

Bambi
TRS2152 - Encyclopedia Magica  - Volume II
Scanned and OCRed by Bambi for the bookswarez scene. 

With no damn internet connection, thanks to my ISP catching me with uncaped cable....
03/2002


Encyclopedia Magica™

Accessory

Credits

Design: It isimpossibleto list dl of the creators of the items cataloged in these volumes,
but credit goes to everyone who has created a magic item in a module, boxed set, accessory,
hardbound, or magazine article published in the last 20 years.

Compilation and Development: dade
Development and Editing: Doug Stewart
Project Coordination: Steve Winter
Interior Black and White Art: Arnie Sweke
Interior Color Art: Clyde Cadwell, Jeff Eadey, Fred Fields, Paul Jaquays,

John & Laura Lakey, and Robh Ruppel
Art Coordination: Peggy Cooper
Graphic Design: Dee Barnett
Graphic Coordination: Sarah Feggestad
- Typesetting: Nancy J. Kerkstra
Production: Paul Hanchette
Acknowledgements. L. Richard Baker |11, Anne Brown, Ed Greenwood, Bruce Heard,
Colin McComb, Roger E. Moore, Steven E. Schend, dade, Georgia S. Stewart, and Doug Stewart
who supplied new and unique magical items. And, of course, James M. Ward, for laughing
when he heard dade had this project.

Volume Two

Decoy Dust to Phylactery of Riteousness

TABLE OF CONTENTS

D 419
E 425
B oo 465
G 501
o 551
P 607
J o 621
K e 627
L 635
M 675
L L 745
O 761
P e 801
TSR, Inc. TSR Ltd
201 Sheridan Springs Road 120 Church End
Lake Geneva Cherry Hinton
WI153147-0756 Cambridge, CB13LB
USA

UnitedKingdom

AD&D, ADVANCED DUNGEONS & DRAGONS, AL-QADIM, BATTLESYSTEM, BLACKMOOR, CARDMASTER, D&D, DARK SUN, DRAGON,
DRAGON'S CROWN, DRAGONLANCE, DRAGON MOUNTAIN, DRAGON QUEST, DUNGEON, DUNGEONS & DRAGONS, DUNGEON MASTER,
FIEND FOLIO, FORGOTTEN REALMS, GAMMA WORLD, GREYHAWK, HOLLOW WORLD, MONSTROUS COMPENDIUM, POLYHEDRON
RAVENLOFT, RPGA, the RPGA Logo, SPELLJAMMER, and WORLD OF GREYHAWK areregistered trademarks owned by TSR, Inc.
ALWAYSANADVENTURE!. CREATURE CRUCIBLE, DEITIES& DEMIGODS, ENCY CLOPEDIA MAGICA, MONSTROUSMANUAL,MY STARA,
PLANESCAPE, RAVENSBLUFF, ROLEPLAYING GAMEASSOCIATION, WILDSPACE, and the TSR Logo aretrademarksowned by TSR, Inc.
LANKHMAR is atrademark owned by and used under license from Fritz Leiber.

All TSR characters, character names, spell names, magical item names, unique place locations, and the distinct likenesses thereof are trademarks owned by TSR, Inc.
Random House and its affiliate companies have worldwide distribution rightsin the book trade for English language products of TSR, Inc. Distributed to the toy
and hobby trade by regional distributors. Distributed to the book and hobby trade in the United Kingdom by TSR Ltd. This work is protected under the copyright
laws of the United States of America. Any reproduction or unauthorized use of the material or art work presented herein is prohibited by law without the express
written permission of TSR, Inc.

61995 TSR, Inc. All RightsReserved.
First Printing, February 1995



e

IR
)




Decoy
XPValue: 400 GP Value: 1,200
The Book of Marvelous Magic

This dust forms the shape of a snake monster. It
appears to attack creatures in the area of effect,
but it is merely a decoy and cannot actually dam-
age anyone. It triesto draw attention and then
attacks until someone realizes it is harmless.
However, if any creature tries to use a bite attack
against the snake dust, it automatically hits and
the creature must then make a saving throw vs.
death magic or die in one round, choked by the
dust. Claw and weapon attacks merely pass
through the dust, appearing to damage the decoy
but not actually affecting it. Decoy dust lasts for
oneturn.

of Disappearance
XPValue: 1,000 GP Value: 5,000
DUNGEON MASTER Guide, 1¢ Edition

This dust looksjust like dust of appearance, and
it istypically stored in the same manner and
quantity. All things touched by it reflect and bend
light of all sorts (infrared and ultraviolet

included), becoming invisible. Normal sight is
useless when trying to locate dusted creatures or
objects—they can't even be detected by magical

means, let alone anything else. Even detect invisi-
bility spells don't work. Dust of appearance,
however, does reveal people and objects made
invisible by dust ofdisappearance.

Invisibility bestowed by the dust lasts for 2d10
turns (1d10+10 if sprinkled carefully upon an
object). Attacking while invisible is possible,
aways by surprise if the opponent fails to note the
invisible thing and dways at an Armor Class 4 bet-
ter than normal (while invisibility lasts). Unlike the
invisibility spell, dust ofdisappearance remains
effective even after an attack is made.

of Dryness
XPValue: 250 GP Value: 750
DUNGEON MASTER Guide, 1 Edition
This specid dust has many uses. If apinch is cast
into a cubic yard of water, the liquid is instantly
transformed to nothingness, and the dust pinch
becomes a marble-sized pellet, floating or resting
where it was cadt. If the pellet is hurled down, it
breaks and releases the same volume of water.

Dust of Dullness

d \WWhen the dust is sprinkled over an area
(such as with a wave of the arm), it
" negates & precipitation or cloudburst
spell, or else dries up as much as 15 cubic feet of
water. The dust affects only water (whether fresh,
sdlt, brackish, or alkaling), not other liquids.

If the dust is employed againgt a water elemental
or similar creature, the creature must save vs. spell
or be destroyed. A successful save till inflicts 5d6
points of damage upon the water cregture.

A pouch of this dust contains 1d6+4 pinches.

of Dullness

XPValue 250 GP Value: 500

Mordenkainen's Fantastic Adventure
This appears to be normal, silty dust. One large
pinch affects one human-sized creature; a handful
can affect 1d4+ human-sized creatures. It may be
thrown up to 10 feet, cascading down upon
intended targets. When the dust is cast on any liv-
ing creature with senses (sight, taste, hearing,
touch, smell, and/or a"sixth sense" such as psion-
ics or magic that provide unusual sensory capabili-
ties), roll 1d6, and consult the table below. The
number rolled affects all senses with a number
equal to or lower than the result. (Example: A roll
of 3 would affect sight, taste, and hearing.)

Roll  Sense

1 Sight: Vision is blurred for 1d6 hours.
Roll 1dI0 to find the severity:

13 -3 penalty to attack.

48 -5 penalty to attack and -3 penalty to
movement rate; attempts at faster move-
ment result in a stumble and fall, for no
damage.

90 Blinded

2 Tage The victim loses the sense of taste
for 1d6 hours.

3 Hearing: The victim is deaf for 1d6
turns; a-1 penalty appliesto dl initiative
rolls, and the victim suffers a 50% chance
of being surprised in situations where
sound (footsteps, howling, etc.) isthe pri-
mary factor. Unless some nonaural sig-
naling method is used, the victim does
not react to unseen situations until after a
1d4 initiative delay (or until physically
warned by other characters).

4 Touch: The victim cannot feel anything
for 1d6 turns, including being touched,
burned, frozen, etc. A penalty of -3 applies
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Dust, Feather

"\IIIllIIlllIlIllIll-IlllIIIIlIIlIIIlIllIllIIIIIlllIIIlIIlll-IIlIllIIIIlIIIIlIIIIIIIIIIIIIIIIIIIIIII"'

to the movement rate, and any attempt a
running resultsin astumble and fal (for no
damage) within one round. Dexterity is
temporarily pendized by -2 points. When
holding objects in hand, there is a 30%
chance per object of dropping it, checked
each turn and whenever an item is used.

5 Smell: The victim loses al olfactory fac-
ulties for 1d6 turns, and cannot smell
anything (a boon when investigating
garbage heaps).

6 Sixth Sense: The victim may not receive,

transmit, use, or interpret psychic, magi-
cal, or psionic powers for 1d6 turns. All
those functions related to dreams, intu-
itions, "hunches," extra sensory percep-
tions, and/or magical spells or items that
would produce, heighten, or elaborate
these areas are "wiped clean” from the
victim's mind. No telepathic or empathic
communication is possible. Spells
affected are listed below. Magica items
that resemble these spells are treated in
the same way, and their use is not pos-
sble. Spdlsaffected/negated:
Priest/Druid: All detect spells, commune -with
nature, commune, divination, find traps, find the
path, know alignment, locate animals, locate
object, locateplants, stone tell, and true seeing.
Wizard: All detect spells, clairvoyance, claurau-
dience, contact other plane, ESP, identify, legend
lore, locate object, mass suggestion, mind blank,
nondetection, suggestion, telekinesis, true sight,
vision, and wizard eye.

Feather
XP Value: 250 GP Value: 500
The Book of Marvelous Magic
This dust appears identical to allergy dust of
some type. However, it merely creates a cloud of
smdl, harmless feathers in the area of effect. The
feathers may obscure vision to a limited extent,
but settle to the ground in six rounds.

Fertilization
XPValue 300 GP Value: 900
DRAGON Magazine 30
Dust of fertilization, when sprinkled on any plant,
causesit to gain ayear's growth (or full growth in
the case of shorter-lived plants) in one week. The
dust does not work on treants or enchanted plants.

Fodder
XPValue 200/pinch GP Value: 600/pinch
DRAGON Magazine 178

This is the solution to many logistical problems.
A single pinch of this magical dust added to a
gallon of water balloons out into a heap of veg-
etable fodder sufficient to feed 30 horses or the
equivalent for aday. It usually comesinasmall,
flat box of 3d4+l pinches. A single dry pinch, if
consumed inadvertently, expands to kill the
imbiber in gruesome fashion—save vs. death
magic at+1 or die.

of Forgetfulness
XPVdue 1,500 GPVdue 4,000
DRAGON Magazine 9

This dust looks exactly like other magical dust,
and is stored and delivered in the same manner.
When thrown at a character or other living crea
ture, the dust causes the victim toforget every-
thing that has happened in the last hour (including
having the dust tossed at him or her). Enemies
encountered during that time will be forgotten,
paths explored look unfamiliar, and newly made
friends are viewed with suspicion. If a character's
immediate surroundings are similar to those the
character was in an hour before, the victim won't
even be aware of the difference without close
examination (if any differences in environment
exist). After one week, lost memories are
restored—no experienceis lost.

Player characters, if sprinkled with dust,
should be forbidden by the DM to use "forgotten”
knowledge. No saving throw is given againgt this

power.

