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Warpike, Dwarven: The dwarven warpike resembles 
a halberd with a greatly elongated shaft, and a 
counterweight at the other end. A dwarven warpike has 
reach. You can strike opponents 10 feet away with it, but 
you can't use it against an adjacent foe. 

If you use a ready action to set a dwarven warpike 
against a charge, you deal double damage on a successful 
hit against a charging character. 

You can use the hook on the back of a dwarven 
warpike to make trip attacks. If you are tripped during 
your own trip attempt, you can drop the dwarven 
warpike to avoid being tripped. Author: Jason Bulmahn, 
Ari Marmell, et al. Source: #331. 

Armor 
Only a fool ventures out into the wilds or the depths of 
a dungeon without some form of protection. The new 
armors presented in this section are drawn from both 
history and the world of the fantastic. 

Retarius: This suit of gladiatorial armor consists 
of leather and metal protection for only the left arm 
and shoulder, including a high shoulder guard. Author: 
Dean Poisso. Source: #303. 

Samnite: Samnite gladiator armor consists of a large 
crested helmet with a visor, leather or metal bands on the 
sword arm, and similar bands on the leg of the warrior's 
shield side. Sometimes the leg armor is replaced with a 
greave. Author: Dean Poisso. Source: #303. 

Secutor: Secutors gladiator armor includes a rounded 
helmet, a metal leg guard called an ocrea on its left 
side, and heavy leather and metal bands on the wearer's 
sword arm. Author: Dean Poisso. Source: #303. 

Silk Armor: Crafted by highly trained artisans who 
weave this armor from the silk of monstrous spiders, 
silk armor is a prized form of protection favored by drow 
who want to look good without weighing themselves 
down. Silk armor looks more like a medium-weight 
jerkin than regular armor, but it is incredibly tough. 

Silk armor is naturally accepting of enhancements. 
Although the enhancement's cost is unaffected, the time 
it takes to add the enhancement to the armor is reduced 
by half In addition, non-masterwork silk armor can be 
enhanced with magic. Author: Eric Cagle. Source: #298. 

Arboreal Armor 

Thracian: This set of gladiator armor includes a 
large-crested helmet—often topped with the image 
of a mythological beast—and leg armor for both legs. 
Author: Dean Poisso. Source: #303. 

Alchemical Items 
While magic is the most common source of power 
for adventurers, the pseudo-science of alchemy has 
produced such useful tools as the tindertwig and the 
thunderstone. These new alchemical items fill a variety 
of roles for adventurers. 

Alchemist's Mercy: A fine powder that, when mixed 
with water or fruit juice and consumed, eliminates the 
effects of a hangover. Author: Jesse Decker and Stephen 
Kenson. Source: #280. 

TABLE 5-2: ARMOR 

ARMOR 

Light Armor 

COST 

ARMOR 

BONUS 

M A X I M U M 

DEX BONUS 

ARMOR 

CHECK PENALTY 

ARCANE SPELL 

FAILURE CHANCE W E I G H T 

Retarius armor 10 gp +1 +6 - 1 5% 5 lb. 
Samite armor 10 gp +1 +8 - 1 10% 10 lb. 

Secutor armor 40 gp +3 +3 -2 20% 30 lb. 
Silk armor 5,000 gp +3 +8 - 1 5% 15 lb. 

Thracian armor 15 gp +2 -2 10% 15 lb. 



Armor Soft: This slippery red oil has a mild corrosive 
effect on most metals. Although long-term use of armor 
soft is detrimental to any suit of armor, it provides the 
short-term benefit of easier movement and less noise. 
Any suit of metal armor treated with armor soft has 
its armor check penalty reduced by one. The effects of 
armor soft last for 1 hour. 

Each application of armor soft causes a cumulative 
5% chance of the armor failing. The check is made after 
the duration of the armor soft has expired. Any armor 
that fails as a result of armor soft's corrosive effect is 
rendered useless. 

Armor soft does not reduce the armor check penalty of 
nonmetal armor, but the corrosive properties still apply. 
Author: Jesse Decker and Stephen Kenson. Source: #280. 

Blackwater: A single vial of blackwater rapidly affects a 
10-foot cube of water. Any aquatic creature that breathes 
blackwater must make a DC 10 Constitution check each 
round or begin to drown. The DC for this check increases 
by 1 on each round after the first. The creature can also 
try to "hold its breath" (as a creature going underwater 
would normally do), using the rules from the DUNGEON 
MASTER'S Guide. Blackwater affects creatures that can 
breathe water due to a spell or effect, such as water 
breathing, but it has no effect on creatures that can only 
breathe air. Author: Eric Cagle. Source: #298. 

Catstink: Given the penchant of the powerful to guard 
their estates with dogs, more than one spy has had to 
make a quick getaway pursued by a pack of barking 
canines. A dose of catstink (which is actually an alchemical 
compound, not the urine or musk of felines) on your trail 
temporarily confuses the scent ability of any creature. The 
creature must make a successful DC 15 Survival check to 
regain the scent of any target it pursued before exposure 
to the catstink. Catstink does not prevent a creature with 
scent from using the ability in any other way (such as to 
detect or pinpoint a hidden creature); it only 
makes it more difficult for the creature to track 
by scent alone. Author: Eric Cagle & Evan Michael 
Jackson. Source: #316. 

Cooling Gel: This cold blue gel can be applied 
to the skin. It provides 
fire resistance 1 for 1 
hour or heals 1d6 points 
of fire or heat damage 
dealt within the last 
5 rounds. Author: 
Jesse Decker and 
Stephen Kenson. 
Source: #280. 

Courier's Ink: 
Courier's ink is a 
special invisible 
ink that becomes 
visible only when 

dipped into a revealing solution. The efficient formula 
for the ink actually produces the revealing solution as 
a byproduct of the creation process, making the two 
relatively inexpensive. Courier's ink is common enough 
that blank pages found among captured documents 
are routinely dipped in a revealing solution to look for 
information hidden with the ink. Revealed courier's ink 
is always red, so most people with sensitive information 
to hide write or draw on a page first in a differently 
colored ink. This serves to draw suspicion away from 
pages treated with the special ink. Once the revealing 
solution is applied, messages written in courier's ink are 
permanently visible. 

Courier's ink cannot be used to record a spell. Until 
it is dipped in the revealing solution, courier's ink is 
invisible. This makes drawing the precise symbols used 
in magic spells impossible. Author: Jesse Decker and 
Stephen Kenson. Source: #280. 

Firestone: This small orange stone can be hurled as 
a grenadelike weapon. When it hits a hard surface, it 
bursts into a puff of flame that deals 1d6 points of fire 
damage and ignites any flammable materials within 
the 5-foot square where it strikes. Fires lit by a firestone 
burn normally. Author: Jesse Decker and Stephen 
Kenson. Source: #280. 

Flash Powder: This silky gray powder is a mild 
explosive. Flash powder burns too quickly to cause more 
than minor burns even in large quantities. What the 
powder lacks in explosive force it makes up for in visual 
effect. Used occasionally in warfare as a diversionary 
tool, flash powder has become a mainstay of a burglar's 
equipment. The blinding light it produces often 
provides enough of a distraction for a skilled rogue to 
get out of danger. Even a small quantity of the powder 
burns brightly enough to cause those looking directly 
at it to take a -5 penalty on Spot checks for the next 5 

rounds. The flash also provides enough distraction 
to allow someone under observation to make a 

Hide check. Author: Jesse Decker and Stephen 
Kenson. Source: #280. 

Flashstone: The flashstone is a hard, shiny 
pellet that glistens in light and glows 
slightly under both normal vision and 
darkvision. It is the same size and shape 

as a sling bullet, and it is used in 
a sling as often as it is thrown. 

When a flashstone strikes a 
hard surface, it vaporizes 

instantly, releasing a 
blast of light (15-foot-
diameter burst). Any 
creature caught in 
the blast must make 
a DC 16 Fortitude 
save or be blinded 



TABLE 5-3: ALCHEMICAL ITEMS 

ITEM COST 

Alchemist's Mercy 1 gp 
Armor Soft 50 gp 

Blackwater 100 gp 

Catstink 250 gp 

Cooling Gel 100 gp 

Courier's Ink 20 gp 

Firestone 50 gp 

Flash Powder 20 gp 

Flashstone 30 gp 

Free Foot 25 gp 
Holdfast 50 gp 

Ice Crystal 5 gp 
Insect Repellent 5 gp 
Liquid Ice 30 gp 

Night Eyes 25 gp 
Powdered Water 5 sp 

Shriek Paste 50 gp 

Slimebane 15 gp 
Slippery Oil 50 gp 

Slumberweed 500 gp 

Sneezing Powder 60 gp 

Softshoe Powder 25 gp 
Soupstone 300 gp 

Spy button, flash 50 gp 
Spy button, smoke 30 gp 

Spy button, thundering 40 gp 

Stonecloth 100 gp 

Tangle Wire 25 gp 
Tongueloose 150 gp 

Traveler's Solace 50 gp 

Truth Wine 75 gp 

Vapors of Sleep 50 gp 

for 1 round. Once the 1-round blindness has passed, the 
creature takes a -2 penalty on Search and Spot checks 
for 1 minute while its eyes recover. Author: Eric Cagle. 
Source: #298. 

Free Foot This quick-drying oil makes one 5-foot square 
exceptionally slippery. Creatures moving through the 
affected area must make a DC 15 Dexterity check to keep 
their feet. Trying to stand requires a similar check, as does 
moving out of the square once footing has been regained. 
Large or multilegged creatures only suffer the effects of 
free foot if all of their legs are in the covered area. 

Free foot and tangle wire can make a fearsome 
improvised trap. If either check to move out of the 
square is failed, the victim cannot move out and is 
subjected to the effects of both substances again on 
the following round. Author: Jesse Decker and Stephen 
Kenson. Source: #280. 

Holdfast: Since the tanglefoot bag's invention, 
scholars and adventurers alike have looked for more 

ways to use the powerful but short-lived adhesive. One 
of the most successful variations is holdfast, a small 
bundle of the same adhesive attached to the end of 
a rope. When the rope is thrown with enough force 
and accuracy, the bundle breaks, creating a temporary 
means of securing the rope to the surface it was thrown 
against. Quieter than a grappling hook and easy to 
transport, holdfast has become an item of choice for 
those who must infiltrate a walled structure or cross a 
dangerous chasm. 

To attach the rope to the desired target, the character 
must make a ranged attack. A holdfast container has a 
range increment of 10 feet. Armor Class modifiers for 
size apply. Thus a character trying to hit any point high 
on a 30-foot wall must try to hit AC 0 (the desired area of 
the wall is Huge, but Armor Class can go no lower than 
0) with a -4 range penalty (three range increments). A 
character who wants to hit a spot within 1 foot below a 
2-foot-wide window high on a 40-foot wall would have 
to hit AC 2 (+2 size modifier to AC because the desired 
target area is Tiny) with a -6 range penalty. Any missed 
attack has a 50% chance of causing the holdfast bundle 
to break against another surface (use the rules for the 
deviation of grenadelike weapons to determine where 
the holdfast struck on such a failed throw). One bag of 
holdfast can support 200 pounds until the adhesive 
loses its effectiveness. Holdfast lasts 1d4+3 rounds 
before becoming too weak to hold the rope in place. 
Creatures struck by holdfast can pull off the sticky bag 
with a successful DC 27 Strength check. Author: Jesse 
Decker and Stephen Kenson. Source: #280. 

Ice Crystal: When immersed in liquid, this small 
piece of rock crystal becomes as cold as a piece of ice 
and remains that way until it is removed from the 
liquid, whereupon it reverts to its normal temperature. 
Ice crystals are used to cool liquids in laboratories and 
keep drinks cold. Author: Jesse Decker and Stephen 
Kenson. Source: #280. 

Insect Repellent: This strong-smelling liquid can 
be applied to the skin to repel insects. It keeps Tiny 
or smaller insects at bay for 4 hours per application. 
Larger insects and those under the control of a spell 
must make a DC 12 Will save to approach a protected 
character. This benefit is lost if the character attacks 
the insect. Author: Jesse Decker and Stephen Kenson. 
Source: #280. 

Liquid Ice: This viscous liquid becomes extremely 
cold when exposed to air. A vial of liquid ice can freeze 
the surface of a 10-foot-square area of water or smother 
a like area of fire. Used as a grenadelike weapon, a vial 
of liquid ice deals 1d6 points of cold damage on a direct 
hit and 1 point of splash damage. Author: Jesse Decker 
and Stephen Kenson. Source: #280. 

Night Eyes: This thick grease, when applied to the 
naked eye, grants temporary low-light vision. The 



grease takes one full-round action to apply and lasts 
for 10 minutes. Torches and other faint light sources 
provide light normally for a character, but any source 
of bright light (like sunlight or the daylight spell) 
causes the night eyes user to take a -1 penalty on 
attack rolls. Author: Jesse Decker and Stephen Kenson. 
Source: #280. 

Powdered Water: This fine white powder sparkles 
faintly. An ounce, mixed with a single drop of water, 
becomes a gallon of drinkable water. The powder is 
usually put in a vessel that can contain the full gallon of 
water before the drop of activating liquid is added. The 
vessel is then shaken to agitate the mixture. It takes a full 
round for the gallon of water to form. 

The powder must be kept in a watertight container to 
remain effective, but it is an easy way to transport large 
amounts of water over great distances. Author: Jesse 
Decker and Stephen Kenson. Source: #280. 

Shriek Paste: The shrieker, a common fungus 
found in the bowels of the Underdark, is sometimes 
cultivated by drow societies, creating a first line 
of defense against intrusion around their cities. 
In addition, drow alchemists harvest the fungus 
and render it down to a base substance capable of 
reproducing the shrieker's howl. 

Shriek paste is an oily, smelly substance with a 
slightly purplish color. When smeared on a surface, 
it retains the same consistency almost indefinitely. 
When the paste is exposed to a light source equivalent 
to torchlight or greater, it rapidly crystallizes. During 
this process, the paste emits a high-pitched screeching 
noise, making it a useful signaling device. The shriek 
is loud and easy to hear (Listen DC -10) This sound 
lasts for 1 round before the paste dries up entirely and 
is rendered inert. Author: Eric Cagle. Source: #298. 

Slimebane: This concoction breaks down oozes 
of all types (see the Monster Manual). When used as a 
grenadelike ranged weapon, it deals 1d6 points of 
damage on a successful hit and 1 point of splash damage. 
On the round following a direct hit, the ooze must make 
a DC 15 Fortitude save or take an additional 1d6 points 
of damage. Slimebane does not affect creatures not of 
the ooze type. Author: Jesse Decker and Stephen Kenson. 
Source: #280. 

Slippery Oil: This oil provides a +5 bonus on Escape 
Artist checks for up to 1 hour or until removed with an 
alcohol-based liquid. Author: Jesse Decker and Stephen 
Kenson. Source: #280. 

Slumberweed: When dried, ground to a powder, and 
inhaled or ingested, the leaves of this plant induce a 
sleeplike state resembling death for 8 hours. Sometimes 
spies pack a dose of slumberweed into specially made 
necklaces with holes on either end that can act as an 
impromptu blowgun (usable only for delivering the 
powdery toxin). At other times, slumberweed is ingested 

by the spy himself, for the purpose of feigning death. A 
successful DC 12 Fortitude save negates the sleep. Author: 
Eric Cagle & Evan Michael Jackson. Source: #316. 

Sneezing Powder: This fine powder can be thrown as 
a grenadelike weapon. On a direct hit, the target must 
make a DC 12 Fort save or take a -1 penalty on all attack 
rolls, saving throws, ability checks, and skill checks 
for 1d4 rounds because of sneezing and watery eyes. 
Creatures immune to gases or poisons are immune 
to sneezing powder. Author: Jesse Decker and Stephen 
Kenson. Source: #280. 

Softshoe Powder: Rubbing this powder on feet or 
footwear makes moving silently easier. Applying softshoe 
powder provides a +2 competence bonus on Move Silently 
checks. Unless all of a creature's feet or footwear are 
treated, there is no benefit from the powder. The effects of 
the powder last for 10 minutes after its application. Author: 
Jesse Decker and Stephen Kenson. Source: #280. 

Soupstone: When dropped into a container of water, 
this small smooth stone turns the water into a hot, 
nourishing broth of a flavor chosen when the stone is 
made. A soupstone can transform up to 10 gallons of 
water before it becomes inert. It has no effect on water-
based creatures like water elementals. Author: Jesse 
Decker and Stephen Kenson. Source: #280. 

Spy Button: Several versions of these specially 
designed buttons exist. They can be fancy or plain and 
are made to blend in with the clothing they are sewn 
on. To use a spy button, the wearer must rip it free from 
the article of clothing to which it is attached as a free 
action and throw it against a hard surface. The most 
common types of spy buttons are as follows. 

Flash: This button creates a brilliant burst of light 
on impact. If a flash button detonates within 5 feet (1 
square) of a creature, that creature must make a DC 15 
Fortitude save or be dazzled for 1d3 rounds. Sightless 
creatures are not affected. 

Smoke: This button produces a cloud of impenetrable 
black smoke that fills a 10-foot cube. It dissipates in 2 
rounds, or a single round if affected by moderate or 
stronger winds. 

Thundering: This button mimics the effect of a . 
thunderstone (Player's Handbook, page 129). Author: Eric 
Cagle & Evan Michael Jackson. Source: #316. 

Stonecloth: This heavy, gray cloth is woven from 
special mineral fibers. Making it requires the Craft 
(tailoring) skill in addition to the Craft (alchemy) skill. 
The fire-retardant cloth does not catch fire unless 
exposed to flame for more than a minute. Thus, 
someone wearing stonecloth takes the initial damage 
from a fire attack, but does not catch fire and take 
burning damage on later rounds. Author: Jesse Decker 
and Stephen Kenson. Source: #280. 

Tangle Wire: Tangle wire, a thin spiked wire coated 
with a less-adhesive, longer-lasting form of the 



substance found in tanglefoot bags, is made in strands 
of up to 10 feet long. The adhesive makes tangle wire 
hard to transport and handle, but easy to string across 
a narrow opening and doubly effective against those 
who encounter it. Tangle wire comes wrapped in a tight 
bundle, and once unwound, it cannot be rewound and 
stored for later use. 

To avoid tangle wire, a character must make a successful 
DC 15 Spot check. A character who fails this Spot check is 
caught by the tangle wire and takes 1d2 points of damage 
per round unless he remains completely immobile 
and cannot move out of the square containing the wire 
until freed of its grip. Anyone caught by a tangle wire 
can make a DC 20 Escape Artist check to escape or a DC 
15 Strength check to pull away. A caught creature with a 
slashing weapon can free himself as a full-round action. 
As long as the creature is willing to take the damage from 
the wire he can act normally while caught. Author: Jesse 
Decker and Stephen Kenson. Source: #280. 

Tongueloose: When ingested—usually dissolved in a 
drink or sprinkled over a meal—a vial of this powder 
induces a lethargic state for 1d3 hours, during which the 
subject is highly susceptible to suggestion. A successful 
DC 14 Fortitude save negates this effect. Anyone 
interacting with someone who has failed the save against 
a dose of tongueloose receives a +4 circumstance bonus 
on Bluff, Diplomacy, and Intimidate checks against 
that person. Author: Eric Cagle & Evan Michael Jackson. 
Source: #316. 

Traveler's Solace: This fiery, unpleasant liquid allows 
the user to temporarily circumvent the effects of fatigue 
and exhaustion for a short time. Fatigued or exhausted 
characters who drink a vial of traveler's solace can run and 
charge normally. Fatigued characters under the effects 
of traveler's solace take no penalties to their Strength 
or Dexterity. Exhausted characters take a -4 penalty to 
both ability scores (instead of the usual -6 penalty). The 
beneficial effects of traveler's solace last for 1d4 hours, but 
the aftereffects last much longer. Exhausted characters 
who use traveler's solace to lessen the effects of exhaustion 
require a full 8 hours of rest before they become fatigued. 
Fatigued characters who use traveler's solace require at 
least 8 hours of bed rest before they become fully rested. 
A vial of traveler's solace has no effect if another has been 
taken within the past 8 hours. Author: Jesse Decker and 
Stephen Kenson. Source: #280. 

