Myth RPG 2.5

An MC production


Magical Items
Potions
	Type
	Effect
	Cost

	Arcane Armor +2
	Grants a +2 armor bonus to Defense for 10 minutes.
	100

	Arcane Armor +4
	Grants a +4 armor bonus to Defense for 10 minutes.
	200

	Blur
	Grants Concealment for 1 minute.
	300

	Cunning
	Grants a +4 bonus to Intelligence for 10 minutes.
	300

	Cure Disease
	Cures disease.
	750

	Cure Paralysis
	Cures paralysis.
	300

	Darkvision
	Grants darkvision for 10 minutes.
	300

	Delay Poison
	Delays a poison’s effect for 1d4 hours.
	300

	Endurance
	Grants a +4 bonus to Constitution for 10 minutes.
	300

	Fly
	Grants flight for 1 minute.
	750

	Gaseous Form
	Grants gaseous form for 1 minute.
	750

	Good Hope
	Grants a +2 bonus to all checks and damage rolls for 1 minute.
	1.100

	Grace
	Grants a +4 bonus to Dexterity for 10 minutes.
	300

	Healing, major
	Cures 3d10+2 points of damage.
	750

	Healing, minor
	Cures 1d6+2 points of damage.
	50

	Healing, moderate
	Cures 2d8+2 points of damage.
	300

	Invisibility
	Grants invisibility for 1 minute.
	300

	Jumping and Leaping
	Grants a +5 bonus to Jump checks.
	50

	Might
	Grants a +4 bonus to Strength for 10 minutes.
	300

	Neutralize Poison
	Neutralizes poison.
	750

	Resist Energy, minor
	Grants DR10 to one type of energy (acid, cold, electricity, fire).
	300

	Resist Energy, major
	Grants DR20 to one type of energy (acid, cold, electricity, fire).
	750

	Restoration
	Cures 1d4+1 points of ability damage.
	300

	Spider Climb
	Grants spider climb for 10 minutes.
	300

	Splendor
	Grants a +4 bonus to Charisma for 1 minute per success level.
	300

	Tongues
	Grants the ability to speak and understand all languages for 10 minutes.
	750

	Water Breathing
	Grants water breathing for 1 hour.
	750

	Water Walking
	Grants the ability to walk on water for 1 hour.
	750

	Wisdom
	Grants a +4 bonus to Wisdom for 10 minutes.
	300


A potion is a magic liquid that produces its effect when imbibed. A potion can be used only once. It can duplicate the effect of a spell of up to 3rd level that has a casting time of less than 1 minute. 

Potions are like spells cast upon the imbiber. The character taking the potion doesn’t get to make any decisions about the effect – the caster who brewed the potion has already done so. The drinker of a potion is both the effective target and the caster of the effect (though the potion indicates the success level, the drinker still controls the effect). 

A character can carefully administer a potion to an unconscious creature as a full-round action, trickling the liquid down the creature’s throat. 

Scrolls
	Type
	Arcane
	Divine
	Druidic

	1st level spell
	25
	25
	50

	2nd level spell
	50
	50
	100

	3rd level spell
	100
	100
	150

	4th level spell
	250
	250
	300

	5th level spell
	500
	500
	600


NB: All costs are per success level!
A scroll is a spell that has been stored in written form. A spell on a scroll can be used only once. The writing vanishes from the scroll when the spell is activated. Using a scroll is basically like casting a spell. 

Physical Description

A scroll is a heavy sheet of fine vellum or high-quality paper. An area about 20 cm wide and 30 cm long is sufficient to hold one spell. The sheet is reinforced at the top and bottom with strips of leather slightly longer than the sheet is wide. 

To protect it from wrinkling or tearing, a scroll is rolled up from both ends to form a double cylinder. (This also helps the user unroll the scroll quickly.) The scroll is placed in a tube of ivory, jade, leather, metal, or wood. Most scroll cases are inscribed with magic symbols which often identify the owner or the spells stored on the scrolls inside. The symbols often hide magic traps. 

Activation

To activate a scroll, a spellcaster must read the spell written on it. Doing so involves several steps and conditions. 

Decipher the Writing

The writing on a scroll must be deciphered before a character can use it or know exactly what spell it contains. This requires a successful Magic check (DC 20 + spell level). 

Deciphering a scroll to determine its contents does not activate its magic unless it is a specially prepared cursed scroll. A character can decipher the writing on a scroll in advance so that he or she can proceed directly to the next step when the time comes to use the scroll. 

Activate the Spell

Activating a scroll requires reading the spell from the scroll. The character must be able to see and read the writing on the scroll. Activating a scroll spell requires no material components or focus. (The creator of the scroll provided these when scribing the scroll.) Note that some spells are effective only when cast on an item or items. In such a case, the scroll user must provide the item when activating the spell. Activating a scroll spell is subject to disruption just as casting a normally prepared spell would be. Using a scroll is like casting a spell for purposes of spellcasting penalties. 

To have any chance of activating a scroll spell, the scroll user must meet the following requirements:
· The spell must be of the correct type (arcane, divine, or druidic). Arcane spellcasters can only use scrolls containing arcane spells, and divine spellcasters can only use scrolls containing divine spells. 

· The user must have the spell on his or her spell list. 

· The user must have the requisite ability score. 

If the user meets all the requirements noted above, she can automatically activate the spell without a check. If she meets only some of these requirements, then she has to make a Magic check (DC = spell’s DC +5) to cast the spell successfully. If she fails, she must make a DC 15 Will check to avoid a mishap (see Scroll Mishaps, below). 

Determine Effect

A spell successfully activated from a scroll works exactly like a spell prepared and cast the normal way. Assume the scroll spell’s success level is 1d4+1. 

The writing for an activated spell disappears from the scroll. 

Scroll Mishaps

When a mishap occurs, the spell on the scroll has a reversed or harmful effect. Possible mishaps are given below. 

· A surge of uncontrolled magical energy deals 1d6 points of damage per spell level to the scroll user. 

· Spell strikes the scroll user or an ally instead of the intended target, or a random target nearby if the scroll user was the intended recipient. 

· Spell takes effect at some random location within spell range. 

· Spell’s effect on the target is contrary to the spell’s normal effect. 

· The scroll user suffers some minor but bizarre effect related to the spell in some way. Most such effects should last only as long as the original spell’s duration, or 2d10 minutes for instantaneous spells. 

· Some innocuous item or items appear in the spell’s area. 

· Spell has delayed effect. Sometime within the next 1d12 hours, the spell activates. If the scroll user was the intended recipient, the spell takes effect normally. If the user was not the intended recipient, the spell goes off in the general direction of the original recipient or target, up to the spell’s maximum range, if the target has moved away. 

Rings

	Type
	Cost

	Chameleon Power
	12.700

	Climbing
	2.500

	Climbing, improved
	10.000

	Counterspells
	4.000

	Elemental Command, air
	200.000

	Elemental Command, earth
	200.000

	Elemental Command, fire
	200.000

	Elemental Command, water
	200.000

	Energy Resistance, greater
	44.000

	Energy Resistance, major
	28.000

	Energy Resistance, minor
	12.000

	Evasion
	25.000

	Feather Falling
	2.200

	Force Shield
	8.500

	Friend Shield (pair)
	50.000

	Invisibility
	20.000

	Jumping
	2.500

	Jumping, improved
	10.000

	Protection +1
	2.000

	Protection +2
	8.000

	Protection +3
	18.000

	Protection +4
	32.000

	Protection +5
	50.000

	Ram
	8.600

	Regeneration
	90.000

	Shooting Stars
	50.000

	Sustenance
	2.500

	Swimming
	2.500

	Swimming, improved
	10.000


Rings bestow magical powers upon their wearers. Only a rare few have charges. Anyone can use a ring. 

A character can only effectively wear two magic rings. A third magic ring doesn’t work if the wearer is already wearing two magic rings. 

Usually, a ring’s ability is activated by a command word (a half action that does not provoke attacks of opportunity) or it works continually. Some rings have exceptional activation methods, according to their descriptions. 

Descriptions:
Chameleon Power

As a free action, the wearer of this ring can gain the ability to magically blend in with the surroundings. This provides a +10 competence bonus on her Stealth checks to avoid being seen. 
Climbing

This ring is actually a magic leather cord that ties around a finger. It continually grants the wearer a +5 competence bonus on Climb checks. 

Climbing, Improved

As climbing, except it grants a +10 competence bonus on its wearer’s Climb checks. 

Counterspells

This ring allows a single spell of 1st through 3rd level to be cast into it. Should that spell ever be cast upon the wearer, the spell is immediately countered, as a counterspell action, requiring no action (or even knowledge) on the wearer’s part. Once so used, the spell cast within the ring is gone. A new spell (or the same one as before) may be placed in it again. 

Elemental Command

All four kinds of elemental command rings are very powerful. Each appears to be nothing more than a lesser magic ring until fully activated (by meeting a special condition, such as single-handedly slaying an elemental of the appropriate type or exposure to a sacred material of the appropriate element), but each has certain other powers as well as the following common properties. 

Elementals of the plane to which the ring is attuned can’t attack the wearer, or even approach within 2 meters of him. If the wearer desires, he may forego this protection and instead attempt to charm the elemental (Will DC 17 negates). If the charm attempt fails, however, absolute protection is lost and no further attempt at charming can be made. 

Creatures from the plane to which the ring is attuned who attack the wearer take a -1 penalty on their attack rolls. The ring wearer makes applicable saving throws from the extraplanar creature’s attacks with a +2 resistance bonus. He gains a +4 morale bonus on all attack rolls against such creatures. Any weapon he uses bypasses the damage reduction of such creatures, regardless of any qualities the weapon may or may not have. 

The wearer of the ring is able to converse with creatures from the plane to which his ring is attuned. These creatures recognize that he wears the ring. They show a healthy respect for the wearer if alignments are similar. If alignments are opposed, creatures fear the wearer if he is strong. If he is weak, they hate and desire to slay him. 

The possessor of a ring of elemental command takes a saving throw penalty as follows: 

Element 
Saving Throw Penalty 

Air 
-2 against earth-based effects 

Earth 
-2 against air- or electricity-based effects 

Fire 
-2 against water- or cold-based effects 

Water 
-2 against fire-based effects 

In addition to the powers described above, each specific ring gives its wearer the following abilities according to its kind. 
Ring of Elemental Command (Air)

· Cat-Fall (unlimited use, wearer only) 

· Electricity Resistance (20) (unlimited use, wearer only) 

· Push (twice per day) 

· Wind Blast (unlimited use) 

· Skywalk (once per day, wearer only) 

· Lightning (once per week) 

Ring of Elemental Command (Earth)

· Tide of Years (unlimited use, wearer only) 

· Crumble Stone (unlimited use) 

· Dust Devil (twice per day) 

· Guard of Steel (once per week, wearer only) 

· Chameleon (twice per week) 

· Shatter (once per day) 

Ring of Elemental Command (Fire)

· Fire Resistance (20) (unlimited use, wearer only) 

· Cauterize (unlimited use) 

· Fire Nova (twice per day) 

· Extinguish Flame (twice per day) 

· Explosive Rune Field (once per day) 

· Inferno (twice per week) 

Ring of Elemental Command (Water)

· Water Walking (unlimited use) 

· Grease (unlimited use) 

· Breathe Water (unlimited use) 

· Distort Vision (once per day) 

· Blizzard (twice per week) 

· As the Frost (once per week) 

Energy Resistance

This reddish iron ring continually protects the wearer from damage from one type of energy – acid, cold, electricity, or fire (chosen by the creator of the item; determine randomly if found as part of a treasure hoard). Each time the wearer would normally take such damage, subtract the ring’s resistance value from the damage dealt. 