Green Slegping
XPValue: 800 GPVaue 1,600
Kara-Tur
Green deeping dust is made from the bija tree of
the Quang Muku. It is primarily used by ninjas of
the Soretyo family, a secret society based in Foo
Nakar. Shady merchants can get it a ahigh price,
but it is completely effective. There is no saving
throw if the dust is inhaled, the victim deeps for
five turns.

of Illuson
XPVaue: 500 GPVadue: 1,500
DUNGEON MASTER Guide, 1¢ Edition
This unremarkable powder resembles chalk dust

or powdered graphite—unless one stares at it.
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Dust, Parayzation

ﬁ

Stare at it and the dust changes color and form.
Put apinch of dust ofillusion on a creature and
the creature appears to become any other creature
of similar shape, with a size variance of 50%
(plus or minus) from the actua size of the effected
creature. An unwilling recipient is dlowed a sav-
ing throw vs. spell to escape the effect. Thus, a
halfling could appear as a human of small stature,
ahuman as an ogre, apegasus as amule, ec.

The individual who sprinkles the magical dust
must envision the illusion desired as the powder
is shaken over the affected subject. The illusion-
ary power lasts for 1d6+6 hours unless otherwise
dispelled. A typical pouch of this dust contains
[dI0+10 pinches of the substance.

Leech
XPValue: 1,000 GP Value: 2,000
DRAGON Magazine 5
The ominous name of this magica dust is derived
from its ability to absorb blood, leeching it out of
the victim's flesh, veins, and even bone marrow.
When a satchd of leech dust is thrown (up to 20
feet away) it forms a cloud of the same dimen-
sions as cloudkill (40 feet wide, 20 feet high, and
20 feet deep). The dust adheres to al living crea-
tures within its area of effect, causng immediate
weakness. This weakness manifests itself as a
50% reduction in Dexterity and Strength (with all
pendlties or reduction of combat bonuses applica
ble). In two rounds the victim is unable to fight or
use spells, in three rounds paralyzed, and after
four rounds, dead. All these effects, except weak-
ness, can be countered with a successful saving
" throw vs. death magic.

This sadistic powder may only be removed by a
sprinkling of holy water or the use of dispel
magic or wish or similar spell. If the victim sur-
vives his or her contact with the dust, the lost
Strength and Dexterity return at the rate of 1
point per day. However, if aring of regeneration
or similar regenerative magical item is worn, lost
points can be recovered at double the rate.

Malto's Dugt of Mind Dulling
XPValue 1,500 GPValue: 3,000
1992 Fantasy Collector Card 508
Malto isknown as "the Everything Man" because
he changes form so easily and frequently. His
special dust of mind dulling not only slows the
ability of wizards and priests to cast spells, but it
has the additiona effect of aforget spell. Malto

blows the dust into the air and then changes
form—as the dust spreads through the area, al
characters who fail a saving throw vs. spell forget
about Mdto's shapechange and lose track of him.
Even those Spellcasters who successfully save are
till slowed during casting, giving Malto time to
react if need be.

of Mind Dulling
XPValue: 1,000 GP Value 3,000
Tome of Magic
This dust appears to be harmless, but it is the
bane of Spellcagters. One pinch of the dust can be
flung up to 30 feet from the user and scatters to
fill a sphere with a 5-foot radius.

All Spellcasters within the area must make a
saving throw vs. spell or find their minds dulled
and their wits dowed. All casting times less than
one round are increased by two as the wizards
hesitate, trying to remember the procedures.
Spells that normally require one round to cast
now require one full round plus a casting time of
5 on the following round; spells which normally
have a casting time of two rounds or longer now
require 50% more time to cast. The dust persists
in the area for one turn unless somehow removed
(agust ofwind spell would be helpful). Those
Spellcagters affected by the dust are impaired for
1d4+l turns after that.

of Opposition
XPValue: 100 GP Value: 500
The Book of Marvelous Magic

This dust appears identica to decoy dust, but when
the decoy is created, it turns onthe user. Thevictim

must make a saving throw vs. death magic or diein

one round, choking on the dust. Even if therall is
successful, the victim coughs and is unable to
attack or cast spells for one turn until the decoy
disappears. The victim cannot flee from the dust.

The dust ofopposition may be dispersed by spray-

ing it with a large amount of water (for example, a
create water spell) or by dispel magic cast at the
dust (treating it as 15th-level magic).

Paralyzation
GP Value 2,500
DRAGON Magazine 2
Paralyzation dust is similar to dust of sneezing
and choking, but the effect of a missed saving
throw vs. paralyzation isparalyzation for one
hour.

XPValue: 500
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Dust of Reveding

ﬁ

of Revealing
XPValue: 1,000 GP Value: 4,000
DRAGON Magazine 126

This specia dust is commonly found in one or
more eggshell grenades, the price is one such
powder-filled grenade. When released into the
air, the dust magically expands to fill a 30-foot,
radial area. Everything in this areathat is dis-
guised is revealed for what it truly is.
Shapechangers (such as lycanthropes and
hengeyokai) are forced into their natural forms,
all magical and mundane disguises are removed,
and spells such asface and apparition are nulli-
fied. Unlike dust of appearance, dust of revealing
does not reved invisible, astral, ethereal, or out-
of-phase creatures.

Rust
XPValue 1,000 GPValue 5,000
DRAGON Magazine 86

Rust dust looks like a fine metallic powder simi-
lar to dust of appearance or other magical dust. It
is usually contained in small silk pouches for dis-
persal by hand or spread by blowing the dust
through a hollow bone tube. If it is shaken out by
hand, one pouch will cover a 10-foot, radia area;
dust blown from atube will creste a cone 20 feet
long, 1 foot wide at the start and 15 feet wide at
the end. Usually, ide containers of either sort
may be found at one time.

Any nonprecious, metallic materials within
the area of effect of rust dust rust (or otherwise
deteriorate) and fall into useless scrap one round
after contact. Precious metals (gold, platinum,
and silver, for instance) are not affected. Objects
of iron, copper, bronze, tin, and similar metals
or aloys (including mithral and adamantite) are
affected automatically if the metal of the item is
nonmagical.

Magic items (swords, armor, shields, rings of
protection, and similar items) must save as if
struck by arust monster, gaining a 10% chance to
withstand the dust for every "plus’ of enchant-
ment; thus, asword +4 has a 40% chance of not
corroding. Magical items or objects without a
"plus’ rating (such as an ironflask, iron golem,
or ring of spell storing), have a 10% chance to
save againg the dust. All such saving throws must
be rerolled every time anew dose of rust dust is
encountered.

Sleep

XPValue: 400 GP Value: 800
Dragon Dawn
Seep dust is created with the aid of pixie-cast
deep spells. Its physical components consist of
exceptionaly rare ingredients—the dusty coating
of pixie wings and the breath of a hibernating
bear, among others. These ingredients, hulderfolk
magic, and the unusual sleep spells of the
faeriekind give the dust its surprising potency. A
goarse handful causes agiant to dumber; a sprin-
kle puts a human-sized person to deep, and asin-
gle pinch is sufficient to bespell kender and other
diminutive humanoids. Even elves are not
immune to its effects, which are differently
achieved from those of an ordinary sleep spell.

When sleep dust touches a living target, that
person (or animal) falls asleep immediately, into
an enchanted dumber lasting 1d4+ hours. There
is no saving throw alowed to resist the effect. The
dust is most efficient when sifted upon persons
from above, or cast on them from a short distance
(afoot or two) away. Seep dust is light, and easly
blows away in a breeze. If it should blow back on
the one who cast it, that person is as susceptible
to its effects as any other. Once it settles to the
ground or other surface, its magica dweomer dis-
charges, and it has no more power to cause sleep.
If an insufficient portion is cast on the target (as,
for example, whenjust a pinch lands upon a
giant), the victim is alowed a saving throw vs.
spell to resist the dust's effects. Failure means
slumber for 1d3 hours.

of Seeping
XPValue: 400 GP Value: 800
The Book of Marvelous Magic

This dust is coarser than others. When used, it
looks much like fine sand, falling quickly to the
ground. Each victim of 9 or fewer Hit Dice in the
area of effect must make a saving throw vs. spell
or be put to sleep. The sleeping victims can be
awakened easily by force, but noises do not stir
them. The effect lasts for 24 hours at most.

Small Bird Repulsion
XPValue: 50 GP Value: 250
DRAGON Magazine 30
Probably a pest-control device, the dust ofsmall -
bird repulsion, sprinkled on an area of up to 20
feet square, prevents any bird smaller than an

eagle from landing there for one year.
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Dynamo of Flying

E

of Sneezing
XPVaue — GP Value: 600
DRAGON Magazine 2
This is a nonfatal variant of dust of sneezing and
choking. Saving throws are at -2. Sheezing dust
causes a coughing spell lasting 2d4 melee rounds.

of Sneezing ||
XPValue — GPValue: 1,000
The Book of Marvelous Magic
This dust causes dl victims within its area of effect
to make a saving throw vs. spell or start sneezing.
Victims cannot attack or cest Spells, the effect lasts
for oneturn or until aremove curseis cast.

of Sneezing and Choking
XPValue:- GPValue: 1,000

DUNGEON MASTER Guide, 1¢ Edition
This fine dust appears to be either dust ofappear-
ance or disappearance. If spread, however, it
causes those within a 20-foot radius to fall into
fits of sneezing and coughing. Those who fail a
saving throw vs. poison die immediately; those
who make the saving throw are disabled, choking
for 5d4 rounds.

Sparkling

GP Value 150
Dragon Magic
This dust allows anyone who shares a use from
the same bag to be able to communicate by
telepathy for the next 2d6 hours. The telepathy is
effective for up to 50 feet. There are 5d4 uses in

each bag.

XPValue: 95

of Tracelessness

XPValue: 500 GP Value: 2,000

DUNGEON MASTER Guide, 14 Edition
This seemingly normal dust is actually a highly
magical powder that can be used to conceal the
passage of its possessor and all companions.
Tossing a pinch of this dust into the air causes a
chamber of up to 1,000 square feet to become as
dusty, dirty, and laden with cobwebs as if it had
been abandoned and unused for a decade.

A pinch of dust sprinkled along atrail causes
evidence of the passage of as many as a dozen
adventurers and horses to be obliterated for a
mile back into the distance. No magical radiation
occurs from the use of this dust. The dust is typi-
caly found in a finely sewn pouch containing
1dI2+12 pinches.

of Trail Dispersion

XPValue 200 GP Value 600
The Complete Thief's Handbook
A generous pinch of this magical dust, scattered
over the beginning or head of atrail (such as at
the bottom of awall surrounding a house that was
burgled, at the point where the thief reached the
ground) prevents the trail from being followed by
normal sensory methods (rangers, bloodhounds).
The dust is usualy found in a small box, or pack-
ets; one container is usually sufficient for 1d4+4
USeS.