Truth Wine: This sweet white wine of elven origin 
loosens the tongue more effectively than other alcohol-
based drinks. In addition to suffering the wine's 
normal intoxicating effects, a character who drinks 
truth wine must make a DC 15 Will save to tell a lie. The 
wine's effects are short-lived, lasting only 10 rounds -1 
round per point of the drinker's Constitution bonus. 
(For example, a character with a +2 Constitution 
bonus would suffer truth wine's effects for 8 rounds.) 

Creatures must drink at least 1 glass (8 oz.) of truth 
wine to suffer its effects. 

Elves are unaffected by truth wine. Author: Jesse 
Decker and Stephen Kenson. Source: #280. 

Vapors of Sleep: When applied to a cloth and held 
over the nose and mouth (or other breathing orifices), 
this liquid forces the target to make a DC 13 Fortitude 
save or fall asleep, as if affected by a sleep spell, for 1d4 
hours. The attacker must successfully grapple the target 
in order to use the vapors of sleep on her. A vial of the 
liquid can also be thrown as a grenadelike weapon. It 
does not cause the target creature to fall asleep, but the 
creature must make a DC 13 Fortitude save on a direct 
hit or take a -1 penalty on all actions for 1d4 rounds due 
to drowsiness and disorientation. Author: Jesse Decker 
and Stephen Kenson. Source: #280. 

Magic Items 
This section presents a variety of new magic items. It is 
arranged in the same order as the DUNGEON MASTER'S 

Guide, although rods and staffs are combined into one 
table and section. 

TABLE 5-4: SPECIFIC ARMORS 

ARMOR PRICE 

Drachensgaard 11,000 gp 

Arboreal armor 16,000 gp 

Humillianthir 21,000 gp 

Praesidium Luminata 24,000 gp 

Hellshield 25,000 gp 

Truedeath 26,000 gp 

Shield of obstruction 27,403 gp 

Armor of the long journey 39,650 gp 

Spellcease 40,000 gp 

Breastplate of righteous endeavors 61,600 gp 

SPECIFIC ARMORS 
The following specific suits of armor usually are 
preconstructed with exactly the qualities described here. 

Arboreal Armor: Druids created arboreal armor for 
their ranger allies so they might better defend the wilds 
against despoilers. 

Arboreal armor appears as plates of bark held together 
by vines and covered with patches of moss. The armor 
has an earthy smell, and it is favored by wood elves, who 
find it especially suited to their naturalistic taste. 

Arboreal armor functions as a set of +2 leather 
armor. Its appearance gives the wearer a +4 bonus on 
Hide checks made in forested settings. The armor 
automatically regenerates damage dealt to it at the 
rate of 1 hit point per hour. The wearer can cast 
entangle three times per day, and the armor itself 



Hellshield Armor Truedeath Armor Drachensgaard Armor 

casts goodberry every morning at dawn, growing five 
berries from its own form. 

Faint abjuration; CL 5th; Craft Magic Arms and 
Armor, entangle, goodberry; Price 16,000 gp; Weight 15 lb, 
Author: Kieran Turley. Source: #326. 

Armor of the Long Journey: A suit of armor of the long 
journey is made from a mundane-looking steel alloy 
bearing no special marks or runes. While the armor 
appears bulky, a closer inspection reveals that it is 
actually as light as a chain shirt. 

Armor of the long journey protects its wearer as a suit of 
+2 full plate armor of cold resistance. The suit, however, is 
so light that its owner can move at his normal base land 
speed rather than the reduced land speed caused by 
normal full plate. The armor of the long journey also aids 
its wearer in carrying great loads. While wearing this 
armor, the owner treats all medium loads as light loads, 
and all heavy loads as medium loads. Furthermore, the 
wearer of armor of the long journey never suffers from the 
effects of fatigue caused by traveling. Combat and other 
conditions (such as swimming, raging, and certain 
spells) fatigue the wearer normally. 

Moderate abjuration; CL 6th; Craft Magic Arms and 
Armor, bear's endurance, resist energy; Price 39,650 gp; 
Weight 25 lb. Author: Richard Farrese. Source: #328. 

Breastplate of Righteous Endeavors: Legend has it 
that the breastplate of righteous endeavors was forged in 
the bowels of the earth by a dwarven metalworker, 
Furg Ironbrow. It is said that Heironeous himself 
visited the old smith and warned him that an ancient 
evil would arise from the heart of the abandoned 
dark elf city of Liznoberrev. Heironeous granted 
Ironbrow an oil from another realm of existence, 
blessed the dwarf with an unceasing vitality, and 

removed his need for rest. Heironeous instructed 
Ironbrow to forge as many breastplates as he could 
within a three-month period, anoint the armor with 
the ethereal-based oil, and sprinkle each chest plate 
with the blood of seven specific dwarves whose piety 
impressed him greatly. 

When the foretold day of evil arrived, the dwarves 
were ready. As hordes of drow vampires surrounded 
the underground dwarven complex, legions of its 
bravest soldiers teleported into their midst. It was the 
breastplate of righteous endeavors that won the battle, a feat 
that history has not forgotten. 

Each breastplate of righteous endeavors is a +3 breastplate. 
All are marked with Heironeous's holy symbol—a large 
white hand gripping a surging lightning bolt. Only lawful 
good characters can use the breastplate's other powers; to 
all others it functions simply as a +3 breastplate. 

For lawful good characters, the armor absorbs the 
first 10 points of damage per round due to damage 
from negative energy the wearer would normally take 
(similar to the resist energy spell). In addition, the wearer 
can use the armor to cast bless, invisibility to undead, and 
protection from evil three times per day, and holy smite 
once per day as a loth-level caster. 

Moderate evocation; CL 10th level; Craft Magic 
Arms and Armor, bless, holy smite, invisibility to undead, 
protection from evil, resist elements, creator must be lawful 
good; Price 61,600 gp; Weight 30 lb. Author: Joseph R. 
Terrazzino. Source: #288. 

Drachensgaard: Drachensgaard has often been worn 
by paladins who devoted their lives to the destruction 
of evil dragons. It was created by the wizard Thurgas 
"Dragondoom" Dorrn for his companion and fellow 
dragonslayer, Justinian Graevis. Since Justinian's death 



Hulillianthir Armor Spellcease Armor Praesidium Illuminata Armor 

at the claws of an ancient red dragon, Drachensgaard 
has been passed down to various paladins of his order, 
but the armor works perfectly well for any paladin. 

Drachensgaard is a suit of +1 full plate enhanced to 
provide the following additional powers to paladins: 

• A +2 resistance bonus against dragons' breath 
weapons that allow a Reflex save. 

• Allows the wearer to understand and speak 
Draconic while worn. 

• When the wearer utters a command word, crampons 
project from the boots of the armor to aid the wearer 
in climbing the rocky cliffs and icy mountains where 
many dragons lair. The magic crampons grant the 
paladin a +2 competence bonus on his Climb skill 
checks. 

Moderate divination; CL 6th; Craft Magic Arms and 
Armor, endure elements, tongues; Price n,ooo; Weight 50 
lb. Author: Johnathan M. Richards. Source: #275. 

Hellshield: Hellshield was crafted by the wizard Armadane 
for the paladin Cornelius Borugon, a devout follower of 
Heironeous who dedicated his life to the destruction of 
fiends. Cornelius was slain by the blade of a beautiful 
assassin in the service of a demon lord; while he readily 
saw the evils of the demonic and diabolic races he often 
turned a blind eye to the evil members of his own race. 

Hellshield is a suit of +3 full plate crafted to allow a paladin 
to bring the war against fiends to their home ground. 

Hellshield provides its wearer with the ability to exist 
unharmed in extreme environments. A paladin so 
outfitted is granted fire and cold resistance 25. 

The wearer gains a +4 insight bonus on Sense Motive 
checks versus evil outsiders. This power allows the 
paladin to better ignore the glib lies, silken seductions, 

and false promises of the evil creatures he has been sent 
to destroy. 

Moderate abjuration; CL 9th; Craft Magic Arms 
and Armor, detect thoughts, protection from energy; Price 
25,000; Weight 50 lb. Author: Johnathan M. Richards, 
Source: #275. 

Humillianthir: Because of the strong ties between a 
paladin and his bonded mount, a special type of armor was 
developed for both. Collectively known as Humillianthir 
("The Armor-Bond between Horse and Master" in Elven), 
it consists of a suit of armor for the paladin and a set of 
barding for the mount. The barding has a saddle built 
into its design. Both pieces were created at the same 
time by the elven sorceress Aelleanna for her brother, the 
paladin Caldeth, and his warhorse, Silverhooves. 

Humillianthir is a suit of +3 leather armor for the rider and 
+3 leather barding for the mount. Once a paladin equips his 
special mount with this barding, it appears on the mount 
whenever he summons it. 

As a move action the paladin can greater teleport onto 
his mount with the following restrictions: 

• The paladin must be within 500 feet of his mount. 
• The teleportation occurs only if both horse and 

rider are wearing their armor. 
• The mount cannot be carrying someone else in 

the saddle. 
The greater teleport power functions only for a paladin 

and his special mount, but a normal mount or nonpaladin 
can still gain the benefit of the armor's protection. 

If either the paladin's armor or the mount's barding 
is destroyed, the remaining half of the set loses its 
greater teleport power (although it still functions as 
+3 leather armor or +3 leather barding). Damaged or 



destroyed Humillianthir armor or barding cannot 
be replaced with a new complimentary piece; a 
completely new set of both barding and armor must 
be fashioned. 

Because of its light weight, Humillianthir can be placed 
upon any Large aerial steed such as a pegasus, griffon, 
or hippogriff 

Strong conjuration; CL 13th; Craft Magic Arms and 
Armor, greater teleport; Price 21,000; Weight 15 lb. Author: 
Johnathan M. Richards. Source: #275, 

Praesidium Luminata: The Praesidium Luminata 
was crafted by the wizard Bombulio for the paladin 
Shiornna Ravenstorm after she saved his life and his 
tower from a magical assault by the forces of Hextor. 

This suit of +1 full plate glows with a holy light when 
worn by a paladin. This light is a manifestation of the 
purity and goodness inherent in the paladin and her 
deity. It provides illumination as bright as daylight 
within a 30-foot radius and has the following additional 
magical effects: 

• All good-aligned creatures within 30 feet of 
the paladin gain a +1 morale bonus on their 
attack rolls. 

• All evil-aligned beings within 30 feet of the paladin 
take a - 1 penalty on their attack rolls. 

• Creatures with the light sensitivity special quality 
suffer the drawbacks of that ability while within 
the radius of illumination. 

• The light reveals all invisible creatures within 30 
feet of the paladin. Such creatures become visible 
to anyone, not just the paladin. 

• The light reveals all forms of magical shapeshifting 
by superimposing an image, visible to anyone, of 
the shapeshifting creature's original form over its 
current guise. While the creature is within 30 feet 
of the paladin both its original and current form 
are visible in a kind of double image. This double 
image vanishes once the creature attacks or is 
attacked by someone within the light's range. Note 
that the power of the armor's light does not force 
a physical change in the shapeshifter; it merely 
allows everyone to see the creature as it really is. 
Furthermore, as soon as the creature exits the 
radius of illumination, the image of it's original 
form vanishes. 

In addition, the armor is easier to don. By placing 
the helm upon her head and invoking the name of 
Heironeous while mentally willing the action, the 
paladin can teleport the rest of Praesidium Luminata 
onto her body as a free action. The teleporting power 
can only be used if the armor is within 10 feet of the 
paladin. Summoning the armor is a standard action. 

A non-paladin wearing Praesidium Luminata cannot 
activate any of its magical powers, although the armor 
still functions as +1 full plate. 

TABLE 5-5: SPECIFIC WEAPONS 

SPECIFIC WEAPON COST 

Bolt of discord 3,250 gp 

Quiet dagger, apprentice 10,800 gp 

Staff of the crushing breeze 18,000 gp 

Quiet dagger, journeyman 25,300 gp 

Hand of the creator 48,502 gp 

Thornblade 56,450 gp 

Quiet dagger, master 59,300 gp 

Sai of the hornet 72,300 gp 

Eagles' cry bow 73,800 gp 

Barthon's delving doves 78,000 gp 

Deitus daggers 88.302 gp 

Lash of torment 98,325 gp 

Heart tracker 110,500 gp 

Quarterstaff of law 278,300 gp 

Moderate conjuration; CL 9th; Craft Magic Arms 
and Armor, bless, daylight, greater teleport, prayer, true 
seeing; Price 24,000; Weight 50 lb. Author: Johnathan M. 
Richards. Source: #275. 

Shield of Obstruction: The elven war masters of 
ancient times commissioned a number of magic arms 
and vestments forged by the greatest smiths of the era. 
The generals who led the great elven hosts used these 
weapons and armors to reward their loyal commanders 
as well as their most valiant warriors. Today, few of 
these items remain; the hardy shield of obstruction is one 
of them. 

Shields of obstruction are most commonly shaped into 
the form of pointed-edged leaves. Along with countless 
battle scars, each is covered with intricate carvings of 
vines that bristle with protruding thorns. This tangled 
motif often circles the ancient insignia of the elven 
house the shield's original owner served. 

A shield of obstruction is a spiked +3 light wooden shield 
that can grow a wall of thorns, as per the spell, once 
per day. This wall of thorns is 90 feet long and 10 feet 
thick and lasts 90 minutes. It must be created in a 
straight line and is not shapeable by the wielder. 

Moderate transmutation; CL 9th; Craft Magic Arms 
and Armor, wall of thorns; Price 27,403 gp; Weight 5 lb. 
Author: Richard Farrese. Source: #328. 

Spellcease: This armor is an invaluable tool in the fight 
against evil Spellcasters. Spellcease was created by Vohfume 
Phormeidul, a wizard long associated with various paladin 
orders. Mounted into the chestpiece of the armor in a "V" 
pattern are five ellipsoid gemstones. Each gem is a deep 
purple and glows with an internal power of its own. 

Spellcease is a suit of +1 full plate that automatically 
absorbs (1d4+2) x 10 spell levels of spells with the evil 
descriptor or from the school of necromancy. 

When the armor absorbs its full limit of spell levels, 
the five stones burn out and the armor is unable to 



absorb further evil magic (although it remains +1 full 
plate). Volifume was able to "recharge" the spellcease 
armor by replacing the stones—unfortunately, that 
process was lost when the wizard died. If he left any 
notes detailing the process they have yet to be found. 

A paladin wearing spellcease can cast holy sword once 
per day. 

Strong abjuration; CL 13th; Craft Magic arms and 
Armor, Craft Wondrous Item, greater spell immunity, 
holy sword, creator must be 15th-level paladin; Price 
40,000; Weight 50 lb. Author: Johnathan M. Richards. 
Source: #275. 

Truedeath: This armor was designed for Sir Michael 
Pellingrove of Battlebarrow—a paladin dedicated to 
the destruction of all forms of undead—by the wizard 
Vhandal Deathsbane, who shared his calling. 

The name truedeath refers to laying to rest of the 
tortured souls that have become undead, many against 
their will. Sir Michael Pellingrove had compassion 
for those unfortunates who had entered such a state 
unwillingly. For those like the lich—who meticulously 
planned and orchestrated their own undeath—he had 
nothing but the edge of bis blade and the burning 
power of his god's fury. 

A set of +1 full plate, truedeath has the symbol of Sir 
Michael's order sculpted on the chest plate. When worn, 
the armor's symbol glows in the presence of undead, 
alerting the paladin when such a creature is within 
60 feet. The paladin can use the symbol to aid his 
turn undead checks. A paladin using this power turns 
undead as a cleric of two levels lower instead of the 
normal three. 

Truedeath was magically bonded to a font of holy 
water at Sir Michael's church. As long as the font 
remains filled, any corporeal undead creature coming 
in contact with the magic armor is affected as if doused 
with holy water: The undead creature takes 2d4 points 
of damage. When this occurs, the holy water in the font 
at the church boils and bubbles. After 1d4+4 such uses, 
the holy water must be replenished in the font or this 
power stops functioning and remains dormant until 
the font is refilled. 

The wearer of truedeath is immune to magical aging 
effects from undead attacks. 

Because each of the various paladin orders have 
different symbols, truedeath is fully useful only to a 
member of the order for which it was made. The undead 
detection ability works only for an active believer of the 
order's faith, so a cleric from the same faith can wear it 
and use all of the armor's benefits (including turning at 
one level higher than normal), but a fighter from another 
faith (even a different lawful good religion) or a paladin 
of a different deity gains only the protection from the 
magical aging powers of undead and the caustic holy 
water effect for as long as the font stays filled. The DM 

should determine the specific paladin order to which the 
armor belongs. 

Faint divination; CL 5th; Craft Magic Arms and 
Armor, bless water, detect undead; Price 26,000; Weight 50 
lb. Author: Johnathan M. Richards. Source: #275. 

TABLE 5-6: WEAPON SPECIAL ABILITY 

SPECIAL ABILITY COST 

Suppressing +5 

W E A P O N SPECIAL ABILITY 
Most magic weapons only have enhancement bonuses. 
Such items can also have the following special ability. 
A weapon with a special ability must have at least a +1 
enhancement bonus. 

Suppressing: A creature damaged by a suppressing 
weapon must make a DC 22 Will save or lose the benefits 
of its spell resistance for 1 round. The target's spell 
resistance returns to normal on the following round. 

Strong abjuration; CL 15th; Craft Magic Arms and 
Armor, antimagic field; Price +5 bonus. Author: Chris 
Thomasson. Source: #306. 

SPECIFIC WEAPONS 
The following specific weapons usually are preconstructed 
with exactly the qualities described here. 

Barthon's Delving Doves: Each delving dove is a +2 undead 
bane arrow. In addition, a delving dove is exceptionally good 
at hitting foes behind cover. When fired at a foe behind 
cover, a delving dove grants an additional +2 bonus on 
that ranged attack roll. A creature damaged by a delving 
dove must make a DC 15 Will save or lose its resistances to 
cold and electricity for 2d4 rounds. Creatures immune to 
cold and electricity are not affected. 

Unlike most magic ammunition, a delving dove 
is not destroyed after hitting or missing its target. 
Instead, it appears to transform into a dove and flies 
back to it owner's quiver or hand to be usable on the 
following round. 

Moderate transmutation; CL 10th; Craft Magic Arms 
and Armor, summon monster I, telekinesis; Price 78,000 gp; 
Cost 39,000 gp + 3,120 XP; Weight —. Author: Joseph R. 
Terrazzino. Source: #288. 

Bolt of Discord: Delighting in sowing chaos among 
their enemies, the drow have created weapons that 
disrupt and confuse, thereby prolonging the conflict. A 
holt of discord is a +1 crossbow holt covered in bizarre sigils 
that seem to move on their own accord. Upon impact, 
the bolt releases a confusion spell with a 15-foot radius, 
as if cast by a 13th-level wizard (DC 16 Will save negates). 
In addition, if a creature is directly struck by the bolt 
of discord it is affected by an insanity spell as if cast by a 
13th-level wizard (DC 20 Will save negates). 



Strong enchantment; CL 13th; Craft Magic Arms and 
Armor, confusion, insanity; Price 3250 gp; Cost 1625 gp + 
130 XP; Weight —. Author: Eric 
Cagle. Source: #298. 

Deitus Daggers: Each deitus 
dagger is a +2 holy dagger that on 
command can be used to cast righteous 
might and searing light once each per 
day. These spells are cast as though by 
a loth-level caster. 

A deitus dagger can end the 
control a master vampire 
has over its spawn and other 
vampires. When a vampire is 
struck by a deitus dagger its 
master vampire must make 
a DC 15 Will save. Failure 
indicates that the master 
vampire has lost control of its 
slave, which is now free to act 
as it wills. The master vampire 
can never regain the control it 
once had. 

Whenever a successful 
attack against a vampire or 
vampire spawn made with a 
deitus dagger comes up as a 
natural 19 or 20 the vampire 
or vampire spawn must make 
a DC 20 Will save or be destroyed. 

Strong transmutation; CL 17th; Craft Magic Arms 
and Armor, holy smite, protection from evil, righteous might, 
searing light, creator must be good; Price 88,302 gp; 
Weight 1 lb. Author: Joseph R. Terrazzino. Source: #288. 

Eagles' Cry Bow: Powerful creations of Corellon 
Larethian and sacred relics of the elven people, eagles' 
cry hows are potent weapons. Their power as a symbol 
to elves exceeds their worth on the battlefield. Elves 
dutifully protect the secrets of creating eagles' cry 
bows, and they ruthlessly hunt down any non-elf who 
steals one. If a non-elf comes into possession of one 
through honorable means, the hunters deal with the 
erstwhile owner in a more diplomatic manner. Elves 
grimly but earnestly spread the rumor that a thief 
might find a quicker and less painful death at the 
claws of an angry dragon than from elves hunting for 
a stolen eagles' cry how. 

