 03-04 —
[ — 98-99 05-06 —
a — 100 07 -
| — — 08-09 =
— — 1011 =
— = 12 —
A& — — 13-14 -
e — — 15-16 -
— — 17-21 —
s — — 22-2 —
o1 — — 28-30 —
A — = 31-33 =
1 — — 34-35 -
P — — 36-37 —
o= — — 38-39 —
- — 40-42 —
o — — 43-44 —
4 & — — 45-47 —
: = — 48 —
N = = 49-50 =
- = — 51-53 s
_ — 54-55 —
= — 56-57 _—
— — 58-60 —
e — 61 =

L ————
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Item Name

Resin-Covered Leaves
Cured Silk Armorf

Gossamer Robes™

Truesilver Mail*

Robes of Silence

Field Priests’ Leather Tunic
Spell Robe (Type 1)

Damask Robes*

Ornate Silver Chain
Gnomish Environmental Suit*
Spell Robe (Type 11)

Wu's Fighting Apparel
Robe of the Keeper

Ornate Electrum Chainf
Dark Muslin Armor

Imbued Mithril Studded Leathert
Blind-Eye Breastplate’
Imbued Northman Ringmail
Ornate Gold Chainf
Blackened Alloy Armor*
Spell Robe (Type 111)

Froglok Brigandine Armor®
Robe of the Oracle'

Armor of Night'

Flowing Black Robe*

Imbued Dwarven Bristlemail{
Imbued Dwarven Chainmail of Brellf
Ice Lizard-Hide Armor{

Spell Robe (Type 1V)

Chestplate of the Dark Flame
Robes of the Steward®

Ornate Platinum Chaint

Skeletal Strutst

Acrylia Chainf

Acrylia Plate

Ry’gorr Battle Mail®

Imbued Mithril Reinforced Leathert
Robe of the Ishva

Enchanted Cabilis Scale Mailt
Rayal Velium Armort

Imbued Field Platef

Shining Metallic Robe*

White Wolf-Hide Armor’

Imbued Vale Reinforced Leathert
Ornate Velium Chaint
Trakanasaur-Hide Armor

Robe of the Great Panda®

Green Silken Drape

Enchanted Silver Full Platet
Imbued Dwarven Plate

Miragul's Robe®

Sebilite Scale Armor®

Spell Robe (Type V)

Clockwork Watchman Armor?
Reinforced Acrylia Armort
Bloodstained Armor™

Teir'Dal Adamantite Chain Armorf

gl=""3} u -1‘ . = e R Ty 11
. ] LA sl L) 1 S * ¥
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Market Price
600 gp
1,650 gp
1,600 gp
1,750 gp
2,700 gp
3,160 gp
3,250 gp
3,800 gp
4,300 gp
5,160 gp
5,500 gp
5,700 gp
6,155 gp
7,300 gp
7,155 gp
7.875gp
10,350 gp
10,400 gp
12,300 gp
12.900 gp
13,750 gp
15,175 gp
15,700 gp
16,175 gp
16,800 gp
18,675 gp
18,755 gp
18,765 gp
17,000 gp
19,350 gp
21,120 gp
21,500 gp
24,150 gp
24,600 gp
25,050 gp
25,200 gp
26,980 gp
27,950 gp
28,480 gp
29550 gp
29,725 gp (ave.)
30,200 gp
30,270 gp
30,660 gp
32,600 gp
32,775 gp
32.925 gp
33.350 gp
34,650 gp
35,720
36,250 gp
38,650 gp
41,500 gp
42,000 gp
44,175 gp
44,300 gp
45585 gp

.
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Table 2-4: Body Items (Continued)

Major
62-63
64
b5-66
67-69
70-71
72-75
76
77-78
77-80
81
82-83
84
85-86
87
88-89
70

71
72-93
94

95

96
97-99
100

—

Item Name
Enchanted Elven Chainmailt
Nathsar Armor™®

Lightcrawler Armor

Imbued Ogre War Platet
Enchanted Electrum Full Platet
Shielded Robes®

Golden Mail of Marr?

Netted Kelp Armor™

Spell Robe (Type V1)
Symphenic Mail'

Studded Tigerraptor Armor
Arctic Wyvern-Hide Armorf
Black Pantherskin Armort
Haze Panther Armorf
Enchanted Gold Full Platef
Tyrant's Platemail

Ice Burrower Silk Armor
Brown Chitin Armor
Ceremontal Solstice Robef
Enchanted Platinum Full Platet
Clockwork Shadow Walker Armort
Hardened Robe'

Spell Robe (Type V1)
Faith-Tempered Mail'
Crustacean Shell Armor*

Spell Rabe (Type VIII)

Raobes of Hate'

Crusader’s Plate'

Skeleton Mail®

Iron Skin of Contempt’

Grand Robe of the Oracle'
Imbued Steelsilk Armort
Robes of Justice”

Red Dragon Scale’

White Dragon Scale’

Golden Steel Plate'

Teir'Dal Adamantite Plate Armor{

Imbued Koada'Dal Mithril Plate Armor

Heavy Dragonhide Armor®
Imbued Woven Platinum Armort
Loam-Encrusted Robe*®

Barbed Ringmail Armor*

Crystal Chitin Armor

Tae Ew Silk Armort

Rubicite Armor*

Mithril Plate Armor®
Dragon-Plate Armor®
Stormreaper Boned Armor
Shissar Scaled Armor

Black Lace-Boned Armort
Brellium Chain Armort

Tae Ew Leather Armort
Mischievous Chain Armort
Stormreaper Chainwoven Armorf
Underfoot Chain Armort
Clockwork Observer Armort
Tunarean Soldier Armort

46,030 gp
50,975 gp
51,000 gp
52,710 gp
53,050 gp
55,650 gp
57,700 gp
60,800 gp
62,500 gp
64,380 gp
643675 gp
65,715 gp
68,150 gp
71,660 gp
73,350 gp
73,750 gp
73,810 gp
77,400 gp
87,250 gp
74,350 gp
97.100 gp
97,700 gp
100,000 gp
104,300 gp
107,550 gp
146,500 gp
153,155 gp
166,750 gp
173,100 gp
176,000 gp
186,700 gp

226,426 gp (ave.)

232350 gp
326,200 gp
326,200 gp
365,650 gp
435,260 gp
477.010 gp
582,850 gp

743,293 gp (ave)

836,700 gp

860,050 gp

899,650 gp

780,850 gp

1,060,350 gp
1,211,650 gp

1,243,750 gp
1,676,460 gp
1,756,350 gp
2,753,740 gp
3,185,585 gp
3,344,960 gp
3,707,250 gp
4,022,050 gp
4,216,800 gp
4,639,750 gp
4,645,435 gp
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Table 2-4: Boby Items (Continued)

Minor Medium Major Epic Item Name
- — — 76-77 Artificer's Ringmail f
- — — 78 Fearsome Skyiron Armorf

T See “Blacksmithing,” either in Chapter 3 of this book or in the EQ: Game Master’s Guide.
{ This is a Trade Skill item from RoN: Everfrost Peaks.

S~

B Table2-5:Earltems
0 Minor Medium Major Epic Item Name
g 01-15 01-13 01-07 — Jewelcraft item
1K 16-25 — — = Alligator Tooth Earring®
1E 26-32 — — — Gunthak Earring™
T’ 3347 — — — Onyx Studs
X 48-51 — — — Earrings of the Puppeteer
4 52-57 — — — Jade Meditation Hoop
A 58-64 14-16 — — Forest Loop
! 65-75 17-19 — — Obsidian Bead Hoop
| 14 76-80 20-23 — — Opalline Earring
i _.-] 81-90 24-28 — — Golden Ear Stud*
o N-99 29-38 — — Cougar Claw Earring
t 100 39-46 — — Vhal'Sera Skull Earring®
2 — 47-54 —_ — Batskull Earring*
I LN — 55-57 — — Ear of the Blind Wolf*
- —_ 60-65 — - A Saprophyte Eye®
. = 66-T75 = — Kin Magi Earring*
4 — 76-87 08-10 — Earring of Essence™
(4 — 86-72 11-13 — Earring of the Frozen Skull
= — 93-9% 14-17 — Elder’s Earring*
— 100 18-22 — Healer’s Earring”
= 23-31 — Truewind Earring*
— 32-40 — Shrunken Goblin Skull Earring
— 41-48 s Earring of the lcecaster®
— 49-60 — Fingerbone Hoop
— 61-69 — Head of the Valiant®
— 70-80 — Ivandyr’s Hoop
— 81-93 — Inlaid Jade Hoop
—_ 74-100 01-15 Fishbone Earring
— — 16100 Crimson Cuff
\gg*,___,-ka._ " i e | m— =
AR B 6 SRR AL W ) TR

— —_— — 79-80 Tunarean Scout Armort

— - — 84-85 Darksplint Armorf

= == = 86 Dark Prince Sovereign Chain Armor{
— — — 87-88 Fine Heraldic Armort

— — — 89 Blessed Artkeeper’s Mithril Chain
== — — 70-71 Imbued Heraldic Armort

— = = T2 Stormreaper SteelwovenArmor
— — — 3 Mischievous Plate Armorf

— — — 74 Dark Prince Regent Armorf

_ — —_— 75 Imbued Steelweavef

—_ = — 76-97 Underfoot Plate Armorf

i e — 78 Blessed Full Mithril Plate ArmorT
— — =" 99 Darkscale Armort

. — - 100 Helanic Tundra Armort

4,376,160 gp
5,014,680 gp
5,665,035 gp
6,633,180 gp (ave.)
6,682,770 gp
7.225,085 gp
7.649.970 gp
8.633,180 gp (ave.)
7,530,770 gp
9,739,885 gp
10,655,365 gp
11,327,120 gp (ave.)
12,120,255 gp
13,212,085 gp
13,941,385 gp (ave.)
20,605,400 gp