Violet Dindower's Dust
of Disappearance
XPValue: 2,500 GP Value: 5,000
1992 Fantasy Collector Card 143
Violet is a smuggler who uses numerous means to
hide her contraband, but she saves her dust ofdis-
appearance for herself on those uncomfortable
days when pirates or neogi attempt to board "her”
ship. Since the dust renders her invisible, evento
those who can detect invisibility, and she remains
unseen even while dipping ablade into the back of
someone threatening to steal her cargo—Violet
has endeared herself to the captain many times.
Violet's dust has bad per manency cast upon it, but
she dtill fades into view in 5010 turns.

Dynamo of Flying

XP Value GPValue
Lesser: 500 2,500
Normal: 1,500 7,500
Greater: 4,500 22,500

Champions of MYSTARA™

This permanent, magical device converts spell
energy to motive power, lift capacity, and some-
times other vessel-wide spell effects. Usually
crafted as a large black box (1-cubic-yard, weigh-
ing 800 pounds), a dynamo of flying can function
anywhere on board a ship. For convenience and
safety, it's typically secured in the vessel's control
area. A dispel magic attack by a Spellcaster may
cause the dynamo and all spell effects powered by
itto "go down" for ¢ rounds. For this reason,
avessel rarely relies solely on her dynamo for
lifting capabilities. v

Dynamos of flying are usually tailor-made for a
specific vessel. They may be enchanted with mul-
tiple effects: fly, teleport, travel, invisibility,
dimension door, and so on. The user chooses

which effects to activate.
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Dynamo of Flying

*

To power a dynamo offlying, the user must
cast a spell on the device. Thisrequires physical
contact, but can be done with any spell—even
those that create something, such as a form
spell, and those that normally affect the caster
only. It does not work with spells cast from
scrolls or other magic items. The dynamo gains
the equivalent of one charge per level of the
spell cast upon it. It can store up to 50 charges
a atime.

Each spell effect the dynamo creates costs one
charge per spell level. (For example, fly costs
three charges, while travel costs eight charges.)
Duration of effect is the same as though cast by
an 18th-level Spellcasgter. (If the enchanter's level
is known, use that instead.) Dynamos offlying
come in different strengths.

A lesser dynamo can power vessels only up to
50 tons. Moving larger ships with a lesser
dynamo requires twice the norma number of
charges per spdll effect for a 100-ton vessdl;
three times the number of charges for a 150-
ton vessel; and s0 on. Cogt to enchant alesser
dynamo is halved.

A normal dynamo can power vessels up to a
Tonnage of 150. Affecting a 300-ton vessel
costs twice as many charges, as explained
above.

A greater dynamo can power vessels up to a
tonnage of 450. Cost to enchant a greater
dynamo is doubled.

If the dynamo is used to provide lift as well as
motive power, its lift capacity is double the ton-
nage of the ship. Charges used and spell dura-
tions are like other spell effects.

A dynamo's user can elect to spend more
charges to increase the vessel's air speed past
the normal maximum of the spell involved (fly,
similar spells). Each increase costs the same
number of charges as evoking the effect, in
return for a 20% increase in air speed—and a
20% chance the dynamo will malfunction, los-
ing all chargesfor 1d6 days. Doubling air speed
costs five times as many charges as the initial
effect, with a 100% chance the dynamo will be
unusable for 1d6 days once the effect's duration
ends.

Spellcasters enchanting a dynamo offlying
must know spell turning (the base spell for creat-
ing a dynamo), as well as any spell the dynamo of
flying will need to provide. Dynamos offlying
must be made permanent.

Examples: A dynamo offlying enchanted
withfly and shield by an 18th-level Spellcaster
can lift and fly a 100-ton skyship for 19-24
turns per three charges used. Using an addi-
tional charge to activate the shield improves the
vessel'sAC by 1 for two turns. A particularly
impressive greater dynamo might usefly for
normal flight and teleport or travel for special
situations. It may also be enchanted with other
effects—shield, invisibility, haste, antimagic
shell, and weather control. (Such a powerful
device is extremely difficult to create and phe-
nomenally expensive to acquire.)

Optional Rule: Ifthe DM wishes, adynamo of
flying can make even a nonmagical vessel fly.
This is especially appropriate if you use the
optional rules allowing wizards to enchant nor-
mal vessals and buildings tofly.
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Earring

Earing is ageneral term for any piece of ™
jewelry worn on or hanging from the ear, regard-
less of shape. Earrings are common jewelry, and
magica earrings may easly be mistaken for the
normal sort.

Alignment Detection
XPValue: 500 GP Value 5,000
DRAGON Magazine 80

This earring has a gold spring clamp with achain
holding a large, polished, irregular piece of clear
sapphire worth 5,000 gold pieces. It detects
alignment of any creature touched, by turning
color. The table below depictsthe colors and their
corresponding alignments. The user will have to
do some experimenting to determine the colors
and the alignmentsthey regigter.

Alignment Earring Color
LE Black
CE Red
NE Orange
NN Brown
CN Gold
LN Sted Gray
NG Green
CG Blue
LG White
of Burrowing
XPValue — GPValue 1,000

The Book of Marvelous Magic

This item appears to be an earring of protection.
However, when worn it changes into a small bur-
rowing bug that enters the ear immediately. The
victim becomes deaf in that ear (-1 penalty to
surprise rolls) and dies in 24 hours unless a
remove curse spell is applied by a caster of at
least 15th level. A cure disease spell stops the bug
for four hours, increasing the cursed victim's sur-
vival time by that amount.

of Defense
XPValue 1,000 GP Value 7,000
The Book of Marvelous Magic
This earring is adorned with a small "X" design.
Upon command, the "X" turns into a sword and
dagger of norma sze These items cannot return
to their original form; however, if asword +1 and
dagger +1 are placed by the remainder of the ear-
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Earring, Equus

ring and a command word is spoken, the
magical items shrink and become part of
the design, as originally found. When
enlarged, the weapons are nonmagical. The same
procedure can be repeated whenever desired; the
earring disguises only two wegpons and only in
the manner described.

Equus
XPValue 2,000 GP Value 8,000
DUNGEON Magazine 22

An equus is amagical piece of jewelry that, upon
command, polymorphs into some form of a beast
of burden. The word "equus” (plural "equi")
comes from an ancient language and has no lit-
era trandation in the common tongue. The clos-
est trandation is "beast of burden” or "horse," but
the word can be applied to anything that is used
like ahorse. Thus, an actua horse, mule, worg,
camel, dog-sled team, nightmare, or any other
creature that can be ridden, used to pull aload, or
carry goods can be termed an equus. Equi come
in many different varieties, with the most com-
mon listed below. While 80% of equi are either
good or neutrally aligned, 20% polymorph into
evil creatures such as nightmares, worgs, and
giant spiders. It is said that the death knight Shan
Nikkoleth once possessed an equus that polymor-
phed into gorgon form.

The earring is the identical to an equus pen-
dant, but is worn through the ear on awire
instead of around the neck.

CreaturelList

The DM may choose the form of the creature into
which the equus polymorphs from the following
table. Thejewelry formpolymorphs into one type
of creature only. A DM who prefers to roll ran-
domly should add the roll of 1d8 to that of 1dI2
and consult the table below. The DM should use
only a creature that he or she feels comfortable
with and is sure will not give the PCs an unfair
advantage in the campaign. Types of creatures
can be added to or deleted from the list as the DM
sees fit. Any of the following creatures that do
not appear on Table 49 in the PHB should be
considered equal to a heavy horse in movement
rate and encumbrance.

If the equus is dain (reduced to 0 hit points or
less) in creature form, the creature immediately
reverts to earring form and cannot change into

creature form again. Damage to the creature form
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Earring of Paralysis
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of the equus can be healed magically by cure
wounds spells. If the creature is alowed food and
res, it heas naturaly a the rate of 1 hit point per
day. However, the equus can neither heal itself
nor be healed while in earring form.

Roll Animal Type

02 Unicorn: AC 2; MV 24; HD 4+4; hp
28; THACO 15; #AT 3 (hooves and
horn); Dmg 1d6/1d6/1dI2; SA charge,
+2 to attack when attacking with horn,
-6 penalty to opponents surprise rolls;
SD teleport, immune to poison, charm,
hold, and death spells; can sense
approach of enemy 240 yards distant;
makes all saving throws as 11th-level
wizard; ML 14; AL CG. Theunicorn's
Intelligence is 810 (1d4+8). It can be
ridden only by female characters; if a
male character rolls the unicorn, use the
ultraheavy war horse (#20) instead.

03 Giant stag: AC 7; MV 21; HD 5; hp
30; THACO 15; #AT 1 (antlers) or 2
(hooves); Dmg 4d4 or 1d4/Id4; ML 14;
AL N. This creature's Intelligence is

19 Water buffalo: AC 7; MV 15; HD 5,
hp 30; THACO 15; #AT 2 (horns);
Dmg 1d8/1d8; ML 16; AL N. This
water buffalo has an Intelligence of
47 (1d4+3). .

20 Ultraheavy war horse: AC 5, MV 24;
HD 5+5; hp 35; THACO 15; #AT 3
(hooves and bite); Dmg 1d8/1d8/Id4;
SD 60" infravision, immunity to poison
and al hold and charm spells; ML 18;
AL LG. This specia horse can under-
stand but not speak the common tongue
and is able to use animal friendship and
pass without trace spells three times per
day each, locate animals or plants once
per day, and water walk once per week.
This horse has an Intelligence of 9-16
(1d8+8).

of Paralysis
XPValue: 900 GP Value: 4,500
TopBalisa
This earring casts the equivaent of a holdperson

spell three times per day at 16th level.