A minor ring of energy resistance grants 10 points of resistance. A major ring of energy resistance grants 20 points of resistance. A greater ring of energy resistance grants 30 points of resistance. 

Evasion

This ring continually grants the wearer the ability to avoid damage as if she had evasion. Whenever she makes a Reflex saving throw to determine whether she takes half damage, a successful save results in no damage. 

Feather Falling

This ring is crafted with a feather pattern all around its edge. It acts exactly like a feather fall spell, activated immediately if the wearer falls more than 2 meters. 

Force Shield

An iron band, this simple ring generates a shield-sized (and shield-shaped) wall of force that stays with the ring and can be wielded by the wearer as if it were a heavy shield. This special creation has no armor check penalty or spellcasting penalty since it is weightless and encumbrance-free. It can be activated and deactivated at will as a free action. 

Friend Shield

These curious rings always come in pairs. A friend shield ring without its mate is useless. Either wearer of one of a pair of the rings can, at any time, command his or her ring to cast a shield other spell with the wearer of the mated ring as the recipient. This effect has no range limitation. 

Invisibility

By activating this simple silver ring, the wearer can benefit from invisibility, as the spell. 

Jumping

This ring continually allows the wearer to leap about, providing a +5 competence bonus on all his Jump checks. 

Jumping, Improved

As jumping, except it grants a +10 competence bonus on its wearer’s Jump check. 

Protection

This ring offers continual magical protection in the form of a deflection bonus of +1 to +5 to Defense. 

Ram

The ring of the ram is an ornate ring forged of hard metal, usually iron or an iron alloy. It has the head of a ram as its device. 

The wearer can command the ring to give forth a ramlike force, manifested as a vaguely discernible shape that resembles the head of a ram or a goat. This force strikes a single target, dealing 1d6 points of damage if 1 charge is expended, 2d6 points if 2 charges are used, or 3d6 points if 3 charges (the maximum) are used. Treat this as a ranged attack with a 20-meter maximum range and no penalties for distance. 

The force of the blow is considerable, and those struck by the ring are subject to a bull rush if within 10 meters of the ring-wearer. (The ram has Strength 25 and is Large.) The ram gains a +1 bonus on the bull rush attempt if 2 charges are expended, or +2 if 3 charges are expended. 

In addition to its attack mode, the ring of the ram also has the power to open doors as if it were a character with Strength 25. If 2 charges are expended, the effect is equivalent to a character with Strength 27. If 3 charges are expended, the effect is that of a character with Strength 29. 

A newly created ring has 50 charges. When all the charges are expended, the ring becomes a nonmagical item. 

Regeneration

This white gold ring continually allows a living wearer to naturally heal damage every hour rather than every day. Nonlethal damage heals every 5 minutes. If the wearer loses a limb, an organ, or any other body part while wearing this ring, the ring regenerates it as the spell. In either case, only damage taken while wearing the ring is regenerated. 

Shooting Stars

This ring has two modes of operation, one for being in shadowy darkness or outdoors at night and a second one when the wearer is underground or indoors at night. 

During the night under the open sky or in areas of shadow or darkness, the ring of shooting stars can perform the following functions on command. 

· Dazzling Brightness (once per hour) 

· Glowing Orb (twice per night) 

· Ball Lightning (special, once per night) 

· Shooting Stars (special, three per week) 

The first special function, ball lightning, releases one to four balls of lightning (ring wearer’s choice). These glowing globes resemble glowing orbs, and the ring wearer controls them in the same fashion (see the glowing orb spell description). The spheres have a 50-meter range and a duration of 4 rounds. They can be moved at 50 meters per round. Each sphere is about one meter in diameter, and any creature who comes within 2 meters of one causes its charge to dissipate, taking electricity damage in the process according to the number of balls created.
Number of Balls 
Damage per Ball 

4 lightning balls 
1d6 points of damage each 

3 lightning balls 
2d6 points of damage each 

2 lightning balls 
3d6 points of damage each 

1 lightning ball 

4d6 points of damage 

Once the ball lightning function is activated, the balls can be released at any time before the sun rises. (Multiple balls can be released in the same round.) 

The second special function produces three shooting stars that can be released from the ring each week, simultaneously or one at a time. They impact for 12 points of damage and spread (as an inferno) in a 2-meter-radius sphere for 24 points of fire damage. 

Any creature struck by a shooting star takes full damage from impact plus full fire damage from the spread unless it makes a DC 13 Reflex save. Creatures not struck but within the spread ignore the impact damage and take only half damage from the fire spread on a successful DC 13 Reflex save. Range is 30 meters, at the end of which the shooting star explodes, unless it strikes a creature or object before that. A shooting star always follows a straight line, and any creature in its path must make a save or be hit by the projectile. 

Indoors at night, or underground, the ring of shooting stars has the following properties. 

· Faerie fire (twice per day) 

· Spark shower (special, once per day) 

The spark shower is a flying cloud of sizzling purple sparks that fan out from the ring for a distance of 10 meters in an arc 4 meters wide. Creatures within this area take 2d8 points of damage each if not wearing metal armor or carrying a metal weapon. Those wearing metal armor and/or carrying a metal weapon take 4d8 points of damage.
Sustenance

This ring continually provides its wearer with life-sustaining nourishment. The ring also refreshes the body and mind, so that its wearer needs only sleep 2 hours per day to gain the benefit of 8 hours of sleep. The ring must be worn for a full week before it begins to work. If it is removed, the owner must wear it for another week to reattune it to himself. 

Swimming

This silver ring has a wave pattern etched into the band. It continually grants the wearer a +5 competence bonus on Swim checks. 

Swimming, Improved

As swimming, except it grants a +10 competence bonus on its wearer’s Swim checks. 

Water Walking

This ring, set with an opal, allows the wearer to continually utilize the effects of the spell water walk.
Rods
	Type
	Cost

	Alertness
	85.000

	Enemy Detection
	23.500

	Flailing
	50.000

	Flame Extinguishing
	15.000

	Immovable
	5.000

	Python
	13.000

	Splendor
	25.000

	Thunder and Lightning
	33.000

	Viper
	19.000

	Withering
	25.000


Rods are scepterlike devices that have unique magical powers and do not usually have charges. Anyone can use a rod. 

Rods weigh approximately 2 kg. 

They range from 50 cm to 1 meter long and are usually made of iron or some other metal. (Many, as noted in their descriptions, can function as light maces or clubs due to their sturdy construction.) 

Descriptions:

Alertness

This rod is indistinguishable from a +1 light mace. It has eight flanges on its macelike head. The rod bestows a +1 insight bonus on initiative checks. If grasped firmly, the rod enables the holder to use sense presence, pulse, illuminated circlet, or glowing orb. Each different use is a half action. 

If the head of a rod of alertness is planted in the ground, and the possessor wills it to alertness (a half action), the rod senses any creature within 30 meters who intends to harm the possessor. At the same time, the rod creates the effect of a prayer spell upon all creatures friendly to the possessor in a 10-meter radius. Immediately thereafter, the rod sends forth a mental alert to these friendly creatures, warning them of possible danger from the unfriendly creature or creatures within the 30-meter radius. These effects last for 10 minutes, and the rod can perform this function once per day. Last, the rod can be used to simulate the casting of an animate objects spell, utilizing any eleven (or fewer) Small objects located roughly around the perimeter of a 2-meter-radius circle centered on the rod when planted in the ground. Objects remain animated for 11 rounds. The rod can perform this function once per day. 

Enemy Detection

This device pulses in the wielder’s hand and points in the direction of any creature or creatures hostile to the bearer of the device (nearest ones first). These creatures can be invisible, ethereal, hidden, disguised, or in plain sight. Detection range is 20 meters. If the bearer of the rod concentrates for a full round, the rod pinpoints the location of the nearest enemy and indicates how many enemies are within range. The rod can be used three times each day, each use lasting up to 10 minutes. Activating the rod is a half action. 

Flailing

Upon the command of its possessor, the rod activates, changing from a normal-seeming rod to a +3 heavy flail. 
Once per day the wielder can use a free action to cause the rod to grant her a +4 deflection bonus to Defense and a +4 resistance bonus on saving throws for 10 minutes. The rod need not be in weapon form to grant this benefit. 

Transforming it into a weapon or back into a rod is a half action. 
Flame Extinguishing

This rod can extinguish Medium or smaller nonmagical fires with simply a touch (a half action). For the rod to be effective against other sorts of fires, the wielder must expend 1 or more of the rod’s charges. 

Extinguishing a Large or larger nonmagical fire, or a magic fire of Medium or smaller (such as that of a flaming weapon or a fire nova spell), expends 1 charge. Continual magic flames, such as those of a weapon or a fire creature, are suppressed for 6 rounds and flare up again after that time. To extinguish an instantaneous fire spell, the rod must be within the area of the effect and the wielder must have used a ready action, effectively countering the entire spell. 

When applied to Large or larger magic fires, such as those caused by inferno, flame strike, or wall of fire, extinguishing the flames expends 2 charges from the rod. 

If the device is used upon a fire creature (a melee touch attack), it deals 6d6 points of damage to the creature. This use requires 3 charges. 

A rod of flame extinguishing has 10 charges when found. Spent charges are renewed at a rate of 1 charge every two hours. 

Immovable Rod

This rod is a flat iron bar with a small button on one end. When the button is pushed (a half action), the rod does not move from where it is, even if staying in place defies gravity. Thus, the owner can lift or place the rod wherever he wishes, push the button, and let go. Several immovable rods can even make a ladder when used together (although only two are needed). An immovable rod can support up to 4.000 kg before falling to the ground. If a creature pushes against an immovable rod, it must make a DC 30 Strength check to move the rod up to 4 meters in a single round. 

Python

This rod is longer than normal rods. It is about 120 cm long and weighs 5 kg. It strikes as a +1 quarterstaff. If the user throws the rod to the ground (a half action), it grows to become a giant constrictor snake by the end of the round. The python obeys all commands of the owner. (In animal form, it retains the +1 enhancement bonus on attacks and damage possessed by the rod form.) The serpent returns to rod form (a full action) whenever the wielder desires, or whenever it moves farther than 30 meters from the owner. If the snake form is slain, it returns to rod form and cannot be activated again for three days. A python rod only functions if the possessor is good. 

Splendor

The possessor of this rod gains a +4 enhancement bonus to her Charisma score for as long as she holds or carries the item. Once per day, the rod creates and garbs her in clothing of the finest fabrics, plus adornments of furs and jewels. 