Market Price
Varies

220 gp
690 gp
1,600 gp
2,000 gp
2,000 gp
3,050 gp
3,200 gp
4,150 gp
4,500 gp
5,100 gp
5,610 gp
6,050 gp
8,430 gp
7.350 gp
10,820 gp
10,725 gp
11,450 gp
13.800 gp
16,750 gp
17,000 gp
18,200 gp
30,300 gp
32,100 gp
36.500 gp
65,450 gp
86,400 gp
163,000 gp
1,020,000 gp
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Minor Medium Major Epic Item Name
01-08 — — = Skinned Halfling Face Mask™
07-20 — — = Dented Brass Mask’
21-29 — — = Sheer Bone Mask™
30-38 — — B Deathmask
37-50 —_ —_ = Crystal Spectacles’
51-64 —_ — = Nightwatch Monocle®
65-77 - — - Moss Mask*
7891 — — — Bloodstone Eyepatch
92-96 01-04 —_ = Feathered Mask
77-99 05-14 — — Split Paw Hide Mask®
100 15-17 - — Mask of Warfaret
— 18-25 — — Stone Face
— 26-33 — — Carved lvory Mask*
- 34-38 - — Mask of Observancet
— 39-55 — — Elliptical Veil
— 56-66 — —_— Nose Ring of Vr'i*
— 67-77 01-03 — Mask of Espionage
— 78-86 04-06 — Golden Veil*
— 87-99 07-12 = Glass Visor 15,000 gp
- 100 13-19 — Enshrouded Veil 17,500 gp
— — 20-29 — Impenetrable Mask of Al'Kabor 20,800 gp
— — 30-34 — Mask of War® 33,200 gp
— — 35-38 — Mushroom Veil 35,700 gp
— - 39-43 —_ Death Mask of the Elysians 41,800 gp
— — 44-48 —— Golem’s Jawbone 56,400 gp
== — 49-54 = Dragon-Scale Mask* 65,000 gp
= = 55-59 — Mask of the Leprechaun 78,400 gp
— — 60-70 — Eyepatch of Plunder 81,000 gp
s — 71-80 - Tobrin's Mystical Eyepatch™ 83,000 gp
= — 81-85 — Myotis Mask 87300 gp
— — 86-93 — Guise of the Deceiver® 115,400 gp
— — 74-100 — lksar-Hide Mask 151,700 gp
3 g = e ) T— 2= S S O S W F—)
" Table 2-7:Feetitems )
Minor Medium Major Epic ltem Name Market Price o
i 01-16 — — — Firewalker Boots® 300 gp
s 17-27 — — — Goo Bootsf 500 gp
‘I o 28-33 — — — Prosthetic Legst 2,000 gp
e 34-47 — — p— Slippers of Stealth 2,000 gp
s 48-56 _ —_ == Charred Boots 2,450 gp
= 57-65 _ = —_ Stoneshift Sandals 6,000 qp
R 66-80 == = — Dwarven Work Boots 6,100 gp
- 81-90 01-07 — = Walf-Fur Slippers® 6,150 gp
';-'_ q1-9¢9 08-13 3—e s Fungus Feet 6.500 gp |
o3 100 14-23 — — Traveler's Boots® 6.500 gp
1 — 24-31 — - Muck-Covered Boots* 7.000 gp
= — 32-43 — —_ Polished Stone Anklet* 7,200 gp X
X — 44-50 —_ — Boots of Stability’ 7,000 gp d
! -2 — 51-59 — — Sea Mountain Boots 8,000 |
bl — 60-66 — — Boots of the Sacred Dance® 7,550 gp -
o4 — 67-79 — — Boots of Jumping 10,000 gp =&
= — 80-86 — 20 Grave Sandals 11,700 gp e
;.";': — 87-99 — — Kobold-Hide Boots 12,830 gp X ", Tf
v 9 == 100 01-05 — Boots of Deception 16,000 gp ’ r
3 % g — = - —  — =3

‘ I '%'Lﬂl. s .-'.f?"-“,. :,.:



Medium

:I _'.: T This is a Trade Skill item

18 _

‘. - Table 2-8: Finger ltems

Minor
P 01-05
1 = 06-09
= 10-14
o 15-18
(- 19-23
24-28
o 29-34
= 35-40
L 41-44
L1 45-50
= 51-54
3 55-56
¥ 57-58
| s 59-60
s 61-62
1 63-64
= 65-70
o 71-75
' 76-79
r = 80-86
ke 87-89
= 9093
R 94-97

. 78-100
N =

_\_.1

® = i S i ¥ -t e \

Medium
01-07

'I."abl.e 2-7:Feet Items (Continued)

Major
Ob 10
11-15
16-22
23-30
31-34
35-40
41-44
45-48
49-55
56-60
6l-64
65-69
70-75
76-81
82-86
87-91
92-95
76-98
79-100

e =
“'-:‘ u-".. {.
- 'Q’ e

01-10
11-20
21-30
31-50
51-75
76-100

Item Name
Spore-Covered Boots*
Terror Boots™

Ghostly Blood-Soaked Boots™
Boots of Shadow Walking
Golden Efreeti Boots*®
Boots of Brawn'

Mithril Boots™
Sarnak-Hide Boots

Dire Wolf-Fur Boots®
Frozen Efreeti Boots"*
Boots of Flowing Shime
Shrouded Boots

Boots of the Dead Dream®
Journeyman's Boots

Boots of the Mosquito
Boots of Superiority®
Boots of Repulsion

Boots of Deep Thought®

Yttrium-Studded Leather Boots™

Wyvern-Hide Boots®
Boots of the Pathfinder
Sandals of Alacrity
Grey Suede Boots*

Item Name
Jewelcraft item

Ring of Slime

Ring of Dark Knowledge*
Rat-Shaped Ring
Cutthroat Insignia Ring'
Ring of Power (type 1)
Softfoot Ring

Glimmer Ring*

Eagle Eye

Ring of Shadows"
Slime-Covered Ring
Black Ceramic Band
Blue Ceramic Bandf
Green Ceramic Bandf
Red Ceramic BandT
White Ceramic Band{
Ring of Quintessence®
Ring of Frost

Band of Flesh®

Ring of the Charlatan
Ring of Xorbb

Icebone Knuckle

Ring of Ghostly Servitude
Jagged Band

N Y [

& \ *f.“ ’I_>‘ w.q ¥

Market Price
17,150 gp
19,700 gp
24,000 gp
33.200
35,950 gp =
36,000 gp -
36,000 gp '
36,200 gp
36,600 gp s
39,000 gp .
40,750 o5
41,150 gp
44,250 gp
45,000 gp
47,000
52,750 gp
60,080 gp
74,920 gp
108,800 gp
182,400 gp
228,000 gp
394,250 gp
443,700 gp
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Table 2-8:Fingerltems el

Minor Medium Major Epic Item Name Market Price

—~ — 14-18 — = Clawed Knuckle-Ring® 6,000 gp 83

- — 19-23 — — Fungus Ring 6,250 gp ( .

e — 24-29 — = Ring of Goblin Lords*® 6,250 gp !

e — 30-35 — — Band of Fairy Eyes 6,300 gp =
2 - 36-42 — — Silent Fist Ring 6,500 gp C
4 — 43-48 = — Ring of Thoughts 7.200 gp 4

1‘3 = 49-58 = = Assassin’s Ring 7.500 gp A

S — 59-68 — — Ring of Power (type 2) 8,000 gp

< — 69-77 — o Moonstone Ring* 7,250 gp

e — 78-82 — — Ring of the Jungle Lord 11,200 gp

';: — 83-86 06-07 — Ring of Stone 12,000 gp

) — 87-90 08-09 — Ring of the Frost Spiders* 14,500 gp 5
Y — ?1-93 10-12 — Platinum Skull Ring 14,600 gp ;

f\" —_ 74 13-15 — Ring of Roses* 16,000 gp ?_» <

A — = 16-18 —_ Diamond Wedding Band 17,900 gp , e

< — 75 19-23 — Ring of Ash 18,000 gp "

-.'_-.‘1.'- — = 24-29 = Ring of Power (type 3) 18,000 gp
~ — 76 30-34 — Duennan Shielding Ring* 18,660 gp
f’ — 7 35-38 — Hand of Tranquility 18,750 gp
: ‘;‘ — 78 37-40 — Miner’s Ring 20,000 gp
A — 99 41-43 — Goblin Gazughi Ring* 21,450 gp
. — 100 44-46 - Glowing Stone Band* 24,000 gp
S — — 47-50 — Ring of Power (type 4) 32,000 gp
- A — — 51-54 = Knotted Turtlebone Ring* 33,240 gp
g - — 55-57 == Gem-Encrusted Ring 36,000 gp
- — — 58-6l — Ring of Grace' 36,000 gp
o — — 62-65 — Ring of Animal Charming’ 36,400 gp

23 — — 66-67 — Summoner's Ring* 46,300 gp

e = 68-70 — Ring of Granite Skin® 50,000 gp

i — = 71-74 — Ring of Guarding' 50,000 gp

>4 — — 75-79 — Ring of Power (type 5) 50,000 gp

| S - - 80-82 —_ Djarn’s Amethyst Ring® 58,500 gp
™ - - 83-84 — Shadel Bandit Ring 60,700 gp
o — 85-86 — Ring of Flowing Slime 67,000 gp
<5 — - 87-8% — Ring of Translocation® 71,600 gp ~
z = — ?0-92 — Ring of Power (type 6) 72,000 gp %
ar = = 73 — Regal Band of Bathezid* 81.650 gp o,
I — — 74 —_ Ring of Innoruuk’' 86,300 gp &7 3
- == = 75-96 — Ring of Power (type 7) 78,000 gp [o*
<. - - 97-98 = Ring of Power (type 8) 128,000 gp ( =
R — —_ 79-100 01-05 Ring of Charms' 151,500 gp e |

N — —_ — 06-15 Ring of Power (type 7) 162,000 gp iy

— — — 16-20 Ring of Seers' 168,000 gp ¥
:'f‘ — — — 21-25 Ring of Lords' 178,000 gp

- = = = 26-35 Ring of Power (type 10) 200,000 gp

st — - — 36-45 Ring of Power (type 11) 242,000 gp v

e o — — 46-55 Ring of Power (type 12) 288,000 gp
S - - — 56-65 Ring of Power (type 13) 338,000 gp 23

—X — — —_ 66-75 Ring of Power (type 14) 372,000 gp .
| ,‘g = — — 7685 Ring of Power (type I5) 450,000 gp S
- - — — 86-100 Ring of Lightning 784,300 gp =

T This is a Trade Skill (pottery) item from the EQ: Game Master's Guide.
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Table 2-9: Hand Items

Minor
01-07
08-09
10-12
13-16
17-26
27-36
37-44
45-55
56-60
61-66
67-76
77-82
83-92
93-99
100

' .l'. t--‘i

Item Name
Clay-Encrusted Gloves*
Stabilizing Handwrapst
Prosthetic Handst
Powered Glovest

Ruffian Gloves

Wizard’s Touch

Hands of the Righteous’
Pit Fighter Handwraps
Griffon Talon Gloves*
Gloves of Slipperiness
Gloves of the Lariat
Gloves of Marr
Gem-Inlaid Gauntlets
Dusty Bloodstained Gloves
Frosted Gloves®

White Satin Gloves*
Trakanasaur-Hide Gloves®
Burning Gauntlets (type )
Gauntlets of the Black
Archer’s Gloves’