47 (1d4+3). of Protection
04-05 Bull: AC7; MV 15; HD 4; hp 24; XP Value GPValue
THACO 15; #AT 2 (horns); Dmg +1: 1,000 5,000
1d6/1d6; SA charge; ML 15; AL N. The +2: 2,000 10,000
bull has an Intelligence of 4-7 (1d4+3). +3: 3,000 15,000
06-08 Superheavy war horse: AC 6; MV 15; The Book of Marvelous Magic
HD 4+4; hp 28; THACO 15; #AT 3  When worn on one ear, thisitem adds a +1 to +3
(hooves and bite); Dmg 1d8/1d8/1d4; bonus to saving throws and Armor Class, similar
D 30' infravision, immunity to al hold to that of other protective devices. Its effect may
and charm spdlls; ML 16; AL NG. This be added to other bonuses gained through magi-
horse has an Intelligence of 7-12 cd armor, shield, cloak, ring, buckle, and the like.
(1d6+6). An earring may be enchanted to +2 or +3 quality
09-13 Heavy war horset AC 7; MV 15; HD but cannot be made any more powerful.
4+4; hp 21; THACO 17; #AT 3 (hooves
and bite); Dmg 1d8/1d8/1d4; ML 15; Roll Protection
AL N. This horse has an Intelligence of 01-06+1
58 (1d4+4). 07-09 +2
1416  Superheavy war horse (special): Same 00 +3
as above (roll of 6-8), though it has MV
18, a40-Ib. bonus on its carrying capac- of the Sea
ity load limits, and no infravision. XPValue 500 GP Value 2500
1718 Camel: AC 7 MV 21; HD 3; hp 18; Gateway to RAVENS BLUFF™, The Living City
THACO 17; #AT 1 (bite); Dmg 1d4; SA This device enables the wearer to speak and
spitting; ML 14; AL N. This camel is of understand the languages of al sea creatures. Itis
a more mellow disposition than its usable once per day for a duration of 10 minutes.
meaner cousins and has an Intelligence
of 4-7 (1d4+3).
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Earringof Seamanship

_

of Seamanship
XPVaue: 500 GPValue: 2,500
The Book of Marvelous Magic

This earring appears to be an earring of defense
and is usudly found with a matching nonmagical
earring. A detect invisible spell or similar means
reveals the X to be a mast and spar with a faint
sail drawn around them. When the magical ear-
ring isworn in the | eft earlobe, the user gains dll
the knowledge of an able-bodied seaman—how
to use any sort of seagoing vessd (and any part of
it—and is able to instruct othersin its operation.

of Understanding
XPVaue: 500 GPValue: 4,000
POLYHEDRON Newszine 82
These earrings are often made of polished wood
or silver. Each bears apicture of an ear in its cen-
ter. When the user wears apair of these enchanted
earrings, any language can be understood, though
the earrings do not confer the ability to spesk the
tongue. If only one of the earrings is worn, the
user must save vs. petrification or be confused for
oneturn.

Eartrumpet
XPVaue: 3,000 GPValue: 15,000

Thieves of LANKHMAR™
This small metal cone increases any character's
ability to hear noise. When held to the ear, it
gives athief a bonus of 25% to his or her roll to
detect noise (to a maximum of 95%). Other char-
acter classes receive a+1 bonusto their dieroll to
hear noise. The eartrumpet can aso be held near
a combination lock, in which case it magnifies
the tiny sounds from within the lock, giving a
thief a 15% bonus to his or her roll to open locks
(to a maximum of 95%).

The Edu'sascar
XPValue 700 GP Value 7,000
Kara-Tur
These magica placards are painted with the hal-
lowed symbols of the monks of old S'tung
Monastery. Each is a cream-colored card two
hands tall by one and a half wide, with a power-
ful, magical symbol painted in black and etched
with gold. The ink of the giant river squid was
used to pen the signs, and it was purified and
blessed by the monks. The cards were formed of
flax and silk fibers, mixed with bamboo pulp, a
local tuber called tocararoot, and dried flowers of

the dogwood tree. This mixture was rolled out flat
and cut with aholy blade from the Stung Temple.
The five cards are kept wrapped in silks and
stored in a dragon leather satchel made to hold
them. The dragon leather is from the throat of a
river dragon and it resembles aligator skin. Itisa
very soft and pligble leather, but it is highly ress-
tant to scratches and cuts.

The five Edu'sascar were made by the
founder of the Stung Monastery in 894. This
shukenja-turned-monk'sreal nameislost, but
his posthumous title is "Sky Father," for he was
an avid astronomer and left many charts of star
paths and records of shooting stars and comets.
He had his followers create the placards, then
the ancient abbot carried the blank cards and
ink on a purging journey into the wilderness.
When he returned four months later, he had
drawn the magical symbols. The golden high-
lights were added by later generations of ador-
ing and pious monks.

The Edu'sascar have adways been held by the
monks of Stung, and the few times they were
stolen, aterrible curse hounded the thieves and
they returned the plaques. The curse causes
everything alive that is touched by the cursed
person to soon die by a stroke of bad luck.
Plants are trammelled, trees are struck by light-
ning, horses stumble and break their backs,
people are drowned or killed in accidents. The
weights of the deaths and anticipation of a dis-
mal future or guilty consciences drove the crim-
inals back to the monastery to return the holy
relics.

The Edu 'sascar are brought out to the walls of
the monastery for the yearly ceremony honoring
the gods of the seasons, held on the winter
equinox. At thistime, they are held out and their
combined powers sweep the sky with colorful
rays of light, like an auroraborealis. All the cards
are invoked by concentrating on the ink image.
The placards can be used individually and their
symbols and powers are as follows:

Ki, the symbol of the Power Within. With this
card amonk or shukenja can the increase the ki
power of a congregation one level for one round.
The number of people affected increases by three
per level of the character using the card. It does
not work in the hands of laymen or women.

Mo, the sign of the Calm Seg, the symbol of
Inner Calm. This card can be used by any charac-

ter of any class or level to calm storms. It is
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Egg, Antimagic

reversible by inverting the card, which calls
winds and thunderstorms. This placard's side
effects cause the wielder's skin to pale to an
ashen white. It can return to normal only after a
long andrestful deep.

Di, the sign of Flowers of Spring, the symbol
of Nature's Strength. This allows a shukenja,
monk, or wujen to speak with plants and cast the
spell quickgrowth with no prior training in this
sort of magic. Laymen have no ability with this
card. ,

Po, the sign of Cloudy Sky, the symboal of Hid-
den Power. This card works only for monks of
neutral good alignment. All others receive an
electrical shock that causes 1d4 points of dam-
age. By focusing on this card the monk can cast
immunity to weapons and invisibility to enemies.
A monk can aso hold this card over his head and
pronounce the word symbolized on the card, and
it is as if the word were a holy word, asin the
spell.

La, the sign of Bridges over the Depths, is
the symbol of Strength in Brotherhood. This
card can only be wielded by a shukenja of at
least 10th level. It allows the manipulator to
mass heal, aparticularly handy battlefield skill.
The spell heals atotal of 100 hit points per cast-
ing, and can be spread among as many individu-

as as desired by the caster in increments of 5.
In other words, 10 characters would get 10
points, or 20 wouldreceive 5, or 1 might receive
20 points while another got 80, at the caster's
whim. This powerful card isthe most coveted of
the Edu sascar—it has been used to support and
rally T'u Lung troopswhenjoined by the monks
of S'Tung. Its side effect is that it ages its
wielder by 1d6 years each use, so it is used

sparingly.

E

Magical eggsareovoid s%r%resthat areenchanted
to produce an effect under specific circum-
stances. These circumstances canincludethe fol-
lowing: throwing the egg at atarget, cracking the
egg, placing the egg on end, spinning the egg, or
as recounted in the item's description. Magical
eggs make their saving throws as ceramic or pot-
tery unless otherwise noted.

Antimagic
GP Value: 20,000

Logt Ships
This egg-shaped container of oil-darkened stedl
bears a single engraved rune. If therune is
touched and the command word spoken, the egg
is activated. A "one-shot" magical device, it
slowly melts away (causing no physical damage,
even if held). All magical items within 30 feet
must make a save (astheir base material vs. mag-
icd fire at -5, plus item magical bonuses) or be
drained. Each spell on a scroll as well as each
dose of apotion must save separately.

Artifacts and helms "drained” by an
antimagic egg are nullified and dead for 1d4+
turns; chargeable items lose 1dI2 charges and
are dead for an 1d4+l turns as well. Spellcast-
ers within range who have memorized spells
must save vs. spell or instantly forget one spdll
(selected at random). Natural, magical powers
are unaffected, but cannot be used within the
30-foot range of the egg for |d4+4 rounds after
the egg is activated (the time the egg takes to
entirely disappear).

The method of making such eggs is known to
many priests and wizards, but those who know
keep the secret. The Grafting is said to be along
and expensive process—thought by some to be
the work of the arcane. Well-travel ed sages, such
as Otiluke of Oerth, know that the arcane try to

purchase or destroy such devices whenever they
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~ E99, Apprentice's o

can, and believe antimagic eggs to be weapons
devised for use against the arcane. Otiluke
believes the means of making such eggs to be
among the earliest triumphs of human magic, or
perhaps the work of renegade elves of long-time
past. Elminster thinks them the work of illithids,
perhaps working with humans or drow. To call
these eggs "human invention" is pure hubris.

Apprentice's
XPValue: 2,000 GPVdue: 10,000
DRAGON Magazine 182

When awizard of Krynn declares an alignment
and passes the Test of High Sorcery, he or she is
apprenticed to a greater wizard to learn the
secrets of the craft. One such secret is the manu-
facture of magica items, and the apprentice's egg
is aminor part of this training, usualy forgotten
by more accomplished wizards.

The apprentice's egg is an inch-long magical
construct used to hold the energies of a single
cantrip spell in place, to be released when the egg
is destroyed. The exact effect of each cantrip
depends on the creator's wishes (subject to the
DM's approval). Apprentice's eggs each cogt 10 s
and take one day to produce. The egg can be thrown
up to 30 feet, and the spell it contains will be
released at the point of impact, if the egg fails an
item saving throw as glass (see "Grenade-Like
Missiles' in the DMG for targeting information).
As apprentice's eggs are made without use of
enchant an item or permanency spells, they are
somewhat unreliable, having a percentage chance
of failing to work (rolled when the egg impacts)
equal to the maker's intelligence subtracted from
25. A wizard with a9 Intelligence could make eggs
with a 16% failure rate, and one with an 18 Intelli-
gence could make eggs with a 7% failure rate.

Some dragons are said to have learned the
methods for creating these items, using them for
their own amusement, though they would never
admit it to any but their own kind.

Black
XPValue: 150 GP Value: 900
Ronin Challenge
This egg is hollow, but if cracked open, the inner
part of the shell glows with a soft light. The egg
shell acts as amagical conduit. If a character
touches any glowing section of the shell, he or
she is instantly transported to a random location

(the piece of shell touched does not transport).

All characters who touch the shell of the same
egg are transported to the same location. Trans-
port is one way only; even if a character takes
another piece of the shell along, that item cannot
be used to return to the original location or to
another random location. The magic of the shell

only functions for one turn after an egg is broken.
Determine the location of transported characters
asfollows:

Direction: Roll 1d8 (1=N, 2=NE, 3=E, 4=SE,
5=S, 6=SW, 7=W, 8=NW)

Distance: Roll 1d20 and multiply the result by 5
for the distance in miles.

Characters will dways arrive a ground level
when transported to their new destination. How-
ever, note that users may be in trouble if they are
randomly transported to a body of water.