Apparel created by the magic of the rod remains in existence for 12 hours. However, if the possessor attempts to sell or give away any part of it, to use it for a spell component, or the like, all the apparel immediately disappears. The same applies if any of it is forcibly taken from her. 

The value of noble garb created by the rod ranges from 7.000 to 10.000 gp (1d4+6 × 1.000 gp) – 1.000 gp for the fabric alone, 5.000 gp for the furs, and the rest for the jewel trim (maximum of twenty gems, maximum value 200 gp each). 

In addition, the rod has a second special power, usable once per week. Upon command, it creates a palatial tent – a huge pavilion of silk 12 meters across. Inside the tent are temporary furnishings and food suitable to the splendor of the pavilion and sufficient to entertain as many as one hundred persons. The tent and its trappings last for one day. At the end of that time, the tent and all objects associated with it (including any items that were taken out of the tent) disappear. 
Thunder and Lightning

Constructed of iron set with silver rivets, this rod has the properties of a +2 light mace. Its other magical powers are as follows. 

· Thunder: Once per day, the rod can strike as a +3 light mace, and the opponent struck is stunned from the noise of the rod’s impact (Fortitude DC 16 negates). Activating this power counts as a free action, and it works if the wielder strikes an opponent within 1 round. 

· Lightning: Once per day, when the wielder desires, a short spark of electricity can leap forth when the rod strikes an opponent to deal the normal damage for a +2 light mace (1d8+2) and an extra 2d6 points of electricity damage. Even when the rod might not score a normal hit in combat, if the roll was good enough to count as a successful melee touch attack hit, then the 2d6 points of electricity damage still applies. The wielder activates this power as a free action, and it works if he strikes an opponent within 1 round. 

· Thunderclap: Once per day as a half action, the wielder can cause the rod to give out a deafening noise (Fortitude DC 16 partial, 2d6 points of sonic damage, target deafened for 2d6 rounds). 

· Lightning Stroke: Once per day as a half action, the wielder can cause the rod to shoot out a 2-meter-wide lightning bolt (8d6 points of electricity damage, Reflex DC 16 half) to a range of 70 meters. 

· Thunder and Lightning: Once per week as a standard action, the wielder of the rod can combine the thunderclap described above with a lightning bolt, as in the lightning stroke. The thunderclap affects all within 4 meters of the bolt. The lightning stroke deals 9d6 points of electricity damage (count rolls of 1 or 2 as rolls of 3, for a range of 27 to 54 points), and the thunderclap deals 2d6 points of sonic damage. A single DC 16 Reflex save applies for both effects. 

Viper

This rod strikes as a +2 heavy mace. Once per day, upon command, the head of the rod becomes that of an actual serpent for 10 minutes. During this period, any successful strike with the rod deals its usual damage and also poisons the creature hit. The poison deals 1d10 points of damage immediately (Fortitude DC 14 negates) and another 1d10 points of damage every round thereafter (save ends). The rod only functions if its possessor is evil. 

Withering

A rod of withering acts as a +1 light mace that deals no hit point damage. Instead, the wielder deals 1d4 points of Strength damage and 1d4 points of Constitution damage to any creature she touches with the rod (by making a melee touch attack). If she rolls a natural 20 on the attack roll, the damage from that hit is permanent ability drain. In either case, the defender negates the effect with a DC 17 Fortitude save. 

Staffs
	Type
	Cost

	Charming
	16.500

	Divination
	73.500

	Fire
	17.750

	Frost
	56.250

	Healing
	27.750

	Illumination
	48.250

	Life
	155.750

	Power
	211.000

	Swarming Insects
	24.750


A staff is a long shaft of wood that stores several spells. Unlike wands, which can contain a wide variety of spells, each staff is of a certain kind and holds specific spells. A staff has 50 charges when created. 

A typical staff is 120 cm to 210 cm long and 5 cm to 8 cm thick, weighing about 2.5 kg. Most staffs are wood, but a rare few are bone, metal, or even glass. (These are extremely exotic.) Staffs often have a gem or some device at their tip or are shod in metal at one or both ends. Staffs are often decorated with carvings or runes. A typical staff is like a walking stick, quarterstaff, or cudgel. 

Staffs use the spell trigger activation method, so casting a spell from a staff is usually a half action that doesn’t provoke attacks of opportunity. (If the spell being cast, however, has a longer casting time than 1 half action, it takes that long to cast the spell from a staff.) To activate a staff, a character must hold it forth in at least one hand (or whatever passes for a hand, for nonhumanoid creatures). 

Staffs use the wielder’s ability score and relevant talents to set the DC for saves against their spells. Unlike with other sorts of magic items, the wielder can use his stats when activating the power of a staff if they are better than the ones inherent in the staff. 

This means that staffs are far more potent in the hands of a powerful spellcaster. Because they use the wielder’s ability score to set the save DC for the spell, spells from a staff are often harder to resist than ones from other magic items, which use the minimum ability score required to cast the spell. Not only are aspects of the spell (range, duration, and so on) potentially higher, but spells from a staff are harder to dispel and have a better chance of overcoming a target’s spell resistance. 

Furthermore, a staff can hold a spell of any level, unlike a wand, which is limited to spells of 3rd level or lower. 

Descriptions:

Charming

Made of twisting wood ornately shaped and carved, this staff allows use of the following spells: 

· Influence (1 charge) 

· Compel (3 charges)
Divination

Made from a supple length of willow, often with a forked tip, this staff allows use of the following spells: 

· Sense Presence (1 charge) 

· Pulse (1 charge) 

· Identify (1 charge) 

· Dowsing (2 charges) 

· Illuminated Circlet (2 charges) 

· True seeing (3 charges)
Fire

Crafted from bronzewood with brass bindings, this staff allows use of the following spells: 

· Fire Nova (1 charge) 

· Inferno (1 charge) 

· Wall of fire (2 charges)
Frost

Tipped on either end with a glistening diamond, this rune-covered staff allows use of the following spells: 

· Blizzard (2 charges) 

· Frost Nova (1 charge) 

· As the Frost (3 charges)
Healing

This white ash staff, with inlaid silver runes, allows use of the following spells: 

· Remedy (1 charge) 

· Rejuvenation (1 charge) 

· Invigor (2 charges) 

· Cure Disease (3 charges)
Illumination

This staff is usually sheathed in silver and decorated with sunbursts. It allows use of the following spells: 

· Glowing Orb (1 charge) 

· Flare (1 charge) 

· Daylight (2 charges) 

· Pillar of Radiance (3 charges) 

Life

Made of thick oak shod in gold, this staff allows use of the following spells: 

· Vitalize (1 charge) 

· Resurrection (5 charges)
Power

The staff of power is a very potent magic item, with offensive and defensive abilities. It is usually topped with a glistening gem, its shaft straight and smooth. It has the following powers: 

· Arcane Blast (1 charge) 

· Weakness (1 charge) 

· Thunder (1 charge) 

· Levitate (1 charge) 

· Lightning (1 charge) 

· Inferno (1 charge) 

· Blizzard (1 charge) 

· Immobilize (2 charges) 

· Wall of force (in a 4-m.-diameter hemisphere around the caster only) (2 charges) 

· Teleport (2 charges) 

The wielder of a staff of power gains a +2 luck bonus to Defense and saving throws. The staff is also a +2 quarterstaff, and its wielder may use it to smite opponents. If 1 charge is expended (as a free action), the staff causes double damage for 1 round. 

A staff of power can be used for a retributive strike, requiring it to be broken by its wielder. (If this breaking of the staff is purposeful and declared by the wielder, it can be performed as a standard action that does not require the wielder to make a Strength check.) All charges currently in the staff are instantly released in a 10-meter radius. All within 2 squares of the broken staff take points of damage equal to 8 × the number of charges in the staff, those 3 or 4 squares away take 6 × the number of charges in damage, and those 5 or 6 squares distant take 4 × the number of charges in damage. All those affected can make DC 17 Reflex saves to reduce the damage by half. 

The character breaking the staff has a 50% chance of traveling to another plane of existence, but if he does not, the explosive release of spell energy destroys him. Only certain items, including the staff of the magi and the staff of power, are capable of being used for a retributive strike. 

After all charges are used up from the staff, it remains a +2 quarterstaff. (Once empty of charges, it cannot be used for a retributive strike.) 

Swarming Insects

Made of twisted dark wood with dark spots resembling crawling insects (which occasionally seem to move), this staff allows use of the following spells: 

· Summon swarm (1 charge) 

· Creeping Doom (3 charges) 

Wands

A wand is a thin baton that contains a single spell of 3rd level or lower. Each wand has 50 charges when created, and each charge expended allows the user to use the wand’s spell one time. A wand that runs out of charges is just a stick. 

A typical wand is 15 cm to 30 cm long and about 1 cm thick, and often weighs no more than 100 g. Most wands are wood, but some are bone. A rare few are metal, glass, or even ceramic, but these are quite exotic. Occasionally, a wand has a gem or some device at its tip, and most are decorated with carvings or runes. 

Wands use the spell trigger activation method, so casting a spell from a wand is usually a half action that doesn’t provoke attacks of opportunity. (If the spell being cast, however, has a longer casting time than 1 half action, it takes that long to cast the spell from a wand.) To activate a wand, a character must hold it in hand (or whatever passes for a hand, for nonhumanoid creatures) and point it in the general direction of the target or area. A wand may be used while grappling or while swallowed whole. 

All save DCs are set at 15.

	Type
	Cost
	Notes

	Amnesia
	4.000
	Success Level 1

	Arcane Blast, major
	2.250
	Success Level 5

	Arcane Blast, minor
	750
	Success Level 1

	Blizzard
	11.250
	Success Level 5

	Cauterize
	375
	Success Level 1

	Color Flux
	1.000
	Success Level 1

	Convulsions
	8.500
	Success Level 5

	Create Fog
	1.000
	Success Level 1

	Daze, major
	1.250
	Success Level 4

	Daze, minor
	750
	Success Level 1

	Dazzling Brightness
	750
	Success Level 3

	Dementia
	4.500
	Success Level 3

	Destroy Undead
	3.500
	Success Level 5

	Fire Nova
	3.500
	Success Level 5

	Frost Nova
	3.500
	Success Level 5

	Glitterdust
	2.500
	Success Level 3

	Glowing Orb
	375
	Success Level 1

	Grease
	1.000
	Success Level 3

	Immobilize
	4.500
	Success Level 3

	Inferno
	11.250
	Success Level 5

	Invigor
	4.500
	Success Level 4

	Pulse
	375
	Success Level 1

	Push
	750
	Success Level 1

	Rejuvenation
	750
	Success Level 3

	Remedy
	1.250
	Success Level 3

	Shatter
	2.250
	Success Level 1

	Spook
	4.500
	Success Level 3

	Stand 
	375
	Success Level 1

	Telekinesis
	4.000
	Success Level 3

	Thunder
	1.000
	Success Level 3

	Weakness
	1.000
	Success Level 3

	Whelm, major
	2.250
	Success Level 5

	Whelm, minor
	750
	Success Level 1

	Wind Blast
	9.000
	Success Level 3


Armor
	Enhancement
	Cost

	+1
	1.000

	+2
	4.000

	+3
	9.000

	+4
	16.000

	+5
	25.000

	+6
	36.000

	+7
	49.000

	+8
	64.000

	+9
	81.000

	+10
	100.000


In general, magic armor protects the wearer to a greater extent than nonmagical armor. Magic armor bonuses are enhancement bonuses, never rise above +5, and stack with regular armor bonuses. All magic armor is also best quality craftsmanship. 