Imp-Skin Gloves

Stalker Gauntlets*

Burning Gauntlets (type I1)
Gauntlets of Mortality'
Wire Gauntlets

Burning Gauntlets (type 111)
Accusers

Oakenfist Gloves
Thunder-Etched Gauntlets

Gloves of the Rock Climber™

Woven Bark Gloves™
Dark Mail Gauntlets
Burning Gauntlets (type 1V)
Gauntlets of Potence®
Primitive Leather Gloves®
Laoch Combat Gauntlets®
Gauntlets of Far Strength
Terror Gauntlets™
Gauntlets of Iron Tactics
Gloves of Fire®
Coldain-Skin Gloves
Sporali Gloves™

Onyx Gauntlets®

Twisted Steel Gauntlets®
Mithril Gauntlets®

Viscid Slime Gloves

520 gp

570 gp

1,500 gp
1,700 gp
1,800 gp
1,800 gp
2,250 gp

2,801 gp (single)

3,437 gp
3,600 gp
4,000 gp
4.320 gp
4,500 gp
5,200 gp
5,560 gp
5,700 gp
5,712 gp
6,000 gp
6,025gp
7,500 gp
8,850 gp
9.440 gp
10,000 gp
1,400 gp
13,000 gp
14,000 gp
16,200 gp
16,250 gp
16,800 gp
17,500 gp
17,600 gp
17,800 gp
18,000 gp
17.000 gp
19,000 gp
17,600 gp
20,000 gp
24,605 gp
26,000 gp
33,400 gp
38.600 gp
39.960 gp
57,200 gp
57,400 gp
71,600 gp
71.500 gp




Minor
01-60
61-70
71-82
83-85
86-98
99

100
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Medium

01-10
11-30
31-37
38-57
58-63
64-73
74-80
81-85
8695
7699
100

b bt

Table2-11: Headb Items
Minor Medium
01-45 01-10
46-55 —
56-65 —
66-80 —
81-90 —
71-94 —
95-97 1-15
8 16-20
79 21-24
100 25-29
— 30-34
— 3538
—_ 3945
—_ 46-49
= 50-54
—= 55-60
— 61-68
— 69-74

Table 2-10: Hanb-to-HanbWeapons

Major

S

-

er Two: Magicltems ) [

01-10
11-20
21-35
36-50
51-70
71-85
86-100

———— e e —
e o

\ &

Item Name
Masterwork Silver Weapont
Velium Weapont

Ivory-Imbued Northman Weapont
Horns of the Beast*

Jade-Imbued Northman Weapont
Shissar Ulak

Bladed Thulian Claws*

Fist of Bone

Khaliz's Katar®

Horns of the Spirits™

Claws of the Huntress®

Yeken's Katar®

Fist of Wood

Fist of Horn

Fist of Rock

Fireclaw Talons®

Black-Bladed Ulak*

Horns of Discipline

Zekhas's Katar®

Coldsteel Clawed Handwraps’
Khashek's Katar™

Gold-Inlaid Ulak®

Fist of Lightning

Glowing Mithril Ulak*

Fist of Iron

Fist of Mithril

Fist of Glowing Acrylia

Fist of Acrylia

Item Name
Jewelcraft item
Stalking Probe
Aqualungf

Fine Silk Turban'
Helm of Hukulk
Rebreathert
Elemental Binder
Exquisite Silk Turban
Dreadful Cap

Kejekan Tribal Headband*
Chieftain's Headdress*
Crown of Deception
Skull-Shaped Barbute
Dark Circlet®

Batfang Headband

Runed Circlet?

Savant’s Cap*®

Helm of Brute Strength*
Kerran Headband*

7.702 gp
10,552 gp
13,312 gp
16,602 gp
17,954 gp
22,804 gp
31,004 gp
32312 gp
36,302 gp
41,102 gp
50,302 gp
56,875 gp (pair)
110,702 gp
158,102 gp
177,304 gp
271,302 gp
842,204 gp
1,015,304 gp
1,351,804 gp
1,525,204 gp

1 See “Blacksmithing,” either in Chapter 3 of this book or in the EQ: Game Master s Guide. The GM should determine a weapon type (e.g.. clawed
handwraps and ulak, etc.) and apply the price modifier given above.

Market Price
Varies
1,500 gp
2,000 gp
2,700 gp
3,152 gp
4,000 gp
5.150 gp
5,500 gp
5,700 gp
5,850 gp
6,000 gp
6.400 gp
7.260 gp
7.550 gp
7,000 gp
7,000 gp
7,010 gp
7.105 gp




]

Table2-11:He

Minor

av ltems (Continued)

Medium
77-82
83-86
&87-88
89-92
93-95

76-100

T This is a Trade Skill item
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Table2-12:Leg Items
Medium

Minor
01-15
16-24
25-38
39-50
51-59
60-73
74-86
87-78
79

100

e e l———
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Circlet of Vallon

Shazda Turban®

Crown of Eyes
Nightshade Wreath*
Executioner's Hood
Helm of the Ecclesiastic
Square Helm

Black Feathered Circlet®
Circlet of Fire®

Coronet of Buried Blood’
Runed Cowl*

Siryn-Hair Hood*
Headband of the Master'
Burning Eye

Circlet of Shadows*
Fine Silver Hairpiece
Cursed Halo of Thought®
Crown of King Tranix
Jungle Spider-Fur Cap
Crown of the North®
Shadow Crown’
Sapphire of Souls®

-y

Item Name

Scaled Wolf-Hide Leggings®
Barbed Legplates*
Mammoth-Hide Leggings®
Black Chitin Leggings*
Rider’s Chaps

Weasel Kilt

Bone Legplates®

Lion-Skin Leggings*
Gatorscale Leggings®
Silversilk Leggings*
Silver-Plated Leggings*
Feathered Leggings*®
Sarnak-Hide Leggings*
Kromrif Military Leggings
Prowling Leopard Leggings
Petrified Bark Leggings
Drake-Hide Leggings®
Oiled Greaves

Sharkskin Leggings

Sun Leqggings

Astral Leggings of the Titans
lcy Greaves’

Enduring Pants

Sunlord's Leggings*
Jester’s Stockings
Dreadfang-Hide Leggings*
Greaves of the Deep Sea
Black Runed Pants
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10,500 gp
11,000 gp
11,700 gp
12,060 gp
14,300 gp
15,000 gp
17.302 gp
18.350 gp
18,782 gp
17.800 gp
20,250 gp
30,600 gp
36,000 gp
36,400 gp
40,435 gp
42,000 gp
50,000 gp
50,200 gp
56,550 gp
315,000 gp
362,200 gp
701,300 gp

B S U L_'f-'

Market Price
550 gp
765 gp
1,540 gp
1.850 gp
2,500 gp
2,800 gp
3,145 gp
3,150 gp
5,900 gp
5.900 gp
7,700 gp
7,200 gp
7,500 gp
7,800 gp
11,030 gp
11,800 gp
12,250 gp
15,580 gp
18,000 gp
18,700 gp
18,800 gp
19,400 gp
20,250 gp
21,400 gp
26,125 gp
40,350 gp
86,380 gp
766,000 gp
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Table 2-13:Neckltems ‘
Minor Medium Major Epic Item Name !
01-15 01-10 01-10 — Jewelcraft item Varies
s 16-23 — — - Velvet Choker 210 gp
e 24-29 - — — Amulet of Sight® 1,050 gp
ey 30-37 — - — Spiked Leather Wolf Collar* 2,660 gp
=% 36-44 — — - Beartooth Necklace® 2,680 gp
X 45-56 — — — Black Iron Medallion 3.000 gp
' 57-60 - — —_ Allize Volew Medicine Bag* 3,200 gp
o 61-64 — — — Torque of Hoar Frost 3,200 gp
I 5% 65-68 — — — Bear-Claw Necklace’® 4,000 gp
v =2 67-76 — — - Gnomish Vanishing Devicet 4,000 gp
Ty 77-86 — - — Whispering Cameo 4,000 gp
b 3‘.—' 87-93 — — — Looking Pendant t 4,300 gp
= 94-99 — — — Runed Lava Pendant 4,700 gp
, 100 1-17 — - Petrified Erudite-Heart Amulet 5,450 gp
-~ —_ 16-23 — - Goblin Soul Caller 5.500 gp
e — 24-29 — - Torque of Tongues 6,000 gp
18X — 30-34 — — Choker of Pestilence* 6.400 gp
e — 35-40 - — Cape of Midnight Mist* 7.500 gp
= — 41-49 — — Guardian Choker* 8,000 gp
4% — 50-53 — — Amulet of Deception 8,760 gp
“‘3 - 54-56 - — Charm of Eventuality 7.000 gp
D — 57-60 — - Talisman of Vhal Sera* 7,000 gp
f_';{-: — 61-65 — - Investigator's Badge® 7,400 gp i I
e — 66-69 — - Initiate Symbol of the Tribunal® 7.675 gp (5
L — 70-74 == = Spider-Fang Choker* 9,700 gp :
s — 75-78 — - Chrysoberyl Talisman 9,800 gp |
N - 79-82 - — Blood Weave Choker* 10,100 gp :
< - 83-87 — — Grey Fur Gorget 10,500 gp ]
¢ R 88-92 — — Gypsy Medallion 10,650 gp |
oy - 93-97 — — Etched Ivory Charm Pendant* 14,000 gp .
3 — 98-99 = = Goranga Warbeads 14,250 gp "
= — 100 11-14 — Talisman of Evasion® 18.500 gp
5 — - 15-19 — Tserrina's Symbol* 17,420 gp
e - - 20-24 - Amulet of the Wind Spirit® 22,680 gp
k' y — — 25-27 - Amulet of Wizard's Might* 25,000 gp
-3 — - 28-29 — Bone Necklace® 27,000 gp
¥ — — 30-33 — Spade of Digging 27,360 gp
e — — 34-39 — Amulet of Spirit Sight® 30,000 gp
5 — — 40-44 = Torc of Benevolent Mien® 35,000 gp
> - — 45-50 — Tore of Might’ 41,000 gp
Tny — — 51-56 — Brooch of Wariness® 50,000 gp
2 - — 57-60 — Necklace of Superiority 53,600 gp
(-2 — — 61-69 —_ Monkey's Paw 54,000 gp
e — - 70-75 - Talisman of Frost 64.800 gp
- = —_ 76-79 — Necklace of Nightstalking* 67,500 gp
. - - 80-83 — Pendant of Animism® 85,000 gp ‘
Es  — — 8490 = Talisman of Faith 128,000 gp ;
EL — — 71-95 = Pendant of Sharp Sight’ 137,000 gp ; e
(= [— — 96-97 01-05 Faded Skull Medallion® 149,200 gp i
. g — — 78-100 06-10 Amulet of Necropotence 150,000 gp c
' — — —_ 1-25 Dragon Charm’ 231,000 gp “y
1 S— - = 26-50 Lava Torc’ 453,600 gp ot
= — - — 51-85 Burning Amulet 500,000 gp ’
-~ — — — 86-100 Diamond Torc® 1,850,000 gp
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Item Name
Masterwork Silver Weapont +400 gp
Combine Dagger™ 2,302
Dragoon Dirk* 3,427 gp
Chill Dagger 3,802 gp
Crysknife 4,802 gp _
Velium Weapont +5,300 gp &2C
Ivory-Imbued Northman Weapont +5,900 gp ’
Jade-Imbued Northman Weapont +6,300 gp |
Sacrificial Dagger 7.070 gp
Ebon War Spear’ 7,704 gp
Stiletto of the Bloodclaw 8.302 gp
Lead Dagger 8.927 gp
Spear of Winter 10,302 gp wate
Harpoon of the Depths 11,315 gp ;
[ ] Dagger of Dropping® 12,802 gp
R - 9697 01-03 — Woe 15,427 gp
23T — 78-99 04-08 — Dagger of Night’ 15.802 gp
= — 100 09-12 —_ Jade Chokidai Prod 15,890 gp
o, (. — 13-18 — Obsidian Shard* 18,007 gp o2
b — - 19-23 - Gloomwater Harpoon* 26,506 gp .
e \: — - 24-25 — Polished Obsidian Shardf 31,720 gp
L) — — 26-29 — Despair Needle® 32,827 gp
5w — —_ 30-34 - Riptide Spear” 39,001 gp
N~ — - 35-37 — Slime-Coated Harpoon* 43,827 gp
—_ — 38-4| — Glowing Iron Pike* 45305 gp
S — — 42-45 — Serrated Bone Dirk 48,810 gp
i 1 — — 46-53 —_ Assassin's Stiletto’ 49,852 gp
g 1 — — 54-56 — Crystalline Spear* 50,700 gp
= — — 57-61 == Treacherous Dagger’ 53,302 gp
r — — 62-65 = Corrupted Combine Weapont +55,376 gp (ave.)
e - —_ - 66-70 — Windruned Dagger* 66,427 gp
= — — 71-76 — Dagger of Venom' 72302 gp
* J— — 77-82 — Othmir Chieftain Spear™ 84.204 gp
| e — — 83-87 — Shadow Rager 92,306 gp
) — — 88-93 = Boneshear 92,902 gp
- — - 94-97 — Sebilite Croaking Dirk* 103,902 gp
é — - 78-100 — Fire Hook® 128,420 gp
'-"5,;\ — —_ — 01-30 Intricate Silver Rapier* 1,142,320 gp
I’:,,_\‘ i s _— 31-60 Electrum-Bladed Koshigatana® 1,214,320 gp
m{‘-'.‘, e — — 61-100 Fanged-Skull Stiletto® 1,445,302 gp
i