A work of art, an eagles' cry how is covered in beautiful 
woodcarvings depicting scenes from elven history. 
A mithral bowtip caps each arm of the bow, while 
rich leather covers its grip, and two eagle feathers are 
interwoven with the string and tied in place with fine 
mithril wire. 

An eagles' cry how is a +5 composite longbow (+4 Strength 
bonus) with double the range increment of a normal 

composite longbow {220 feet) and a maximum range of 
twenty range increments (each range increment beyond 
the first still incurs the normal -2 penalty). Whenever a 
user fires an eagles' cry bow it lets out a cry similar to that 

of an eagle, thus giving the bow its name. All 
elves within 30 feet of the bow who can hear 
it are affected as if by a 15th-level bard's 
inspire courage ability (granting a +3 
morale bonus on saving throws against 
charm and fear effects and on attack and 
weapon damage rolls) for that round 
and for the following 5 rounds. 

Strong transmutation; CL 15th; Craft 
Magic Arms and Armor, Far Shot, true 

strike, creator must be an elf; Price 
73,800 gp; Weight 3 lb. Author: 

Kieran Turley. Source: #326. 
Hand of the Creator: 

Clerics of Corellon Larethian 
dedicate their lives to the 

protection of the elven people and their ancient culture. 
Those who prove themselves worthy champions of their 
faith sometimes receive a special blade dubbed the hand 
of the creator. This intricately designed punching dagger 
is fashioned from mithral. Its handle is covered with 

strands of dark blue leather strips, and its silvery 
blade is marked with tiny elven runes. 

The hand of the creator works as a +1 
keen punching dagger that deals an extra 
1d4 points of damage when wielded 
by an elf or half-elf When used by 

a character with elven blood, 
the hand of the creator bestows 
the Curse of the Creator on any 

creature without elven blood it 
strikes. The non-elf foe can make a DC 14 Will save 

to resist the curse. The Curse of the Creator surrounds 
the creature in a permanent faerie fire effect and causes 
the target to be permanently shaken. (A shaken creature 
takes a -2 penalty on attack rolls, saving throws, skill 
checks, and ability checks.) The hand of the creator's 
wielder can remove the curse as a standard action. The 
spells break enchantment, limited wish, miracle, remove curse, 
and wish can also remove the curse. 

Moderate abjuration; CL 7th; Craft Magic Arms and 
Armor, bestow curse, faerie fire, keen edge, creator must 
be elf or half-elf; Price 48,502 gp; Weight 1/2 lb. Author: 
Richard Farrese. Source: #328. 

Heart Tracker: The original heart tracker was crafted by 
the Iron Leaf a clan of druids fighting to regain control 
of Malteth Wood, a forest invaded by a vampire lord and 
his minions. After its usefulness was proven, the druids 
crafted many more and allied themselves with a nearby 
community of wood elves who carried heart trackers into 
battle with taunting smiles and proud declarations of 



vengeance. The vampire lord Virmiklar and his 
kin were all but extinguished. Virmiklar alone 
escaped, vowing to return. 

In years following the incident in Malteth 
Wood, the heart trackers lost their appeal and were 
forgotten, for there were no more vampires to 
fight. The wood elves migrated elsewhere, 
and it is believed they took many of the 
weapons with them. Legend has it that Lord 
Virmiklar's agents slowly recovered the 
troublesome heart trackers and destroyed all 
but a few. Some sages wonder whether this is 
why the dread vampire has returned today. 

Each heart tracker is a +1 repeating crossbow 
of speed. Intelligent undead damaged by a bolt 
fired from the heart tracker must make a DC 
15 Will save or be held immobile, as per halt 
undead. Non-intelligent undead receive no 
save and are automatically held immobile. 

Moderate transmutation; CL 10th; Craft 
Magic Arms and Armor, halt undead, haste; 
Price 110,550 gp; Weight 4 lb. Author: Joseph R. 
Terrazzino. Source: #288. 

Lash of Torment: This whip is embedded 
with cruel spikes of iron and glass, effectively 
making it a whip-dagger. (Whip daggers are exotic 
weapons that cost 25 gp, deal 1d6 points of slashing 
damage [1d4 Small], score a critical on a 19-20, and 
weigh 3 pounds. They are identical to whips in all other 
respects.) It is usually found in the possession of drow 
slavers or torturers. In the hands of a non-drow, the lash 
of torment acts merely as a +1 whip dagger. In addition, 
every time a non-drow wielder misses on an attack roll, 
the lash of torment curls back and strikes the wielder. This 
curse has been placed on the weapon to prevent slaves 
from taking it up against their masters. Some drow 
slavers leave the lash of torment in a place where a slave 
can find it, watching with delight as the slave suffers the 
consequences of a missed strike. 

In the hands of a drow, the lash of torment functions 
as a +3 wounding whip dagger. On a critical hit, the lash 
of torment also causes tremendous agony. The victim 
suffers wracking pains, resulting in a -2 penalty to 
Dexterity and a -4 penalty on all attack rolls, skill 
checks, and ability checks. A DC 18 Fortitude save 
negates this effect. Both effects last 1d10 minutes, and 
any additional hits from a lash of torment during this 
time have no further effect on the victim beyond the 
normal damage dealt. 

Strong evocation; CL 15th; Craft Magic Arms and 
Armor, Mordenkainen's sword, symbol; Price 98,325; Weight 
3 lb. Author: Eric Cagle. Source: #298. 

Quarterstaff of Law: This +2 lawful suppressing 
quarterstaff is designed specifically for use by the most 
powerful githzerai monks against the slaadi of Limbo 

and foes who attempt to invade their homes. While 
wielding the weapon, the user of a quarterstaff of law 
can cast order's wrath once per day and detect chaos 
at will. Suppressing is a new item quality described 
on page 124. 

Strong abjuration; CL 18th; Craft Magic Arms 
and Armor, antimagic field, detect chaos, order's wrath, 

creator must be lawful; Price 278,300 gp; Weight 
4 lb. Author: Chris Thomasson. Source: #306. 

Quiet Dagger: Quiet daggers come in three 
forms: apprentice, journeyman, and master. 

An apprentice acquires his dagger when he 
takes his first level in the assassin prestige class. 

He reaches the rank of journeyman at 5th level and 
master at 9th. 

An apprentice's quiet dagger is a +1 dagger that 
grants its wielder a +5 competence bonus on Move 
Silently checks when held. 

A journeyman's quiet dagger is a +2 dagger that 
grants it wielder a 45 competence bonus on Move 
Silently checks when held. It also functions as a lesser 
silent metamagic rod. 

A master's quiet dagger is a +3 dagger that grants its 
wielder a +5 competence bonus on Move Silently 
checks when held, functions as a lesser silent metamagic 

rod, and grants its wielder SR 14. 

Faint or moderate illusion; CL 3rd (apprentice), 
CL 6th (journeyman), CL 9th (master); Craft 

Magic Arms and Armor, dispel magic (master dagger 
only), silence; Price 10,800 gp (apprentice), 25,300 gp 
(journeyman), 59,300 gp (master); Weight 1 lb. Author: 
Oliver Diaz and Robert J. Hahn. Source: #330. 

Sai of the Hornet: Created for an order of monk 
assassins dedicated to the destruction of all arcane 
Spellcasters, these magic weapons can make their 
own unremitting assaults. It is said that countless 
Spellcasters and supernatural creatures have fallen to 
the twirling blades of these animate weapons. 

This finely wrought steel weapon is a +1 dancing 
returning sai. However, the wielder of a sai of the hornet 
can loose it to attack on its own. A sai of the hornet 
functions as a dancing weapon except that it can also 
make ranged attacks as though thrown by its wielder, 
attacking any foe within 50 feet and taking penalties for 
range normally. After commanded to attack a distant 
foe, it returns to its owner per the returning property 
and it continues to dance if dancing duration remains. 

Strong transmutation; CL 15th; Craft Magic Arms and 
Armor, shield or shield of faith, telekinesis; Price 72,300 gp; 
Weight 1 lb. Author: Keith Strohm. Source: #325. 

Staff of the Crushing Breeze: A staff of the crushing 
breeze is the weapon of a warrior-philosopher. These 
sturdy shoots of evergreen bamboo are ornately etched 
with depictions of serene glades, lakes, and mountains, 
as well as symbols meant to inspire peace. However, in 



stark contrast, the glistening metal of countless chains 
covers much of their carved surfaces. While the silvery 
chains hide much of the staffs masterfully crafted 
surfaces, they protect the etchings from coming to 
harm when used in battle. 

Composed of a length of bamboo wrapped in a thin 
mesh of mithral chains, the staff of the crushing breeze is a +2 
quarterstaff that grants its wielder access to the Improved 
Trip feat, even if she does not meet the prerequisites. 

Moderate evocation; CL 6th; Craft Magic Arms and 
Armor, gust of wind; Price 18,000 gp; Weight 4 lb. Author: 
Keith Strohm. Source: #325. 

Thornblade: Nature deities and powerful sylvan 
creatures grant these potent weapons to great protectors 
of nature. Many good and neutral fey view the possession 
of a thornblade as evidence of skill and trustworthiness. A 
thornblade bonds with its owner, and should its owner not 
touch the weapon for 30 days, it withers away to nothing, 
effectively destroying itself A ihornblade's owner can grant 
the sword as a gift to another creature, making that creature 
the weapon's new owner. Most owners of a thornblade are 
careful to announce an heir for the sword while they yet 
live. Those who don't make their wishes known are 
usually buried with their weapons, which never 
again allow other creatures to claim them, 
causing them to wither away if stolen from 
their owners' graves. 

A thornblade appears in its sheath 
as a simple scimitar with a leather-
bound hilt. When drawn, a number 
of barbed rosebush-like thorns 
instantly spring from the flat of 
its emerald-sheened blade. The 
thorns sink back into the blade 
when sheathed. 

A thornblade is a +3 keen scimitar, 
Up to three times per day, when its 
wielder makes a successful attack with the 
thornblade, he can choose to have the sword's 
thorns affect the target with bloodroot poison (see the 
DUNGEON MASTER'S Guide). 

Moderate conjuration; CL 9th; Craft Magic Arms 
and Armor, poison; Price 56,450 gp; Weight 4 lb. Author: 
Kieran Turley. Source: #326. 

RINGS 
Rings bestow magical powers upon their wearers. 

Keeper's Guide: Clerics of Osiris often place traps in 
the tombs of dead nobles to protect their treasures and 
bodies from grave robbers. Eventually, the clerics need 
to return to these tombs to bury the next generation of 
nobles and their belongings. Since the knowledge of the 
exact location of every trap can be forgotten (and cannot 
be written down for fear of theft), the clerics created the 
keeper's guide to help them. The keeper's guide is a ring 

TABLE 5-7: RINGS 

made of solid turquoise with a single lapis lazuli stone 
set in it. This ring grants the wearer the ability to find 
traps as a rogue and a +3 insight bonus on all Search 
checks to find traps. 

Moderate divination; CL 6th; Forge Ring, find traps; 
Price 24,000 gp; Weight —. Author: Kevin Hamilton. 
Source: #325. 

Ring of Earth's Grasp: This ring enhances the wearer's 
grip with each hand. The wearer gains a +4 bonus on 
Climb checks, grapple checks, checks to resist being 
disarmed, and any other Strength-based checks for 
which grip is a factor. 

Moderate transmutation; CL 10th; Craft Wondrous 
Item, bull's strength; Price 10,000 gp; Weight —. 

Author: Ari Marmell. Source: #314. 
Ring of Scry Detection: This 

unobtrusive gold ring is inscribed 
with images of eyes on its interior 

curves. The wearer of this ring 
constantly benefits from the 
detect scrying spell. 

Moderate divination; CL 
7th; Forge Ring, detect scrying; 
Price 28,000 gp; Weight —. 
Author: Johnathan Richards and 

Matt Sernett. Source: #319. 
Ring of the Evil Eye: A 

ring of the evil eye is a cursed item that 
appears to be a moist living eye set in a 

large gold ring. This disturbing item provides 
its wearer with a +6 bonus on Spot checks and a +2 bonus 

on initiative rolls, and that appears to be the item's only 
function. Yet if the wearer is the target of a divination 
(scrying) spell, he automatically fails any saving throw 
to resist the spell and the spell automatically penetrates 
the wearer's spell resistance (if any). 

A simple detect magic spell yields only a faint 
transmutation aura on this item. An identify spell has 
a 1% chance per caster level to reveal the item's true 
properties. Analyze dweomer automatically reveals the 
ring's true nature. 

Moderate divination; CL 7th; Forge Ring, clairaudience/ 
clairvoyance, scrying; Price 6,000 gp; Weight —. Author: 
Oliver Diaz and Robert J. Hahn. Source: #330. 

Ring of Stalking: This delicate silver band has a 
single black diamond set on its surface. To activate the 

RING COST 

Evil eye 6,000 gp 
Earth's grasp 10,000 gp 
Keeper's guide 24,000 gp 
Scry detection 28,000 gp 
Stalking 56,000 gp 



ring, the wearer must speak a command word and then 
the name of a creature known to the user into the stone. 
If the wearer concentrates on the creature and holds 
his hand aloft, the ring's gem glows when held in the 
direction of the named creature. There is no limit to 
the ring's range except that the target must be on the 
same plane as the wearer. When the wearer is within 120 
feet of the target the ring glows continuously and grows 
warm to the touch. At that point, the proximity of the 
target is too close to reveal its exact direction. Changing 
the ring's target is a full-round action. 

Strong divination; CL 13th; Forge Ring, greater 
scrying, locate creature; Price 56,000 gp; Weight 
—. Author: Johnathan Richards and Matt Sernett. 
Source: #319. 

RODS AND STAFFS 
Rods are scepterlike devices that have unique magical 
powers and do no usually have charges. Anyone can 
use a rod. 

Staffs offer immense utility because they pack so 
many capabilities into one item and they use the 
wielder's ability score and relevant feats to set the DC 
for saves against their spells. 

Briar Staff: Druids working to rid their home of savage 
humanoid invaders created the first briar staffs. These 
staffs have seen extensive use against orc raiding parties 
and as a result have drawn the vengeful attention of at 
least one orc deity. Anyone wielding a briar staff should 
expect trouble from orcs in his future. 

A briar staff is created from a single gnarled oak 
bough. The staff bears a cluster of twisted twigs at its 
top, which bud to life whenever its wielder uses one of 
its powers. 

Unlike other staffs, a briar staff can regain spent charges. 
This requires burying the staff 1 foot deep within a forest 
at least 1 square mile in size. For every 7 days it remains 
buried and undisturbed, the staff regains 1 charge. The 
briar staff allows the use of the following spells: 

• Entangle (1 charge) 
• Spike growth (1 charge) 
• Wall of thorns (3 charges) 
Strong transmutation; CL 12th; Craft Staff, entangle, 

spike growth, wall of thorns; Price 139,500 gp; Weight 4 lb. 
Author: Kieran Turley. Source: #326. 

Deluge Rod: A reclusive ocean-dwelling druid calling 
himself the Brine Lord created the first deluge rods. 
After pirates slew the druid, they discovered a number 
of these rods hidden in his island home. Deluge rods 
have a dark reputation among arcane Spellcasters and 
the rods' side-effects have made them unpopular with 
all but the most power hungry. 

Deluge rods appear as scepters of solid water 
suspended in time, sometimes with tiny sea creatures 
swimming within. The rods are undecorated, but a 

TABLE 5-8: RODS AND STAFFS 

ROD/STAFF COST 

Rod of the wild 35,145 gp 

Staff of earthen might 46,406 gp 

Rod of deadly function 60,000 gp 

Rod of revealing 60,000 gp 

Deluge rod 93,180 gp 

Briar staff 139,500 gp 

cascade of miniature rainbows appears around them 
when they are exposed to strong sunlight. During 
quiet moments, these rods emit echoes of crashing 
waves upon a rocky coast. 

A deluge rod has a number of formidable powers, but it 
extracts a price from its user. The bearer of a deluge rod can 
never truly feel warm or dry, even in the hottest desert. As 
a result, the wielder takes a -8 penalty on Fortitude saves 
made to resist the effects of a cold environment and on 
Constitution checks to resist drowning, but he gains a 
+4 circumstance bonus on Fortitude saves to resist the 
effects of heat and on Constitution checks to stave off 
thirst. Sea elves and other aquatic races consider this 
curse a boon when traveling on land. 

A deluge rod has the properties of a +1 frost club with 
the following powers. 

Touch of the Brine Lord: As a free action, the rod's 
wielder can activate this ability, causing the rod to deal 
an additional 2d6 points of cold damage when used as 
a melee weapon. This effect lasts for 10 rounds once 
activated, and can be used three times per day. 

Breath of the Brine Lord: The rod sprays forth a cloud of 
acidic mist, as the spell acid fog. This power can be used 
once per day. 

Will of the Brine Lord: The rod summons 1d4+1 Huge 
fiendish sharks or 1 Huge water elemental, as the spell 
summon monster VII, once per day. 

Strong conjuration; CL 13th; Create Rod, acid fog, 
summon monster VII; Price 93,180 gp; Weight 2 lb. 
Author: Kieran Turley. Source: #326. 

Rod of Deadly Function: A dark variation of the 
rod of lordly might, this slim black rod has a series of 
studs along its base. Its design is cruel and utilitarian, 
like a torture device version of a traditional rod of 
lordly might. The rod of deadly function has numerous 
magical and mundane functions activated either by 
concentrating or by pressing one of the studs along 
the base 

The following spell-like functions of the rod can each 
be used once per day. 

• Deep slumber upon touch, if the wielder so commands 
(Will DC 14 negates). The wielder must choose to 
use this power and then succeed on a melee touch 
attack to activate the power. If the attack fails, the 
effect is lost. 



Deluge Rod 

Briar Staff 

Rod of the Wild 

Rod of Revealing 
Rod of Deadly 
Function 

• True strike. 
• Deal 2d4 hit points of damage to an opponent on 

a successful touch attack (Will DC 17 halves) and 
cure the wielder of a like amount of damage. The 
wielder must choose to use this power before 
attacking, as with deep slumber. If the attack fails, 
the effect is lost. 

The following weapon functions of the rod have no 
limit on the number of times they can be employed. 

• In its normal form, the rod can be used as a +1 
light mace. 

• Pressing button 1 turns the rod into a +1 keen rapier. 
• Pressing button 2 turns the rod into a +2 returning 

throwing axe. 
• Pressing button 3 causes a steel-chain whip to form 

that acts as a +3 whip dagger. 
• Pressing button 4 causes the rod to extend various 

lockpicking tools which function as a set of masterwork 
lockpicks. The tools it creates include picks, files, 
manual drills, spikes, levers, and wrenches. 

Strong divination, enchantment, evocation, and 
transmutation; CL 18th; Craft Rod, Craft Magic Arms and 
Armor, deep slumber, true strike; Price 60,000 gp; Weight 5 
lb. Author: Oliver Diaz and Robert J. Hahn. Source: #330. 

Rod of Revealing: Cherished by all who face illusionists 
in battle, rods of revealing are especially prized among those 

who wish they could categorize everything as easily as day 
and night. These highly valuable rods appear as simple 
iron scepters carved with an open eye upon one end. 

A rod of revealing suppresses all magic from the school 
of illusion as if it were within an antimagic field. This 
effect covers a 110-foot radius centered on the rod and 
is useable once per day. The rod can maintain this 
illusion suppression field for 110 minutes (1 hour, 50 
minutes). While the rod affects an area, no new illusion 
spells or effects can be cast or triggered. Any attempt to 
cast such a spell in the area instantly fails and items with 
illusion effects (such as a ring of invisibility) simply fail to 
function. A rod of revealing has no effect on nonillusion 
spells and effects. 

Strong abjuration; CL nth; Craft Rod, antimagic field, 
invisibility purge; Price 60,000 gp; Weight 5 lb. Author: 
Richard Farrese. Source: #328. 

Rod of the Wild: Primitive human barbarians and 
some wood elf tribes favor these stout cudgels and 
actively pursue rumors of their locations. A rod of the 
wild provides great prestige to a member of such a tribe 
who possesses it, and occasionally one finds its way into 
the tomb of a particularly powerful or respected warrior 
or chieftain. 