In addition to an enhancement bonus, armor may have special abilities. Special abilities usually count as additional bonuses for determining the market value of an item, but do not improve Defense. A suit of armor cannot have an effective bonus (enhancement plus special ability bonus equivalents) higher than +10. A suit of armor with a special ability must have at least a +1 enhancement bonus. 

Armor is always created so that even if the type of armor comes with boots or gauntlets, these pieces can be switched for other magic boots or gauntlets. 

Shields

Shield enhancement bonuses do not act as attack or damage bonuses when the shield is used in a bash. The bashing special ability, however, does grant a +1 bonus on attack and damage rolls. 

A shield could be built that also acted as a magic weapon, but the cost of the enhancement bonus on attack rolls would need to be added into the cost of the shield and its enhancement bonus to parry. 

As with armor, special abilities built into the shield add to the market value in the form of additions to the bonus of the shield, although they do not improve parry bonus. A shield cannot have an effective bonus (enhancement plus special ability bonus equivalents) higher than +10. A shield with a special ability must have at least a +1 enhancement bonus. 

Each +1 of enhancement bonus adds +2 to a shield’s durability. 

Special Ability Descriptions:
Most magic armor and shields only have enhancement bonuses. Such items can also have one or more of the special abilities detailed below. Armor or a shield with a special ability must have at least a +1 enhancement bonus. 
	Special Ability
	Base Price Modifier

	Animated
	+2 bonus

	Arrow Catching
	+1 bonus

	Arrow Deflection
	+2 bonus

	Bashing
	+1 bonus

	Blinding
	+1 bonus

	Ghost Touch
	+3 bonus

	Invulnerability
	+3 bonus

	Shadow
	+1 bonus

	Silent Moves
	+1 bonus


Animated

Upon command, an animated shield floats within 60 cm of the wielder, protecting her as if she were using it herself but freeing up both her hands. Only one shield can protect a character at a time. A character with an animated shield still takes any penalties associated with shield use, such as armor check penalty, spellcasting penalty, and nonproficiency. 

Arrow Catching

A shield with this ability attracts ranged weapons to it. It has a deflection bonus of +1 against ranged weapons because projectiles and thrown weapons veer toward it. Additionally, any projectile or thrown weapon aimed at a target within 2 meters of the shield’s wearer diverts from its original target and targets the shield’s bearer instead. (If the wielder has total cover relative to the attacker, the projectile or thrown weapon is not diverted.) Additionally, those attacking the wearer with ranged weapons ignore any miss chances that would normally apply. Projectiles and thrown weapons that have an enhancement bonus higher than the shield’s base parry bonus are not diverted to the wearer (but the shield’s increased parry bonus still applies against these weapons). The wielder can activate or deactivate this ability with a command word. 

Arrow Deflection

A shield with this ability protects the wielder from ranged attacks. Once per round when he would normally be struck by a ranged weapon, he can make a DC 20 Reflex save. If the ranged weapon has an enhancement bonus, the DC increases by that amount. If he succeeds, the shield deflects the weapon. He must be aware of the attack and not flat-footed. Attempting to deflect a ranged weapon doesn’t count as an action. Exceptional ranged weapons, such as boulders hurled by giants or acid arrows, can’t be deflected. 

Bashing

A shield with this special ability is designed to perform a shield bash. A bashing shield has its damage die upgraded two steps. The shield acts as a +1 weapon when used to bash. (Only light and heavy shields can have this ability.) 

Blinding

A shield with this ability flashes with a brilliant light up to twice per day upon command of the wielder. Anyone within 8 meters except the wielder must make a DC 14 Reflex save or be blinded for 1d4 rounds. 

Ghost Touch

This armor or shield seems almost translucent. Both its enhancement bonus and its armor bonus count against the attacks of incorporeal creatures. It can be picked up, moved, and worn by incorporeal creatures at any time. Incorporeal creatures gain the armor or shield’s enhancement bonus against both corporeal and incorporeal attacks, and they can still pass freely through solid objects. 

Invulnerability

This suit of armor grants the wearer damage reduction of 5/magic. 

Shadow

This armor is jet black and blurs the wearer whenever she tries to hide, granting a +5 competence bonus on Stealth checks made to hide. (The armor’s armor check penalty still applies normally.) 

Silent Moves

This armor is well oiled and magically constructed so that it not only makes little sound, but it dampens sound around it. It provides a +5 competence bonus on its wearer’s Stealth checks to move silently. (The armor’s armor check penalty still applies normally.) 

Specific Armors

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

	Armor
	Cost

	Adamantine Breastplate
	10.200

	Banded Mail of Luck
	18.900

	Celestial Armor
	22.400

	Demon Armor
	52.260

	Dragonhide Plate
	3.300

	Mithral Shirt
	1.100

	Rhino Hide
	5.165


Adamantine Breastplate

This nonmagical breastplate is made of adamantine, giving its wearer damage reduction of 2/-. 

Banded Mail of Luck

Ten 100-gp gems adorn this +3 banded mail. Once per week, the armor allows its wearer to require that an attack roll made against him be rerolled. He must take whatever consequences come from the second roll. The wearer’s player must decide whether to have the attack roll rerolled before damage is rolled. 

Celestial Armor

This bright silver or gold +3 chainmail is so fine and light that it can be worn under normal clothing without betraying its presence. It has a maximum Dexterity bonus of +8, an armor check penalty of -2, and a spellcasting penalty of -2. It is considered light armor, weighs 10 kg, and it allows the wearer to use fly on command (as the spell) once per day. 

Demon Armor

This plate armor is fashioned to make the wearer appear to be a demon. The helmet is shaped to look like a horned demon head, and its wearer looks out of the open, tooth-filled mouth. This +4 field plate allows the wearer to make claw attacks that deal 1d12 points of damage, strike as +1 weapons, and afflict the target as if she had been struck by Demon Fever (Fortitude DC 14 negates). Use of the disease attack requires a normal melee attack with the claws. The "claws" are built into the armor’s vambraces and gauntlets. 

The armor dazes any nonevil creature wearing it. This effect persists as long as the armor is worn and disappears when the armor is removed. 

Dragonhide Plate

This suit of full plate is made of dragonhide, rather than metal, so druids can wear it. It is otherwise identical to masterwork field plate. 

Mithral Shirt

This extremely light chain shirt is made of very fine mithral links. The armor has a spellcasting penalty of -1, a maximum Dexterity bonus of +6, and no armor check penalty. It is considered light armor and weighs 5 kg. 

Rhino Hide

This +2 hide armor is made from rhinoceros hide. In addition to granting a +2 enhancement bonus to Defense, it has a -1 armor check penalty and deals an additional 2d6 points of damage on any successful charge attack made by the wearer, including a mounted charge. 

Specific Shields

The following specific shields usually are preconstructed with exactly the qualities described here. 

	Shield
	Cost

	Lion’s Shield
	9.170

	Mithral Heavy Shield
	1.020

	Spined Shield
	5.580

	Winged Shield
	17.257


Lion’s Shield

This +2 heavy steel shield is fashioned to appear to be a roaring lion’s head. Three times per day as a free action, the lion’s head can be commanded to attack (independently of the shield wearer), biting with the wielder’s armed combat bonus (including multiple attacks, if the wielder has them) and dealing 2d6 points of damage. This attack is in addition to any actions performed by the wielder. 

Mithral Heavy Shield

This heavy shield is made of mithral and thus is much lighter than a standard steel shield. It has a -1 spellcasting penalty and no armor check penalty. It weighs 2.5 kg. 

Spined Shield

This +1 heavy steel shield is covered in spines. It acts as a normal spiked shield. On command up to three times per day, the shield’s wearer can fire one of the shield’s spines. A fired spine has a +1 enhancement bonus, a range increment of 40 meters, and deals 1d10 points of damage. Fired spines regenerate each day. 

Winged Shield

This round heavy wooden shield has a +3 enhancement bonus. Small, feathered wings encircle the shield. 

Once per day it can be commanded to fly (as the spell), carrying the wielder. The shield can carry up to 60 kg and move at 24 meters per round, or up to 130 kg and move at 16 meters per round. 

Weapons

Magic weapons have enhancement bonuses ranging from +1 to +5. They apply these bonuses to both attack and damage rolls when used in combat. All magic weapons are also best craftsmanship, but their craftsmanship bonus on attack rolls does not stack with their enhancement bonus on attack rolls. 

Weapons come in two basic categories: melee and ranged. Some of the weapons listed as melee weapons can also be used as ranged weapons. In this case, their enhancement bonus applies to either type of attack. 

In addition to an enhancement bonus, weapons may have special abilities. Special abilities count as additional bonuses for determining the market value of the item, but do not modify attack or damage bonuses (except where specifically noted). A single weapon cannot have a modified bonus (enhancement bonus plus special ability bonus equivalents) higher than +10. A weapon with a special ability must have at least a +1 enhancement bonus. 

Ranged Weapons and Ammunition

The enhancement bonus from a ranged weapon does not stack with the enhancement bonus from ammunition. Only the higher of the two enhancement bonuses applies. 

Ammunition fired from a projectile weapon with an enhancement bonus of +1 or higher is treated as a magic weapon for the purpose of overcoming damage reduction. Similarly, ammunition fired from a projectile weapon with an alignment gains the alignment of that projectile weapon (in addition to any alignment it may already have). 

Magic Ammunition and Breakage

When a magic arrow, crossbow bolt, shuriken, or sling bullet misses its target, there is a 50% chance it breaks or otherwise is rendered useless. A magic arrow, bolt, bullet, or shuriken that hits is destroyed. 

Light Generation

Fully 30% of magic weapons shed light equivalent to a torch. These glowing weapons are quite obviously magical. Such a weapon can’t be concealed when drawn, nor can its light be shut off. Some of the specific weapons detailed below always or never glow, as defined in their descriptions. 

Hardness and Hit Points

Each +1 of enhancement bonus adds +2 to a weapon’s or shield’s durability. 

Cost

	Enchantment
	Cost*

	+1
	2.000

	+2
	8.000

	+3
	18.000

	+4
	32.000

	+5
	50.000

	+6**
	72.000

	+7**
	98.000

	+8**
	128.000

	+9**
	162.000

	+10**
	200.000


*Price per 50 arrows, bolts, or sling stones.

**A weapon can’t actually have a bonus higher than +5. Use these lines to determine price when special abilities are added in.

Special Ability Descriptions:
In addition to enhancement bonuses, weapons can have one or more of the special abilities detailed below. A weapon with a special ability must have at least a +1 enhancement bonus. 