Fa 1 See “Blacksmithing." either in Chapter 3 of this book or in the £Q: Game Master’s Guide. For weapons with a “+x gp” notation, the GM should
determine a weapon type (e.g., dagger or spear, etc.) and apply the price modifier given above.
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Table2-15:Ranged Weapons

Minor
01-04
05-08
07-13
14-16
17-23
24-26
27-30
31-35
3640
41-43
44-47
48-52
53=58
5¢9-62
63-67
68-T72
73-75
7679
80-83
84-86
87-90
71-99
100

Medium

Major

26-29
30-33
34-38
39-44
45-49
50-59
60-66
67-72
73-79
80-83
84-88
89-94
75-100

01-05
06-15
16-35
36-100

.

Item Name

Clockwork Arrow?

Barbed Arrow of Wart

Arrow of Glasst

Arrow of the Horizonf
Pathfinder ArrowT

Arrow of Venomt

Forcewrack Arrowt

Lark Twitter Arrow”

Pondfish Spine*

Cheese Slingert

Arrow of Penetration

lcicle Arrow?

Masterwork Silver Weapont
Forked Arrow of Karanat
Thunderclap ArrowT

Underbulk Claw*

Arrow of Paint

Gloomwater Arrow"

Blessed Champion Arrowt

Arrow of Nullification

Ultimate Arrowt

Silk Bow

Velium Weapont

Ivory-Imbued Northman Weapont
Jade-Imbued Northman Weapont
Lark Twitter Bow"

Breezeboot's Frigid Gnasher
Dragon-Horn Shortbow?
Dragon-Horn Longbow®

Blessed Faydark Bow (Stinger)T
Runed Oak Bow®

Talisen, Bow of the Trailblazer®
Tarmok Hunting Spear

Blessed Faydark Bow (Swiftbolt) T
Shissar Fang®

Bow of the Underfoot

Efreeti War Bow

Blessed Faydark Bow (Cloudburster)
Light Velium Bow*

Corrupted Combine Weapon
Bow of the Huntsman*
Windstriker

Bow of Shadows”

Wild Stormbowt

Blessed Faydark Bow (Thunderbolt)

Bow of Doom*

Market Price

44 gp (per arrow)’
47 gp (per arrow)"
78 gp (per arrow)”
107 gp (per arrow)*
126 gp (per arrow)°
129 gp (per arrow)*
151 gp (per arrow)’®
167 gp (per arrow)”
183 gp (per spine)®
255¢p

263 gp (per arrow)*
295 gp (per arrow)*
+400 gp

632 gp (per arrow)"
732 gp (per arrow)*
746 gp

785 gp (per arrow)"
1,007 gp (perarrow)’
1,008 gp(perarrow)’
1,276 gp(perarrow)’
1,447 gp (perarrow)°
3,330 gp

+5,300 gp

+5,900 gp

+6,300 gp

8,320 gp

8.335¢gp

8.675gp

8.700 gp

12,618 gp

18,630 gp

19.780 gp

17,830 gp

20,268 gp

24100 gp

32,890 gp

33,770 gp

37,280 gp

51,000 gp

+55,376 gp (ave.)
72,600 gp

76,040 gp

107.975 gp

191.900 gp
248,246 gp
1,280,600 gp

T See “Blacksmithing,” either in Chapter 3 of this book or in the EQ: Game Master s Guide. The GM should determine a weapon type (e.q.. arrows,
bow, etc.) and apply the price modifier given above. When applied to arrows or other ammunition, this value applies to 50 such items.
* Magic arrows are usually found in batches of | to 50, as befits the encounter level. Thrown ranged weapons such as pondfish spines are usvally

found in batches of | to 12, as appropriate to the encounter level. Note that the price for ultimate arrows listed in this table supercedes that given
in Chapter 6 of the EQ: Game Master's Guide.

o

£

!

- ta

Bl R B Bl




Table 2-16; Shiclbs

)
ST W

_
0
g

-

i

o

S

g
.l'" 'k

> s
ll‘r- '

L 4

;"-9’:?3"

LY i
ey Y

< F

L]
i

i,

3

Table2-17:Shirts

e

e

_._
-

e ) e A AT
M

L]
’ _-"'—ﬁ

fan g My,

iy

L%

'
l

=%
o';
W
y,
A
oM

Item Name

Bone Shield* 1.450 gp
Shield of Kurn 2532 gp
Tainted Shield of Blessed Faith 3,657 gp
Shield of the Forlorn® 4,657 gp
Velium Round Shield® 5,809 gp
Northman Kite Shield of the Justiciart 7,010 gp
Naorthman Zekkite Shieldf 7,010 gp
Devlas llkvel* 8553 gp
Imbued Woodlander’s Shieldf 7,077 gp
Hardened Steel Shield' 10,450 gp
Imbued Teir'Dal Dragoon Shieldf 11,559 gp
Shiny Brass Shield* 12,157 gp
Clay Guardian Shield® 12,670 gp
Etched Chitin Shield 13,020 gp
Bark Shield 14,153 gp
Charred Guardian Shield* 16,403 gp
Runewood Shield 17,557 gp
Small Acrylia Shield' 19,660 gp
Large Acrylia Shield' 19.670 gp
Cracked Darkwood Shield* 26,134 gp
Shield of Spectral Essence 28,657 gp
Ry'gorr Oracle Shield* 28,970 gp
Passive Sunshield* 29,553 gp
Crested Mistmoore Shield* 32319 gp
Crustacean-Shell Shield* 34,760 gp
Aegis of Life 43,774 gp
Cryosilk Webshield® 51,225 gp
Ornate Rune Shield* 52,547 gp
Shield of Prexus* 53,159 gp
Shield of Bane Warding 55,620 gp
Stretched Fungus-Hide Shield 56,857 gp
Ward of the Faithful 58,170 gp
Stone Tower Shield 58,600 gp
Shield of Burning Flame 57,660 gp
Imbued Shield of Paineel 63,057 gp
Starlight Shield* 65,170 gp
Rokyl's Channeling Crystal 65,765 gp
Mighty Bulwark' 93170 gp
Sarnak Battle Shield* 384.165 gp
Bladestopper* 400,670 gp
Insignia Protector® 680,759 gp
Shield of Rainbow Hues* 1,722,159 gp

T See “Blacksmithing," either in Chapter 3 of this book or in the EQ: Game Master s Guide.

Item Name

Prosthetic ArmT

Barbed Armplates

Black Shadow Tunic
Wolf-Hide Sleeves

Crystal Enervated Armbands
Blouse of the Green Man
Silk Evening Tunic
Drake-Hide Sleeves*
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Tablez-ﬂ Shirts (Continued)

g, T

Medium

09-17

18-27

28-36
37-45
46-59
60-65
6671

72-77
78-82
83-89
70-96

77-100

Major

01-25

26-40
41-60
61-80

81-100

*a'uio. Magic l&m&t -*"- _
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Table?.-ls Shoulderltems

Minor
01-13
14-26
27-37
3843
44-56
57—65
66-74
7589
90-99
100

Medium

01-0%7
10-18
19-25
26-32
33-3¢
40-51
52-57
58-64
65-72
73-79
80-85
86-93

74-100

Major

01-06
07-13
14-22
23-30
31-37
40-48
49-60
61-74
75-77
78-87
88-74

75-100

Item Name

Gatorscale Sleeves™®
Platinum Armband

Black Embroidered Sleeves®
Black lce Sleeves®
Follower’s Sleeves*

Bloody Tunic

Charlatan’s Sleeve

Dark Scale Sleeves*

Sleeves of the Ancients
Azure Sleeves*

Sleeves of Power®

Lockjaw Hide Vest'
Sun-Soaked Tunic
Shardwurm Skin
Fungus-Covered Scale Tunic
Arms of Augmentation*
Vestments of the Druid
Wistful Tunic of the Void

e . N

Item Name
Barnacle-Covered Pauldrons
Frozen Mantle

Blackened Iron Spaulders®
Steam Spaulders
Embroidered Black Cape*
Bloodstained Mantle*
Lizardscale Mantle*
Crested Spaulders™
Drolvarg Mantle
Ravenscale Shoulderpads®
Shawl of the Hidden
Hivemistress Wing Mantle
Braided lvy Cords*