Rods of the wild appear as 3-foot-long oak cudgels 
intricately carved with stylized representations of 



the four animal aspects they bestow. As a rod ages, 
the grain of its wood darkens until it achieves the 
appearance of bog oak. 

A rod of the wild functions as a +2 club that grants special 
abilities based on four animal totems. Once per day, the 
rod of the wild's wielder can choose to take on certain 
aspects of one of these four animals. The rod continues 
to grant the special abilities of the chosen animal totem 
as long as its wielder holds it. A rod of the wild only grants 
its wielder the abilities of one totem animal at a time. 

Bear: The wielder gains a +3 natural armor bonus 
and a +4 enhancement bonus to his Strength. While 
using this aspect the wielder adds 20 pounds to his 
weight from increased bulk. 

Hawk: The wielder gains a +2 competence bonus on 
Search and Spot checks and can feather fall at will as a 
spell-like ability. In this aspect, the wielder's eyes take 
on a golden hue. 

Mouse: The wielder gains a +4 competence bonus on 
all Hide checks and can use reduce person on himself 
at will. While in this aspect the wielder gains an 
uncontrollable nose twitch. This twitch has no effect 
other than for roleplaying purposes. 

Salmon: The wielder gains a +4 competence bonus on 
all Swim checks and can use water breathing once per day. 
While in this form, the wielder's skin takes on a slight 
silvery sheen. 

Moderate transmutation; CL 9th; Craft Rod, bull's 
strength, feather fall, reduce person, water breathing; Price 
35,145 gp; Weight 3 lb. Author: Kieran Turley. Source: #326. 

Staff of Earthen Might: This staff is carved from stone 
and tipped with either a gem or an intricately sculpted 
chunk of marble. It allows the use of the following spells: 

• Soften earth and stone (1 charge) 
• Stone shape (1 charge) 
• Tremor (1 charges) 
• Transmute mud to rock (2 charges) 
• Transmute rock to mud (2 charges) 
Moderate transmutation; CL 10th; 

Craft Wondrous Item, soften earth and 
stone, stone shape, tremor, transmute 
mud to rock, transmute rock to mud; 
Price 46,406 gp; Weight 5 lb. 
Author: Ari Marmell. Source: #314. 

WONDROUS ITEMS 
This is a catch-all category for 
anything that doesn't fall into 
the other groups. Anyone can use 
a wondrous item (unless specified 
otherwise in the description). 

Acorn of Acuity: These simply carved acorns 
are powerful tools originally created by druids to help 
their companions understand the glory of nature. Many 
travelers find these items indispensable for long journeys 

in the wild. Rangers tend to favor acorns of acuity, as they 
enhance their nature-oriented skills. 

An acorn of acuity is a fist-sized wooden carving of 
an acorn made from oak and polished smooth as if 
from years of use. The first time a character holds an 
acorn of acuity he feels a sudden rush of consciousness 
as the item attunes to him. 

A character who holds the acorn in one hand gains a 
+5 competence bonus on all Survival skill checks. The 
acorn of acuity's owner can also speak with animals, as the 
spell, once per day. 

Faint divination; CL 3rd; Craft Wondrous Item, speak 
with animals; Price 4,120 gp; Weight —. Author: Kieran 
Turley. Source: #326. 

Alchemist's Glass: An alchemist's glass is a beaker 
usually constructed of green or blue glass with 
several small spouts near the bottom. Arcane writing 
frequently covers the sides of the glass and sometimes 
includes the command words required to use the glass 
to its full potential. 

Whenever the glass is filled with fluids, powders, 
or leaves, it mixes them together evenly. This occurs 
even if the materials in question normally don't mix, 
such as oil and water (although in this case the fluids 
separate normally as soon as they leave the glass). 
Infusions and teas can be made in a single round if 
placed within the glass. 

Additionally, each alchemist's glass has two command 
words associated with it. The first command word causes 
the glass to break down any liquid or potion it contains 
into its component parts. This effect immediately 
destroys a potion but also reveals what ingredients 
were used in the potion's creation. This command also 
removes the salt from seawater, separates poisons from 
any liquids they're mixed with, and is sometimes used 
to check the purity of fresh water. 

The second command word causes separated 
materials to pour from the bottom of the glass, each 

from a different spout. This can be helpful when 
identifying unusual ingredients or when trying 

to purify a potable liquid. 
If there are more components than 

spouts, as many components as possible 
drain out. When the second command 
word is spoken again, another round 
of components pours from the spouts. 
The second command word can be used 
repeatedly until all of the components 
have been separated. 

Faint divination; CL 3rd; Brew 
Potion, Craft Wondrous Item, detect poison, 
purify food and drink; Price 1,800 gp; Weight 

2 lb. Author: Owen K.C. Stephens. Source: #289. 
Amulet of Astral Projection: This silvery, prismatic 

pendant hangs from a fine chain of adamantine. When 



TABLE 5-9: WONDROUS ITEMS 

WONDROUS ITEMS COST W O N D R O U S ITEMS COST 

Scarab charm 300 gp Scout goggles 15,000 gp 

Snake charmer 1,000 gp Boots of the woodland 16,000 gp 

Amulet of deception 1,200 gp Girdle of hate 16,000 gp 

Alchemist's glass 1,800 gp Spy glass 16,000 gp 

Belt of the camel 3,000 gp Cloak of the desert 18,000 gp 

Scorpion bracers 3,000 gp Quiver of plenty 18,000 gp 

Thespian's mask 3,000 gp Holy bone shackles 19,500 gp 

Dwarven rune stein 3,300 gp Clay of sculpting 20,000 gp 

Requiem jar 3,300 gp Chalice of true seeing 21,600 gp 

Deathglance locket 3,860 gp Mask of the reaper 30,000 gp 

Acorn of acuity 4,120 gp Carrion gauntlet 32,300 gp 

Sand of Set 4,200 gp Coffin clamps of Aziell Moonchild 37,760 gp 

Circlet of convocation 4,775 gp Spider mask, brown recluse 37,840 gp 

Ventriloquist's mouthpiece 6,000 gp Cape of the general 38,000 gp 

Autonomous harp 6,250 gp Golden beholder 38,000 gp 

Bardic cup 6,500 gp Mirror of captured images 40,000 gp 

Shell of amplification 7,000 gp Robe of the burning serpent 40,000 gp 

Silver collars of Adentrius 7,250 gp Chromatic flute 46,500 gp 

Caine's flagon of shadows 8,000 gp River sandals 47,000 gp 

Tiara of Bast 8,000 gp Obi of the white lotus master 48,000 gp 

Vampiric goblet 8,100 gp Horn of the planes 55,000 gp 

War mug of the ogre magi 8,315 gp Spider mask, black widow 56,150 gp 

Zhen'hra's tools 8,640 gp loun stone, black and white ellipsoid 60,000 gp 

Rose of kings 10,000 gp Dragon's goblet 72,000 gp 

Sylvan cloak 11,500 gp Vestment of judgement 95,000 gp 

Gauntlets of heartfelt blows 12,000 gp Extradimensional anchor 112,000 gp 

Goggles of scrutiny 12,000 gp Spider mask, phase spider 115,440 gp 

Eye of Horus 13,200 gp Sylvan cloak, greater 153,360 gp 

Bands of the iron monkey 15,000 gp Amulet of astral projection 320,320 gp 

the command word is spoken, the amulet projects its 
wearer and up to eight other willing creatures of the 
wearer's choice onto the Astral Plane as if with an astral 
projection spell. Using this item takes its toll, however. 
Upon returning from a trip to the Astral Plane made 
with the amulet, the user must make a successful DC 
23 Will save or take 2d6 points of Intelligence damage. 
(Creatures that accompanied the wearer on the trip are 
safe from this effect.) 

Strong necromancy; CL 17th; Craft Wondrous Item, 
astral projection; Price 320,320 gp; Weight —. Author: 
Chris Thomasson. Source: #306. 

Amulet of Deception: Amulets of deception are used 
to confuse those who might scry upon their wearers. 
Each amulet of deception is a 1-inch-wide, 2-inch-tall 
gold locket on a thin chain of golden links. The amulet 
is often oval- or heart-shaped and opens up to reveal 
a tiny portrait, such as one might keep of a lover or 
spouse. However, the image that appears in the locket is 
also the one that appears in place of the wearer if she is 
ever scried upon or in the area of a scrying effect while 
wearing the amulet of deception. The amulet also grants 

the wearer a +2 insight bonus on Intelligence checks to 
notice a scrying sensor, but it does nothing to prevent 
the scrying from continuing other than cloak the wearer 
in the appearance depicted in the amulet. Many who 
work in the shadows use these devices to prevent their 
enemies from determining their true appearances. 

Faint illusion; CL 5th; Craft Wondrous Item, disguise 
self; Price 1,200 gp; Weight —. Author: Johnathan M. 
Richards and Matthew Sernett. Source: #319. 

Autonomous Harp: An autonomous harp is usually 
made of wood plated with gold and stands on four 
clawed legs. The masterwork harp is a construct 
capable of movement and has statistics identical 
to a Medium animated object made of wood. 
Like a golem, it follows the commands of its creator 
or those its creator designates. In addition to the 
normal actions an animated object can take, the 
autonomous harp can be commanded to play itself as a 
free action (playing itself is also a free action for the 
harp), providing a +2 circumstance bonus on Perform 
checks made within 20 feet that would benefit from 
musical accompaniment. 



Moderate transmutation; CL nth; Craft Wondrous 
Item, Perform (strings) 5 ranks, animate objects; Price 6,250 
gp; Weight 40 lb. Author: S. Deniz Bucak. Source: #317. 

Bands of the Iron Monkey: Inspired by the piety and 
dedication of one of the monkey god's most devout 
servants, these bands are among the most 
honored gifts bestowed by those in the deity's 
service. With the swiftness of the wind and the 
strength of a savage animal, the forces incarnate 
in these simple-looking bands combine to keep 
their wearer from harm. 

The bands of the iron monkey are simple leather 
armbands with six silver 
medallions sewn along 
the leather that covers 
the outer forearm. This 
item grants the wearer 
a +2 bonus on initiative 
rolls and grants her free 
use of the Deflect 
Arrows feat. Both 
armbands must 
be worn, and the 
user must have at 
least one hand free 
to deflect projectiles. If the 
wearer already has the Deflect 
Arrows feat, bands of the iron monkey 
allow the wearer to use the feat twice each round. 

Faint abjuration; CL 3rd; Craft Wondrous Item, 
entropic shield; Price 15,000 gp; Weight 2 lb. Author: Keith 
Strohm. Source: #325. 

Bardic Cup: A bardic cup, sometimes known as a goblet 
of song, is a finely crafted and valuable silver drinking 
vessel. The bowl of each cup is adorned with small gems, 
and the stem is molded into the form of four figures— 
one cloaked figure carrying a dagger, one holding a staff, 
one holding a skull, and one bearing a harp. 

Whenever liquid is poured into a bardic cup, one or 
more of the figures might sing. If the liquid is poisonous, 
diseased, or foul, the skull face softly sings a mournful 
dirge. If the liquid has healing properties, the figure with 
a harp plays a bright ballad. If a magic liquid is placed in 
the chalice, the figure with the staff sings a deep rhythmic 
chant. If the liquid is cursed or inherently evil, the figure 
with cloak and dagger whispers a lament. 

If a liquid qualifies as more than one of these, all 
appropriate figures sing in harmony. Thus a magic 
healing potion poured into the cup causes both 
the staff-bearing and harp-carrying figures to sing. 
Bardic cups are often used by adventuring minstrels 
to partially identify potions and fresh water or to test 
drinks for poison without offending a host. 

Faint divination; CL 3rd; Brew Potion, Craft Wondrous 
Item, detect evil, detect magic, detect poison, purify food and 

drink; Price 6,500 gp; Weight 1 lb. Author: Owen K.C. 
Stephens. Source: #289. 

Belt of the Camel: Made from woven camel hair and 
blessed by clerics of Isis, the belt of the 

camel defends travelers on long treks 
across the desert. The belt protects 
the wearer from extreme heat, as 
per endure elements, but not cold. In 
addition, the wearer never becomes 

thirsty and never requires water 
for nourishment, although the 
need for food still exists. The 
belt must be worn for 24 hours 

before its powers take effect. 
Faint abjuration; CL 1st; Craft 

Wondrous Item, create water, 
endure elements; Price 3,000 
gp; Weight 1 lb. Author: Kevin 
Hamilton. Source: #325. 

Boots of the Woodland: 
These enchanted calf-high boots 
are fashioned from soft leather or 
suede with thick soles made from 
spongy hide. The boots, which 
come in all manners of style, only 

have one distinctive and uniting 
feature in the form of a rune engraved 

upon each sole, forming a crude "X." 

Boots of the woodland bestow great speed and agility 
upon their owner while traveling in woodlands. In any 
forest environment (which includes sparse woods and 
tree-covered hills or mountains) the wearer of a pair of 
boots of the woodland is protected as though under the 
permanent effect of an endure elements spell, adds 10 feet to 
his base land speed, gains a +4 insight bonus on all Reflex 
saves, and benefits from a +10 competence bonus on all 
Move Silently checks. Both boots must be worn in a forest 
environment for 24 hours for their magic to take effect. 

Faint abjuration; CL 5th; Craft Wondrous Item, cat's 
grace, endure elements, expeditious retreat; Price 16,000 gp; 
Weight 1 lb. Author: Richard Farrese. Source: #328. 

Caine's Flagons of Shadows: Only eight of these 
magic drinking vessels are believed to have been made 
by the shadow sorcerer Caine before he mysteriously 
disappeared. Each flagon appears to be made of black 
wood intricately carved with strange fluid patterns 
and cloaked figures. Despite its appearance, a flagon of 
shadows weighs as much as an iron stein of the same 
size. Flagons of shadows are always cool to the touch 
and never cast shadows themselves. 

Each flagon has a command word carved onto its 
bottom. Most of these are not recorded anywhere else, 
but it is known that "makareem" is one of them. 

Fives times per day, a flagon of shadows can be filled 
with liquid and the command word spoken, turning the 



liquid into liquid shadow. If left in the flagon, the liquid 
shadow lasts 10 rounds before evaporating. 

The liquid shadow can be poured on the ground, in 
which case it creates a 20-foot radius sphere of darkness 
like the darkness spell as though cast by a 2nd-level caster. 

Additionally, the liquid shadow can be imbibed. The 
imbiber adds +2 to the DC of his illusion (shadow) spells 
for 3 hours. 

Faint evocation; CL 3rd; Craft Wondrous Item, Spell 
Focus (illusion), darkness; Price 8,000 gp; Weight 1 lb. 
Author: Owen K.C. Stephens. Source: #289. 

Cape of the General: Savage orc and goblin tribes 
universally feared the mighty elven armies of ancient 
times, but the elves' celebrated victories were in great 
part due to the cunning and charismatic generals who 
led them in battle. In those legendary days, the leader 
of each elven host wore a cape made out of glistening 
night-blue silk with myriad silver runes imprinted 
around the collar. This garment served to display the 
officer's rank, but was also magically endowed to help 
him in his duties. Most of these cloaks went to the grave 
with the generals who wore them, but fortunate tomb 
robbers occasionally stumble upon a cape of the general. 
In modern elven society, very few of these garments 
remain, but some are still handed down from one 
generation to the next. 

A cape of the general functions as a +2 cloak of 
resistance and also provides a +2 enhancement bonus 
to the wearer's Charisma and Intelligence scores. 
When worn by a character with elven blood, the item 
grants a +4 morale bonus on saving throws made 
against fear effects to all elven-blooded allies within 
a 30-foot radius. 

Faint abjuration and transmutation; CL 5th; Craft 
Wondrous Item, eagle's splendor, fox's cunning, remove fear, 
creator must be elf or half-elf; Price 38,000 gp; Weight 1 
lb. Author: Richard Farrese. Source: #328. 

Carrion Gauntlet: The hinged and jointed pieces of 
the carrion gauntlet are made from bits of bone, carapace 
shards, and the dried flesh of various creatures. Created 
by evil clerics in an attempt to harness the power of 
undeath, the gauntlet constantly thirsts for life force. The 
wearer of this +1 gauntlet can use it to cast vampiric touch at 
will as a 5th-level caster. 

Moderate necromancy; CL 5th; Craft Wondrous Item, 
vampiric touch; Price 32,300 gp; Weight 1 lb. Author: Kevin 
Hamilton. Source: #325. 

Chalice of True Seeing: These unusual items 
always appear to be dented, scratched, and tarnished 
goblets of little value. This appearance is an illusion to 
conceal the chalice's true form of valuable inlaid gold 
studded with precious gems. In its true appearance, a 
chalice of true seeing is always constructed of materials 
worth at least 2,000 gp. All of these chalices have command 
words engraved on them, usually on the bottom. 

When the command word is spoken, the chalice fills 
with a thick, rose-red syrup. This can be done once per 
day. Anyone drinking the sweet syrup gains true seeing, as 
the spell. The syrup loses its magical properties if it is 
removed from the chalice before it is consumed, and all 
of the syrup must be drunk by a single individual for the 
true seeing effect to function. 

Moderate divination; CL 10th; Craft Wondrous Item, 
true seeing; Price 21,600 gp; Weight 1 lb. Author: Owen 
K.C. Stephens. Source: #289. 

Chromatic Flute: For some people, music just 
isn't enough. They need something to look at or a 
performance doesn't hold their attention. To reach these 
people, a bard can hire a troupe of dancers or she can 
find a chromatic flute. These masterwork flutes are usually 
crafted from a precious metal, such as gold or platinum, 
and inscribed with arcane runes. When played, illusory 
abstract images form behind the bard, flowing from 
shape to shape and changing color in response to a 
performance. The visual accompaniment provides a 
+2 circumstance bonus on Perform checks made with 
the flute. Additionally, as a standard action, the player 
of the flute can attempt to use it to cast illusion spells. 
The instrument's player must make a Perform check 
to make the flute cast the spell, DC 10 for a silent image, 
DC 15 for a minor image, and DC 20 for a major image. 
The Perform check to make the flute create an illusion 
does not benefit from the +2 circumstance bonus on 
Perform checks. 

Moderate illusion; CL 7th; Craft Wondrous Item, 
major image, minor image, silent image; Price 46,500 gp; 
Weight 1 lb. Author: S. Deniz Bucak. Source: #317. 

Circlet of Convocation: Some people really don't 
like being scried upon. For these individuals, the circlet 
of convocation gets the point across. This silver circlet 
contains five green gems, each sparkling with radiance 
from within. 

The circlet of convocation provides a +5 insight bonus 
on the wearer's Intelligence check to notice a scrying 
sensor. If the wearer notices a scrying sensor, he may use 
the circlet of convocation as a standard action to instantly 
appear in a random open square adjacent to the scrying 
creature. This travel is a flawless teleportation that can 
even cross the boundaries of planes. Each time the 
circlet of convocation is used to transport the wearer to a 
scrying creature, one of the five gemstones "burns out." 
In effect, the circlet of convocation is a five-charge magic 
item with each such use expending one charge. If no 
open adjacent square exists, the teleportation attempt 
simply fails and a gem is not burnt out. 

Even after all five charges have been used, the circlet 
continues to provide its +5 insight bonus on detecting 
scrying sensors. 

Using the power of the circlet has its disadvantages. The 
circlet does not grant any information about the scrying 



creature or guarantee the safety of the environment that 
is the wearer's destination. 

Strong conjuration; CL 13th; Craft Wondrous Item, 
detect scrying, greater teleport, planeshift; Price 4,775 
gp; Weight —. Author: Johnathan M. Richards and 
Matthew Sernett. Source: #319. 

Clay of Sculpting: Upon command, this fist-sized 
lump of gray clay can be stretched and molded into 
an object of any size up to Medium. The clay follows 
the vision of the user, helping the user mold it into a 
perfect likeness of the object the user desires to create. 
The sculpting of the object takes 1 full round plus 1 
full round per each size category the desired object is 
larger than Tiny. Interruptions in this process leave the 
clay at the point it was left; with use of the command 
word, the process can be continued or the user can 
chose to begin the process anew. When the sculpting 
is finished, the clay of sculpting turns into a solid stone 
version of the object created. It remains in this form 
until a second command word is spoken or until the 
formed object is broken or destroyed, whereupon it 
reverts to a fist-sized lump of clay. 

Moderate transmutation; CL 9th; Craft Wondrous 
Item, stone shape, transmute mud to rock; Price 20,000 gp; 
Weight 1 lb. Author: Ari Marmell. Source: #314. 