	Special Ability
	Base Cost Modifier

	Bane
	+1

	Brilliant Energy
	+4

	Defending
	+1

	Disruption
	+2

	Distance
	+1

	Flaming
	+1

	Frost
	+1

	Ghost Touch
	+1

	Holy
	+2

	Keen
	+3

	Returning
	+1

	Seeking
	+1

	Shock
	+1

	Throwing
	+1

	Unholy
	+2

	Vicious
	+1


Bane

A bane weapon excels at attacking one type or subtype of creature. Against its designated foe, its effective enhancement bonus is +2 better than its normal enhancement bonus. It deals an extra 2d6 points of damage against the foe. Bows, crossbows, and slings so crafted bestow the bane quality upon their ammunition. 

Brilliant Energy

A brilliant energy weapon has its significant portion transformed into light, although this does not modify the item’s weight. It always gives off light as a torch. A brilliant energy weapon ignores nonliving matter. Armor bonuses to Defense (including any enhancement bonuses to that armor) do not count against it because the weapon passes through armor. (Dexterity, deflection, dodge, natural armor, and other such bonuses still apply.) A brilliant energy weapon cannot harm undead, constructs, and objects. This property can only be applied to melee weapons, thrown weapons, and ammunition. 

Defending

A defending weapon allows the wielder to transfer some or all of the weapon’s enhancement bonus to his Defense as a bonus that stacks with all others. As a free action, the wielder chooses how to allocate the weapon’s enhancement bonus at the start of his turn before using the weapon, and the effect to Defense lasts until the beginning of his next turn. 

Disruption

A weapon of disruption is the bane of all undead. Any undead creature struck in combat must succeed on a DC 14 Will save or be destroyed. A weapon of disruption must be a bludgeoning weapon. 

Distance

This property can only be placed on a ranged weapon. A weapon of distance has double the range increment of other weapons of its kind. 

Flaming

Upon command, a flaming weapon is sheathed in fire. The fire does not harm the wielder. The effect remains until another command is given. A flaming weapon deals an extra 1d6 points of fire damage on a successful hit. Bows, crossbows, and slings so crafted bestow the fire energy upon their ammunition. 

Frost

Upon command, a frost weapon is sheathed in icy cold. The cold does not harm the wielder. The effect remains until another command is given. A frost weapon deals an extra 1d6 points of cold damage on a successful hit. Bows, crossbows, and slings so crafted bestow the cold energy upon their ammunition. 

Ghost Touch

A ghost touch weapon deals damage normally against incorporeal creatures, regardless of its bonus. (An incorporeal creature’s 50% chance to avoid damage does not apply to attacks with ghost touch weapons.) The weapon can be picked up and moved by an incorporeal creature at any time. A manifesting ghost can wield the weapon against corporeal foes. Essentially, a ghost touch weapon counts as either corporeal or incorporeal at any given time, whichever is more beneficial to the wielder. 

Holy

A holy weapon is imbued with holy power. This power makes the weapon good-aligned and thus bypasses the corresponding damage reduction. It deals an extra 2d6 points of damage against all of evil alignment. It dazes any evil creature attempting to wield it. The daze effect remains as long as the weapon is in hand and disappears when the weapon is no longer wielded. Bows, crossbows, and slings so crafted bestow the holy power upon their ammunition. 

Keen

This ability doubles the extraordinary success range of a weapon to 19 and 20. Only piercing or slashing weapons can be keen. 

Returning

This special ability can only be placed on a weapon that can be thrown. A returning weapon flies through the air back to the creature that threw it. It returns to the thrower just before the creature’s next turn (and is therefore ready to use again in that turn). 

Catching a returning weapon when it comes back is a free action. If the character can’t catch it, or if the character has moved since throwing it, the weapon drops to the ground in the square from which it was thrown. 

Seeking

Only ranged weapons can have the seeking ability. The weapon veers toward its target, negating any miss chances that would otherwise apply, such as from concealment. (The wielder still has to aim the weapon at the right square. Arrows mistakenly shot into an empty space, for example, do not veer and hit invisible enemies, even if they are nearby.) 

Shock

Upon command, a shock weapon is sheathed in crackling electricity. The electricity does not harm the wielder. The effect remains until another command is given. A shock weapon deals an extra 1d6 points of electricity damage on a successful hit. Bows, crossbows, and slings so crafted bestow the electricity energy upon their ammunition. 

Throwing

This ability can only be placed on a melee weapon. A melee weapon crafted with this ability gains a range increment of 4 meters and can be thrown by a wielder proficient in its normal use. 

Unholy

An unholy weapon is imbued with unholy power. This power makes the weapon evil-aligned and thus bypasses the corresponding damage reduction. It deals an extra 2d6 points of damage against all of good alignment. It dazes any good creature attempting to wield it. The daze effect remains as long as the weapon is in hand and disappears when the weapon is no longer wielded. Bows, crossbows, and slings so crafted bestow the unholy power upon their ammunition. 

Vicious

When a vicious weapon strikes an opponent, it creates a flash of disruptive energy that resonates between the opponent and the wielder. This energy deals an extra 2d6 points of damage to the opponent and 1d6 points of damage to the wielder. Only melee weapons can be vicious. 

Specific Weapons

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

	Weapon
	Cost

	Adamantine Battle Axe
	3.010

	Adamantine Dagger
	3.002

	Frost Brand
	54.475

	Holy Avenger
	120.630

	Javelin of Lightning
	1.500

	Mace of Smiting
	75.312

	Mace of Terror
	38.552

	Masterwork Cold Iron Longsword
	330

	Masterwork Silver Dagger
	322

	Oathbow
	25.600

	Shatterspike
	4.315

	Shifter’s Sorrow
	12.780

	Slaying Arrow
	2.282

	Sun Blade
	50.335

	Sword of Subtlety
	22.310


Adamantine Battleaxe

This nonmagical axe is made out of adamantine. As a masterwork weapon, it has a +1 enhancement bonus on attack rolls. 

Adamantine Dagger

This nonmagical dagger is made out of adamantine. As a masterwork weapon, it has a +1 enhancement bonus on attack rolls. 

Frost Brand

This +3 frost greatsword sheds light as a torch when the temperature drops below 0° celcius. At such times it cannot be concealed when drawn, nor can its light be shut off. Its wielder is protected from fire; the sword absorbs the first 10 points of fire damage each round that the wielder would otherwise take. 

A frost brand extinguishes all nonmagical fires in its area. As a half action, it can also dispel lasting fire spells, but not instantaneous effects, though you must succeed on a dispel check (1d20 +14) against each spell to dispel it. The DC to dispel such spells is 11 + the success level of the fire spell. 

Holy Avenger

This +2 cold iron longsword becomes a +5 holy cold iron longsword in the hands of a person with the Divine Power talent. 

It provides spell resistance of 5 + the wielder’s level to the wielder and anyone adjacent to her. It also enables the wielder to use greater dispel magic (once per round as a half action) at the class level of the paladin. (Only the area dispel is possible, not the targeted dispel or counterspell versions of greater dispel magic.) 

Javelin of Lightning

This javelin becomes a 5d6 lightning bolt when thrown (Reflex DC 14 half). It is consumed in the attack. 

Mace of Smiting

This +3 adamantine heavy mace has a +5 enhancement bonus against constructs, and any natural 20 rolled against a construct completely destroys it (no saving throw). An extraordinary success against an outsider deals double damage. 

Mace of Terror

On command, this +2 heavy mace causes the wielder’s clothes and appearance to transform into an illusion of darkest horror such that living creatures in a 10-meter cone become panicked as if by a fear spell (Will DC 16 partial). They take a -2 morale penalty on saving throws, and they flee from the wielder. The wielder may use this ability up to three times per day. 

Masterwork Cold Iron Longsword

This nonmagical longsword is crafted out of cold iron. As a masterwork weapon, it has a +1 enhancement bonus on attack rolls. 

Oathbow

This white +2 composite longbow (+2 Str bonus) whispers "Swift defeat to my enemies" in Illyrian when nocked and pulled. Once per day, if the firer swears aloud to slay her target (a free action), the bow’s whisper becomes the low shout "Swift death to those who have wronged me." Against such a sworn enemy, the bow has a +5 enhancement bonus, and arrows launched from it deal an additional 2d6 points of damage. However, the bow is treated as only a best craftsmanship weapon against all foes other than the sworn enemy, and the wielder takes a -1 penalty on attack rolls with any weapon other than the oathbow. These bonuses and penalties last for seven days or until the sworn enemy is slain or destroyed by the wielder of the oathbow, whichever comes first. 

The oathbow may only have one sworn enemy at a time. Once the wielder swears to slay a target, he cannot make a new oath until he has slain that target or seven days have passed. Even if the wielder slays the sworn enemy on the same day that he makes the oath, he cannot activate the oathbow’s special power again until 24 hours have passed from the time he made the oath. 

Shatterspike

Wielders without the Sunder talent use Shatterspike as a +1 longsword only; wielders with the Sunder talent add a +5 bonus (including the sword’s +1 enhancement bonus) to the opposed roll when attempting to strike a foe’s weapon. If successful, Shatterspike adds +5 to the durability DC. Shatterspike can damage weapons with an enhancement bonus of +4 or lower. 

Shifter’s Sorrow

This +1/+1 two-bladed sword has blades of alchemical silver. The weapon deals an extra 2d6 points of damage against any creature with the shapechanger subtype. When a shapechanger or a creature in an alternate form is struck by the weapon, it must make a DC 15 Will save or return to its natural form. 

Silver Dagger, Best Craftsmanship
This masterwork alchemical silver dagger is nonmagical. As a masterwork weapon, it has a +1 enhancement bonus on attack rolls. 

Slaying Arrow

This +1 arrow is keyed to a particular type or subtype of creature. If it strikes such a creature, the target must make a DC 20 Fortitude save or die (or, in the case of unliving targets, be destroyed) instantly. Note that even creatures normally exempt from Fortitude saves (undead and constructs) are subject to this attack. 

Sun Blade

This sword is the size of a bastard sword. However, a sun blade is wielded as if it were a short sword with respect to weight and ease of use. (In other words, the weapon appears to all viewers to be a bastard sword, and deals bastard sword damage, but the wielder feels and reacts as if the weapon were a short sword.) Any individual able to use either a bastard sword or a short sword with proficiency is proficient in the use of a sun blade. Likewise, Weapon Focus and Weapon Specialization in short sword and bastard sword apply equally, but the benefits of those talents do not stack. 

In normal combat, the glowing golden blade of the weapon is equal to a +2 bastard sword. Against evil creatures, its enhancement bonus is +4. Against Negative Energy Plane creatures or undead creatures, the sword deals double damage. 

The blade also has a special sunlight power. Once per day, the wielder can swing the blade vigorously above her head while speaking a command word. The sunblade then sheds a bright yellow radiance that is like full daylight. The radiance begins shining in a 4-meter radius around the sword wielder and extends outward at 2 meter per round for 10 rounds thereafter, to create a globe of light with a 12-meter radius. When the wielder stops swinging, the radiance fades to a dim glow that persists for another minute before disappearing entirely. All sun blades are of good alignment, and any evil creature attempting to wield one is dazed. The daze effect remains as long as the sword is in hand and disappears when the sword is no longer wielded. 