Silver Shroud

Rusty Spiked Shoulderpads*
Carnal Pauldrons*
Adamantite Epaulets*
Rawhide Mantle

Prayer Shawl*

Shifting Shawl

Grim Pauldrons

Imbued Granite Spaulders*
Loam-Encrusted Amice®
Stone Mantle

Gilded Cloth*

Obulus Mantle

Squallsurge Shawl*
Meditative Blanket

Fancy Velvet Mantle3
Parasitic Shroud®

Obulus Death Shroud*
Elder Wolf Hide

Pauldrons of Eyes

Neriad Shawl

Mantle of Queen Culayne’

5,440 gp
7.500 gp
8,450 gp
7,700 gp
7,960 gp
10,000 gp
10,500 gp
11,000 gp
11,000 gp
11,050 gp
11,200 gp
1,600 gp
16,500 gp
17,360 gp
42,745 gp
76,000 gp
0,000 gp
1,555,600 gp

Market Price
375gp
850 gp
1,145 gp
2,160 gp
2,400 gp
2,570 gp
3,100 gp
4,250 gp
4,550 gp
5.355gp
5.500 gp
5,650 gp
6,000 gp
6,000 gp
6,967 gp
10,765 gp
11,165 gp
11,000 gp
12,000 gp
12,000 gp
14,162 gp
14,800 gp
16,350 gp
16,500 gp
17,000 gp
17,250 gp
21,900 gp
22,100 gp
4,200 gp
44,600 gp
56,600 gp
63,800 gp
120,000 gp
214,300 gp
1,157,740 gp
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Item Name
Masterwork Silver Weapont
Combine Short Sword* 2,310 gp
Combine Longsword™® 2315 gp
Combine Scimitar® 23159p
Combine Claymore® 2,350 gp
Axe of the Iron Back® 4,820 gp
Velium Weapont +5,300 gp

Ivory-Imbued Northman Weapont +5,900 gp
Jade-Imbued Northman Weapont +6,300 gp

Gnoll Hide Lariat* 7.801gp
Blade of Passage 9,810 gp
Bone-Hilted Companion’s Blade® 10,350 gp
Ornate Rune Blade* 12,520 gp
Shiny Brass Halberd 12,810 gp
Singing Sword 12,815 gp
Gleaming Shortsword 13,310 gp
> o= Obsidian Scimitar* 13,345 gp
E‘;:.-"'.f — 100 01-05 — Polyphenomenal Axe 15,820 gp
L - — 06-08 — Zwielhander’ 16,335 gp
vy — —_ 09-14 — Whip of Strangulation 16,626 gp
A — — 15-19 — Ebon Razor 20,310 gp
\ — — 20-24 —_ Storm Blade 21,283 gp
. 16 = — 25-28 — Crystallized Shadow Scimitar 27,565 gp
SR = = 29-37 - Langseax of the Wolves 29,330 gp
N = — — 38-42 — Goblin Two-Handed Sword* 29315gp
— == 43-46 — Runic Carver® 32,350 gp
| 2 — — 47-5 — Green Jade Axe* 33,710 gp
i = — - 52-56 — Wurmslayer 35,840 gp
S 3 — - 57-58 - Marble Greatsword' 50.850 gp
— — 59-60 — ce Blade® 51,915 gp
— — 61-64 — Corrupted Combine Weapont +55,376 gp (ave.)
wimy N — - 65-69 — Polished Granite Tomahawk® 60,706 gp
g — — 70-72 — Crystalline Blade® 61,485 gp
— - 73-77 — Fierce Longsword' 78,440 gp
{ — — 78-81 — Dark Reaver 84,524 gp
— - 82-84 — Venomous Axe of the Velium Brood 84,810 gp
— — 85-86 — Lamentation* 73,440 gp
— — 87-89 — Longsword of the Faith' 78.315gp
— - 70 — Harmonic Longsword' 109,315 gp
— — 71-92 — Defiance® 112,440 gp
— — 73-95 01-15 Mithril Two-Handed Sword* 128,350 gp
— - 76-98 16-25 Brilliant Sword of Faith' 149 315 gp
— — 99 26-30 Frostbeam’ 204.225 gp
- — — 100 31-35 Scimitar of the Mistwalker® 552,565 gp
= — — — 36-50 Balanced Mithril Two-Handed Swordt 810,365 gp (ave.)
P i‘:,' — — _ 51-60 Short Sword of the Ykesha* 1,531,560 gp
| BN — — — 61-70 Earthshaker® 2,007,650 gp
.‘:‘.,-";‘ = — — 71-80 Honed Blade of Ykeshat 2,093,913 gp
ﬁi":_: — — s 81-70 Blade of the Black Dragon Eye* 2,420,315 gp
'y —_— — — 1-99 Glowing Black Sword* 2,906,315 gp
— — - 100 Connall’s Sword of Justice’ 3,125,335 gp

T See “Blacksmithing,” either in Chapter 3 of this book or in the EQ: Game Master s Guide. The GM should determine a weapon type (e.g., battleaxe,
longsword, etc.) and apply the price modifier given above.
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Table 2-20: Waistltems

Minor Medium Major Epic ltem Name Market Price
01-20 — — - Gnome-Skin Belt* 320 gp
21-30 — — — Iron Skullhead Buckle? 550 gp
31-45 — === = Giant Snakespine Belt 2,250 gp
46-60 = — —_ Purity Belt' 2.400 gp
61-75 — - - White Training Sash' 3,000 gp
76-90 — — - Giant's Reminder String* 4,100 gp
1-100 01-05 — o Yellow Sash of the Order’ 5,100 gp
y — 06-14 — — Crested Blood Wolf Harness 5,360 gp
o — 15-24 — — Red Fur Sash 6,000 gp
‘f-E: — 25-33 — — Braided Cinch Cord* 7.500 gp
B — 34-37 — — Orange Sash of the Order' 8.400 gp
£ = 40-47 — — Belt of the Zephyr 7,000 gp
& n — 48-55 — — Rotting Sash 7,500
o — 56-62 — — Fletcher’s Girdle 7,600
— 63-70 — =— Drakescale Belt* 7,750 gp
—_ n-79 — — Chromatic Girdle 10,000 gp
— 80-87 — — Belt of the Cenobite 12,750 gp
— 88-99 — — Sphinx-Hair Cord* 13,400 gp
— 100 01-05 — Belt of the River™ 16,600 gp
= = 06-12 — Belt of Wrath® 23,400 gp
— — 13-19 — Mountain Death Belt 23,500
— —_ 20-27 — Silken Cat-Fur Girdle® 32.200 gp
— — 28-35 — Fetid Flesh Belt 42,200 gp
— — 36-44 — Belt of Protection’® 44550 gp
— — 45-50 — Brell’s Girdle 45.000 gp
— — 51-57 — Girdle of the Nereid 45,000 gp
— — 58-62 — Silver Sash of the Order' 50,500 gp
— — 63-T1 — Belt of the Great Turtle® 76,400 gp
= =— 72-81 =0 Flowing Black Silk Sash 84,000 gp
. e 82-87 - Runed Bolster Belt’ 105,000 gp
— — 88-92 — Belt of Physical Harmony!' 111,000 gp
= — 73-98 — Belt of Sturdiness' 111,000 gp
— — 79-100 01-45 Sash of the Dragonborn* 171,300 gp
_ _ — 46-100 Bone-Clasped Girdle 1475370 gp %
A \ ¢ . Wl
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Table2-21: WristItems .%b
Minor Medium Major Epic Item Name Market Price |
01-25 01-15 01-15 — Jewelcraft item Varies g ;
26-37 —- — — Bracers of Security 800 gp ?
38-46 — — — Bat-Hide Wristband* 725 gp j :
47-58 — — — Friendship Bracelet 1,000 gp - :1
59-70 — — — Wristlet of Mending 1,000 gp ) 1'
i — — — Symbol of Loyalty to Vox* 3,300 gp ‘
72-80 = = iz Bracers of Elemental Control 3,360 gp %FJ
81-93 = = — Bracers of Safeguard 4,000 gp St
94-100 16-19 =5 s Bracers of Erollisi 5,100 gp ﬁ;
— 20-25 — — Jilleo’s Bracelet* 6,030 gp R‘.‘
- 26-32 — — Bracelet of Charms 6,300 gp }' 4
— 33-38 — — Basilisk Bracer™ 6,400 gp 1
— 39-45 — — Bracelet of Woven Grass 6,800 gp
— 46-50 — —_ Ring of the Ancients' 7,000 gp
- 51-56 - — Carmine Trinket® 8,780 gp
- 57-62 — — Chipped Bone Bracelet 7,000 gp
- 63-69 — -- Purified Spirit Bracer™ 7,500 gp
- 70-74 — — Sebilite Scale Bracelet 7,500 gp
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Minor

Medium
75-82
83-86
87-72
3-99
100

Major

16-21

22-28
29-36
37-46
47-56
57-64
65-75
76-82
83-1

72-98

LUK

Table 2-21: Wristltems (Continued)

77-100

01-35
36-70
71-100

Item Name

Hero Bracers

Sarnak Bracer of Honor
Bracelet of Ice
Drakescale Bracelet*
Whetstone Bracers
Gantru Braceletf
Seahorse-Spine Bracelet*
Supple Scale Armband
Serpentine Bracer”

Steel Wristband of Strategy”
Dragon-Bone Bracelet®
Bracelet of the Deep Sea®
Bracers of the Bear'
Bracers of Might'

Bracers of the Dragon’
Burning Bracer

Clouded Jade Bracer’

T If determining treasure randomly, roll 1d6 to determine the type of Gantru bracelet found.
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Table 2-22: Miscellaneousltems

Minor
01-03
04-07

08-09
10

1l
12-14
15
16-17
18-19
20-21
22
23-24
25-26

a7
28

e N i e S

Medium
01-06
07-11
12-14
15-23%
24-26

Major
01-05
06-11

12-14
15-18

ltem Name

Poison (choose)t
Imbued Deity (choose)T
Golden Idol (choose) T
Mantra (choose)f
Recitation (choose)
Animated Baitf
Gnomish FireworksT
CompassT

Collapsible Fishing Polef
Flameless Lanternt
Stein of Good Healtht
Bone Totem*®

Gnomish Chalk?
Mummy Wrappings®
Bearskin Potion Bagt
Corking Devicef
Mechanical LockpicksT
Blessed Dust of Karanaf
Stein of the Underfoot}
Crackstemt

Minotaur Horn*

Small Resisting Deity
Flash Tubet

Conch Shell Horn®
Blessed Dust of Tunaref
Snare Flaret

Gnomish Brew Barrelf
Small Protection Deity T
Fused Dragon Crystalf

Geerlock Trade Skill Tool (choose)