Cloak of the Desert This cloak is made from a light 
brown, sturdy material, velvety on one side with a rough 
sandpaperlike texture on the other. If the wearer wraps it 
around herself, the cloak of the desert allows her to merge 
with sand or any sandstone large enough to encompass her 
body, in the same manner as meld into stone. This effect can 
last to up to an hour and can be used three times per day. 

Moderate transmutation; CL 6th; Craft Wondrous 
Item, meld into stone; Price 18,000 gp; Weight 1 lb. Author: 
Kevin Hamilton. Source: #325. 

Coffin Clamps of Aziell Moonchild: The coffin 
clamps of Aziell Moonchild were forged in the likeness 
of draconic hands, each finger adorned with a black 
marble claw, each knuckle studded with an emerald. 
When all three are placed on the lid of a coffin, they 
secrete refulgent green goo that slithers about the 
entire surface of the coffin, filling all its apertures and 
infusing the object with nearly indestructible force. The 
clamps can affect coffins (also boxes, chests, coffers, and 
similar containers with closed lids) of up to 1,000 cubic 
feet in volume. As a standard action, the clamps can be 
removed by anyone outside the coffin. 

A coffin affected by the coffin clamps is immune to 
all magical and natural effects or attacks. It cannot be 
harmed until the coffin clamps are removed or the 
magic force of the coffin clamps is destroyed. The 
magic force of the coffin clamps is unaffected by most 
magical and natural effects and attacks. It cannot be 
dispelled, but it is destroyed by a disintegrate spell or a 
sphere of annihilation. 

The magic force keeps out (and in) all magic and 
all things. Ethereal and astral forms of movement are 
blocked. Astral projection, blink, dimension door, ethereal jaun
etherealness, gate, maze, plane shift, shadow walk, teleport, and
similar spell-like or psionic abilities cannot pass through 
the barrier created by the coffin clamps. 

Although not created for the purpose of vampire 
slaying, after their discovery in a vampire's castle they 
were used to seal vampires into their coffins and transport 
them to places of holiness where they were released and 
killed by waiting paladins. More clever—or desperate— 
vampire slayers used the clamps to seal vampire coffins 
after the vampires had exited them, therefore disallowing 
reentrance by gaseous form. 

Strong evocation; CL 13th; Craft Wondrous Item, 
dimensional anchor, forcecage; Price 37,760 gp; Weight 6 lb. 
Author: Joseph R. Terrazzino. Source: #288. 

Deathglance Locket: This small locket is an anti¬ 
scrying device not in the sense that it prevents scrying 
upon the subject, but rather that it is used to punish 
those who would so intrude upon the subject's privacy. 
A deathglance locket is a 1-inch tiger eye gemstone on 
a slim golden chain. It is worn about the neck and 
counts as an amulet in terms of magic items worn. The 
deathglance locket grants its wearer a +2 insight bonus 
on Intelligence checks to notice scrying sensors. When 
the wearer notices a scrying sensor, she may call upon 
the power of the locket to strike back at the scrying 
creature. Once per day upon command, the deathglance 
locket traces the scrying sensor's magic back to the 
scrying creature's location and sends an immaterial 
copy of its tiger eye gem hurtling his way. From the 
scrying creature's point of view, it's as if the tiger eye 
gem suddenly flies from the locket and speeds in his 
direction. The scrying creature immediately suffers 
10d6 points of damage (DC 20 Will save for half) 
and must make a Concentration check (DC 10 + the 
damage dealt by the deathglance locket) or the scrying 
effect ends. 

Moderate abjuration; CL 11th; Craft Wondrous Item, 
detect scrying; Price 3,860 gp; Weight —. Author: Johnathan 
M. Richards and Matthew Sernett. Source: #319. 

Dragon's Goblet: A dragon's goblet is a rare and 
sometimes dangerous magic item that can be both 
harmful and useful to adventurers. The goblet is a 
cunningly sculpted figurine of a mighty winged lizard 
clutching a bowl in its mouth. Usually the goblet is made 
of gold or silver, but a few are carved from gems. 

Whenever a dragon's goblet is filled with liquid, the 
goblet transforms it into a burning fluid like alchemist's 
fire. This fluid can be poured out to start a fire or hurled 
at a creature as a grenadelike weapon with a range of 
10 feet and no range increment. The brave can drink 
the burning liquid in an attempt to produce more 
spectacular effects. 



Once per hour, the burning fluid can be drunk without 
harm and provides one of two effects. The drinker can 
either breathe forth gouts of flame or contain the fire 
within. That decision must be made immediately after 
the liquid is imbibed. 

If the drinker decides to breathe flame, the imbibed 
liquid functions exactly like an elixir of fire breath. 

If the drinker decides to contain the fire within, the 
drinker gains protection from energy (cold) as though cast by 
a loth-level caster. 

If the burning fluid is imbibed when it is not safe (less 
than an hour since the last time it was safely imbibed) 
the drinker must make a DC 20 Fortitude save or take 
4d6 points of fire damage. Success indicates the drinker 
takes half damage. 

Moderate abjuration; CL 10th; Craft Wondrous Item, 
protection from energy; Price 72,000 gp; Weight —. Author. 
Owen K.C. Stephens. Source: #289. 

Dwarven Rune Stein: Dwarven rune steins are squat 
and heavy mugs of iron engraved with images of 
dragons, bears, axes, and dwarven runes. The steins are 
shorter and wider than most human drinking vessels, 
with handles molded to fit a dwarf's sturdy grip. The 
runes are an ancient form of dwarven writing, each 
describing a specific trait venerated by dwarves. 

The user of the stein can invoke a rune to transform 
any liquid contained within and then drink it to gain 
magical benefits. The transformed liquid works only for 
the person who invoked the rune, and the liquid must 
be imbibed in the same round the rune is invoked or 
the liquid has no effect. Invoking the rune and drinking 
the liquid is a full-round action. The runes fade away 
once used and cannot be used again. 

Bravery Rune: Liquid transformed by this rune grants 
the rune invoker resistance to fear. This functions as 
the remove fear spell. 

Endurance Rune: This rune causes the liquid within the 
stein to have the same effects as a potion of bear's endurance. 

fortitude Rune: This rune causes the liquid within the 
stein to have the same effects as a potion of aid. 

Heroism Rune: This rune causes the liquid within the 
stein to have the same effects as a potion of heroism. 

Honesty Rune: Liquid transformed by this rune 
grants the rune invoker an aura of honesty. This 
functions as the zone of truth spell centered on the 
rune's invoker. 

Luck Rune: By imbibing this liquid, the invoker 
gains incredible luck. For an hour the drinker gains 
a +1 luck bonus on all saving throws. In addition, the 
drinker may reroll one roll that she has just made. 
She must take the second result. This extraordinary 
ability is usable once during the hour that the luck 
bonus lasts. 

Mettle Rune: This rune grants the drinker a +4 natural 
armor bonus for 1 hour. 

Skill Rune: Invoking this rune and drinking from 
the stein grants a +3 competence bonus on any Craft 
skill check. This magical benefit lasts one week. 

Strength Rune: This rune causes the liquid within the 
stein to have the same effects as a potion of bull's strength. 

Sturdiness Rune: The sturdiness rune grants the 
drinker a +10 competence bonus on Balance skill 
checks and a +10 competence bonus on Strength checks 
to resist bull rush attacks for 1 hour. 

Moderate transmutation; CL 8th; Brew Potion, Craft 
Wondrous Item; Price 3,300 gp; Weight 1 lb. Author: 
Owen K.C. Stephens. Source: #289. 

Extradimensional Anchor: This device constantly 
radiates a dimensional anchor effect in a 40-foot-radius 
emanation. Creatures on the same plane within this 
area cannot use astral projection, blink, dimension door, 
ethereal jaunt, etherealness, gate, maze, plane shift, shadow 
walk, teleport and similar magic. This property makes 
the item extremely valuable for fighting highly mobile 
opponents such as githyanki. 

Appearing as a glowing, green crystalline prism, 
an extradimensional anchor is roughly 2 feet long and 
8 inches in diameter. It levitates 2 feet off the ground 
at all times and floats along within 2 feet of its owner, 
much like an animated shield. The anchor cannot, 
however, support any weight; any effect that exerts 
more than 1 pound of force on the anchor causes it to 
fall to the ground. The anchor continually sheds light 
equivalent to that of a torch. 

By making a successful melee touch attack against 
the owner, an opponent can take possession of an 
extradimensional anchor. Such an action provokes an 
attack of opportunity. 

Each extradimensional anchor comes with a shield—a 
fine, magically enhanced mesh of mithral that, when 
draped over the anchor, suppresses the dimensional anchor 
effect. This shielding does not, however, stop the item 
from floating. 

Moderate abjuration; CL 7th; Craft Wondrous Item, 
dimensional anchor; Price 112,000 gp; Weight 20 lb. 
Author: Chris Thomasson. Source: #306. 

Eye of Horus: Pharaohs throughout the ages have 
kept vigilant watch over their people using special 
agents of Re-Horakhty. Clerics created the eye of Horus, 
supposedly blessed by Re-Horakhty himself to be 
worn by these agents to protect them. The eye of Horus 
is a single lens that, when placed over one eye, seems 
to meld into the user's flesh. It takes a full-round 
action for the lens to be absorbed by the user. A tattoo 
then appears surrounding the eye resembling the eye 
of Horus. The user can will the lens back out of her 
flesh as another full-round action. When the user dies, 
the eye resurfaces. 

Once absorbed, the eye of Horus allows its user to 
detect evil at will as a standard action. In addition, the 



user may cast disguise self, misdirection, and protection from 
evil, each once per day and only on himself 

Faint divination; CL 3rd; Craft Wondrous Item, detect 
evil, disguise self, misdirection, protection from evil; Price 13,200 
gp; Weight —. Author: Kevin Hamilton. Source: #325. 

Gauntlets of Heartfelt Blows: These soft leather 
gauntlets sport a large, flat gem on the back of each hand. 
Ponged by steel, these stones slowly shift color as long 
as the gauntlets are worn. Whenever the bearer becomes 
involved in combat, the stones glow brighter, and their 
colors begin to swirl with intense energy, casting a fiery 
aura around any weapon in the wearer's hands. The 
wearer's melee attacks cause extra points of fire damage 
equal to his Charisma bonus (minimum of +1). This bonus 
damage also applies to touch attacks. The fire does not 
deal damage to the wearer or anything the wearer carries. 

Faint transmutation; CL 5th; Craft 
Wondrous Item, burning 
hands; Price 12,000 gp; 
Weight 1 lb. Author: 
Clifford Horowitz. 
Source: #314. 

Girdle of Hate: 
This broad belt 
is made of hide, hair, 
and bone, and it is studded with 
small hooks along its length. The exact 
source of these materials is ambiguous until 
someone with a racial or favored enemy buckles 
it on and speaks a command word, at which point 
the girdle appears to be constructed from a creature 
representative of one of the wearer's chosen enemies. If 
the wearer has more than one racial or favored enemy, the 
girdle applies its benefits to one enemy of the wearer's 
choice (chosen when the belt is first donned). The hooks, 
while useless as weapons, make a fine mounting point 
for captured scalps, and the cords of hair easily hold 
other grisly trophies. Any trophies of the appropriate 
type of racial or favored enemy smoke for a moment 
when first mounted on the hooks, then become cured 
and preserved within 1 round. 

The girdle doubles all bonuses the wearer gains 
against the chosen racial or favored enemy, such as those 
possessed by dwarves or granted by the ranger class. 

Moderate conjuration; CL 7th; Craft Wondrous Item, 
caster must have racial or favored enemy; Price 16,000 
gp; Weight 2 lb. Clifford Horowitz. Source: #314. 

Goggles of Scrutiny: Goggles of scrutiny grant their 
wearer a +2 bonus on all Search and Spot checks. In 
addition, any creature with the death attack special 
ability need only study a potential victim for 2 rounds 
instead of 3. 

Strong divination; CL 12th; Craft Wondrous Item, 
clairaudience/clairvoyance; Price 12,000 gp; Weight —. 
Oliver Diaz and Robert J. Hahn. Source: #330. 

Golden Beholder: A golden beholder is a magic scrying 
device that shares its form with its monstrous namesake. 
With all of its pieces collected and in place, the golden 
beholder looks like a 2-foot-diameter sculpture of a 
beholder made of gold. The large central eye is a sphere 
of glass set half inside the face of the sculpture, while 
the eyes on the metal stalks are made of hard clear 
gemstones of moderate value. 

Each of the ten eyestalks can be withdrawn from 
the beholder, revealing a dagger blade. The eyestalk 
daggers are always of masterwork quality and 
are worth approximately 450 gp due to their fine 
craftsmanship and the gemstone "eye" that forms the 
dagger's pommel. Most golden beholders are made by 
Medium creatures, and thus their eyestalk daggers are 

made for use by Medium 
creatures. Each eyestalk 

dagger is imbued with 
a permanent Nystul's 

magic aura effect 
that makes it seem 
nonmagical. Detect 
magic does not 

detect the aura of an 
eyestalk dagger, but as 

with Nystul's magic aura, an 
identify spell cast on the eyestalk dagger 

allows the caster a DC 10 Will save to 
recognize magic in the dagger and detect its 

divination and illusion auras. 

When removed from the body, each eyestalk dagger 
functions as a scrying sensor for the golden beholder's 
central eye. Touching the sheath-hole of a removed 
eyestalk dagger and saying the golden beholder's 
command word sets the central eye's scrying focus to 
that eyestalk dagger. The golden beholder user sees and hears 
with his own visual and auditory acuity from the position 
of the gemstone that forms the pommel of that eyestalk 
dagger. An impenetrable gray haze hides everything 
beyond 30 feet from view, although sounds that issue from 
beyond that distance are still audible if the user could 
normally hear them from the dagger's position. 

Creatures within the area watched by an eyestalk 
dagger do not gain an Intelligence check to sense it 
as a scrying sensor, but a creature under the effects 
of a detect scrying spell can do so with a successful DC 
10 Will save. Creatures within the area viewed by the 
eyestalk dagger do not gain a Will save to resist being 
seen and spell resistance does not apply. Anti-scrying 
spells, such as mind blank or screen function normally, 
hiding or disguising the creature or area from the golden 
beholder's user as described by the spell. If the gemstone is 
removed from the eyestalk dagger, or the eyestalk dagger 
is otherwise broken or destroyed, the user of the golden 
beholder cannot use that dagger as a scrying sensor. 



The scrying link between the golden beholder and 
its eyestalk daggers withstands any distance, even 
separation across different planes. The scrying effect 
of an eyestalk dagger cannot be dispelled, but a 
successful targeted dispel magic attempt made against 
an eyestalk dagger suppresses that dagger's function 
for 1d4 rounds. An antimagic field also suppresses the 
golden beholder's ability to access an eyestalk dagger. 

A golden beholder user can cast spells through the 
device as though using the greater scrying spell. 

Golden beholder owners use the potent item 
in many different ways. Most commonly, 
eyestalk daggers are given to allies 
(or allowed to fall into the hands of 
enemies) so that the user can keep 
track of other creatures' movements 
and actions. Other golden 
beholder owners use them as 
security devices, hiding eyestalk 
daggers in key locations such 
that they are not easily spotted 
but have good views of the 
surrounding terrain. 

Strong divination; CL 13th; 
Craft Wondrous Item, greater 
saying, Nystul's magic aura; 
Price 38,000 gp; Weight 100 
lb. Author: Johnathan M. 
Richards and Matthew 
Sernett. Source: #319. 

Holy Bone Shackles: 
A tribe of dwarf barbarians 
known as the Hunting Wind 
noticed that their vampire 
adversaries would not venture close to 
the tombs of their holiest warriors. Shamans 
and holy men debated the strange behavior. 
Finally, it was decided that the tribe would capture 
vampires and perform experiments upon them, using 
the unearthed skeletons of their long-lost heroes. 
This decision, which daringly broke ancient taboos, 
produced the holy bone shackles. Gifted shamans used 
the bones of their holiest people to make thick bonds 
that locked magically, and skilled artisans carved 
sacred images of the Hunting Wind tribe about the 
shackles. It is said that vampires the world over still 
warn one another of the "curse of the Hunting Wind." 

Although originally fabricated from the bones of 
deceased holy men, these masterwork manacles can 
be made from any kind of bone. When the shackles are 
hurled at a corporeal undead with a humanoid form, they 
expand or contract to fit the undead and bind its arms 
on a successful ranged touch attack. An undead with its 
arms bound cannot use them to attack or cast spells with a 
somatic component, and it automatically fails skill checks 

that require it to use its arms. An undead takes 1d6 points 
of holy damage each round it remains bound. 

The shackles bind the undead until the user speaks 
the command word to release it or it escapes. The 
undead can escape with a successful DC 35 Escape Artist 
check or DC 28 Strength check. A successful Strength 
check opens the shackles; it does not destroy them. 

Moderate evocation; CL 10th; Craft Wondrous Item, 
holy smite, creator must be good; Price 19,500 gp; Weight 
3 lb. Author: Joseph R. Terrazzino. Source: #288. 

Horn of the Planes: The music of 
the horn of the planes resonates with the 

planes of the multiverse. A performer 
with the horn of the planes and 
the correct melody can open 
a portal to another plane. The 
masterwork horn is a platinum 
trumpet with inscription on 
the outside that depicts the 
arrangement of the planes. Once 
per day, a performer playing 
the horn can attempt to use it 
to open a gate (as per the spell). 

The bard must know the proper 
melody to play for a particular 
plane. Learning the proper melody 

requires that the performer have 
5 ranks in Perform and successfully 
make a DC 30 Knowledge (the planes) 

or bardic knowledge check. Any 
player may open a gate to a random 
plane as a standard action with a 

successful DC 25 Perform check. 
If the performer knows the tune for 

a specific plane, she can open a gate on 
that plane at a random location (on the plane) 

as a standard action with a successful DC 25 
Perform check and to a specific location as a standard 
action with a successful DC 30 Perform check. Because 
there is a consequence of failure (getting a result of 
25 or greater but less than 30 on the Perform check), 
a character cannot take 20 on the Perform check to 
play a horn of the planes. If a performer plays the horn 
without attempting to open a gate, there is a cumulative 
1% chance for each continuous round of playing that 
the horn opens a gate to a random plane as long as the 
horn has not already been used to open a gate. The horn 
of the planes can open a gate only once per day. 

Strong conjuration; CL 17th; Craft Wondrous Item, 
gate; Price 55,000 gp; Weight 5 lb. Author: S. Deniz Bucak. 
Source: #317. 

Ioun Stone (Black and White Ellipsoid): This ioun 
stone, an ellipsoid mottled in black and white, provides 
the equivalent of a mind blank spell in regards to 
scrying. That is, if anyone attempts to scry directly 

Mask of 
the Reaper 



upon a person using this type of ioun stone, the attempt 
automatically fails. If a scrying device or spell is used 
to scan an area that the person with the ioun stone is in, 
the scrying creature sees the area but not the person. 
The ioun stone does not provide any of the non-scrying 
benefits of the mind blank spell, such as immunity 
to spells, effects, and devices that otherwise detect, 
influence, or read emotions or thoughts. 

Strong abjuration; CL 15th; Craft Wondrous Item, 
mind blank; Price 60,000 gp. Author: Jonathan 
Richards and Matthew Sernett. Source: #319. 

Mask of the Reaper: A mask of the reaper 
appears as a gray knit mask with two eyeholes. 
When worn, a mask of the reaper grants a gaze 
attack with a range of 30 feet. Any creature 
within range must make a DC 14 Will save 
or see in the wearer a manifestation of its 
worst fear, affecting the creature as the cause 
fear spell although without the HD limit. 
The mask cannot affect a creature more than 
once in a 24-hour period, 
whether the target fails 
its save or not. 

Moderate illusion; 
CL 7th; Craft 
Wondrous Item, 
cause fear; Price 
30,000 gp; Weight —. 

Oliver Diaz and Robert 
J. Hahn. Source: #330. 

Mirror of Captured 
Images: A mirror of captured 
images appears to be a finely 
wrought silver mirror, typically 
3 feet tall by 4 feet wide and 
held in a frame containing 
24 embedded gemstones. It 
has a retractable leg on the 
back of its frame allowing 
it to stand upright upon a 
desktop or dresser, but it is 
more commonly hung upon a 
wall at the appropriate height for 
proper viewing by its owner. 