Sword of Subtlety

A +1 short sword with a thin, dull gray blade, this weapon provides a +4 bonus on its wielder’s attack and damage rolls when he is making a sneak attack with it. 

Implements
Magic implements have enhancement bonuses ranging from +1 to +5 just like weapons. They apply these bonuses to all casting checks. 
In addition to an enhancement bonus, implements may have special abilities. Special abilities count as additional bonuses for determining the market value of the item, but do not modify skill checks (except where specifically noted). A single implement cannot have a modified bonus (enhancement bonus plus special ability bonus equivalents) higher than +10. An implement with a special ability must have at least a +1 enhancement bonus. 

Light Generation

Fully 30% of magic implements shed light equivalent to a torch. These glowing implements are quite obviously magical. Such an implement can’t be concealed when drawn, nor can its light be shut off. 

Hardness and Hit Points

Each +1 of enhancement bonus adds +2 to an implement’s durability. 

Cost

	Enchantment
	Cost

	+1
	2.000

	+2
	8.000

	+3
	18.000

	+4
	32.000

	+5
	50.000

	+6*
	72.000

	+7*
	98.000

	+8*
	128.000

	+9*
	162.000

	+10*
	200.000


*An implement can’t actually have a bonus higher than +5. Use these lines to determine price when special abilities are added in.

Special Ability Descriptions:
In addition to enhancement bonuses, implements can have one or more of the special abilities detailed below. An implement with a special ability must have at least a +1 enhancement bonus. 

	Special Ability
	Base Cost Modifier

	Nexus
	Varies

	Piercing
	+1

	Protection
	+1


Nexus
A nexus implement can hold an increased amount of magic points. Each 5 magic points beyond the first 5 points equals a +1 enhancement. 
Piercing
A piercing implement excels at penetrating spell resistance. It negates up to 5 points of spell resistance. 
Protection
A protection implement allows the wielder to transfer some or all of the implement’s enhancement bonus to his Defense as a bonus that stacks with all others. As a free action, the wielder chooses how to allocate the implement’s enhancement bonus at the start of his turn before using the implement, and the effect to Defense lasts until the beginning of his next turn. 

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). 

	Type
	Cost
	Slot

	Amulet of Health +2
	4.000
	Neck

	Amulet of Health +4
	16.000
	Neck

	Amulet of Health +6
	36.000
	Neck 

	Amulet of Natural Armor +1
	2.000
	Neck

	Amulet of Natural Armor +2
	8.000
	Neck

	Amulet of Natural Armor +3
	18.000
	Neck

	Amulet of Natural Armor +4
	32.000
	Neck

	Amulet of Natural Armor +5
	50.000
	Neck

	Bag of Holding
	2.500
	-

	Belt of Giant Strength +4
	16.000
	Waist

	Belt of Giant Strength +6
	36.000
	Waist

	Boots of Levitation
	7.500
	Feet

	Boots of Speed
	12.000
	Feet

	Boots of Striding and Springing
	5.500
	Feet

	Bracers of Archery
	25.000
	Arms

	Bracers of Armor +1
	1.000
	Arms

	Bracers of Armor +2
	4.000
	Arms

	Bracers of Armor +3
	9.000
	Arms

	Bracers of Armor +4
	16.000
	Arms

	Bracers of Armor +5
	25.000
	Arms

	Bracers of Armor +6
	36.000
	Arms

	Bracers of Armor +7
	49.000
	Arms

	Bracers of Armor +8
	64.000
	Arms

	Brooch of Shielding
	1.500
	Neck

	Cape of the Mounteback
	10.080
	Shoulders

	Circlet of Blasting
	6.480
	Head

	Circlet of Persuasion
	4.500
	Head

	Cloak of Arachnida
	14.000
	Shoulders

	Cloak of Charisma +2
	4.000
	Shoulders

	Cloak of Charisma +4
	16.000
	Shoulders

	Cloak of Charisma +6
	36.000
	Shoulders

	Cloak of Resistance +1
	1.000
	Shoulders

	Cloak of Resistance +2
	4.000
	Shoulders

	Cloak of Resistance +3
	9.000
	Shoulders

	Cloak of Resistance +4
	16.000
	Shoulders

	Cloak of Resistance +5
	25.000
	Shoulders

	Cloak of the Bat
	26.000
	Shoulders

	Crystal Ball
	42.000
	-

	Dust of Appearance
	1.800
	-

	Dust of Disappearance
	3.500
	-

	Elemental Gem
	2.250
	-

	Eyes of the Eagle
	2.500
	Head

	Figurine of Wondrous Power
	Varies
	-

	Gauntlets of Ogre Power
	4.000
	Hands

	Gem of Brightness
	13.000
	-

	Gem of Seeing
	75.000
	-

	Gloves of Dexterity +2
	4.000
	Hands

	Gloves of Dexterity +4
	16.000
	Hands

	Gloves of Dexterity +6
	36.000
	Hands

	Gloves of Swimming and Climbing
	6.250
	Hands

	Goggles of Minute Seeing
	1.250
	Head

	Goggles of Night
	12.000
	Head

	Handy Haversack
	2.000
	-

	Headband of Intellect +2
	4.000
	Head

	Headband of Intellect +4
	16.000
	Head

	Headband of Intellect +6
	36.000
	Head

	Horn of Fog
	2.000
	-

	Ioun Stone
	Varies
	-

	Mantle of Faith
	76.000
	Shoulders

	Mantle of Spell Resistance
	90.000
	Shoulders

	Mirror of Life Trapping
	200.000
	-

	Necklace of Adaption
	9.000
	Neck

	Pearl of the Sirines
	15.300
	-

	Periapt of Health
	7.500
	Neck

	Periapt of Proof Against Poison
	27.000
	Neck

	Periapt of Wisdom +2
	4.000
	Neck

	Periapt of Wisdom +4
	16.000
	Neck

	Periapt of Wisdom +6
	36.000
	Neck

	Periapt of Wound Closure
	15.000
	Neck

	Portable Hole
	20.000
	-

	Ranger Boots
	2.500
	Feet

	Ranger Cloak
	2.500
	Shoulders

	Ranger Quiver
	1.800
	-

	Robe of Archmagi
	75.000
	Body

	Robe of Blending
	30.000
	Body

	Robe of Bones
	2.400
	Body

	Robe of Eyes
	120.000
	Body

	Robe of Scintillating Colors
	27.000
	Body

	Rope of Climbing
	3.000
	-

	Rope of Entanglement
	21.000
	-

	Scarab of Protection
	38.000
	Neck

	Vest of Escape
	5.200
	Body

	Wings of Flying
	54.000
	Shoulders


Descriptions:

Amulet of Health

This amulet is a golden disk on a chain. It usually bears the image of a lion or other powerful animal. The amulet grants the wearer an enhancement bonus to Constitution of +2, +4, or +6.
Amulet of Natural Armor

This amulet, usually crafted from bone or beast scales, toughens the wearer’s body and flesh, giving him an enhancement bonus to his natural armor bonus of from +1 to +5, depending on the kind of amulet. 

Bag of Holding

This appears to be a common small cloth sack. The bag of holding opens into a nondimensional space: Its inside is larger than its outside dimensions. Regardless of what is put into the bag, it weighs only 8 kg. The maximum weight the bag can hold is 150 kg.  

If the bag is overloaded, or if sharp objects pierce it (from inside or outside), the bag ruptures and is ruined. All contents are lost forever. If a bag of holding is turned inside out, its contents spill out, unharmed, but the bag must be put right before it can be used again. If living creatures are placed within the bag, they can survive for up to 10 minutes, after which time they suffocate. Retrieving a specific item from a bag of holding is a half action – unless the bag contains more than an ordinary backpack would hold, in which case retrieving a specific item is a full action. 

If a bag of holding is placed within a portable hole a rift to the Astral Plane is torn in the space: Bag and hole alike are sucked into the void and forever lost. If a portable hole is placed within a bag of holding, it opens a gate to the Astral Plane: The hole, the bag, and any creatures within a 4-meter radius are drawn there, destroying the portable hole and bag of holding in the process.
Belt of Giant Strength

This wide belt is made of thick leather and studded with iron. The belt adds to the wearer’s Strength score in the form of an enhancement bonus of +4 or +6.
Ranger Boots

These soft boots enable the wearer to move quietly in virtually any surroundings, granting a +5 competence bonus on Stealth checks to move silently. 

Boots of Levitation

On command, these leather boots allow the wearer to levitate as if she had cast levitate on herself. 

Boots of Speed

As a free action, the wearer can click her boot heels together, gaining an extra half action each round for up to 10 rounds each day. The duration of the effect need not be consecutive rounds. 

Boots of Striding and Springing

These boots increase the wearer’s base land speed by 4 meters. In addition to this striding ability (considered an enhancement bonus), these boots allow the wearer to make great leaps. She can jump with a +5 competence bonus on Jump checks.
Bracers of Archery
These wristbands look like normal protective wear. The bracers empower the wearer to use any bow (not including crossbows) as if she were proficient in its use. If she already has proficiency with any type of bow, she gains a +2 competence bonus on attack rolls and a +1 competence bonus on damage rolls whenever using that type of bow. Both bracers must be worn for the magic to be effective.
Bracers of Armor

These items appear to be wrist or arm guards. They surround the wearer with an invisible but tangible field of force, granting him an armor bonus of +1 to +8, just as though he were wearing armor. Both bracers must be worn for the magic to be effective. 

Brooch of Shielding

This appears to be a piece of silver or gold jewelry used to fasten a cloak or cape. In addition to this mundane task, it can absorb arcane blasts of the sort generated by spell or spell-like ability. A brooch can absorb up to 100 points of damage from arcane blasts before it melts and becomes useless. 

Cape of the Mountebank

On command, this bright red and gold cape allows the wearer to use the magic of the dimension door spell once per day. When he disappears, he leaves behind a cloud of smoke, appearing in a similar fashion at his destination. 

Circlet of Blasting
On command, this simple golden headband projects a blast of searing light (3d8 points of damage) once per day. 

Circlet of Persuasion

This silver headband grants a +3 competence bonus on the wearer’s Charisma-based checks. 

Cloak of Arachnida

This black garment, embroidered with a weblike pattern in silk, gives the wearer the ability to climb as if a spider climb spell had been placed upon her. In addition, the cloak grants her immunity to entrapment by web spells or webs of any sort – she can actually move in webs at half her normal speed. Once per day, the wearer of this cloak can cast web. She also gains a +2 luck bonus on all Fortitude saves against poison from spiders. 

Cloak of the Bat

Fashioned of dark brown or black cloth, this cloak bestows a +5 competence bonus on Stealth checks to hide. The wearer is also able to hang upside down from the ceiling, like a bat. 