Cloudkill
XPValue: 1,200 GP Value: 6,000
The Land Beyond the Magic Mirror
When shattered,this egg produces a cloudkill
effect as though cast by a 12th-level Spellcaster.

of Dedre
XPValue GPValue
Black: 500 5,000
Bone: 900 10,000
Crygta: 800 9,000
Golden: 600 4,000
Scarlet: 700 3,500

The Land Beyond the Magic Mirror

There are at least five different types of these
eggs, each more strange and potent than the next.
An egg of desire is a small ovoid that, when
placed upon its large end and touched in a certain
way, rocks back and forth rhythmically, issuing a
soft chiming sound in the process. Viewers must
save vs. magic or become enspelled by the egg's
dweomer. The effect of each sort of egg is as fol-
lows:

Black: Holds viewers until circumstances per-
mit breaking the spell or they die.

Bone: Causes viewersto place their most
prized magical item before the egg, and then
leave and forget what occurred.

Crygal: Causes viewersto place all the gems
they possess before the egg, and then leave and
forget what occurred.

Golden: Causes viewersto place all precious
metals they possess before the egg, and then

leave and forget what happened.
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Egg of Dragon Breath
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Scarlet: Causes viewers to become enraged
and attack the first living thing they see after a
full minute of viewing this egg.

The viewing area of an egg is 20 feet. The
effects of an egg can be removed only by a dispel
magic or remove curse spell. Even unintelligent
creatures can be affected by an egg, as each sends
signals directly to the viewer's brain, but the
bone, crystal, and golden eggs of desire affect
creatures of under 7 Intelligence differently.
These creatures covet the item, take it, and regard
it astheir most secret and valued treasure.

Disintegration
XPValue: 2,000 GPVdue: 10,000
The Land Beyond the Magic Mirror
This egg, when shattered, produces a disintegra-
tion effect as though cast by a 12th-level Spell-
cagter.

of Distraction
XPValue 300 GPValue 3,000
DRAGON Magazine 182

The egg of distraction was crested during the first
attempt at perfecting the device known as the egg

offascination. It was made by awizard of the
White Robes whose name has been lost to time.
Still, both devices are useful, and a number of

copies of each have been crafted since. When

inactive, the egg of distraction looks like a nor-
mal egg, though made of hard stone, with lus-
trous highlights gleaming in it. When spun on its
wide end, the glints of color intensify, though not
enough to provide any useful light in darkness.
Anyone within 20 feet of the egg who isin aposi-

tion to see it, even in amirror, must save vs. spell

or be momentarily distracted by it. If distracted,

the victim forgets what he or she was about to say
(including spells about to be cast) and suffers a
-1 pendlty on attack rolls and armor class for one
round, because the eyes keep being drawn back to

the spinning egg.

While this would seem to be aparticularly effec-
tive weapon, its shortcomings are that it isindis-
criminate, distracting friend and foe dike, and that
the view of the egg is easily obstructed in a melee.
It is useful, however, as aprotection against mind-
affecting spells like hypnotism or illusions, because
the mind and eyes of someone distracted will
always be drawn to the egg and away from the
effects of any such spell another being used. This
alows anyone it affects a bonus of +2 on saving

throws vs. "mind-magic" (spells against which a
Wisdom bonus would be applicable).

Keeping the egg spinning is no easy task,
requiring a spin every round and penalizing the
Armor Class of the spinner by —2 while so
engaged. In addition, the spinner must make a
saving throw each round or become distracted,
forgetting to continue spinning the egg. A spinner
can keep an egg ofdistraction in motion for one
turn per point of Congtitution, after which time a
rest for an equal period of time is required.

Interestingly, dragons are immune to the hyp-
notic effects of this device. At least one small
dragon was known to have used this item in the
defense of its lair.

of Dragon Breath |

XP Value GP Value
Hatchling: 100 1,000
Very young: 200 2,000
Y oung: 400 4,000
Juvenile: 800 8,000
Young adult: 1,600 16,000
Adult: 3,200 32,000
Mature adult: 6,400 64,000
Old: 12,800 128,000
Very old: 25,600 256,000
Venerable: 51,200 512,000
Wyrm: 102,400 1,024,000
Great wyrm: 204,800 2,048,000

DRAGON Magazine 182

During the Second Dragon War of Silvanesti,
many magical weapons and spells were devel-
oped to use against the rampaging dragons. One
was devel oped that was considered too horrible to
be employed by the honorable warriors of that
age. The knowledge of how to create this weapon
was never lost, however, and people with fewer
scruples eventually did employ eggs of dragon
breath to a small extent during the War of the
Lance, over 3,000 years later.

An egg ofdragon breath is an actual dragon's
egg, shrunken and hardened by powerful magic
(this perversion of the egg is the reason why
good-digned wizards are hesitant to make them).
The egg becomes a device that shatters when
hurled against a hard surface, releasing the
effects of the breath weapon appropriate to that
€gg's dragon-type in a 20-foot-radius around the
impact site.

The damage done is dependent on the amount

of effort the creating wizard used in its manufac-
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- Egg, Dreamhold -~

ture. First, 1,000 steel pieces and one week of
time must be put into the wizard's cregtion efforts
to produce a"hatchling's egg." Doubling this
amount raises by one dragon's age group the
damage done by the egg (a "very young dragon's
egg"). This doubling process continues until the
enormous sum of 2,048,000 stl and 40 years is
reached, which would be needed to make an egg
ofgreat wyrm's breath. The maker of such an
item gains experience points equal to one-tenth of
its manufacturing cost.

There is nothing to stop arich wizard from fes-
tooning himself with powerful eggs ofdragon's
breath. However, there is adanger in this, besides
the hazards entailed in procuring the dragon eggs
themselves. An egg ofdragon breath is necessar-
ily rather brittle, and if an egg carrier falls down
or otherwise takes aphysical blow, and if there is
no adequate protection for the egg (that makes
item saving throws vs. al effects as if it were
made of glass), the egg's effects are released
around the bearer. Some magical weapons are
best used in moderation.

Dreamhold

(The Promise)
XPValue: 1,000 GP Value: 8,000

DRAGON Magazine 182

The majority of magical items found on Krynn
were created by elves or humans, but there are
exceptions, such as the dwarven hammer ofKha-
ras. The rarest are items constructed by dragons.

Dragons have little use for magical weapons.
The magical itemsthey do make cater to different
needs. Dreamhold, a gigantic quartz crystal
carved into the shape of a multifaceted dragon's
egg about 1 foot long, is such an item. Gazing
into the various facets of Dreamhold one can see
vignettes including scenes of sculpted caverns,
great eggs hatching, the first flight of dragon-
young, gleaming piles of treasure, and, as an
unpleasant climax, the banishment of the dragons
at the end of the Second Dragon War. Those who
know the proper command words can even pro-
ject these moving images into any space within
30 feet of Dreamhold itself.

During the exile of the Queen of Darkness,
what had once been an entertaining toy became
an object of veneration. It was used by Takhisisto
incite the evil dragons in their return to Krynn at
the onset of the War of the Lance. Thus, while
this bauble was once valuable only for the mater-
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id of its congtruction, it was renamed by Takhiss
as the Promise, eventually becoming areligious
icon an evil dragon might die to possess or pro-
tect. Good dragons are not caught up in this
fanaticism and still view the Dreamhold as a
device for entertainment, not veneration. Its sdle
value has never been calculated, but to the right
buyer, such as a desperate dragon, it could fetch a
colossal price.

of Fascination
GP Value: 3,500
DRAGON Magazine 182
Created five years after the perfection of the egg
ofdistraction, the egg offascination is a consid-
erable improvement over that device. It appears
much the same, a speckled, stone egg, and it
operates in roughly the same way—being spun on
its wide end by someone who suffers a two-step
penalty to Armor Class every round spent
engaged in spinning, but its effects are more pow-
erful. This egg is also more difficult to spin than
its predecessor, and a spinner can keep it in
motion for only five rounds per point of Congtitu-
tion, eventually resting for twice the amount of
time it was kept in mation.
When spun, the highlights of the egg seem to
spring off its surface and straight into the eyes of

XPValue 350
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, Egg of Ghastar, Golden -

everyone within 30 feet who can see it (except the
spinner), forcing each victim to make a saving

throw vs. spell or be affected as if by a hypnotic
pattern spell, standing fascinated until two
rounds after the spinning stops. If something
blocks the view of the egg, afascinated viewer
remains transfixed for two more rounds; if the
user's view of the egg is restored before the time

runs out, the character is once again under its
sway without benefit of an additional saving

throw. Because the glints of light from the egg of
fascination actually project from its surface when

in use, its effects are more exceptional in a dark-

ened area than in normal light. Thus, saving

throws againgt the egg are made at -2 if the egg is
used in darkness. Magical darkness, on the other
hand, overwhelms the power of the egg, making it
usdless. Dragons are not immune to the effects of
this device as they are to the egg of distraction.

Flame
XPValue 1,000 GP Value 5,000
KaraTur
Made from duck eggs or rubbery lizard eggs,
flame eggs are fragile wards usually st on atrea-
sure or as atrap. The slightest tremble sets them
off, causing 2d6 points of damage to al subjects
in a 10-foot-radius. A steady hand and calm
movements are needed to create these powerful
objects.

First the wujen making the eggs must have
mastered the Element of Fire enough to possess
the ability of fire breath (5th-level spell). Fresh
eggs are required, and the yolks are blown out by
pricking a hole in both ends of the egg and using
a straw to blow through the hole. Then the bot-
tom hole is sealed with the chip removed from
the egg.

Over asmall fire, the wujen must bring oil
from the karmak tree to a full boail, then fill the
eggs with the hot ail. A scde from a flame adder
is used to sedl the eggs. The wujen places the hot
egg in his or her mouth and recites al the words
to the spell fire breath except for the very last,

- then removes the egg. When the egg cools, it is
ready to be placed.

After the egg has come to the spot it is to
guard, the wujen leans down close to the object
and whispers the final word to the spell. The egg
will tremble, for the spell has been set off inside
but the shell isjust strong enough to hold back
the flames. The lightest touch causesit to explode.

Karmak trees are found in the Winto Forest in
scattered groves. They are considered useless,
for their wood is thick with an oily sap and warps
when cured. The sap must be purified and dis-
tilled into a fine oil for this spell. The better the
oil, the more effective the eggs, according to the
recipe.

Fog Cloud
XPValue: 800 GP Value 4,000
The Land Beyond the Magic Mirror
This egg, when shattered, produces afog cloud
effect as though cast by a 12th-level Spellcaster.

Golden
XPValue: 600 GP Value: 4,000
Ronin Challenge

If this egg is broken, a small bird, made entirely
of fire, swoops from the shell fragments, circles
the user, and then flies away into the distance.
The fire bird has a movement rate of 24. (Use the
fire bird to lead the party in any direction you
want them to go.) The fire bird leads the party for
10-100 (2dO x 10) miles before it disappears.