The mirror of captured images is 
slightly different than most scrying devices in 
that it can be set to begin scrying and then continues 
to do so automatically until the effect is dispelled 
or it is commanded to stop. Upon utterance of a 
command word, the mirror views another place as if 
with clairvoyance, but vision extends even onto other 
planes provided that the user is sufficiently familiar 
with the chosen place. A second command word 
begins recording the images from the distant location 
depicted in the mirror's surface, storing these images 

in the twenty-four gems. Each gem holds 1 hour's 
worth of images, so the whole mirror can store up to 
a full day's images. If left activated for more than 24 
hours, the mirror begins "recording over" the oldest 
images so that only the most recent 24 hours are kept 
on record. Using the second command word again 
stops the recording. 

If a third command word is uttered while touching 
one of the gemstones on the frame, the mirror "plays 

back" the images it has stored within that 
gem. Finally, a fourth command word 

uttered while touching a gemstone takes 
it out of the "continuous recording 
loop" so that the hour's worth of images 
can be stored there indefinitely without 
being "recorded over" in subsequent 

uses of the mirror. Of course, this 
lowers the length of time available to 
the mirror for continuous recording. 
If at a later time the user wishes 
to record over the images stored 

in a gem, repeating the fourth 
command word while touching 
the gem in question returns it to 
the pool of available gemstones 

for continuous recording. 
Mirrors of captured images are often used 

in magical stakeouts, when someone 
is expecting a particular item to be 

stolen and wishes to capture the 
identity of the thief without 
remaining in the area himself. 
They are also occasionally 

used for blackmail purposes, 
capturing indiscretions that 
the instigators would rather 
not become public knowledge. 

As the mirror has no auditory 
capability, Spot is an invaluable 
skill when using this device to spy 

upon others' conversations. 
Strong divination; CL 13th; Craft 

Wondrous Item, clairaudience/clairvoyance, 
planeshift; Price 40,000 gp; Weight 40 lb. Author: 

Johnathan M. Richards and Matthew Sernett. Source: #319. 
Obi of the White Lotus Master: Constructed of the 

purest silk and delicately decorated with masterful 
brushstroke representations of lotus petals, the obi of the 
white lotus master is reputedly the belt worn by a master 
warrior-philosopher before he attained Perfection. 
Anyone of lawful alignment wearing the obi receives a 
+4 armor bonus to Armor Class. 

If worn by a monk, this item reveals its true nature. 
When tightened around the waist of a lawful neutral 
character with the unarmed strike ability or Improved 

Quiver 
of Plenty 



Unarmed Strike feat, the obi enhances its wearer's 
perception, allowing her to see her opponents' 
intentions and granting her the opportunity to counter 
or avoid attacks. This effect causes any foe to suffer a 
20% miss chance when attacking the wearer. If the obi 
of the white lotus master's wearer is denied her Dexterity 
bonus, she cannot make use of the obi's enhancement 
of perception, and the obi only provides its +4 bonus to 
Armor Class. 

Faint abjuration; CL 3rd; Craft Wondrous Item, mage 
armor, owl's wisdom; Price 48,000 gp; Weight 1 lb. Author: 
Keith Strohm. Source: #325. 

Quiver of Plenty: Crafted by Nestaril the Undying, 
one of the most venerated elven wizards of a previous 
age, these rare quivers are prized by those who own 
them. Although elves of ancient and noble 
lineage occasionally inherit a quiver 
of plenty from their forefathers, 
most of these items were destroyed 
long ago. Until recently no sage 
could duplicate these valuable 
magical items. 

Quivers of plenty are frequently 
made from leather of rich 
browns and verdant greens. 
At a foot long and about half 
as wide, the face of a quiver of 
plenty is a work of art, covered in 
resplendent reliefs representing 
images of the natural world, such 
as monkey-filled glades, packs 
of animals, or ancient deities of 
nature. Aside from its rich coloration 
and wonderful design, the quiver is 
otherwise like any other: A simple 
leather strap allows its owner to 
attach it to his back or waist. 

A quiver of plenty provides its owner 
with a limitless supply of various types of masterwork 
arrows. Whenever the owner reaches into the quiver of 
plenty his mental desire causes it to instantly create 
an arrow of the desired type that remains in existence 
long enough to fire. The quiver of plenty can create 
an infinite number of wooden arrows, steel-tipped 
arrows, silver-tipped arrows, and cold-iron-tipped 
arrows. It can also create five adamantine-tipped 
arrows each day. If the quiver's owner drops, hands 
off, or otherwise lets go of a created arrow in a way 
that isn't firing it from a bow, the arrow disappears. 
All arrows created by a quiver of plenty dissipate into 
nothingness immediately after they strike a solid 
object (whether the intended target or not). 

Strong conjuration; CL 9th; Craft Wondrous Item, 
major creation; Price 18,000 gp; Weight 1 lb. Author: 
Richard Farrese. Source: #328. 

Requiem Jar: This tonic of black sludge is typically 
encased in a barrel-shaped bronze receptacle, around 
which hangs a chain with a blank plaque. To use this 
tonic, it must be poured into a corpse's mouth. From 
there it magically works its way through the body, 
causing the corpse to deteriorate at an incredible 
rate. In 1 round all remnants of the corpse's flesh and 
blood dissolve into dust. In 2 rounds the creature's 
bones or exoskeleton completely crumble and in 3 
rounds the resulting dust magically whirls up and 
flies into the empty container formerly housing the 
tonic. On the previously blank plaque the creature's 
name magically appears. This magical process ensures 
three things: the creature's remains are obfuscated 
from searching parties, a raise dead or resurrection 

spell cannot revive the dead creature, and 
the assassin has portable proof of the 
victim's demise. The remains in the 

jar are sufficient for a resurrection 
spell should they be emptied out. 

Living creatures that drink 
the fluid within a requiem jar are 
not affected by its magic, but are 
sickened for 1 hour. 

Faint evocation; CL 
3rd; Craft Wondrous Item, 
disintegrate; Price 3,300 gp; 

Weight —. Oliver Diaz and Robert 
J. Hahn. Source: #330. 

Robe of the Burning Serpent: 
Clerics of Apep use white robes with 

depictions of flaming serpents to 
identify and reward the serpent god's 

faithful followers. The robe of the burning 
serpent looks like such a robe, but the 
serpents are woven with golden thread. 
Once per day, the wearer can change 

herself into a yuan-ti abomination per the 
polymorph spell for 10 minutes. 

Robes of the burning serpent are created only for the 
most devout servants of Apep and punish any unfaithful 
who try to wear them. If a person of good alignment 
dons the robe, she takes 1d4+10 points of fire damage 
every round until she removes the robe. If a person of 
evil alignment wears the robe, the flaming serpents 
glow briefly, signifying to others that she is indeed a 
true follower of Apep. 

Moderate transmutation; CL 10th; Craft Wondrous 
Item, fire trap, polymorph, creator must be of evil 
alignment; Price 40,000 gp; Weight 1 lb. Author: Kevin 
Hamilton. Source: #325. 

Rose of Kings: A rose of kings is an ornately sculpted 
chalice of copper—or rarely, wood—in the form of a 
beautiful rose. The twelve petals of the flower make up 
the bowl, and the stalk of the rose is the stem of the 



vessel, which bears a single thorn. Most of these items 
are in the hands of kings and high priests, who often 
use them to interview potential advisors and allies. 

If the bowl of the rose of kings is filled with wine, the 
single thorn begins to glow with a dull green radiance. 
Anyone touching the thorn takes 1 point of damage. 
Each time the thorn is touched, one petal of the rose 
also glows. 

If creatures pricked by the thorn drink from the rose, 
they become unable to lie to each other for 1 hour. All 
those who drink from the cup immediately become 
aware of its properties. They can freely lie to individuals 
who have not drunk from the rose but are temporarily 
prevented from telling even the slightest falsehood to 
their fellow drinkers. Creatures affected by the rose are 
not compelled to speak. 

Faint enchantment; CL 3rd; Craft Wondrous Item, 
zone of truth; Price 10,000 gp; Weight 1 lb. Author: Owen 
K.C. Stephens. Source: #289. 

Sand of Set: A small 'black bag with pictures of 
entwined snakes woven into the fabric contains the 
sand of Set. Clerics sift through piles of sand and chose 
only the finest, darkest sand to bless in the name of 
Set. When a user tosses a handful of the sand of Set 
onto the ground within 5 feet of herself, 1d4+1 medium 
vipers (see the Monster Manual) appear and follow their 
creator's mental commands. The vipers remain for 7 
rounds or until destroyed. The bag contains enough 
sand for three uses. 

Moderate conjuration; CL 7th; Craft Wondrous Item, 
summon nature's ally IV; Price 4,200 gp; Weight —. Author: 
Kevin Hamilton. Source: #325. 

Scorpion Bracers: Scorpion bracers are made from 
the shells of giant desert scorpions. Clerics of Set use 
ancient ceremonies to magically infuse these bracers 
with power, giving the wearer a +5 resistance bonus on 
Fortitude saves against all poisons. 

Moderate abjuration; CL 10th; Craft Wondrous Item, 
resistance; Price 3,000 gp; Weight 1 lb. Author: Kevin 
Hamilton. Source: #325. 

Scout Goggles: A magic item traditionally made in 
pairs, a set of scout goggles consists of at least two pairs 
of identical goggles. Each pair has two clear lenses that 
fit over the eyes and are held in place by a leather band 
securing them to the head. A pair of scout goggles is 
activated by command word; once triggered, anything 
viewed through that pair of goggles is also sent to the 
other pair (or pairs) in the set, allowing other wearers to 
see what the transmitting user sees. Most commonly, 
whoever normally takes "point" in a scouting mission 
activates her pair and allows other party members 
(those who have a pair of scout goggles from the same 
set) to see through her eyes. This allows the rest of the 
party to know if she gets into trouble while separated 
from the group. 

Each pair of scout goggles has two command words: one 
to send visual information to the other goggles in the set, 
and a second command word to receive such information. 
When one pair is triggered in "transmit mode," it sends 
a mental signal to the wearers of the other goggles in 
the set that information is ready to be received, then 
each user must activate her goggles in "receive mode" 
to see through the other goggles. A single pair of scout 
goggles cannot both send and receive visual information 
simultaneously. Repetition of the same command word 
"shuts oft" the scout goggles. Transmission occurs over any 
distance but not across planes. 

A person using a pair of scout goggles to see what 
the transmitting wearer sees becomes susceptible 
to any gaze attacks or visual-based spells that might 
affect the transmitting wearer. For instance, if a 
transmitting wearer encounters a medusa, she must 
make a Fortitude save to prevent being petrified, and 
so must anyone else currently tapped into her pair of 
scout goggles. Each individual makes her own saving 
throw in such instances. 

A person with scout goggles in transmit mode 
automatically grants anyone else wearing a set in 
receive mode a +2 circumstance bonus on their Spot 
checks to notice something the transmitting member 
has already spotted herself (perhaps a hidden guard or 
the tripwire to a trap). A person wearing scout goggles in 
receive mode can see both what they can normally see 
at their location and what the transmitting scout goggles 
see without being disoriented. 

A set of scout goggles works only with the other goggles 
in its own set. Additional goggles can be made and 
joined to an existing set, but only if all other pairs are 
present during the creation of the new pair, allowing 
them all to be attuned together. 

The creation information is for a single pair of 
scout goggles. 

Faint divination; CL 5th; Craft Wondrous Item, 
clairaudience/clairvoyance; Price 15,000 gp; Weight —. 
Author: Johnathan M. Richards and Matthew Sernett. 
Source: #319. 

Shell of Amplification: This is a 7-inch-long conch 
shell with a hole at the point. When the command word 
is spoken, sounds made near the hole become audible 
and clear to all creatures who can hear (not deaf or within 
the area of a silence spell) within a 200-foot-radius spread. 
This negates any negative circumstance modifiers to 
Perform checks due to noise or poor acoustics and allows 
a speaker or singer to be heard clearly even in the midst 
of calamity. In addition, when a bard uses the fascinate 
ability through the shell, it increases the range of that 
ability to a 200-foot-radius spread and negates the need 
for the creature to see the bard or the bard to see the 
creature. Allies the bard sees and designates can be 
considered immune to his use of the fascinate ability. 



Moderate transmutation; CL 7th; Craft Wondrous 
Item, message; Price 7,000 gp; Weight 1 lb. Author: S. 
Deniz Bucak. Source: #317. 

Silver Collars of Adentrius: Silver collars of Adentrius 
prevent vampires from turning into their gaseous 
forms. When a collar is hurled at a vampire or vampire 
spawn, it expands and fits onto the undead creature on 
a successful ranged touch attack. The collar grips the 
vampire tightly, and the vampire is magically prevented 
from assuming gaseous form until the user speaks the 
command word to release it. The vampire or vampire 
spawn can break (and ruin) the collar with a successful 
DC 30 Strength check or escape with a successful DC 30 
Escape Artist check. 

If a vampire is reduced to 0 hit points while wearing 
the collar, the vampire is instantly destroyed. 

Moderate transmutation; CL 10th; Craft Wondrous 
Item, gaseous form; Price 7,250 gp; Weight 3 lb. Author: 
Joseph R. Terrazzino. Source: #288. 

Snake Charmer: The original snake charmer 
instruments were double-reed talimbas from a distant 
land. As knowledge of the instruments spread, the 
enchantment was applied to other instruments, and 
now snake charmers come in a variety of instruments. A 
snake charmer adds a +10 bonus on Perform checks when 
the bard using it tries to fascinate reptilian creatures 
(including creatures of the dragon type). This stacks with 
the +2 bonus for playing a masterwork instrument. 

Faint enchantment; CL 3rd; Craft Wondrous Item, 
enthrall; Price 1,100 gp; Weight by instrument type. 
Author: S. Deniz Bucak. Source: #317. 

Spider Masks: Found only in the possession of high-
ranking clerics of Lolth, these masks grant great power, 
but they extract a terrible price upon the wearer. Once 
donned, the mask fuses itself to the wearer's face and 
cannot be removed short of use of a limited wish, miracle, 
or wish. Even if the mask is successfully removed in this 
manner, the wearer must make a DC 25 Fortitude save or 
be instantly killed by the fury of Lolth. Seeing such a mask, 
most drow immediately treat the wearer with a great deal 
of respect. There are three known types of masks: 

Black Widow: This mask is midnight-black, with the 
distinctive red hourglass shape of the black widow 
spider located on the forehead. Unlike the other masks 
listed here, the wearer's mouth is visible, although it 
looks like he possesses huge, spider-like fangs. Eight 
small spider eyes are scattered evenly on the mask's 
surface. The wearer gains the following abilities: 

• +4 profane bonus on Listen, Move Silently, Search, 
and Spot checks. 

• Cause fear at will as if cast by a 15th-level sorcerer. 
• The wearer gains the ability to make a single bite 

attack each round. This bite deals ld8 damage and 
poison (DC 18 Fortitude save; initial and secondary 
damage 3d6 Constitution). 

Brown Recluse: This dull brown mask completely 
covers the wearer's head, with only eight black eyes and 
two huge hairy fangs breaking the surface. The wearer 
gains the following abilities: 

• +4 profane bonus on Spot and Listen checks. 
• Jump and spider climb at will. 
• The wearer gains the ability to make a single bite 

attack each round. This bite deals ld6 damage 
and injects a terrible poison that begins to rot the 
wearer's flesh (DC 18 Fortitude save; initial and 
secondary damage 2d6 Constitution). 

Phase Spider: This mask resembles that of a phase 
spider: white and blue, with eight silvery white eyes. The 
wearer gains the following abilities: 

• +2 profane bonus on Spot, Search, and Listen checks. 
• The wearer gains the ability to make a single bite 

attack each round. This bite deals ld6 damage and 
poison (DC 13 Fortitude save; initial and secondary 
damage ld6 Constitution). 

• As a move action, the wearer can shift from the 
Ethereal Plane to the Material Plane. Shifting back 
to the Ethereal Plane also takes a move action. The 
ability is otherwise identical to the ethereal jaunt 
spell as cast by a 9th-level cleric. The wearer can 
shift between the planes at will. 

Strong necromancy; CL 15th; Craft Wondrous Item, 
jump, poison (brown recluse); Craft Wondrous Item, ethereal 
jaunt, poison (phase spider); Craft Wondrous Item, cause 
fear, poison (black widow); Price 37,840 gp (brown recluse), 
115,440 gp (phase spider), 56,150 gp (black widow); Weight 
—. Author: Eric Cagle. Source: #298. 

Spy Glass: A spy glass appears to be a small, 1-ounce 
tumbler of delicate crystal or quartz with a gold-edged 
rim. Despite its fragile appearance, a spy glass is actually 
as strong as steel. Designed as a tool of espionage, 
attempts to detect the magic of a spyglass are interfered 
with by a permanent Nystul's magic aura. 

The powers of a spyglass do not become apparent until 
the glass is placed against a wall. When this is done, the 
glass acts as a simple scrying device, allowing anyone who 
looks through the glass to see through the wall. This power 
functions only when the glass is placed against a wall. It 
cannot be used to look through floors, tables, ceilings, 
trees, or anything other than a constructed or carved 
wall. Because of the ease with which such an item can be 
misused, spyglasses are outlawed in some kingdoms. 

Moderate divination; CL 5th; Craft Wondrous Item, 
clairaudience/clairvoyance; Price 16,000 gp; Weight 3 lb. 
Author: Owen K.C. Stephens. Source: #289. 

Sylvan Cloak: Originally created by a dryad sorcerer, 
many sylvan races fighting to preserve their woodland 
homes favor these cloaks. Elves and their allies possess 
the majority of these magic garments. 

A sylvan cloak is mottled green in color with oak leaf 
designs in brown and gold running along its length. 



Sylvan 
Cloak 

Heavy fabrics, such as burlap and wool, make up the 
cloak and a number of magical enhancements ensure 
that it never catches on branches or underbrush and 
that it faintly smells like a forest after a heavy rainfall. A 
copper brooch in the shape of an acorn gathers the cloak 
at the neck. 

Anyone who wears a sylvan cloak gains a +4 bonus 
on Escape Artist checks and a +4 bonus on Fortitude 
saves made to resist the effects of extremely hot or cold 
environments. Creatures tracking a character wearing a 
sylvan cloak by scent take a -10 penalty on their Wisdom 
or Survival checks while tracking him through heavily 
wooded areas. This effect of the cloak does not inhibit 
trackers in any nonforested environment. 

Faint transmutation; CL 5th; Craft Wondrous Item, 
pass without trace; Price 11,500; Weight 1 lb. Author: Kieran 
Turley. Source: #326. 

Sylvan Cloak, Greater: Gifted to the staunchest of 
nature's defenders by members of fey and elven royalty, 
these heavy garments conceal far greater powers than 
their worn, simple appearances belie. Superficially 
appearing as sylvan cloaks, these magic items grant 
all of a sylvan cloak's abilities, as well as the ability for 
their wearers to tree stride, as the spell, once per hour. 
Additionally, a wearer can also animate a tree as per 
the liveoak spell once per day. 

Moderate transmutation; CL nth; Craft Wondrous 
Item, liveoak, tree stride; Price 153,360 gp; Weight 1 lb. 
Author: Kieran Turley. Source: #326. 

Thespian's Mask: Sometimes called a "performer's 
face" or "actor's visage," each of these fascinating masks 
is a unique and intricate work of art. Fashioned by the 
greatest elven artists of the modern age, no two thespian's 
masks are alike. 

A thespian's mask is carved from the finest ivory and 
then painted to resemble the face of a humanoid 
creature. Depending on the whim of the artisan creating 
it, a thespian's mask might, for example, bear a fearsome 

orc warrior's visage, the fair skin of an elven maiden, 
or the face of an old human sage. 

When worn, the mask merges with its owner's 
face, changing his features to match those of the 
humanoid creature depicted upon it. The change 
affects the wearer as the spell disguise self, but 
it only changes the wearer's appearance to 
match that of the face the mask was crafted 
to depict. For example, a thespian mask in the 
form of a fair-skinned elven maiden would 
disguise its wearer—including clothing 
and equipment—as an elven maiden and 

nothing else. This ability remains in 
effect for as long as the mask is worn. 

Faint illusion; CL5th; Craft Wondrous 
Item, disguise self, Craft (sculpting) 
10 ranks; Price 3,000 gp; Weight —. 