By holding the edges of the garment, the wearer is able to fly as per the spell. If he desires, the wearer can actually polymorph himself into an ordinary bat and fly accordingly. (All possessions worn or carried are part of the transformation.) Flying, either with the cloak or in bat form, can be accomplished only in darkness (either under the night sky or in a lightless or near-lightless environment underground). Either of the flying powers is usable for up to 7 minutes at a time, but after a flight of any duration the cloak cannot bestow any flying power for a like period of time. 

Cloak of Charisma

This lightweight and fashionable cloak has a highly decorative silver trim. When in a character’s possession, it adds a +2, +4, or +6 enhancement bonus to her Charisma score. 

Ranger Cloak

This cloak of neutral gray cloth is indistinguishable from an ordinary cloak of the same color. However, when worn with the hood drawn up around the head, it gives the wearer a +5 competence bonus on Stealth checks to hide.
Cloak of Resistance

These garments offer magic protection in the form of a +1 to +5 resistance bonus on all saving throws (Fortitude, Reflex, and Will). 

Crystal Ball

This is the most common form of scrying device, a crystal sphere about 20 cm in diameter. A character can use the device to see over virtually any distance or into other planes of existence, as with the spell scrying (Will DC 16 negates). 

Dust of Appearance

This fine powder appears to be a very fine, very light metallic dust. A single handful of this substance flung into the air coats objects within a 4-meter radius, making them visible even if they are invisible. It likewise negates the effects of flicker and distort vision. (In this, it works just like the faerie fire spell). The dust also reveals figments, mirror images, and projected images for what they are. A creature coated with the dust takes a -30 penalty on its Stealth checks to hide. The dust’s effect lasts for 5 minutes. 

Dust of appearance is typically stored in small silk packets or hollow bone tubes. 

Dust of Disappearance

This dust looks just like dust of appearance and is typically stored in the same manner. A creature or object touched by it becomes invisible (as the spell invisibility). Normal vision can’t see dusted creatures or objects, nor can they be detected by magical means, including Illuminated Circlet. Dust of appearance, however, does reveal people and objects made invisible by dust of disappearance. Other factors, such as sound and smell, also allow possible detection. 

The invisibility bestowed by the dust lasts for 2d6 rounds. The invisible creature doesn’t know when the duration will end.
Elemental Gem

This gem contains a conjuration spell attuned to a specific Elemental Plane (Air, Earth, Fire, or Water). 

When the gem is crushed, smashed, or broken (a half action), a Large elemental appears. The elemental is under the control of the creature that broke the gem. 

The coloration of the gem varies with the type of elemental it summons. Air elemental gems are transparent, earth elemental gems are light brown, fire elemental gems are reddish orange, and water elemental gems are blue-green. 

Eyes of the Eagle

These items are made of special crystal and fit over the eyes of the wearer. These lenses grant a +5 competence bonus on Spot checks. Wearing only one of the pair causes a character to become dizzy and, in effect, stunned for 1 round. Thereafter, the wearer can use the single lens without being stunned so long as she covers her other eye. Of course, she can remove the single lens and see normally at any time, or wear both lenses to end or avoid the dizziness. 

Figurines of Wondrous Power

Each of the several kinds of figurines of wondrous power appears to be a miniature statuette of a creature an inch or so high (with one exception). When the figurine is tossed down and the correct command word spoken, it becomes a living creature of normal size (except when noted otherwise below). The creature obeys and serves its owner. Unless stated otherwise, the creature understands Common but does not speak. 

If a figurine of wondrous power is broken or destroyed in its statuette form, it is forever ruined. All magic is lost, its power departed. If slain in animal form, the figurine simply reverts to a statuette that can be used again at a later time. 

Bronze Griffon

When animated, a bronze griffon acts in all ways like a normal griffon under the command of its possessor. The item can be used twice per week for up to 6 hours per use. When 6 hours have passed or when the command word is spoken, the bronze griffon once again becomes a tiny statuette. 

Price 10.000 gp. 

Ebony Fly

When animated, an ebony fly is the size of a pony and has all the statistics of a hippogriff but can make no attacks. The item can be used three times per week for up to 12 hours per use. When 12 hours have passed or when the command word is spoken, the ebony fly again becomes a tiny statuette. 

Price 10.000 gp. 

Golden Lions

These figurines come in pairs. They become normal adult male lions. If slain in combat, the lions cannot be brought back from statuette form for one full week. Otherwise, they can be used once per day for up to 1 hour. They enlarge and shrink upon speaking the command word. 

Price 16.500 gp. 

Ivory Goats

These figurines come in threes. Each goat of this trio looks slightly different from the others, and each has a different function: 

· The Goat of Traveling: This statuette provides a speedy and enduring mount equal to that of a heavy horse in every way except appearance. The goat can travel for a maximum of one day each week – continuously or in any combination of periods totaling 24 hours. At this point, or when the command word is uttered, it returns to its statuette form for not less than one day before it can again be used. 

· The Goat of Travail: This statuette becomes an enormous creature, larger than a bull, with the statistics of a nightmare except for the addition of a pair of wicked horns of exceptional size (damage 1d10 for each horn). It can be called to life just once per month for up to 12 hours at a time. 

· The Goat of Terror: When called upon with the proper command word, this statuette becomes a destrier-like mount, with the statistics of a light warhorse. However, its rider can employ the goat’s horns as weapons (one horn as a +3 lance, the other as a +5 longsword). When ridden in an attack against an opponent, the goat of terror radiates fear in a 10-meter radius (Will DC 16 negates). It can be used once every two weeks for up to 3 hours per use. 

Price 21.000 gp. 

Marble Elephant

This is the largest of the figurines, the statuette being about the size of a human hand. Upon utterance of the command word, a marble elephant grows to the size and specifications of a true elephant. The animal created from the statuette is fully obedient to the figurine’s owner, serving as a beast of burden, a mount, or a combatant. The statuette can be used four times per month for up to 24 hours at a time. 

Price 17.000 gp. 

Obsidian Steed

This figurine appears to be a small, shapeless lump of black stone. Only careful inspection reveals that it vaguely resembles some form of quadruped. On command, the near-formless piece of obsidian becomes a fantastic mount. Treat it as a heavy warhorse with the following additional powers usable once per round at will: overland flight, plane shift, and ethereal jaunt. The steed allows itself to be ridden, but if the rider is of good alignment, the steed is 10% likely per use to carry him to the lower planes and then return to its statuette form. The statuette can be used once per week for one continuous period of up to 24 hours. Note that when an obsidian steed becomes ethereal or plane shifts, its rider and his gear follow suit. 

Thus, the user can travel to other planes via this means. 

Price 28.500 gp. 

Onyx Dog

When commanded, this statuette changes into a creature with the same properties as a riding dog except that it is endowed with an Intelligence of 8, can communicate in Common, and has exceptional olfactory and visual abilities. (It has the scent ability and adds +4 to its Spot and Search checks.) It has darkvision, and it can see invisibility. An onyx dog can be used once per week for up to 6 hours. It obeys only its owner. 

Price 15.500 gp. 

Serpentine Owl

This figurine becomes either a normal-sized horned owl or a giant owl according to the command word used. The transformation can take place once per day, with a maximum duration of 8 continuous hours. However, after three transformations into giant owl form, the statuette loses all its magical properties. The owl communicates with its owner by telepathic means, informing her of all it sees and hears. (Remember the limitations of its Intelligence.) 

Price 9.100 gp. 

Silver Raven

This silver figurine turns into a raven on command (but it retains its metallic consistency, which gives it hardness 10). Another command sends it off into the air, bearing a message just like a creature affected by an animal messenger spell. If not commanded to carry a message, the raven obeys the commands of its owner, although it has no special powers or telepathic abilities. It can maintain its nonfigurine status for only 24 hours per week, but the duration need not be continuous. 

Price 3.800 gp. 

Gauntlets of Ogre Power

These gauntlets are made of tough leather with iron studs running across the back of the hands and fingers. They grant the wearer great strength, adding a +2 enhancement bonus to his Strength score. Both gauntlets must be worn for the magic to be effective.
Gem of Brightness

This crystal appears to be a long, rough prism. Upon utterance of a command word, the crystal emits bright light of one of three sorts. 

· One command word causes the gem to shed light as a hooded lantern. This use of the gem does not expend any charges. 

· Another command word causes the gem of brightness to send out a bright ray 30 cm in diameter and 20 meters long. This strikes as a ranged touch attack, and any creature struck by this beam is blinded for 1d4 rounds unless it makes a DC 14 Fortitude save. This use of the gem expends 1 charge. 

· The third command word causes the gem to flare in a blinding flash of light that fills a 12-meter cone. Although this glare lasts but a moment, any creature within the cone must make a DC 14 Fortitude save or be blinded for 1d4 rounds. This use expends 5 charges. 

A newly created gem of brightness has 50 charges. When all its charges are expended, the gem becomes nonmagical. 

Gem of Seeing

This finely cut and polished stone is indistinguishable from an ordinary jewel in appearance. When it is gazed through, a gem of seeing enables the user to see as though she were affected by the true seeing spell. A gem of seeing can be used for as much as 30 minutes a day, divided up into periods of minutes or rounds as the user sees fit. 

Gloves of Dexterity

These thin leather gloves are very flexible and allow for delicate manipulation. They add to the wearer’s Dexterity score in the form of an enhancement bonus of +2, +4, or +6. Both gloves must be worn for the magic to be effective. 

Gloves of Swimming and Climbing

These apparently normal lightweight gloves grant a +5 competence bonus on Swim checks and Climb checks. Both gloves must be worn for the magic to be effective. 

Goggles of Minute Seeing

The lenses of this item are made of special crystal. When placed over the eyes of the wearer, the lenses enable her to see much better than normal at distances of 30 cm or less, granting her a +5 competence bonus on Search checks to find secret doors, traps, and similar concealed objects. Both lenses must be worn for the magic to be effective. 

Goggles of Night

The lenses of this item are made of dark crystal. Even though the lenses are opaque, when placed over the eyes of the wearer they enable him to see normally and also grant him darkvision. Both lenses must be worn for the magic to be effective. 

Handy Haversack

A backpack of this sort appears to be well made, well used, and quite ordinary. It is constructed of finely tanned leather, and the straps have brass hardware and buckles. It has two side pouches, each of which appears large enough to hold about a quart of material. In fact, each is like a bag of holding and can actually hold material of as much as 10 kg in weight. The large central portion of the pack can contain up to 40 kg of material. Even when so filled, the backpack always weighs only 2.5 kg. 

While such storage is useful enough, the pack has an even greater power in addition. When the wearer reaches into it for a specific item, that item is always on top. Thus, no digging around and fumbling is ever necessary to find what a haversack contains. Retrieving any specific item from a haversack is a half action, but it does not provoke the attacks of opportunity that retrieving a stored item usually does. 

Headband of Intellect

This device is a light cord with a small gem set so that it rests upon the forehead of the wearer. The headband adds to the wearer’s Intelligence score in the form of an enhancement bonus of +2, +4, or +6. This enhancement bonus does not earn the wearer extra skill points. 