Gypsy Lute*
Bronze Spider Totem®

e —

Market Price
10,400 gp
10,800 gp
11,200 gp
12,700 gp
16,200 gp
18,600 gp
24,300 gp
24.700 gp
25,250 gp
39,000 gp
47,800 gp
87,000 gp
111,000 gp
116,000 gp
180,000 gp
312,000 gp
331,500 gp

Market Price
Varies
Varies
Varies
Varies
Varies
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Table 2-22: Miscellaneousltems

o3

Minor Medium Major Epic Ttem Neme Market Price {t
53-54 — - — Manalyzert 600 gp = s
55 = — — Shard Tracert 750 gp !
56 — — — Spyglasst 1,000 gp P'q;
57 — — — Stone of Warding 1,000 gp
58 — — — Dusty Ransacker's Pack*® 1,050 gp W
57-60 — . - Small Wisdom Deity? 1,100 gp
6l — — — Minor Animal Trapper-Hunterf 1170 gp
62-63 — — = Gate Coin 1,400 gp
64 — — — Lacket of Bindingf 1,500 gp
65 — — — Quill of the Apprentice 1,800 gp o
66 = — _ Snakeskin Cord 1,800 gp | ;.'3
67 — - — Quill of the Arcane 2,000gp .
68 — — — Glob of Gooey Goo® 2,200 gp i
67-70 - — — Stein of Smitingt 2,300 gp N
71 — — — Assassin Bugf 2320 gp i
72 s = = Boom Brush 2,400 gp %
73 o s = Sharkslirs Drun® 2.400 gp Wi
74 — — — Stein of the Stalwarty 2.400gp :i
75 — — - Stein of Inspirationt 2,500 gp
76 - — — Stein of Valor 2,500 gp ﬁ;ﬂ
77 — - — Hunting Hound 3,240 gp % A
78-79 — — — Box of Nil Space™ 3,250 gp A 1
80 — — — Wooly Spider-Silk Net* 3,300 gp E"’ﬁj
8l — - - Lightning Red (Type 1) 3.375gp Bl
82 27-28 — — Bone Barrel (+1) 3,600 gp
83 — - - Negative Material Sensory Apparatust 3,600 gp
84 — - - Genesis Paper 3,750 gp (per sheet)
85-86 — — — Carafe of Pure Waterst 4,550 gp
a7 — - . Challace of Consecration 4,800 gp
88 — — - Goblet of Sacrilege 4.800 gp
879-90 — — — Crimson Pearl 4,850 gp
70 — — — Lightning Rod (Type 1) 4,660 gp
71-92 - — — Bag of the Tinkerers® 5,000 gp -
73 — — - Boulder Stonef 5,000 gp
74 29-30 — — Brute Sack (+1) 5.000 gp b
75 —_ — — Dustscryer's Crystal Ball* 5.000 gp |
76 31-32 — — Iron Casket (+1) 5,000 gp = 1
97-98 - — — Oil Veritas 5,000 gp (per flask) 1
b i 33-34 — — Pouch of Bright Spirits (+1) 5,000 gp 4
100 35-36 — — Satchel of the Tiger (+1) 5,000 gp
— 37-39 — — Faun Flute* 5,360 gp

[ — 40-43 — — Bowl of Endless Gruel 5,400 gp
- 44-45 = — Purghk’s Quill* 5,500 gp
— 46-48 = R Fulgurite Wand of Karanat 5,760 gp
- 49-50 - — Biolocator 6,000 gp
—_ 51 - — Faithstone (choose)f 6,000
— 52-53 — — Rod of Access 6,000 gp
— 54-57 = — Fleeting Quivert 6,500 gp
= 58 = E— Spiritstone (choose)t 6,500
== 57-60 = — Lightning Rod (Type 111) 6,615 gp
== bl-64 — = Sun Chalice® 7.200 gp
- 65-67 — _— Crucible of Escapet 7.800 gp
— 68-69 — — Lightning Rod (Type 1V) 8,640 gp
- 70-73 — —_ Stones of the Seer 7,000 gp
— T4-75 - — Idol of the Underking™ 7,600 gp
— 76-79 — — Fetish of the Nimble® 10,250 gp
— 80-82 — = Water Stone 10,800 gp

Lightning Rod (Type V) 10,735 gp
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Minor

1 This refers to a Trade Skill item, whether magical or mechanamagical, either from Chapter 3 of this book or from Chapter 6 of the £Q: Game

Master’s Guide.

Medium
85-86
87-90
71-94
95-96
7-98
79-100

DLk

Wt ST

« W

Table 2-22: Miscellaneous Items (Continued)

Major

31
32-33
34-35
36
37-38
3941
42-43
44-45
46
47-48
49
50-51
52
53-54
55
56-57
58-59
60
61-62
63-64
65-67
68-69
70-71
72-73
74-75
76-77
78

77
80-82
83-84
85

86

a7

88

89
70-71
72-93
74

95

76

97

78
79-100

Epic

26-30
31-36
37-41
42-46
47-51
52-56
57-60

61-73
74-76
1779
80-82
83-85
86-95
76-100

Gypsy Jewel
Fire Snuffer
Totem of the Warrior Spirit*
Manacle of the Keeper
Lightning Rod (Type V1)
Bone Barrel (+2)

Lizard Case

Drums of the Beast®

Eye of Melnor®

Lightning Rod (Type V11)
Dream Sender

Fabricator

Serollcase of Sending
Tortured Lament

Liar's Knuckles

Brute Sack (+2)

Globe of Darkness*

Iron Casket (+2)
Leatherfoot Haversack
Pouch of Bright Spirits (+2)
Satchel of the Tiger (+2)
Spring-Loaded Boat

Runed Writ*

Glass of Time

Seer Lore Book™
Metamage Rod

Creature Compass

Kedge Horn

Bone Barrel (+3)

Globe of Boons

Book of Obulus®

McVaxius' War Horn*

Fan of a Thousand Breaths
Skull Charm of the Oracle®
Brute Sack (+3)

Iron Casket (+3)

Pouch of Bright Spirits (+3)
Satchel of the Tiger (+3)
Lyran’s Mystical Lute*
Book of Accounts

Bone Barrel (+4)

Portal Boxes

Book of Legends

Brute Sack (+4)

Iron Casket (+4)

Pouch of Bright Spirits (+4)
Satchel of the Tiger (+4)
Bone Barrel (+5)
Summoning Lamp
Improved Stalking Probef
Flying Carpet

Brute Sack (+5)

Iron Casket (+5)

Pouch of Bright Spirits (+5)
Satchel of the Tiger (+5)

Crypt Master’s Conjuring Stone®

Sarcaphagus of Resurrection

e — A
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16,335 gp
18.000 gp
18,000 gp
18,000 gp
17.000 gp
19,500 gp
20,000 gp
20,000 gp
20,000 gp
20,000 gp
20,000 gp
20,000 gp
20,500 gp
21,800 gp
22,950 gp
23,500 gp
24,000 gp
25,200 gp
25,750 gp
32,400 gp
34,650 gp
35,400 gp
40,500 gp
42,500 gp
43,720 gp
45,000 gp
45,000 gp
45,000 gp
45,000 gp
49,100 gp
56,000 gp
57,600 gp
62,400 gp (pair)
66,000 gp
80,000 gp
80,000 gp
80,000 gp
80,000 gp
70,000 gp
105,840 gp
112,000 gp
120,000 gp
125,000 gp
125,000 gp
125,000 gp
125,000 gp
147,580 gp
240,000 gp
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Table2-23:Potions

Minor
01-15
16-30
31-34
35-37
38-40
41-42
43-45
46-48
49-52
53-56
57-59
60-63
64-68
69-70
71-72
73-74
75-76
77-80
81-83
84-87
88-91
72-95
76-98
79-100

Medium
01-05
06-15

30
31-32
3334
35-36
37
38-39
40
41-43
44-45
46-47
48
49-50
51-52
53-54
55-56
57-58
59-61
62
63-64
65-b6
67-68
69-70
71

72
73-74
75
76-77

79-80

- . Chapter
v “‘

Two: Magicltems

S ———————

ltem Name

Alchemy ingredients (choose)t
Enhancement Potion (choose)*

Fleeting Languor
Blood of the Wolf*
Feline's Grace
Greenmist Musk
Vampiric Spirit*
Wrackbane®

Thule's Face
Assassin’s Favor

Mana Preservation 1
Stillblood

Titan®

Disease Focus |

Fire Focus |

Ice Focus |

Poison Focus |
Anti-Weight®

Ant's Potion*

Aquatic Haunting®
Assailing

Gravity's Bane

Snake Spirit Oil*
Wolf's Tongue
Beastlord’s Brew
Magic Focus |
Serpent’s Canviction
Big Mouth

Craknek Surprise

Five Limbs Elnar
Hawk's Eye Tonic*
Unlife Awareness®
Mana Preservation Il
Smashem Juice

Spirit Shift

Disease Focus 11

Fire Focus 1]

Ice Focus 11

Poison Focus 11
Rageblood (hill)*
Scaled Atavism

Soul of the Incorporeal
Drake's Breath (1)
Judgment

Magic Focus |1

Dragon Hide

Xev's Humor

Etherea’s Poison Antidote™
Kilva's Skin of Flame™®
Kithor's Disease Treatment™
Rageblood (frost)*
Shifting Spectre
Ancestral Recourse
E'ci’s Vitae

Stone Feets Form Eular
Army Ant Potion
Drake’s Breath (2)
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1°4  Table2-23:Potions
(5 Minor Medium Major Epic Item Name
o — 88-89 — — No Magic Poshun
e — 7092 — - Revitalization 700 gp
. \ — 73-94 — S Mystical Aptitude 950 gp
22 — 75-97 01-05 — Elixir of Divine Endurance® 1,000 gp
L — 78 06-09 - Rageblood (fire)* 1,000 gp
I — — 79-100 10-15 — Rejuvenation® 1,000 gp
6‘ — — 16-17 — Golem Flesh 1100 gp
— — 18-19 = Test of Faith 1,100 gp
FL’ — - 20-22 - Spider’s Shell 1150 gp
‘:\ — — 23-26 — Drake’s Breath (3) 1,200 gp
:-"., — — 27-29 — Mana Preservation 111 1,200 gp
72 — —_ 30-32 — Disease Focus 11| 1,220 gp
;J{' — - 33-35 - Fire Focus 11l 1,220 gp
e — = 36-38 — lce Focus 1] 1,220 gp
A == — 39-41 — Poison Focus 11 1,220 gp
g{ — = 42-46 — Fleshknit 1,350 gp
S p— — 47-49 — Drake’s Breath (4) 1,500 gp
.;_ P — 50-52 - Magic Focus 111 1,500 gp
e — — 53-56 — Mystical Infusion 1,500 gp
3::_ = — 57-60 — Essence of Oblivion 1,400 gp
= s — 61-65 — Concentration 1.750 gp
' ] == — 66-67 - Drake’s Breath (5) 1,800 gp
& — — 68-70 — Venril's Legacy 1,800 gp
= — — 7-72 — Drake's Breath (6) 2,100 gp
£ — - 73-74 — Drake's Breath (7) 2,400 gp
i) — — 7577 — Mana Preservation 1V 2500 gp
A — - 78-80 — Disease Foeus IV 2530 gp
i — — 81-83 = Fire Focus IV 2530 gp
| = S — 84-86 — Ice Focus IV 2530 gp
| = — = 87-87 — Poison Focus 1V 2530 gp
| S i — —_ 70-91 — Passage: Cabilis* 3,000 gp
/ —_ — 92-93 — Passage: Grobb* 3,000 gp
I — — 94-95 — Passage: Halas" 3,000 gp
<l — — 76-97 — Passage: Oggok* 3,000 gp
— —_ 78-99 — Magic Focus 1V 3,200 gp
. — . 100 01-100 Soul Bonding 11.250 gp

1 The GM should choose one or more alchemy ingredients with a cost appropriate to the encounter level or treasure found. See Table 3—2: Cost
of Potion Ingredients in Chapter 3 of this book.