Author: Richard Farrese. Source: #328. 
Tiara of Bast: Gold headpieces with various sizes of 

inlaid carnelian stones, these tiaras allow clerics of Bast 
to keep watch over her domain. When someone of good 
alignment wears the tiara, he can speak with any feline 
animal as if having cast speak with animals. In addition, 
once per day the user may influence a feline animal as 
per the spell charm animal. 

Faint enchantment; CL 3rd; Craft Wondrous Item, 
charm animal, speak with animals; Price 8,000 gp; Weight 
—. Author: Kevin Hamilton. Source: #325. 

Vampiric Goblet: A vampiric goblet always appears to 
be a finely crafted chalice of precious metal, usually 
platinum or gold. Twenty-four clear crystals are set 



around the bowl of the goblet with a rune of a dagger 
etched above each. 

The runic daggers in the goblet can be made to glow 
using a command word, which is never written anywhere 
on the goblet. Anyone who drinks from a vampiric goblet 
without speaking the command word takes 1 point of 
damage. Each hit point stolen by the goblet causes one 
crystal to turn ruby red. Once all twenty-four crystals 
are red, the goblet stops draining hit points. 

If a second command word is spoken right before 
drinking, one of the crystals glows red, the person sipping 
from the goblet regains 1 hit point of damage, and the red 
crystal becomes clear once more 
If the drinker is uninjured, the 
hit point is lost. 

Moderate conjuration; CL 
5th; Craft Wondrous Item, cure 
moderate wounds; Price 8,100 
gp; Weight 1 lb. Author: Owen 
K.C. Stephens. Source: #289. 

Ventriloquist's Mouthpiece: 
The ventriloquist's mouthpiece 
is a small golden tube about 
an inch long and one-eighth 
of an inch in diameter. It fits 
comfortably under the tongue 
when the performer is speaking 
normally and can be placed 
between the teeth (with the 
mouth closed) as a free action. It 
allows the performer to cast his voice 
as per the ventriloquism spell at will as a 
free action. 

Faint illusion; CL 3rd; Craft Wondrous Item, 
ventriloquism; Price 6,000 gp; Weight —. Author: S. Deniz 
Bucak. Source: #317. 

Vestment of Judgment: Holy garb created in the 
name of Anubis, vestments of judgment are black with gold 
trim and depict in gold thread the scales of judgment 
on the front and two jackals facing away from each 
other on the back. After a person of good alignment 
wears the vestment for thirty days, she is able to use it 
to cast true resurrection once per month. If a person of 
evil alignment dons the vestment, he must make a DC 
16 Fortitude save each round or contract mummy rot 
(Monster Manual, page 190). 

Strong conjuration; CL 17th; Create Wondrous Item, 
contagion, true resurrection, creator must be of good 
alignment; Price 95,000 gp; Weight 1 lb. Author: Kevin 
Hamilton. Source: #325. 

War Mug of the Ogre Magi: This unusual item is 
a tall and heavy flagon usually of steel or bronze. It 
weighs 5 pounds and is designed for a larger than 
human-sized hand. A quart of liquid can be poured 
into the mug without quite reaching its brim. Even 

when the mug is filled to capacity, its magic properties 
prevent any material from accidentally spilling out of 
it, no matter how much the mug is jostled, moved, or 
tipped. Drinks remain safely within the vessel unless 
lips touch its rim. 

The true magic of a war mug of the ogre magi does not 
become obvious until it is used to strike someone. The 
mug is then revealed to be a simple weapon of some 
potency, striking for 1d6+2 points of damage. The mug 
also provides a +2 enhancement bonus on attack rolls 
made with it. All damage done by the mug is nonlethal 
damage. The mug is a favored weapon in barroom 

brawls, allowing its wielder 
to knock out opponents 
without worrying about 
killing them—or spilling 
his drink. 

Moderate transmutation; 
CL 5th; Craft Magic 

Arms and Armor, Craft 
Wondrous Item, greater 
magic weapon; Price 8,315 
gp; Weight 3 lb. Author: 

Owen K.C. Stephens. 
Source: #289. 
Z'henra's Tools: Z'henra 

was a drow torturer whose 
skill reached legendary 

proportions. She specialized 
in the extraction of information 

from mind flayers, considering 
them the most challenging of races to 

break. Over time, she created a series of 
magic implements of torture to help her crack 

through the most difficult wills. 
The kit contains hooks, scalpels, barbs, razor-

sharp tongs, and other sinister items, all of which are 
made of polished silver. The tools have an unusual 
activation: They must be placed one by one in front 
of the victim who has to be able to see them. After all 
of the tools have been placed, the torturer is then free 
to pick them up and use them on the victim. Z'henra's 
tools grant a +10 profane bonus on Intimidate checks 
during the course of the torture session. Once per 
day, the tools can generate a zone of truth as if cast by 
a 12th-level cleric. Curiously, this ability can only be 
activated after 1 full hour of torture with the tools 
has been performed. Sages speculate that Z'henra 
built in this safeguard in case the subject proved too 
difficult to break through conventional methods, 
and they remain convinced that the ability was 
rarely used. 

Strong enchantment; CL 12th; Craft Wondrous Item, 
zone of truth; Price 8,640 gp; Weight 5 lb. Author: Eric 
Cagle. Source: #298 

Thespian's Mask 















































































































































































































M
agic items. Heroes of so man y
worlds rely upon them . Rings ,
potions, weapons, armor, an d

countless other trinkets provide
these adventurers with the means
to survive against incredible odds .
Heroes rely upon magic item s
because such Ireasures are so reli-
able . Spellcasters have so finely
tuned the art and craft behind their
creation that few think twice before
using an enchanted sword take n
from the battlefield . Certainly, craft-
ers sometimes make mistakes, bu t
more often a faulty item turned
out exactly as its crafter intended :
warped and cursed .

$RRO OF BURSTING

This arrow's shaft has
numerous shallow
carvings of flames running
from its black, wrought-
iron tip to its red, orange ,
and yellow retching .
Disguised by a :Nystul 's

magic aura to appear as a
+s arrow (DC au Will save to
disbelieve, if you cast ident i.bt on
it), this arrow explodes in a fiery
burst when nocked and drawn ,
burning the archer and cutting
the bowstring. It deals ad6 point s
of fire damage (DC IS Refle x
save fin- half). Failing the sav e
snaps the bowstring, which mus t
be replaced . A severed bowstring
requires z round to replace .

Faint evocation ; CT . 5th; Craft
Magic Arms and Armor, burning
hands, Nysta l 's magic aura ; Price moo
g p ; Weight - .

GHOST MflHTI f

An old gray cloak, tattered and
musty, the ghost mantle bears a
clasp in the form of an elongated ,
screaming ghostly face . The mantl e
grants its wearer many of the quali-
tics and abilities of a ghost .

Once the clasp is done, the weare r
(and all of his equipment) become s
incorporeal . He also gains the mani-
festation ability, horrific appearance ,
and corrupting touch attack, as per

the ghost template (see page 7 1 7 o i l h e
Monster Manual) . The ghost mantle's
wearer also gains the same immu-
nity to eftcets that require Fort save s
as a crealure w•i t :h the undead type .
In exchange fine this power, though ,
the mantle slowly feeds off of the
wearer's life force .

Immediately upon donning
the ,ghost mantle the wearer suf-
fers i point of Constitution
drain, and he takes an additiona l
1 point of Constitution drai n
every round thereafter until slain
or he removes the mantle . Th e
man-He hides this damage fro m
the wearer, although he can mak e
a DC 20 Wisdom check to realiz e

this weakening. If the wearer 's
Constitution score reache s

o while wearing th e
ghost mantle (whethe r
from the mantle's
drain effect o r
from another
source), he ghos t

mantle imme -
diately teleport s

idiot miles in a
random direction

(it . never appear s
within a solid object) .
An hour later, the slain
wearer becomes a cha-
otic evil ghost who can-
not he laid to rest unti l
the cloak is destroyed .

Strong necromanc y
and transmutation ; C L

77t.h ; Craft Wondrous
Item ; create greater

undead ; Price roo,oo o
gp; Weight lli .

MH OF TH E

A beautiful mask sewn
together from the petal s
of brightly colored flow-

ers, this item surround s
its wearer's face with a

feathery sunburst .
When first donned the mas k

simply surrounds the wearer's face ,
molding slightly to fit comfortably .

The wearer can still remove th e
mask simply by pulling it away unti l
the sun's rays alight upon it . Onc e

the sun touches it, the mask bonds
with the wearer's face, becoming a
part of it, and can only be remove d
will] a success fin break enchantment,
miracle, remove curse, or with . An y
attempt to remove the bonded mask
other than casting the aforemen-
tioned spells deals 1d6 points o f
damage to the wearer.

Once the mask has bonded to hi s
face, whenever the wearer is in natural
sunlight the mask seems to draw in
the sun's power . This fills the wearer
with a sensation of warmth, fulfill-
ment, and personal strength, grantin g

a +4 enhancement bonus I o Charisma .



Once bonded and away from th e
natural sunlight:, however, the l.a'u e

horror of the mask becomes appar-
ent . If deprived of the sun's light, th e

wearer feels lethargic, tired, and old.

In this condition, the mask 's wearer

loses the +4 enhancement bonus t o

Charisma, and instead suffers a -G
penalty to her Charisma .

Moderate irarasraautation; CL 8th ;
Craft Wondrous Item, hestow curse ,
eagle 's splendor; Price zo,ooo gp ;

Weight i lb .

RIH Of BRfflIHIKG WRTf R

This ring is made of polished pin k
coral with images of leaping fish
encircling the band .

The rieu rf'hreutlairay water grant s
the wearer unlimited use of wate r
breathing while he remains under -
water. Upon returning to th e
surface, however, the weare r
quickly discovers that h e
can no longer breath e
air . I Ie can remain above
water fin' as long as h e
would have previousl y
been able to hold hi s
breath underwater befor e
the ring 's curse (sec the rule s
for drowning on page 304 of th e
DUNGEON MASTER 'S Guide). Once wor n

underwater, a remove curse spell i s
required to remove the ring.

Moderate transmutation ; Cl . ath ;
Forge Ring, freedom of movement, wate r
breathincl ; Price 6,ooo gp ; Weight :

ROD Of 11NIMHTfD Dffl D

Made of a humanoid femur, this ro d
bears a skeletal hand at one end, th e
fingers grasping the end with the rod
pressed into the hand's palm . A ro d
of animated dead allows the wielder t o
cast animate dead, affecting all corpse s
within a io-foot burst, centered on th e
rod's bearer, up to five times per day .
With each activation the rod animate s
up to ro Hit Dice of skeletons or zom-
bies, beginning with those corpse s
closest to the rod 's wielder .

I.n ibrI:un at.e ly for the wielder,
undead animated using the ro d
are not under his control and

immediately attack any living creatur e
nearby-with the wielder of th e
rod attacked in preference over al l
other targets. Rod-animated undea d
otherwise act as normal undead .

Moderate Necromancy; CL 5th ;
Craft. Rod, animate dead ; Price 24,00 0

gp ; Weight 2lb .

ROD Of DROWN S

This rod looks exactly like a rod of
enemy detection, and any attempt t o

determine its nature reveals it a s

such . The rod even tangentially acts

as a rod of - enemy detection, pulsing an d

pointing in th e
direction of creature s

hostile to its bearer.
However, when the wielder con-

centrates for a full round in a n
attempt to pinpoint an enemy o r
learn how many enemies are nearby,
the rod of delusions reveals its tru e
nature. At the end of the full-roun d
action the wielder must succeed a t
a DC 19 Will save or become delu-
sional . A delusional character per-
ceives numerous enemies aroun d
her . Ghosts linger just beyond th e
walls, illusionists whisper spells o f
deceit just around the corner, an d
worst of all, doppelgangers imper-
sonate her fellow adventurers! Thes e
delusions cause a wielder who fail s
her Will save to attack the creature s
nearest to her, typically her allies . She
continues to attack nearby creature s
until either they are all killed, sh e
falls unconscious (or is killed), or al l
visible targets leave her line of sight.

At that time she becomes fatigue d
and breaks free of - Lhe delusions, real-
izing with horror what she has done .

In combat, the rod of- delusion s
functions as a +a light mace. If unde r
the effects of the rod 's delusions . the
wielder uses it in combat to attac k
nearby targets even if she has a bet -
ter weapon or has no proficiency
with a mace .

Strong enchantment CL : loth ; Craft

Rod, confusion, true seeing ; Price zo,onn
gp; Weight 4 lb .

SINK 1011H STO!lf

Specifically designed to slowly ren-
der spellcasters powerless, this ston e
is disguised to look like any other

known inn stone . When set i n
orbit about the head, the use r

hears twenty drunken voice s
loudly singing a bawdy
drinking song over and ove r
again, a cacophony only h e

can hear. The mental cho -
rus is enough to disrupt th e
concentration of even th e

most resolute spellcaster. When
attempting to cast a spell the victi m
must first succeed at a Concentra-
tion check (DC ac + spell level) . I f
the victim fails this Concentration
check, he automatically loses the
spell, he was casting. Attempts t o
use a skill not based on Strength o r
Constitution increases the DC of th e
skill check by +1o, due to the con-
stant distraction . The victim canno t
take to or take ao on any skill while
under the effect . of this item .

Dispel rna,gic and protection from evil
suppress the song for r minute pe r
caster level . The song otherwise rolls
on endlessly in the victim's mind, eve n
during sleep. Because of this constan t

noise, anyone afflicted with a sinning

tom stone must succeed at a DC 1 6

Fortitude save in order to get any rest .

If he fails that save he gets no rest an d
can neither prepare new spells no r
regain spell slots .

At tempts to remove tine stone b y
physical force cause the stone to freeze
in place and emit a piercing wail tha t
deals rid points of sonic damage to



every creature within 30 feet an d
deals rd6 points of intelligence dam -
age to the stone' s victim. A break
enchantment, miracle, remove curse, or
wish spell allows for the safe remova l
of the stone .

Moderate evocation ; CL rzth ; Craft
Wondrous Item, shout; Price 12,ooo gp ;
Weight - .

SFfll.BOOI( OF DISSOLUTION

When one ofthese onerous tomes i s
first found, it appears to be a perfectl y
normal empty spel f hook . A Nystul's
magic aura spell masks the book's ter-
rible magical secret.

Whenever a wizard scribes a spell int o
a spellbook of dissolution, the spell scribe d
within becomes unreadable gibber-
ish that even the wizard who scribed i t
cannot understand . The garbled spell s
resist any attempt at deciphering them ,
as if of tno high a level fnr the reade r
to understand . Decipher Script check s
automatically fail, as do any attempts
to read magic. Even a wish cannot reveal
what the text means (as it is ultimately
magically shrouded complex gibberish) .

The garbling process takes 2 hour s
per level of the spell inscribed (a o -
level spell requires only i hour), an d
begins as soon as the spellbook i s
closed after the wizard first inscribe s
the spell . In addition, if the book i s
left in contact with another spellbook ,
the spells within the other tome begin
to garble at the same rate, beginning
with the lowest-level spells first . Thi s
process is halted whenever the othe r
spellbook is moved away from the
spellbook ofdissolution .

Moderate transmuta-
lion ; CL 7th ; Create

Wondrous Item, secret page ; Price 6,25 o
gp ; Weight 3 lb.

flLK9KK STflff

Made of ash or oak, this 6-foot-lon g
staff bears carvings of several kinds of '
animal tracks running its length, a s
well as other small decorations . On e
end has a hole drilled through it with
a loop of leather passing through th e
hole. A walking staff allows use of th e
fallowing spells:
• Freedom q f movement (i charge )

▪T,unjstri.dcr (r charge )
• Pass without trace (r charge)
• Find the path (z charges)
• Tree stride (z charges)

Recently, walking staffs began mani-
festing a dangerous and sometimes
fatal flaw. Ig or reasons even the wises t
and most experienced druids don't
understand, the forces of nature. hav e
taken a disagreeable view to the use o f
these items. Rumors hint that light-
ning sometimes strikes those druid s
who use these staffs too often . Fvery

time the staffs wielder uses one of th e
staffs spells, there is a 3% per charg e
cumulative chance that she is struc k
by a 5d6 lightning bolt originating jus t
above her head that strikes only her
(DC 14 Reflex save for half) . The chanc e
cannot exceed 95% .
Once a lightning
bolt strikes, the
druid's cumu -
lative chance
of haying

another one strike her is cut in hal f
(but it accumulates as normal). A
specific druid's cumulative
chance. of being struck when
using a walking staffremain s
with her, even if she shoul d
use a different walking staff:

For example, a druid use s
the staff's langstrider spel l
and has a 3% chance of
being immediately struck by
lightning. Assuming light-
ning doesn 't strike, when
she later uses the staffs
tree stride ability sh e
then has a 9% chance of
being struck (3% carrie d
over + 3% per charge of
tree stride) . If the druid
accumulates a 5r% chance
of being struck befor e
lightning strikes, he r
cumulative chance of being
struck drops to 25% . It. l.hen
begins to rise again whenever

she uses a walking staff, even

if it is a different one.
Strong varied; CL r2th ;

Craft Staff,fnd the path,
freedom ofmovement, long -
strider, pass without trace,
tree stride; Price 39,500 gp ;
Weight 4 lb . 0



















W
hether your campaign features th e
lightning rails ofEtsz:xxoN ' s Hous e
Orien . the war sloops Of GREY 13A INK ' S

Scarlet Brotherhood, or simply-the ubiquitous carriag e
and wagon common to nearly every fantasy setting, th e
potential for high-velocity excitement is always presen t
in DUNGEONS DRxGONS. Detailed here are eleven won-
drous conveyances, each of them tricked out, suped up, an d
ready to drive into your campaign . The Arms and Equipmen t
Guide lists detailed rules for fighting on a moving vehicle ,
driving through hazards, and repairing vehicles, but if yo u
do not have access to that text, fear not : the standard corn -
bat rules arc more than sufficient for staging action-packe d
chase sequences .

WONDROUS CONVEYANCE S
Adamantine Carriage : Built to transport dignitaries throug h

potentially hostile urban streets, these carriages :ire reinforce d
with adamantine, giving the carriage 40 hp and hardness 2o .

The carriage is drawn by two heavy horses and travels at a
speed of30 feet when fully loaded, 40 feet when empty.

Price 15, too gp .
Some adamantine carriages are made to protect thei r

passengers from divination spells as per the nondetectio n
spell (DC 16 to break through.) .

Faint abjuration ; CI .5th ; Craft Wondrous Item, nondetee-
lion ; Price 45,5c0 .

Beholder Globe : A deranged gnome necromancer cre-
aked the first beholder rllohr from a hollowed out and pre -
served eye tyrant corpse. One Medium creature or tw o
Small creatures can fit inside one of these preserved husks .
The central eye is replaced by hardened glass so that th e
pilot can see . Outside viewers looking at the bizarre glob e
can likewise see through the central eye window to th e
:pilot operating the orb inside . By squeezing and. twistin g
the bulbs of the various eyestalk roots, the pilot can fire

an eye ray
as a standar d

action and fly the globe at a
speed of', feet (good) as a move action . The eye rays have
a range of 60 feet and a save DC of 15 . The rays are identi-
cal to a live beholder 's rays, although only the fbllowin .g
rays still function in a beholder globe : inflict moderate wounds,
sleep, slow, and telekinesis . Alclienrically treated and innatel y
sturdy, a beholde r ,globe retains much of its natural armor. lt:
possesses AC ao, 65 lip, and a hardness of io ..The globe i s
not. watertight or airtight, although those inside do benefi t
from improved cover (page 152 of the Playe r 's .Handb,pok).

Moderate rtecrnrnaucV anal enchantrn.ent ; CL aitli ; Craft
Wondrous item, inflict moderate wounds, sleep, slow, telekinesis ,
gentle repose ; Price r2o,noo gar.

Chariot of Susrarre: Nunn:ally this item is nothing more
than a weathered sandstone trinket carved to resemble a
chariot, but when activated, it explodes with a clap of thunder,
summoning a flying chariot made of pure flame and a pai r

of fiery horses. ilic. sunrrnone .r and up to five. other Medium
creatures ofbis choice may board the chariot and arc immune



to fire damage fi)r as long as they
remain aboard . hi addition, all weapons

gain the flaming burst special ability s o
long as their wielders are on board .
All other creatures within 1o feet of
the chariot suffer 1d6 points of fire
damage per round. 'Mc chariot ha s
a fly speed of roe feet (perfect)
and an overland speed of 42

miles per hour. After 12 hours ,
the chariot o, f Sustalre reverts t o
its trinket form and cannot
be activated again for
one week, if the
summoner
wishes, h e
may end the
chariot's duratio n

early and detonate th e

vehicle as a delayed blastfireball (dealing
13d6 fire damage with a DC 2c Reflex
save to halve this damage) . This cause s
the chariot to revert back to trinke t
form as if its full 12-hour duration ha d
expired . The chariot is otherwise identi-
cal to a standard double chariot, excep t

that it can carry six people comfortabl y
and both chariot and horses, bein g
made of pure flame, are immune to
weapon damage.