Golden Egg of Ghastar

XP Value GP Value
Gold: 1,300 6,500
Obsidian: 1,500 7,500
Gold: 1,200 6,000
Silver: 1,500 7,500

Kara-Tur
The golden eggs of Ghastar originally numbered
nine, but only four are now known to be in the
possession of the lamas of Pokarr Gompa. They
were created by the ancient craftsmen of old
Tabot before the lamas came, and each was
endowed with a different magical power. Ghastar
was the last one known to have al nine. The four
at Prokarr Gompa are:
The golden egg with ruby snakes that can stop
floods and avalanches.
The obsidian egg with silver crocodiles that
can cause earthquakes (as the spell).
The golden egg with jade elephants that can
control minds (as amass charm spell).
The silver egg with lacy, emerald inlays that
can cause avolcanic eruption.
The missing five arejust as powerful, but
knowledge as to their whereabouts and powers is
lost. The eggs can be used by a shukenja or monk

of 10th level or higher who has alawful alignment.
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~N Egg, Gray g

Gray
XPValue 200 GP Value: 2,000
Ronin Challenge
If this egg is broken, a hkum yeng nat material-
izes from the shell fragments. If the user is within
20 miles of any village, the nat assumes the user
is athreat to the village under its protection and
attacks them; the nat ignores all attempts at nego-
tiation. If the user isn't within 20 miles of a vil-
lage, the nat assumes they are in need of
assistance and asks how it can help them. The nat
will undertake any task within its powers to com-
plete, but it has no useful information for the
party. Whether the nat is vicious or helpful, it
vanishes five rounds after it materializes from the
shell.

Hkum yeng nat (lesser spirit): AC 0; MV 12,
FI 12; HD 4; hp 25; THACO 17; #AT 2; Dmg
1d6/1d6; SA radiate fear in a 10-foot radius,
causing all those who fail a saving throw vs.
spell to flee in panic for 1d4+| rounds; SD
purifyfood and drink, create spring, snake sum-
mon, dispel magic, castigate, oath, hail of
stones, fire rain, elemental burst, and become
ethereal (all once per round); animatefire and
animate wood (three times per day); quell and
remove curse (once per day); ancient curse
(once per week); can be hit only by -2 or grester
weapons; MR 30%; AL N. .

Guardian
XPValue: 500 GP Value: 2,500
DRAGON Magazine 5
This brass egg is the sze of a hemet and weighs
25 pounds. A command word transforms it into a
metal servant that obeys and protects its sum-
moner until the first ray of sunlight at dawn.
Once the glimmer of the sun can be seen on the
horizon, it returns to globular form.

If the command word is called before it is on
the ground, the egg takes the shape, Strength, and
dimensions of ahill giant. If thrown into the air, a
metal roc is the result. If submerged in a pool of
liquid, it transmutes into a 7-foot dragon turtle.

The metallic monsters are unintelligent and
only fly, swim, or go where directed. Due to their
metal bodies, treat all the guardian eggs trans-
forming shapes as Armor Class 2. If the guardian
is destroyed in combat, it does not return to egg
shape. This item is employable once every 48
hours.

Dragon turtle: AC 2; MV 3, Sw 9; HD 12; hp
84; THACO 9; #AT 3; Dmg 2d6/2d6/4d8; SA
bresth weapon (20d6), capsize ships, SD nil; MR
nil; SZ G (30); XP 10,000

Hill giant: AC 2, MV 12; HD 12, hp 86, THACO
9; #AT 1, Dmg |d6+7 or by weapon (2d6+7);
SA Hurl rocks 2d8; SD nil; MR nil; SZ H (16);
XP 3,000

Roc: AC 2, MV 3, FH 30; HD 18; hp 105, THACO
5; #AT 2 or 1, Dmg 3d6/3d6 or 4d6; SA surprise
(-5 penalty), 95% chance to carry off victim if
both claws hit; SD nil; MR nil; SZ G (60');
XP 10,000

Hard-Boiled

XPValue: 300 GP Value: 1500
The Book of Marvelous Magic
This item appears to be anormal hen's egg but is
very hard to bresk. If struck with a full blow from
any weapon (treat as AC 9), the egg shatters,
bestowing a special protection on the creature
breaking it: a—6 bonusto Armor Classand a+1
bonus to al saving throws, both effects lasting for
four rounds.
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~ Egg, Incubalum -

of Imprisonment
XPVaue: 500 GPValue: 5,000
DRAGON Magazine 182

This item was created by an Abanasinian wizard,
Shishushkiri, to capture his foes for later ques-
tioning. It takes the form of a featureless, fist-
sized black egg. To work, the caster throws the
€egg at avictim, making an attack roll against AC
10 minus any Dexterity, shield, or magical
bonuses the victim possesses. If the egg misses
its target, it falls to the ground without harm. If
it strikes the target, it expands into a dark, 7-
foot, conelike shape that is 6 feet wide at its
base (part of the egg's bottom is below floor
level, 2 feet deep, anchoring the egg in an
upright position). If the prey then fails a saving
throw vs. paralyzation, the egg of imprisonment
confines the victim inside its mass; otherwise,
the victim escapes from the egg, which then
returns to its small form.

The enlarged egg is porous enough to allow a
relaxed and calm being to breathe easily within
it, but a struggling person will fall unconscious
from lack of air after a number of rounds equal
to Constitution points (though suffocation is not
possible). The shell is immune to internal
attack, and there isn't enough room for a
human-sized victim to cast spells or to be acci-
dentally injured trying to escape. On the out-
side, the egg is more fragile, being AC 7 and
able to take 16 points of damage. If the egg is
broken open by comrades of the victim, if it is
voluntarily opened by someone knowing the
proper command word, or if 24 hours elapse,
the victim is released with no harm done. The
egg cannot be moved. It makes item saving
throws as glass, and failing the saving throw
destroys the egg; destructive spells such asfire-
ball can destroy it if more than 16 points of
damage are taken, even if the saving throw is
made (the victim inside takes either half or full
damage, depending on the egg's success at its
own saving throw). Eggs opened violently are
destroyed in the process, but those that either
"hatch" at the end of their one-day duration or
are opened using the correct command word
will revert to normal form, ready for reuse.

Although an egg ofimprisonment expands to a
size large enough to encompass eight tiny-sized
creatures or four small-sized creatures, this can
only occur if the creatures to be imprisoned are
aready within such a small volume of space. Two

human-sized creatures may be caught if standing
very close to each other. Creatures larger than
human-size cannot be trapped by the egg; if it is
thrown at one, the egg attempts to encompass it

and, upon failing, contracts back into normal

form to fall to the ground. This item has proven

popular with a least one dragon in the years after

the War of the Lance, since it stops attackers
quite effectively for later disposal.

Incubalum

GP Value: 3,000
DRAGON Magazine 182
Many strange things came into existence in the
wake of the Graystone of Gargath's travels
across skies of Krynn, one of which was the
Incubalum, an egg-shaped object almost a foot
in length and made of a hard, gray substance
reminiscent of the Graystone itself. The
Incubalum is AC 2 and is immune to al effects
except physical force. (It saves as rock +2
against crushing blows and falls only.) If its
shell is ever cracked, it will burst open, and a
full grown, adult specimen of an egg-laying,
land-dwelling animal will spring forth.

The hatched creature can be of any sort, from
anormal bird or reptile up to a dragon (but not a
draconian. Such things did not exist when the
Incubalum came into existence). The more com-
mon the creature is in the world, the more likely
it is to emerge from the Incubalum. It will not
have memories of its "childhood,” as it did not
exist before the moment of hatching, nor will it
have any pre-existing loyalties besides those pro-
vided by instincts such as hunger and alignment.
(The DM should determine the exact nature of
the creature that appears, given the guidelines of
the table below; it might be good to create the
creature before the device is placed in the cam-
paign, with a few notes on its reactions upon
hatching.) The device has at times opened to
reveal abeast of atype not known to be native to
Krynn, though whether such oddities are from
other worlds or merely from unexplored areas of
Krynn is not known.

When the creature eventually dies, the shards
of its egg come together (from wherever their
location or condition) to form the Incubalum
once more. It then teleports to a random location
on the planet to await another hatching.

XPValue —

1525

J

435



Egg, Khendl's Philospher's

M

Roll Creature hatched (examples)

01-16  Amphibian, norma (frog, toad)

17-23  Amphibian, giant (giant frog, giant
toad, killer frog)

24-25  Amphibian, specid (bullywug, fire toad)

26-37  Bird, normal (eagle, raven, owl)

383 Bird, giant (giant eagle, giant raven,
giant owl)

44-45 Bird, specid (roc, aarakocra)

46-63 Insect/Arachnid, normal (ant, beetle,
Spider)

64-71  Insect/Arachnid, giant (skrit, giant scor-
pion, giant beetle)

72-75 Insect/Arachnid, specia (phase spider,
ankheg, carrion crawler)

7691  Reptile, normal (snake, turtle, lizard)

92-98  Reptile, giant (giant snake, giant lizard)

99-00 Reptile, specia (hydra, dragon, dino-
saur)
Khend's Philosopher's

XPValue 1,000 GP Value: 5,000

1992 Fantasy Collector Card 501

Khenel has aways looked upon magic as ameans
to wealth, but not through such "dangerous, yet
mundane” methods as adventuring. He prefers
the treacherous world of brokering power. Trade
and politics are his sword and shield. Recently,
Khenel engineered the political takeover of a
thieves guild, solely because he knew that the
guild had come into the possession of a philoso-
pher's egg. Now that he has the retort, he will fin-
ish his preparations of a philosopher stone, and
then use it to "revitalize the economy.” In other
words, he's going to be filthy rich.

Mishakal's Token
XPValue — GPValue —
DRAGON Magazine 182
This beautiful, translucent egg, the size of a
chicken's egg, is smooth to the touch. Constella-
tions of gems are visible beneath its ivory sur-
face. This was a gift from the goddess, Mishakal,
to the people of Krynn, celebrating the peace
after the Kinslayer and Ergoth/Thorbardin wars
that tore apart the world in earlier centuries.

It has no martial applications, but when placed
overnight, beneath the pillow of a woman who
truly desires pregnancy, it will grant the woman's
desire, without need for masculine participation
(although most women who request the use of the
token have a partner anyway). Once the token's

part in conception is played, the pregnancy pro-
gresses normally and in complete health. Children
born inthisway show anormal resemblance to the
parents, not to Mishakal or any other. Thereis a
5% chance of amultiple birth of 1d4+l children.

The token was freely loaned on a nightly basis
to women of any race who came seeking the gift
of Mishakal. When any area was no longer in
need of the token's services, it was moved to
another of Mishakal's temples. Following the
Cataclysm, there is no record of the token's
whereabouts, but it could conceivably still be in
use somewhere in Krynn.