Horn of Fog

This small bugle allows its possessor to blow forth a thick cloud of heavy fog similar to that of an obscuring mist spell. The fog covers a 4-meter square next to the horn blower each round that the user continues to blow the horn; fog clouds travel 4 meters each round in a straight line from the emanation point unless blocked by something substantial such as a wall. The device makes a deep, foghorn-like noise, with the note dropping abruptly to a lower register at the end of each blast. The fog dissipates after 3 minutes. A moderate wind (17+ kph) disperses the fog in 4 rounds; a strong wind (33+ kph) disperses the fog in 1 round. 

Ioun Stones

These crystalline stones always float in the air and must be within 1 meter of their owner to be of any use. When a character first acquires a stone, she must hold it and then release it, whereupon it takes up a circling orbit up to one meter from her head. Thereafter, a stone must be grasped or netted to separate it from its owner. The owner may voluntarily seize and stow a stone (to keep it safe while she is sleeping, for example), but she loses the benefits of the stone during that time. 

· Clear Spindle: Sustains creature without food or water. Price 4.000 gp. 

· Dusty rose Prism: +1 insight bonus to Defense. Price 5.000 gp. 

· Deep red Sphere: +2 enhancement bonus to Dexterity. Price 8.000 gp. 

· Incandescent blue Sphere: +2 enhancement bonus to Wisdom. Price 8.000 gp. 

· Pale blue Rhomboid: +2 enhancement bonus to Strength. Price 8.000 gp. 

· Pink Rhomboid: +2 enhancement bonus to Constitution. Price 8.000 gp. 

· Pink and green Sphere: +2 enhancement bonus to Charisma. Price 8.000 gp. 

· Scarlet and blue Sphere: +2 enhancement bonus to Intelligence. Price 8.000 gp. 

· Dark blue Rhomboid: +2 to Listen, Search, and Spot checks. Price 10.000 gp. 

· Iridescent Spindle: Sustains creature without air. Price 18.000 gp. 

· Pale lavender Ellipsoid: Absorbs spells of 2nd level or lower*. Price 20.000 gp. 

· Pearly white Spindle: Regenerate 1 point of damage per hour. Price 20.000 gp. 

· Pale green Prism: +1 competence bonus on all checks. Price 30.000 gp. 

· Lavender and green Ellipsoid: Absorbs spells of 4th level or lower**. Price 40.000 gp. 

*After absorbing twenty spell levels, the stone burns out and turns to dull gray, forever useless. 

**After absorbing fifty spell levels, the stone burns out and turns dull gray, forever useless. 

Mantle of Faith

This holy garment, worn over normal clothing, grants damage reduction 5/evil to the character wearing it. 

Mantle of Spell Resistance

This garment, worn over normal clothing or armor, grants the wearer spell resistance 5. 

Mirror of Life Trapping

This crystal device is usually about 120 cm square and framed in metal or wood. It can be hung or placed on a surface and then activated by giving a command word. The same command word deactivates the mirror. A mirror of life trapping has fifteen nonspatial extradimensional compartments within it. Any creature coming within 10 meters of the device and looking at its own reflection must make a DC 23 Will save or be trapped within the mirror in one of the cells. A creature not aware of the nature of the device always sees its own reflection. The probability of a creature seeing its reflection, and thus needing to make the saving throw, drops to 50% if the creature is aware that the mirror traps life and seeks to avoid looking at it (treat as a gaze attack). 

When a creature is trapped, it is taken bodily into the mirror. Size is not a factor, but constructs and undead are not trapped, nor are inanimate objects and other nonliving matter. A victim’s equipment (including clothing and anything being carried) remains behind. If the mirror’s owner knows the right command word, he can call the reflection of any creature trapped within to its surface and engage his powerless prisoner in conversation. Another command word frees the trapped creature. Each pair of command words is specific to each prisoner. 

If the mirror’s capacity is exceeded, one victim (determined randomly) is set free in order to accommodate the latest one. If the mirror is broken, all victims currently trapped in it are freed. 

Necklace of Adaptation

This necklace is a heavy chain with a platinum medallion. The magic of the necklace wraps the wearer in a shell of fresh air, making him immune to all harmful vapors and gases (such as pestilence, as well as inhaled poisons) and allowing him to breathe, even underwater or in a vacuum. 

Pearl of the Sirines

This normal-seeming pearl is beautiful and worth at least 1.000 gp on that basis alone. If it is clasped firmly in hand or held to the breast while the possessor attempts actions related to the pearl’s powers, she understands and is able to employ the item. 

The pearl enables its possessor to breathe in water as if she were in clean, fresh air. Her swim speed is 20 meters, and she can cast spells and act underwater without hindrance. 

Periapt of Health

The wearer of this blue gem on a silver chain is immune to disease, including supernatural diseases. 

Periapt of proof against poison

This item is a brilliant-cut black gem on a delicate silver chain. The wearer is immune to poison, although poisons still active when the periapt is first donned still run their course. 

Periapt of Wisdom

Although it appears to be a normal pearl on a light chain, a periapt of wisdom actually increases the possessor’s Wisdom score in the form of an enhancement bonus of +2, +4, or +6 (depending on the individual item). 

Periapt of Wound Closure

This stone is bright red and dangles on a gold chain. The wearer of this periapt automatically becomes stable if reduced to negative health points. The periapt doubles the wearer’s normal rate of healing or allows normal healing of wounds that would not do so normally. Hit point damage that involves bleeding is negated for the wearer of the periapt, but he is still susceptible to damage from bleeding that causes Constitution loss.
Portable Hole

A portable hole is a circle of cloth spun from the webs of a phase spider interwoven with strands of ether and beams of starlight. When opened fully, a portable hole is 2 meters in diameter, but it can be folded up to be as small as a pocket handkerchief. When spread upon any surface, it causes an extradimensional space 4 meters deep to come into being. This hole can be picked up from inside or out by simply taking hold of the edges of the cloth and folding it up. Either way, the entrance disappears, but anything inside the hole remains. 

The only air in the hole is that which enters when the hole is opened. It contains enough air to supply one Medium creature or two Small creatures for 10 minutes. The cloth does not accumulate weight even if its hole is filled. Each portable hole opens on its own particular nondimensional space. If a bag of holding is placed within a portable hole, a rift to the Astral Plane is torn in that place. Both the bag and the cloth are sucked into the void and forever lost. If a portable hole is placed within a bag of holding, it opens a gate to the Astral Plane. The hole, the bag, and any creatures within a 4-meter radius are drawn there, the portable hole and bag of holding being destroyed in the process. 

Robe of the Archmagi

This normal-appearing garment can be any color. Its wearer, if an arcane spellcaster, gains the following powers. 

· +5 armor bonus to Defense. 

· Spell resistance 4. 

· +4 resistance bonus on all saving throws. 

· +2 enhancement bonus on checks made to overcome spell resistance. 

Robe of Blending

When this robe is put on, the wearer intuitively knows that the garment has very special properties. A robe of blending enables its wearer to appear to be part of his surroundings. This allows him a +10 competence bonus on Stealth checks to hide. The wearer can adopt the appearance of another creature, as with the illusion spell, at will. All creatures acquainted with and friendly to the wearer see him normally. 

Robe of Bones

This handy item functions much like a robe of useful items for the serious necromancer. It appears to be an unremarkable robe, but a character who dons it notes that it is adorned with small embroidered figures representing undead creatures. Only the wearer of the robe can see the embroidery and recognize them for the creatures they become, and detach them. One figure can be detached each round. Detaching a figure causes it to become an actual undead creature (see the list below). The skeleton or zombie is not under the control of the wearer of the robe, but may be subsequently commanded, rebuked, turned, or destroyed. A newly created robe of bones always has two embroidered figures of each of the following undead: 

· Small goblin skeleton 

· Medium human commoner skeleton 

· Medium wolf skeleton 

· Small goblin zombie 

· Medium human commoner zombie 

· Medium wolf zombie 

Robe of Eyes

This valuable garment appears to be a normal robe until it is put on. Its wearer is able to see in all directions at the same moment due to scores of visible, magical eyelike patterns that adorn the robe. She also gains darkvision. 

The robe of eyes sees all forms of invisible or ethereal things within 40 meters. 

The wearer of a robe of eyes gains a +10 competence bonus on Search checks and Spot checks. She retains her Dexterity bonus to Defense even when flat-footed, and she can’t be flanked. However, she is not able to avert her eyes or close her eyes when confronted by a creature with a gaze attack. 

Robe of Scintillating Colors

The wearer of this robe can cause the garment to display a shifting pattern of incredible hues, color after color cascading from the upper part of the robe to the hem in sparkling rainbows of dazzling light. The colors daze those near the wearer, conceal the wearer, and illuminate the surroundings. It takes 1 full round after the wearer speaks the command word for the colors to start flowing on the robe. The colors create the equivalent of a gaze attack with a 10-meter range. Those who look at the wearer are dazed for 1d4+1 rounds (Will DC 16 negates). This is a mind-affecting pattern effect. 

Every round of continuous scintillation of the robe gives the wearer better concealment. The miss chance on attacks against the wearer starts at 10% and increases by 10% each round until it reaches 50% (total concealment). 

The robe illuminates a 10-meter radius continuously. 

The effect can be used no more than a total of 10 rounds per day. 

Rope of Climbing

A 20-meter-long rope of climbing is no thicker than a wand, but it is strong enough to support 1.500 kg. Upon command, the rope snakes forward, upward, downward, or in any other direction at 4 meters per round, attaching itself securely wherever its owner desires. It can unfasten itself and return in the same manner. 

A rope of climbing can be commanded to knot or unknot itself. This causes large knots to appear at half a meter intervals along the rope. Knotting shortens the rope to a 15-meter length until the knots are untied but lowers the DC of Climb checks while using it by 10. A creature must hold one end of the rope when its magic is invoked. 

Rope of Entanglement

A rope of entanglement looks just like any other hempen rope about 10 meters long. Upon command, the rope lashes forward 8 meters or upward 4 meters to entangle a victim. An entangled creature can break free with a DC 20 Strength check or a DC 20 Acrobatics check. 

The rope has Defense 22, 12 hit points, and hardness 10, and it has damage reduction 5/slashing as well. The rope repairs damage to itself at a rate of 1 point per 5 minutes, but if a rope of entanglement is severed (all 12 hit points lost to damage), it is destroyed. 

Scarab of Protection

This device appears to be a silver medallion in the shape of a beetle. If it is held for 1 round, an inscription appears on its surface letting the holder know that it is a protective device. 

The scarab’s possessor gains spell resistance 4. The scarab can also absorb death effects and negative energy effects. Upon absorbing twelve such attacks, the scarab turns to powder and is destroyed. 

Vest of Escape

Hidden within secret pockets of this simple silk vest are lockpicks that provide a +4 competence bonus on Sleight of Hands checks to pick locks. The vest also grants its wearer a +6 competence bonus on Acrobatics checks to escape confinement. 

Wings of Flying

A pair of these wings might appear to be nothing more than a plain cloak of old, black cloth, or they could be as elegant as a long cape of blue feathers. When the wearer speaks the command word, the cloak turns into a pair of bat or bird wings that empower her to fly with a speed of 24 meters.
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