Strong conjuration and evocation; CL
13th; Craft Wondrous Item, delayed blast

, fireball, protectionfrom energy, wind walk;
Price 8c.ooo gp.

Dragonfly Longship: Four gos-
samer wings spread from the sides o f
this elegant longship. The aft trails a
6o-foot-long iridescent blue tail that
terminates in a black bulb . Kings covet
these Fist, and agile ships for their abil-
ity to scout and patrol borders . A drag-

onfly kingship has a fly speed of 6o fee t
(average) and an overland speed of3 o
miles per hour. The tail bulb constantly
secretes acidic goo, and once every 1d 4
rounds the tail can convulse and fling a
ball of acid. Only the Vessel's captain or
his designated gunner may direct the
tail to attack, and doing so is a standard
action . The goo sphere has a range of
200 feet and explodes into a1o-Ibot-
radius burst, dealing 8d6 points of aci d
damage. A successful DC 15 Reflex save
halves this damage . A creature that
fails its save suffers id6 points of acid

damage on each of the following 3
rounds unless it uses a standard action
to rinse off the acid .

Strong transmutation and evoca-
tion ; CL 17th; Craft Wondrous Item ,
fly, limited wish, Me f's acid arrow; Pric e
175,000 gp.

Dune Yacht: A caliph who possesses

a dune yacht has no need for a deser t
stronghold, as his vessel serves as a
formidable mobile base of operations .
Rigged with sails emblazoned with
flames and bright sun motifs, this gal -
ley sails over sand instead of water .
If removed from sand it is unable
to move under its own power, just
as if- a sea-going vessel ran aground .
Dune yachts are stronger than averag e
waterborne galleys, possessing 12o

hp and hardness 8 per 1o-foot sec-
tion of hull . The yacht itself has tire
resistance 5 and it grants this protec-
tion to all those aboard . Furthermore,
every passenger need consume onl y
halithe normal amount of water while
on board. Finally, an efreeti is bound
to the helm of every dune yacht . Once
per week, the efrecti can be calle d
forth to serve the captain of the yacht.
The efreeti understands and follow s
the captain's orders for 1 hour before
departing lithe cfreeti is ever forced
to grant a wish, the dune yacht burns t o
the keel and the efreeti is freed from its
bondage after it grants the wish . Not e
that because of the efreet 's hatred of

servitude, it always attempts to twis t
and corrupt the intent of the wish.

Strong transmutation and conjura-
tion; CL 17th ; Craft Wondrous Item ,
limited wish, move earth, planar binding. ,
resist elements; Price 150,000 gp .

Juggernaut Chariot: This chario t

grants a trample attack (see page 31 6

of the Monster Manual) to the crea -

tures pulling it . The damage don e

by the trample equals the crea -
ture's slam attack (usuall y

a hoof for horses) +
I-1/2 tines thei r

Strength modi -
fier. The chario t

is otherwise
identical to th e

double chariot
listed in the Arms and Equipment Guide .

Moderate transmutation; CL 9th;
Craft Wondrous Item, bul l 's Strength ;

Price ro,ooo gp .
Longship of Dread Shade: This float -

ing derelict shows signs of extensive
decay, with rotting floorboards and gap -
ing holes in its hull. Despite its appear-
ance it is seaworthy, and during the day
it performs just as any other longship.
At night, the iongship of dread shade gain s
a fly speed of4o feet and generates 2 0

zombies or skeletons for a crew, 2 wight
lieutenants, and a spectre first male .
All undead are initially under the corn-
rnand ofthe captain, and they have turn
resistance +6 as long as they remain
aboard . If the undead crew do not slay a t
least one living creature each night., the
captain must succeed at a Diplomac y
check (DC 1 5 plus the number ofnights
since the. last kill) or face a mutiny. Any
remaining undead disappear at sunrise .
A fill] complement ofundead rises each
sunset, even if some were destroye d
the preceding night. Assuming th e
captaincy of a longship of'dread shade can
have serious alignment repercussions.
Each night the crew is allowed to kill ,
the captain 's alignment shifts one step
closer to evil.

Strong necromancy; CI . 1.5t11 ; Craft
Wondrous Item, animate dead, create

greater undead, fly; Price 175,000 gp .
Palanquin of Beguilement: A nobl e

can recline on this curtained litter



and be carried through the city b y
four servants . Anyone. relaxing on a
palanquin of beguilement with a full
complement of four bearers gains a +4
enhancement bonus on Bluff, Diplo-
macy, and Intimidate checks.

Faint enchantment : CT 5tli : Craft
Wondrous Ttem, e fil e's splendor ; ['rice

4, 8 0 0 gp
Smuggler'sWagon: This rustic

transport cart is the bane of taxme n
and border guards everywhere . Perma-
nent illusions cause the cart ' s carryin g
bed to appear empty even when it con -
Laiiis contr :.ihand, refugees, or any othe r
kind of cargo. Someone who actuall y
climbs into the wagon and interact s
with the.. dwcomercd area gets to make
a DC 1 .8 Wi1l save to pierce the illu-
sion.'Ihc wagon is further enchanted
with NystFal1 's• magic aura so that it doe s

not detect as magical . It is otherwis e
identical to the wagon. presented in th e
Arms and Equipment Guide .

None ; CL 13 th ; Craft. Wondrou s
Item, major image, Nystul'.s magic aura,
veil ; Yrice 32,0oo gp.

Sniper's Carriage : This enclose d
brougham carriage has two arrow slits on
each side and a hollow passenger corn-
partinleIlL tl]at : acconlniodates two stand -
ing archers . The archers gain improved
cover against anyone outside the wagon.
furthermore, the carriage is enchanted .
so that its archers ignore the first tw o
range increment : penalties fdr their
weapons. After the second range inere-
ment, range penalties apply normally.
Moderate divination ; CL sth ; Craf t
Wondrous Item, daira.utirnce/clairuoy-
ance; Price ih,oco gp .

Worm Raft :'1'his floating raft is noth-
ing more. than a roiling bed of grubs ,
caterpillars, and worms each the Size
of a grown . man 's arm that magicall y

maintain . the shape of a ao-.fi ot.-by-m-

foot flatbed. raft that can support up
to we) pounds . This disgusting vehicle

travels at a speed of 3o feet per T011nd ,

floating roughly 3 feet above the groun d
at all times and remains level .

	

raft
is directed by spoken command . Like
a carpet offlying, as long as the speaker
is within voice range the raft obeys ,
whether the speaker is standing on th e
rafl or not . In addition to directional
movement, the raft can be commande d
to disperse into swaru.il form once per
day. In swarm fvnn, it cannot carry any-
thing and ceases to act as a vehicle, but
it gains all the properties of a centiped e
swarm (see page 2238 Of the Monste r
Manual). The raft can remain in thi s
form for up to r hour before ret~'arnirng
to raft form. In raft iorni, thevemin i
vehicle has 31 . hp, but gains hardness
10 . If kilted -in either form, the raft is
destroyed . The raft heals .4 hp per day
until it reaches its maximums of 3 i hp.

Strong conjuration, CL 9th ; Craft
Wondrous Item, insect plague; Price

2o,aoo gp . 6~.
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and mythology brim with tales of -
charms, philters, amulets, and ritu-
als to help ward off the influ-

ence ofthe supernatural .
Garlic, holy symbols, an d
mirrors help against vam-
pires and wolfsbanc pro-
tects against werewolve s
and their ilk. Thes e
items warded peopl e
against the fear of th e
unknown and protude d
a measure of security in a dangerous
and mysterious world . As these talc s
spread, more :and more items were
added to the list ofclhtrrns agains t
the supernatural .

In .D D these horrors pose an all-too-real threat Lc) bot h
hearty adventurers and lowly peasants alike . With such mon-
sters lurking about the power to combat evil becomes eve n
more necessary, especially for those who cannot afford magic.
Thus, people turn to alchemical and natural charms for aid .
From major cities to tiny, isolated villages, the common folk us e
these items to ward against everything from diseases to devils .

RULES FOR VULNERABILITIES
Alchemical charms are nomnagical items that protect thei r
wearer from certain creatures and creature types . Charm s
protect the bearer by using a substance that harms or sup -
presses a creature 's power . 'these creatures are considered

vulnerable to the substance .
Creatures are vulnerable to

any substance that repulse s
them or bypasses their dam-

age reduction. If multiple
substances can overcom e

a creature's damag e
reduction, that crea-
ture is vulnerable t o

charms of any material
that overcomes its dam-

age reduction-unless both
are required to overcome it s

damage reduction (instead o f
one or the other) . For example, a

bearded devil has damage reductio n
5/silver or good, making it vulnerable to either silver o r
good . A more powerful creature like a horned devil, whic h
has damage reduction rofgood and silver, is only vulner-
able to a charm that is both good and silver .

TYPES OF ITEM S
These items are divided into two groups : charms and
draughts . Small amulets used by common talk to driv e
off certain creatures, charms are used to perfiarrri a touch
attack against vulnerable creatures, causing theme Lo bur n
and blister in response to the contact . They are not consid-
ered magical itc .nas, however, and thus do not take up a n
item. slot . Charms must be drawn like any other weapo n
and boil away into nothingness when successfully used .



This article presents a straightforward vulnerability system which requires littl e
integration to use with existing monsters . If a monster has the appropriat e
damage reduction, then it is vulnerable . DMs wishing to add more flavor to

their world can assign these vulnerabilities to creatures without damage reduc-
tion . For example, cold iron traditionally harms fey, but the weaker varieties lac k
damage reduction . Feel free to assign the cold iron vulnerability to all fey, o r
assign one of the existing vulnerabilities to some other creatures. This articl e
only uses substances and properties that already exist in the D8rD rules; how-

ever, DMs are encouraged to add other vulnerabilities. Simple things like fire ,
salt, or other exotic components-like the hair of a chimera-can all serve t o
add a unique flair to the campaign world when used as the basis for charms .

Ite m
Anti-disease tonic

Cost
100 • .

Weigh
-

lb .1Charm, axiomatic anarchic
Charm, cold iro n
Charm, combination

30 g p
30 • .
40

1 lb .
lb .1

Charm, • arlic
g p

5 • . 1.

	

lb .
1 lb .Charm, holy/unhol y

Charm, silver
30 gp
30 : I lb .

Draught, axiomatic/anarchi c
Drau :ht, cold iron

50 g p
75 • .

-

Draught, combinatio n

Drau :ht, :arlic
150 gp
5 0

holy/Draught,

	

unholy
Drau :ht, silve r

olfsbane

50 g p
75 • .
5 • .

-
-
--

Alchemical potions, known a s
droughts, fortify the imbiber against
a creature vulnerable to the draught's
specific ingredients. Alchemists use a
secret process to combine rare metal s
or liquids with herbs, oils, and other
ingredients to create a potent concoc-
tion . Once imbibed, the draught lasts
for i hour and provides the user a +2

alchemical bonus on saves versus the
spells and abilities of creatures vulner-
able to it . A person can only be unde r
the effect of one draught at a time .

'These items are listed below, sorte d
by material .

Anarchic Charm: The anarchic charm
coriunonlylooks like a swirling mass o f
ribbons tied to a colorful leather cord.
An anarchic charm can be used to per-
form a touch attack against a creatur e
vulnerable to chaos . This touch deal s
r d6 points of damage to the creatur e
and destroys the amulet . In addition ,
the large! must succeed at a DC 14 Wil ]
save or he shaken for id4 rounds .

Anti-disease Tonic: Legends plac e

the tongue of an otyugh on the ingre-
dients list of this alchemmical elixir ,

which fortifies the body to withstan d
disease . Tt provides a +5 alchemical
bonus on the imbiber 's saves against

disease for one day.

Axiomatic Charm: he opposite of
anarchic charms, axiomatic charms ar e
usually geometric shapes secured to a
fine steel chain. An axiomatic charm can
be used to perform a touch al tack against
a creature vulnerable lo law . This touch
deals id6 points of damage to the crea-
ture and destroys the amulet . In addi-
tion, the target must succeed at a DC 1 4

Will save oche shaken for id4 rounds .
Cold Iron Charm : Cold iron lend s

itself well to charms and draughts use d
against fey or demons . Often shaped
like a horseshoe, a cold iron char m
can be used to perform a touch attack
against a creature vulnerable to cold

iron. This touch deals id6 point s
of damage to the creature and
destroys the amulet . In addition ,

the target must succeed at a DC 14 Wil l
save or be shaken for u l4 rounds .

Cold Iron Draught: This elixir com-
bines small amounts of cold iron with



rare herbs and oils . It has a bluish ting e
to it and an. impl.easant metallic after-
taste. A cold iron draught provides th e
imbiber a+2 alchemical bonus on save s
made against : the spells and. abilities o f
ereaLures vulnerable to cold iron . This
effect lasts for i hour.

Combination Charm: Charms like
silver holy symbols combine the prop-
erties of an alchemical metal (silver o r
cold iron) with the power of an aligne d
charm (anarchic, axiomatic, holy, or
unholy). A combination charm can b e
used to perform a touch attack against .
a creature vulnerable to either one o r
both o(t.he charm's properties . Thi s
touch c.icals id6 points of damage t o
the creature and destroys the amulet .
In addition, the target must succeed a t
a DC 14 Will save or be shaken for Id4
rounds . The wealthy turn these sym-
bols into elaborate affairs encrusted
with jewels and inlaid with gilt runes.

Combination Draught : A poten t
blend of two draughts . the combina-
tion draught provides the best ofboth
worlds, protecting the imbiber against

creatures vulnerable to bot h
an alchemical metal (sil -
ver or cold iron) and the
power of as alignmen t
(anarchic, axiomatic ; holy,
or unholy) . A combina-
tion draught provide s
the imbiber a+z alrhem -
iCa[ bonus on saves Mad e

against t .h.e spells an d
abilities of creatures vul -
nerable to either or both o f
its components . This effect
lasts for i hour.

Garlic Charm : Me simplest o f
charms, this item. is usually nothing
more than abraided strand of garlic
bulbs brushed with holy water. It serve s
as a potent defense against vampires
and other creatures repulsed. by the
herb, making it quite common in areas
beset by these undead . A garlic charm
can he used to perform a touch attack
against a creature repulsed by garlic .
This touch deals rdO points of damag e
to the creature and destroys the amu-
let . In addition, the target must sue-

cccd at a DC 14 Will save or be shaken
for id4 rounds .

Garlic Draught: A flavorful bre w
of garlic and holy water, the garli c
draught provides the repelling power
of garlic in liquid form . Although
hardly a boon in social situations, i t
proves iiseliinvaluable when com-
bating vampires . A garlic draught
provides the imbiber a +a alchemical
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. .
Craft DCCraft Skill .: . . .

Garlic charm Alchem 1 5
Anarchic charm*, axiomatic charm*, col d
iron charm, garlic draught, holy charm*,
silver charm, or urholycharm* : : ::': :

Alchemy 2 Q

Anarchic draught, anti-disease tonic ,
axiomatic draught*, cold iron draught ,
combination charm", holy draught*, silve r
draught, or unholy draught*

Alchemy 2 5

Combination draught* . :. Alchemy 2 8

*In addition, ingredients fat these items must be blessed by a divine spellcaste r

of the appropriate alignment to function . This involves a simple prayer, not a n

actual sell .

Otis fashioned as unholy symbols ,
or sometimes merely as a disturbin g
image, such as a demonic skull .

Unholy Drought: Unholy draughts
function exactly like holy droughts
but in reverse, granting a i z alchemi-

cal. bonus on saves made against th e
spells and abilities of creatures vul-
nerable to evil fir a hour .

Wolfs-bane : Also cal led belladonna ,

this toxic plant allegedly repels lycan-
thropes . In addition to its standar d

effect in curing an afflicted lycan-
thrope (see lycanthropc in the Monster

Manual), wolfs bane can also repe l

a lycanthrope if used as a weapon .

Striking a lycanthrope with the plan t

requires a reasonably fresh sprig

(picked within the last week), and a

successful touch attack . Mc creature
must then snake a DC 12 Will save o r

flee for rd4 rounds, as if affected b y
the spell cause fear . A successful use o f

the plant destroys it .

CRAFTING
ALCHEMICAL ITEM S
Creating charms uses the standar d

Craft rules presented on page 70 of th e

Player's Handbook. 'flhe DC for creating
the items presented in this article are
provided on the included table. Like
any alchemical creation, charms requir e
:alchemical equipment and a spellcaster
lo craft.. Wol.hbane does not require an y
alchemical treat.rneril.s, but the plant
must be reasonably fresh to function
(picked within the last week). A DC 1 .5

Knowledge (nature) or Survival check is
required to find and harvest wolfshan e
in the wilderness correctly.

and abilities of creatures repulsed b y

garlic. This effect lasts for hour.

Holy Charm: The standard wooden

holy symbol of-the sort worn my cleric s

and paladins is also cflect :ive agains t

evil creatures such as demons and

undead when properly consecrated b y

one of faith . In addition to serving as a

divine focus, a holy charm can be use d

to perform a touch attack against a
creature vulnerable to good. 'Ibis touc h

deals id6 points of damage to the crea-
ture and destroys the symbol. In addi-
tion, the target must succeed at a DC 1.4

Will save or be shaken fin' 1d4 rounds .
Holy Draught : A mixture of rare herbs

and specially prepared holy water, th e
holy draught serves as a staple far thos e
who battle the undead . It tastes sweet,
almost cloyingly so. .A holy draught pro -
vides the imbiber a +2 alchemical bonu s
oil saves made against the spells and

abilities of creatures vulnerable to good .
This effect lasts fora hour .

Silver Charm: Alchemists use silve r
in charms and draughts as protectio n
against devils and the like . A silve r
charm can he used to perform a touc h
attack against a creature vulnerable t o
silver . This touch deals id() points o f
damage to the creature and destroy s
the amulet. In addition, the targe t
must succeed at a DC 14 Will save o r
be shaken for rd4 rounds.

Silver Draught: This swirling mix of
silver and rare minerals offers the pro-
tection of a silver eharm in a draught .
Frequently imbibed by lycanthrop c
hunters, it also protects against weaker
devils . A silver draught provides th e
user a +z alchemical bonus on save s
made against the spells and abilitie s
of creatures vulnerable to silver. It als o
applies to saves against contracting

lyc :mthropy .'I'his effect lasts for i hour.

Unholy Charm : Unholy charm s
hhmction exactly like holy charms bu t
in reverse, allowing a touch attac k

against creatures vulnerable to evil .
This touch deals ad6 points of damag e
to the creature and destroys the amu-
let. In addition, the target must suc-
ceed at a DC nq Will save or be shake n

fora d4 rournds . Unholy charms are

ECOLOGY AND
SOCIETY
in a society where alchemical charm s

exist, people rely on charm sellers t o

protect . them against both. real and

supposed dangers . Almosl every vil-

lage and hamlet possesses a simple

wise-woman or knowledgeable her-
mnil, an elder versed in the use o f

charms and amulets. A DC an Knowl-
edge (arcana), Knowledge (religion) ,
or bardic knowledge check reveal s
the properties of-the common, non -
magical charms . The typical villag e
alchemist has ranks in one or more o f
these skills, and perhaps some Craf t
(alchemy) ranks to create the items ,
although that role might rest with a
separate, regional alchemist .

Nearly every charm peddler in any
fantasy city sells conunon charms . I n
addition, temples commonly sell hol y
symbols as a means to protect peopl e
from evil. More obscure charms an d
magic versions ofcorm-non . charm s
usually remain out of reach for all bu t
the rich and powerthl-While sages an d
nobles publicly scoff at the public use o f
charms, quite a few privately acknowl-
edge some value to this practice .

let the style of your campaign
determine how practitioners of divin e
magic see these items . In sonic worlds ,

clerics view these items as beneficial ,
driving away evil and other danger-
ous creatures . However, these item s

in fringe on religions' traditional role
of protecting the people, and as such
sonic religions might view charms a s

a form of competition . 0
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