Note: When found as treasure, most potions and the like should be considered to have been created using the minimum number of Trade Skill ranks
2% required to craft that item.
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“=7  Table2-24:Specialty Food and Drink
gj»‘ Minor Medium Major Item Name Market Price
e 01-10 01-03 — Baking or brewing ingredientsf Varies
._:jh: 1n-12 e — Mammoth Steak® 7 sp/serving
:-;.'_'-‘ 13 — — Royal Mints 8 sp/pack
s 14-15 — — Jumjum Cake 1 gp/cake
ot 16-17 —_— - Jumjum Spiced Beer | gp/bottle
- 18 — — Ranger's Omelette | gp/omelette
s 19-20 [Animal] Fillet in Cream 2 gplserving
- Blackened Panther Steak 3 gp/serving
Cheesy Vegetable Casserole 3 gp/serving
Chocolate Marr Cherries 3 gp/serving
Marinated Rathe Muskie® 3 gp/serving
Caynar Nut Stuffed Trout 4 gp/serving
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"% Table2-24:Specialty Foodand Orink
L% Minor Medium Major Ttem Name Market Price
), 31-32 — — Anaconda Stir-Fry 5 gp/serving
.__'} 33-34 — — Bixiebread® 5 gp/serving
_ / A 35 s — Blackburrow Stout} 5 gp/bottle
¥- "'.E 36-37 — — Fish Rolls* 6 gp/dozen
'.':1'_.' 40-41 — — Boot Beer* 8 gp/cask
£y 42-43 — - Gnomish Spirits* 8 gp/bottle
- 44-45 — — Ohabah Truffles 8 gp/serving
5_ 46 — — Raptor Stew*® 10 gp/serving
1 47 — — Skull Ale 10 gp/jug
/;."-.' 48-49 == — Miregobbet 12 gp/block
b 50 — - Cheesy Anaconda Casserole 15 gp/serving
st 51-53 — — Faydwer Shaker* 15 gp/bottle
‘:i 54 = — Cheesy Griffon Casserole 20 gp/serving
= 55 — - Lucky Cabbage 20 gp/cabbage
' Q 56 — — Pickled Drake® 20 gp/serving
5‘\‘ 5757 - — Purified Water 20 gp/jug
s 60 == — Mind Worm Steaks 25 gp/serving
= 61-62 — — Ogre Swill* 25 gplcask
Lo 63 — - Liquidized Meat 28 gp/skin
<1 64 — — Bleeding Brain® 30 gp/bottle
- 65-66 — - Emerald Orange Schapps 30 gp/bottle
67 04 — Hot and Spicy Halfling 30 gp/serving
e 68-67 — - Spiced Tearspine* 30 gp/serving
7 70 05 — Erudite Roast 32 gp/serving
(&% 71 06 — Dwarf Chops 35 gp/serving
oA 72 07-08 — Holy Cakes 35 gp/cake
o 73 09 — Pickled Troll 35 gp/serving
74 10 — Sarnak Steak 35 gp/serving
‘/‘l" e =) 1 _— Smoked Wood EIf 35 gp/serving
T - 76 — o Lotus Pie 36 gp/pie
yi 77 12 — Leg of Vah Shir 36 gp/serving
AR 78 13 — Centi Steak 40 gp/serving
:‘.::ff 79 14 — lksar Fillet 40 gp/serving
= 80 — — Underfoot Brown 40 gp/cask
; 81 15 — Blackened Teir'Dal 45 gp/serving
ig 82 16 — Ogre Patties 45 gp/serving
St 83 17 = Elven Veal 50 gp/serving
L 84-86 — = Faydwer Port™ 50 gp/bottle
-1 87 18 —_ Gnome Kabob* 50 gp/serving
£ 88-89 — — OI" Tujim's Fierce Brew® 50 gp/cask
Y 90 19 — Stewed Tae Ew Heart" 50 gp/serving
=3 71-92 — — Thubr's Darkened Ale 55 gp/cask
- 93 — = Innothule Triple Bile 60 gp/bottle
-:'.":‘-_ . — 20 —_ Dryad Paté 70 gp/serving
£ 9495 = e Skunk Breath Ale* 70 gpleask
) 76 — — Broog's Old Peculiar 75 gp/bottle
Xt - 21-23 — Wurm Steak™ 100 gp/serving
4% 7-98 — — Halfling Stouter* 150 gp/cask
=Y 9 24-25 — Large Slumberfish Pie 150 gp/pie
r'.;‘_ ‘ 100 26-35 — Lothran’s Ancient Absinthe 150 gp/bottle
Lol i 36-50 —_ Elven Wine 250+ gp/bottle
() — 51-60 —_ Halas 10-Ib. Meat Pie 350 gp/pie
— —_ 61-65 — Neriak Nectar 350 gp/bottle
=4 — 66-75 — Kaladim Constitutional 400 gp/bottle
S — 76-85 — Minotaur Hero Brew® 500 gp/cask
f;': ? = 86-100 01-100 Fizzy Odus Juice 1,000 gp/bottle
{:"1 1 The GM should choose one or more baking or brewing ingredients with a cost appropriate to the encounter or treasure found.
r < 1 This is a Trade Skill item from RolN: Everfrost Peaks.
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to accord with the locale and the encounter level.
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Note: When found as treasure, bakingand brewing goods should generally be considered to have been created using the minwmum number of Trade
Skill ranks required to craft that item. O course, the GM should always feel free to alter the amount or number of portions and the item discovered
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Backltems

Back items include capes, cloaks, and anything else
chiefly worn over or along the back. A back item does not
have to remain strictly on the back: for instance, a cloak
can be wrapped around a wearer’s body for warmth or
protection, but it is still considered a back item.

For more on back items, see EQ): Game Master’s Guide,
p. 120.

Random Generation: To generate back items randomly,
roll on Table 2-2: Back ltems.

AncientSeahorse-Hibve Cloak

Description: The giant seahorses of Siren's Grotto near
Velious are sometimes caught in the nets of the local
fisherfolk. As a rule, the nature-loving fishermen there set
these creatures free, for it is considered bad luck tokill these
ancient creatures. However, sometimes they are found
dead, their bodies washed up on shore, and some individu-
als are willing to work with these corpses, transforming
their hide into durable armored cloaks. So far, no ill has
hefallen the makers or wearers of these cloaks, leading some
to suggest hunting the giant seahorses, but so far the folk of
the region have reacted with horror ro such a notion.

Powers: Although technically a back item, this cloak
protects as if it were +2 cloth armor. The armor bonus
granted does not stack with similar bonuses from other
armor worn.

Ancient Seahorse-Hide Cloak (AC +3, max Dex +8,
check +0; hardness 3, 6 hp, Break DC 23)

Hp +6.

Bonus types: AC = armor. Hit points = enhancement.

Caster Level: 6th.

Market Price: 12,355 gp.

Slot: Back.

Weight: 9 |bs,

AzurJack

Description: This wide expanse of cloth is worn as a
cloak, though it has far more folds and gathers than most
cloaks. The material is a rich, deep blue with black trim,
though the azur jack is reversible to an all-black side as well.
Silver clasps with detachable chains allow the cloak to be
atrached ro shoulder armor, worn as a wrap over one
shoulder, or act as a cloak either with or without a hood.
The azur jack is always rippling as though blown by a light
breeze, even in perfectly still air. The tough material
auromarically moves to diverr or interfere with weapon
strikes made at its wearer, and billows out to an impressive
15-foot span whenever the wearer falls or jumps down.

Powers: The wearer of this cloak gains a +10 bonus on
Safe Fall checks and may make such checks untrained.
Further, depending on which way the cloak is worn, the
wearer gains one of two further benefits: If the azur jack is
worn with its elegant blue side out, she gains a +2 bonus on
all Charisma-based checks, while if it is worn black side out
she gains a +4 bonus on all Hide checks made in darkened
or shadowy conditions. Finally, the billowing, nearly ani-
mate folds of the cloak grant the wearer a +2 bonus to AC.
Bonus types: AC = dodge. Skill = competence.

Caster Level: 6th.

™ -
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Market Price: 16,900 gp.
Slot: Back.
Weight: 3.4 lbs.

CloakorCrystalline Waters

Description: The porameid water-maidens of Jaggedpine
Forest generally prefer to be left in peace, but from time to
time unscrupulous or overly enthusiastic adventurers vio-
late the sanctity of their underwater caves. Their ruler,
Queen Nyhalia, is well known among the Jaggedpine folk
for her wisdom and beauty, and also for the fact that she
wears one of these shimmering cloaks, seemingly made of
semni-solid (but not frozen) water. It is said that advenrurers
who perform rasks for the potameids are somerimes re-
warded with one of these cloaks, but unfortunately many
who seek them out 1o test the validity of the story end up
drowned, either by the potameids or their own incompe-
tence.

Powers: Int +2, Wis +2, magic resistance (6), magic save
+1

Bonus types: Ability scores = enhancement. Resistance =
enhancement. Saves = enhancement.

Caster Level: 7th.

Market Price: 11,700 gp.

Slot: Back.

Weight: 0.1 lbs.

CloakorFeathers

Description: This warm, comfortable cloak is constructed
of banded reeds with multicolored feathers across the back.
The clasp is a stunning ruby cur into the shape of a long
feather and set in gold. The front of the cloak features slits
for arms and pockets just outside them, allowing the wearer
to keep his hands out of the wind. Numerous aviak tribes
make cloaks of this kind, often using them as rewards and
gifts for those who earn their favor.