Those of the Temple of Mishakal would not
offer money for its return should it be found,
expecting those in possession of it to return it of
their own accord. If some other person or institu-
tion wishes to hold the token, no one can predict
what price they would pay for it. It is rumored
that one good dragon that lost its eggs during the
War of the Lance is searching for the item, hop-
ing to start anew family.

Multicolor
XPVaue 200 GP Value: 400
Ronin Challenge
If eaten, this egg has the same properties as one

dose of apotion ofhealing.

Philosopher's
XPValue: 1,000 GP Value: 5,000
Tome of Magic
This item is an enchanted retort: along-necked
piece of glassware in which substances are dis-
tilled. It is ahighly prized addition to a wizard's
laboratory, for it has two very important uses.

The first use of the philosopher s egg is in the
creation of any magical or mundane fluid. The
time required to create such afluid is cut in half
through use of the philosopher's egg.

The egg's second use is as a required compo-
nent for creating the substance that turns lead into
gold—the legendary philosophers stone. Thus, it
is sometimes said by wizards that "the stone
hatches from the egg.”

of the Phoenix
XPValue: 3,000 GP Value: 15,000
The Elves of Alfheim
Thisis an artifact, said to be the creation of
Mealiden—the artifact he created in the process

of becoming an Immortal. Breaking the egg sum-
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Egg of the Phoenix |1
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mons a phoenix from the Elemental Plane of Fire.
If the phoenix is summoned, it does the will of

the summoner for three days, then immolates
everything within 1,000 feet and builds a nest of

the ashes. It then immolates itself and leaves a
new egg in the ashes.

The egg, which is about the size of a kickball,
bestowsfire resistance in a 10-foot radius andfly
at all times, and the ability to throw threefireballs
(one of 6d6, one of 8d6, and one of 10d6) per day.
Once any of its abilities has been used, it places
the user under compulsion to always be in fire-
light and never touch pure water. This makes for a
user who is generdly foul-smelling and drunk.

of the Phoenix 11
XPValue 6,000 GP Value 30,000
The Egg of the Phoenix
The egg of the phoenix is an egg-shaped artifact
of great power, and a "foldbox" (that is, bigger
inside than outside). It is a source of great powe,
but it must be used properly. It has beneficial and
malevolent powers aplenty, and it is complicated.

In game terms, the egg isusable only by awizard,
and supplies the magical energy normally drawn
upon by the casting of amagical spell. One unique
aspect is that the user can cast any spell he or she
knows (that is, has written in a spell book) by using
the egg, without memorizing the spell. Using it does
not cause the loss of the pdll, nor do spells have to
be one memorized &t the time. Furthermore, asthe
magical energies are a bit different from "normd,"
there is only a one-haf normal chance for dispelling
the effects produced by egg spdlls

In addition, the operator of the egg (the character
who discovers how to open and activate it) gains a
subsequent magic resistance while touching the
egg. Thisresistance is 10% per stage of opening (to
magic from an 11th-level caster, adjusted by 5%
per level difference); 20% when using the egg in
dage 2, 30% in stage 3 and so forth.

When found, the egg is a 3-foot-long egg
shape, 2 feet in diameter, and seems to weigh
about 30 pounds. It appears to be made of black
onyx, shot with fine strands of gold and silver,
with severd large runes inscribed upon it. Oddly,
neither the metallic strands, the runes, nor the
weight exists in reality. They cannot be touched,
interpreted, read, or affected in any way.

The egg itself is immune to nearly al forms of
damage. A being with a Strength score of 24 may
dent it, and if struck with the full force of a 25

Strength, it may implode (violently collapse into
itself). No known magical spell has any affect on
it a al. It is rumored that magical weapons of +7
or greater enchantments (unknown and beyond
the power of mortals) can harm it similarly (DM's
option, depending on the level of the campaign).

If the egg is dented, it cannot be opened or
closed further until repaired by some being who
knows how and has an Intelligence of at least 20
(plus the necessary tools and materials). If the
egq is actually damaged at all by any of the above
methods, it implodes, disintegrating itself and
everything within the given radius around it. The
radius is 20 feet per stage of opening (measuring
from its current dimensions); at stage 4, for
example, everything within 80 feet of it disap-
pears. All matter thus disintegrated (including
microscopic particles) goes into the Astral Plane,
along with the remains of the egg, lost forever-
more (wishes notwithstanding). The aftereffects
of the implosion, when the surrounding air rushes
in to fill the total void left where the egg had
been, is left to the DM's imagination.

If a qualified operator experiments with the
€gg, the secret of opening it may be found (1%
chance per point of Intelligence per hour of con-

-tinuous study). The egg may then be opened to

stage 2, but the process of opening it will trigger
a defensive flame that inflicts 10 hit points of
magical fire damage to everything (and every-
one) within a 10-foot radius, with no saving
throw and no protections (similar to the flames of
the phoenix itself).

At stage 1 (when discovered), the egg can give
the operator the ability to cast any 1t-level dter-
ation spell. The user will take 1 hit point of dam-
age for each spell used, and the damage is not
curable except by time, at the normal rate of one
point per day.

In aprocess identical to the opening procedure
that takes as long to learn, the egg may be opened
further, to stage 2. The fire damage at stage 2,
however, is 20 hit pointsin a 15-foot radius. At
stage 2 (twice the initial size), any 1s-level spell
may be cast, plus any 2nd-level alteration. The
damage per use rises to two points, regardless of
the level of the spel actually cast.

The third opening procedure inflicts 30 hit
points of magical fire damage to everything
within 20 feet, again disregarding all protection
and with no saving throws. At stage 3 (twice the

size at stage 2), all 1st- and 2nd-level wizard
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spells are usable, plus all 3rd-level alterations.
Damage per use is 4 points per spell, again
regardless of level.

Further opening of the egg is impossible for
any being with less than 18 Intelligence, 9%
chance per hour of study with that score, and nor-
mal chances (1% per point per hour) for Intelli-
gence 19 and greater. Opening damage rises by
10 points per opening thereafter (to 40 points
when opening stage 4, 50 points at stage 5, and so
forth), and damage per spell used rises propor-
tionately (to 6 hit points, 8 hit points, and so on).

On apurely physica note, the first three times
that one opens the egg, it merely gets bigger.
Thereafter it becomes first a large black cube
(almost identical to the gate in the Black Forest
of Northending), then a 90-foot high archway,
and then a mammoth slab 30 feet high and 120
feet square. It then assumes shapes inconceivable
by normal humans; it is more properly atool of
the gods, too dangerous for mortal use.

Pink
XP Value: 400
Ronin Challenge
This egg is similar to a flash powder grenade. If
the egg is thrown onto a fire source, it explodesin
abrilliant flare of light. Those looking at the light

GP Value: 900

who fail to save vs. petrification are blinded for
1d3 rounds. An unbroken egg can be saved and
used later.

of Reason

GPValue 1,250
Unearthed Arcana
A specially enchanted egg of this sort is aways
coated with oil oftimelessness. Although very old
and quite vile smelling, each such egg has the
possihility of increasing the eater's Intelligence or
Wisdom. However, an individual who consumes
an egg of reason must first make a saving throw
vs. poison—with no bonuses whatsoever—or
€lse the matter consumed slays him or her. The
effect of the poison cannot be neutralized. If eat-
ing the egg does not prove fatal, there is a possi-
bility that the consumer will gain one point of
either Intelligence (60% chance) or Wisdom
(40%). The chance of successful enhancement is
equal to the eater's current ability score
(whichever applies), doubled and subtracted from
100.

Example: An egg that improves intelligence is
eaten by a character with an Intelligence score of
17. The chance of successful enhancement is
100-(17x2) = 68%. Ability scores of 18 or higher
are effectively enhanced by only ,g-point at a
time (see the DMG "The Effect of Wishes on
Character Ability Scores"). A character would
have to successfully consume 10 eggs ofreason
(if, somehow, that many were available) in order
to raise an ability score from 18 to 19.

Racial limitations apply when determining
how much an ahility score can be enhanced. If the
oil oftimelessness is removed from an egg ofrea-
son before it is consumed, the egg still has a
chance of poisoning the eater but it has lost its
ability-enhancing property.

XPValue 250

.Rotten :

XPValue: — GP Value: 400
The Book of Marvelous Magic )

This egg appears identical to a soft-boiled or
hard-boiled egg. However, when broken, it cre-
ates a 10-foot cube of nauseating yellow gas. The
victim suffers penalties equal to the reverse of the
normal item (+6 penalty to AC, -1 to saving
throws), for the same duration (12 or 24 rounds),
and each victim within the cloud must make a
saving throw vs. poison or be affected in the same

manner.
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Egg, Turquoise
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of Shattering

GPValue 500
Unearthed Arcana
Thismagical egg is undesirable, for when it is
handled normally or touched by a detection spell,
it shatters with a loud noise, sending sharp pieces
of its casing everywhere within a 10-foot radius.
Each creature in the area of effect suffers an
attack by 1d4 fragments of the egg. Hit probabil-
ity is determined using actual Armor Class only,
with no dexterity bonuses applicable. Each frag-
ment that hits inflicts 1d6+l points of damage.
Note: Fragile objects within 1 foot of a shattering
egg are broken automatically from the force of
the shattering, while those within 2 feet must save
vs. crushing blow or likewise suffer breskage.

XPVaue —

Shdl of Protection

XPValue GP Value
Standard: 1,000 10,000
vs. Birds. 500 5,000
vs. Dragons. 500 5,000
vs. Bvil: 500 5,000
vs. Fiends: 500 5,000
vs. Good: 500 5,000
vS. Humanoids: 500 5,000
vs. Humans: 500 5,000
vs. Lycanthropes. 500 5,000
vs. Planars; 500 5,000
vs. Scalekind: 500 5,000
vs. Undead: 500 5,000

DRAGON Magazine 182

This item, which appears to be a silver chicken's
egg, was created by Magius of the Red Robes
during the Second Dragon War and given to one
of the war's heroes because of a stricture prevent-
ing wizards from using weapons of war. Thus it
was not with him when he was captured by the
Dark Queen, a captivity Magius did not survive.
Since that time, the shell has passed through the
hands of many an adventurer and nobleman.

To operate this steel-hard egg device, one
places it on alevel surface and spins it on its wide
end. From the egg's surface, atranducent shdl of
light springs forth in al directions to form a
shimmering egg-shaped shell of protection 10
feet in diameter and 15 feet high (although 5 ver-
tical feet are under the surface the egg is spinning
on, making the visible portion of the shell cone-
shaped).