Powers: At will, the wearer can invoke a power identical
to the spell feather fall (see Chapter One: Converted Spells).
Activating the cloak of the feather is a free action that may
be taken atany time (even when it is not the wearer’s turn),
allowing the wearer to save himself if he unexpectedly falls.

Activation: Use Activated.

Caster Level: 2nd.

Market Price: 4,000 gp.

Slot: Back.

Weight: 2 [bs.

CloakorShavows

Description: The title of "Guano-Gatherer” is not an
especially appealing one to most, but for the fire goblin
servants of Lord Nagafen, dragon ruler of Nagafen's Lair,
the duty that title enrails is a rruly challenging and danger-
ous enterprise. Tothisend, the goblinsdisparched to gather
the guano produced by the lair's giant bats wear various
magic items to protect them while performing their duties.
The cloak of shadows enhances its wearer's agility and ability
to hide, as well as protecting him against any diseases that
might be encountered while collecting bat excrement. In
addition, it is feather-light, and moves like a shadow itself.




.

(Guano-Gatherers are also often protected with invisibil-
ity spells and items.)
Powers: The wearer of this cloak gains a +2 bonus on
Hide checks made in shadowy or darkened conditions.
Dex +4, disease resistance (4), disease save +1.
Bonus types: Ability score = enhancement. Resistance =
augmentation. Saves = augmentation.
Caster Level: 11th.
Market Price: 18,100 gp.
._ Slot: Back.
] Weight: 0.1 Ibs.

=
\"fﬂ Cloak oF Shelter

'::'-; 5 Description: This rather plain-looking hooded cloak is
el made of full length homespun wool, simple and comfort-
= able, and is fastened with a sturdy copper clasp in the shape
o of a frog. This special cloak was masterfully crafted by the
£ halflings of Riverdale for maximum comfort while away
ol p from home. Wearing it creates a warm feeling of comfort
=5 and welcome. In fact, faint homey odors rise up from within
ey the cloak, smells alternating between things like a nice,
t é comfartably burning hearth and freshly baked bread, warm
N mead, and a good, home-cooked stew.

Powers: Although apparently sized for a halfling or
gnome when found, this item will adjust itself to fit any
wearer of Tiny to Large size. Once per day, at will, the
wearer can invoke an effect similar to the spell secure shelter
(see Chapter One: Converted Spells). However, the shel-
ter created remains for only 8 hours each time.

Activation: Use Acrivated.

Caster Level: Tth.
Market Price: 11,200 gp.
Slot: Back.

Weight: 2.5 lbs.

CloakortheVagabond

Description: This cloak always appears ragged and rat-
tered, no matrer how recently it has been patched and
mended. [t hangsslightly askew, its hem is uneven, and the
clasp is chipped and dull. The threadbare fabric scarcely
holds the patches that cling to it in various places.

Powers: Once per day, the wearer of this cloak can cause
anonmagical item of up to 10 cubic feet each to shrink with
atouch and aword. The item shrinks to 1/12th of its normal
size in each dimension (to roughly 1/2,000th of its original
volume and mass), transforming into a colorful two-dimen-
sional fabric patch. This patch automatically clings to the
cloak and remains in its patch stare for up to one week, or
until retrieved and returned to its normal size and appear-
ance. The cloak may have up to five such shrunk items
attached toitatany given rime. Each object changed by the
cloak can be rerurned to normal composition and sizeatany
rime merely by pealing the patch off the cloak and tossing
it onto any solid surface.

Activation: Command Word.

o Caster Level: 5th.

it - ) Market Price: 24,000 gp

Slot: Back.
Weight: 5 Ibs.
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FesteringCloak

Description: The Estate of Unrest is an old dwarven
manor that has been overrun by undead. Many adventurers
journey here in order to barttle the overwhelming forces of
the walking dead, and hopefully plunder some of the
estate’sancient treasures, Some of the most powerful undead
casters of Unrest have become creatures known as festering
hags. Adventurers who are powerful enough to slay these
undead can remove the defeated hag's skin, which can then
be worn as a magical cloak. Such a garment’s blessings are
mixed, however, for the hag’s fell aura continues ro infest
the garment, reducing its wearer's resistance to disease and
magic.

Powers: Due to the hideously unpleasant nature of this
item, the wearer suffers a -1 penalty on all Charisma-based
checksexceptthe following: Intimidate, Taunt, and Undead
Empathy. In the latter three instances, this penalty be-
comes a +2 bonus.

Mana +2, disease resistance (—3), magic resistance (-3),
disease save —1, magic save —1.

Bonus types: Ability score = augmentation. Resistance =
enhancement. Save = enhancement. Skills = circum-
stance.

Caster Level: 3rd.

Market Price: 900 gp.

Slot: Back.

Weight: 0.5 lbs.

Foreigner’sCape

Description: These simple, nondescript capes are made
of finely woven cotton or silk, or, more rarely, of thin
leather. They are reversible, generally grey or tan in color
on one side and blue, black, or red on the other. Thisallows
the capes to be worn stylishly with a variety of other
clothes, which is an important consideration given how
the capes are to be used. These items were created at the
heightof the Combine Empire, used by itsdiplomars to gain
acceptance in the courts of the Empire’s enemies and allies.
After the fall of the Empire, many of these capes fell into
the hands of traders and merchants, who greatly value their
effect on bargaining prices.

Powers: There are several different kinds of these capes,
eacharruned roadifferent race. The most common foreigner's
capes are those artuned to dark elves, ogres, trolls and
humans, though capes attuned to any race are possible.
Each grants its wearer a +4 bonus on all Charisma-based
checks when dealing with members of the arruned race.

Bonus types: Skill = competence.

Caster Level: 12th.

Market Price: 1,000 gp.

Slot: Back.

Weight: 1.2 Ibs.

Frostreaver’s Embroidbered Cloak

Description: Dain Frostreaver [V is the dwarven ruler of
the Coldain. Leading and guiding his people from his
citadel atlcewell Keep, in the heart of the city of Thurgadin,
he is known for his wisdom, his bravery, and his skill at
arms. Universally beloved by his people, Dain has ruled for
many decades, aided by able counselors, powerful priests



and spellcas ters, and several ancient dwarven
heirlooms, whose origin dates back to the days
before the coming of the hated giants.
Frostreaver's Embroidered Cloak is part of
Dain’s royal regalia, and he credits its
abilities with saving him from several
artempts on his life by magic-wielding
giants and their agents. Duplicates of
this cloak are said to exist, possibly
among the regalia of other dwarven
monarchs, but they are rare and the
dwarves themselves dislike the notion
of outsiders wearing them.

Powers: Int +3, Wis +3, Cha +3,
mana +8, cold resistance (6), fire re-
sistance (6), cold save +1, fire save + 1.

Focus effect: Spell Haste I11.

Bonus types: Ability score = aug-
mentation. Mana = divine. Resistance
= augmentation. Save = augmenta-
tion.

Caster Level: 15th.

Market Price: 53,200 gp.

Slot: Back.

Weight: 2 [bs.

GargantuanPandaPelt

Description: The titan-spirit creatures of the Stonebrunt
Mountains near Erudin are prized for their pelts and feared
for their ferocity. The gargantuan panda pelt is easily trans-
formed into a magic garment once its owner is slain. The
large black and white cloak drapes evenly over the wearer’s
shoulders and flows effortlessly in the wind, making its
owner a striking sight indeed. This is something of a mixed
blessing, however, for foes know of the pelt's powers and
often concentrate their attacks on anyone who wears it.

Powers: Str +1, Dex +1.

Bonus types: Ability score = enhancement.

Caster Level: 3rd.

Market Price: 3,150 gp.

Slot: Back.

Weight: 2 lbs.

Hierophant’s Cloak

Description: The high priests of the old iksar capirtal,
Sebilis, wore rich embroidered cloaks that served as sym-
bols of office and alsa enhanced their ability to cast beneficial
magic, to tend to their followers wisely, and, if necessary, to
defend the city from its foes. Today the city is largely in
ruins and the hierophants exist as skeletal undead. Some
still bear these cloaks, though, carrying on their civic and
religious duties in a grotesque parody of their former acts.

Powers: Str +2, Dex +2, Con +2, Int +2, Wis +2, Cha
+2, hp +19, mana +13.

Bonus types: Ability scores = enhancement. Hit points =
enhancement. Mana = enhancement.

Caster Level: 19th.

Market Price: 807,800 gp.

Slot: Back.

Weight: 1 [b.

LizardscaleCloak

Description: The lizardscale cloak comes
from the green lizardmen who guard the
temple of Cazic-Thule, God of Fear.
[ts polished green scales infuse its
wearer with magical powers. How-
ever, the lizardmen do not give up
their treasures easily, resisting
fiercely any who would rake
them—and theyare skilled fight-
ers who tend to atrack in great
numbers.
Powers: Dex +2.
Bonus types: Ability score = aug-
mentation.
Caster Level: Tth.
Market Price: 4,500 gp.
Slot: Back.
Weight: 2.5 |bs.

Mistveil

Y \ Description: Sewn from the fin-
i :p; est elven fabrics, this hooded cloak
is truly magnificent ro behold.
Outside, the cloak is one solid,
rich color, which changes to match the desire of the wearer.
Inside, the cloak is comprised of myriad scintillating colors,
all swirling and winking at every touch. Three small clasps
fasten down the front of the cloak. Each one is made from
the purest silver and fashioned into round knots that
become whatever small shape the wearer desires. Though
this cloak drapes dramarically, as if it were very heavy and

wet, it is extremely light on the shoulders.

Powers: When the mistveil is worn and the hood is pulled
up over the head, the wearer and all his gear become
insubstantial, misty, and translucent. The wearer gains
damage reduction 20/+1. His material armor (including
natural armor) becomes worthless, though his size, Dexter-
ity, deflection bonuses, and armor bonuses from [force|
effects still apply. He becomes immune to poisons, poison
damage, critical hits, and backstabs. He can’t attack or cast
spells with verbal, somatic, material, or focus components
while in this misty form. (Note that this does not rule out
certain spells that the subject may have prepared using the
metamagic fears Silent Spell and Still Spell.) The wearer of
the cloak loses access to his supernatural abilities while in
gaseous form,

The misty crearure can’t run, but he can fly (Spd 10,
perfect maneuverability). He can pass through small holes
or narrow openings, even mere cracks, with all he was
wearing or holding in his hands, as long as the cloaks ability
persists. He is subject to wind effects, and he can't enter
water or other liquid.

A misty wearer can resume material form at any time as
a move action.

Activation: Use Activated.

Caster Level: 7th.

Market Price: 56,000 gp.