The device grants fall protection from normal
missiles within its boundaries. Additionally, any

creatures that attempt to enter its field are usually
turned asde without injury, in arandom direction
that does not alow for penetration of the field.
The percent chance of making it through the field
equals the creature's Hit Dice multiplied by five,
with bonus hit points added as percentage points.
For example, awyvern of 7+7 HD has a (7x5)+7
= 35+7 = 42% chance of making it through the
field to attack the device's user. One attempt to
enter the field may be made per round. Magic
resistance must be checked before a creature pos-
sessing this characteristic (such as a dragon or
fiend) makes its "turn away" roll; if the resistance
check succeeds, the creature may enter the field
easly.

The shell's effects last as long asthe egg is kept
spinning, an activity a spinner can keep up for
one turn per point of Constitution. After that the
user hasto rest for as long asthe shell spun. The
spinner suffers an Armor Class penalty of -2
while concentrating on keeping the shell in
motion, spinning it with the fingers.

Variations of this item have been seen that pro-
tect specifically against certain types of crea-
tures, such as undead, dragons, and so forth, but
these are half the XP and GP value of the type
stated above.

Soft-Boiled
XPValue 200 GP Value 500
The Book of Marvelous Magic
This egg appears and functions as a hard-boiled
egg, but its effects last for 12 rounds.

Stinking Cloud
XPValue: 200 GP Value 500
The Land Beyond the Magic Mirror
This egg, when shattered, produces a stinking
cloud effect as though cast by a 12th-level Spell-
cader.

Turquoise

GP Value: 1,200
Ronin Chalenge
If broken, this egg emits a cloud of blue gas that
causes al characters within a 5-foot radius to
choke and gag. Those who successfully save vs.
poison can take no other actions other than gag-
ging for 1d2 rounds; those who fail a saving
throw are incapacitated for 104 rounds and suffer
1d2 points of damage. An unbroken turquoise
€egg can be saved and used later.

XPValue 700
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«~ Egg of Wonder

of Wonder
XP Value GP Value
Black bear: 300 3,000
Boar: 300 3,000
Draco lizard: 800 8,000
Gecko lizard: 600 6,000
Giant bat: 100 1,000
Giant ferret: 300 3,000
Grizzly bear: 600 6,000
Mountain lion: 500 5,000
Panther: 500 5,000
Racer snake: 600 6,000
Rock baboon: 100 1,000
Wolf: 200 2,000

DUNGEONS& DRAGONS'RulesCyclopedia

This strange item is the size of a chicken's egg,
though it may be of any color. An egg breaks
when dropped or thrown (to 60 feet maximum
range); in the following round, a creature emerges
from it and grows to normal size, thereafter obey-
ing the thrower of the egg to the best of its ability.
(Note that the creature must be able to hear the
user's commands.) The creature disappears after
one hour of existence or when dain. The creature
appearing is never determined until the egg actu-
ally breaks; characters can never know what crea-
ture will appear beforehand. The DM may add
other creatures, if desired. To determine the type
of cresture appearing, roll 1d2:

Roll  Animal

1 Baboon, rock

2 Bat, giant

3 Bear, black

4 Bear, grizzly

5 Boar

6 Cat, mountain lion

7 Cat, panther

8 Ferret, giant

9 Lizard, gecko

10 Lizard, draco

11 Snake, racer

12 Wolf, normal

Eidolon of Khalk'Ru
XPVaue: 5,000 GPValue: 10,000
DRAGON Magazine 45

This object is atranslucent, yellow crystal
lozenge about 6 inches by 4 inches by 2 inches.
Within the crystal is the image of an octopus or
squid with 12 tentacles. Only priests and wizards
may be affected by or possess the eidolon. Any

priest or wizard viewing this object for the first
time must save vs. spell or fall into a hypnotic
trance lasting 2d4 rounds, during which time he
or she attempts to possess the eidolon, and will
kill anyone attempting to stop the theft. If a char-
acter succeeds in possessing it, another saving
throw vs. spell must be made or the owner will do
everything in his or her power to reach the sea
and swim with the eidolon as far out as possible,
eventually drowning due to exhaustion.

If apriest or wizard is successful in obtaining
the eidolon without dying in the process, then
telepathic methods reveal some of the following
powers of the eidolon-summon and charm (as a
20th-level wizard) one of the following types of
monsters, provided the user is within range of the
A

Roll Monster #AP
01-:10  Killer Whale (15 HD) 1

11-20  Giant Squid 13
21-54  Vampire Ixitxachitl (5+5 HD) 14
5500 Giant Octopi 2-5

The charm of the eidolon works exactly like
the 4th-level wizard spell charm monster with
regard to the percent chance of breaking the
influence of the eidolon. What the user of the
eidolon does not know is that when the monster is
freed of the charm, it will try to destroy the user.
Only the power of a wish can negate this effect of
the eidolon.

The range of the eidolon's summoning power
is the user's level multiplied by five miles. The
eidolon will function in this manner 2d4 times
before losing its power, a which time it will dis-
solve into sea water.

Elemental Compass
XPVdue: 10,000 GP Value: 50,000
Tome of Magic
This device aids travelers seeking the Elemental
Planes of Earth, Air, Fire, and Water. The com-
pass, a smal urn carved of stone and containing
hollow pockets, works only in the Etherea Plane,

an Inner Plane, or the Prime Material Plane.

To make the compass work, arepresentative
sample of material from the target plane must be
placed in the urn and the lid sealed. Thus, to
find the Elemental Plane of Fire, a smal, burn-
ing fire must be placed in the urn. Once sedled,
the fire burns until the lid is opened (just as
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water does not evaporate from the urn as long as
the lid is sealed).

When used on an Inner Plane or the Ethereal
Plane, the urn glows yellow when the characters
are heading in the direction of a portal for the
elemental plane they seek. On an Inner Plane,
the compass leads to the paraelemental or quasi-
elemental planar border that exists between the
planes. In the Ethereal Plane, the urn leads to
the ethereal curtain of the desired plane. There
are no range restrictions on the Inner or Ethereal
Planes.

On the Prime Material Plane, the compass
glows when the characters are headed for elemen-
tal vortices of the correct element, provided the
vortex is within range. The range on the Prime
Material Plane is 300 miles.

Elixir

These magical fluids are typically found in
ceramic, crystd, glass, or metal flasks and vials.
A container generally holds enough fluid to pro-
vide one person with a single dose that will
bestow the effects defined in the elixir's descrip-
tion. Sometimes a user can enjoy a diminished
benefit or one of shorter duration by drinking a
partial dose. Cursed elixirs, however, have their
full effect whether the user tastes it or drinks the
wholething.

of Additional Weaponry
XP Vaue 500 GP Value: 5,000
DRAGON Magazine 168

Every flask of this rare elixir carries this
announcement in Common: "Whoever drinksthis
elixir will be able to use twice as many weapons
asnorma.” What it does not say is that this elixir
was created by drow worshipers of Lolth, the Spi-
der Goddess. An individual of any race who
drinks this elixir immediately grows a second
pair of arms from the sides of his or her chest. On
an elf, the ams are fully functional and alow the
elf to use twice as many weapons as he or she
could with one pair of arms. If the arms appear
on a character of any other race, they act in a hos-
tile manner, taking off the character's armor,
striking the character with his or her own weap-
ons, and the like. Worse yet, the arms won't go
away by themsdves! A remove curse spell from a
priest of a least 12th level will eliminate the
extra ams on any character.

Armor or clothing worn on the trunk of the

body will be ruined when the extra arms appesr,
an effect that aso causes 1d10 points of damage
to the user if armor is strapped on the body. Any
armor worn later must be especially designed or
modified. With the exception of the drow, the
dark elves who worship Lolth, any being who
sees a character with this deformity reacts with
horror and loathing; surface elves know the ori-
gin of this potion and will attack any elf possess-
ing four arms on sight. An adventurer who grows
the arms loses half his or her Charisma (but never
dropping below 3).

The drow will do anything in order to obtain a
sample of this potion. A drow who gains the extra
arms also gains great respect among other drow,
but no other race. If an individual of any other
race is found by the drow to bear this mark of
Lolth, the character will be put to death in a most
gruesome manner and the most painful tortures
for insulting the goddess.

Ail-Purpose Healing
XP Value: 250 GP Value: 2,000
POLYHEDRON Newszine65
This elixir, made from casterous fish, cures any
illness or disease (including lycanthropy). The
elixir, which does not heal hit points, tastes ter-

rible, incapacitating the imbiber for 106 rounds.
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Elixir, Digtillate of Wolfsbane

Digtillate of Wolfsbane
XPValue: 700 GP Value 1,600
Night Howlers
This liquid is poisonous to Lycanthropes. Any
werecreature who smells or touches the liquid
must save vs. poison or flee, as per thefear spell.
(Lycanthropes in human form get +2 to their
save.) If awerecreature drinks it, he or she must

save vs. poison or die.

Any non-lycanthrope who drinks distillate of
wolfshane feels a tingling in the mouth, lips, and
throat. Within one turn the character becomes
nauseous and dizzy (-2 to attack rolls, saving
throws, and ability or skill checks). The next turn,
breathing becomes difficult (-4 to actions),
unconciousness follows, and the victim collapses
on the following turn. Bed rest alleviates the
symptoms, and complete recovery occursin 24
hours. Distillate of wolfsbane retains its potency
for only 14 days if kept in a bottle or 6d4 hours
in open air.

Glitz & Klax's*
XPValue Y vaue GPValue Y% price
Inside RAVEN'S BLUFF™, The Living City

Glitz and Klax specidize in minor potions, magi-
cal mixtures that have about Ko the power of full-
strength potions. For example, a minor potion of
growth causes the imbiber to grow about 7 inches;
apotion oftreasurefinding leads the imbiber to
dropped coins. Durations of minor potions are
half those of full-strength varieties.

A minor potion affects only the imbiber, so
circus goers are not able to obtain anything like
apotion of human control or a philter of love.
Likewise, magical oils are not available. G'Ned
Klax is not the Realms' most organized person,
so there is a 5% chance that any potion pur-
chased from him is actually a full-strength
potion. .

of Health
XPValue: 250 GP Value: 2,000
DUNGEON MASTER Guide
This potion cures the following afflictions (roll
1d8):

E

5 Insanity

6 Infection and infestation
7 Poisoning

8 Rot

Imbibing the whole potion cures al of the
above afflictions suffered by the user. Half a flask
cures any one or two of the listed ills (DM's
choice or random).

HeroicAction
XPValue 350 GPValue 800
POLYHEDRON Newszine 65
This dixir grants awizard, priest, or rogue the
ability to perform heroically in battle for 2d4
rounds by granting them an additional 4d6 hit
points. The hit point bonus vanishes after the
potion's duration expires.

Kindness
XPValue: 250 GP Value: 400
POLYHEDRON Newszine 65

This elixir grants the imbiber good manners for
1dI0 days. The drinker has an overwhelming
desire to be kind and polite. The character only
says kind things to all people encountered. While
the potion's effects do not hinder a character's
ability to fight, a character will not fight unless
first atacked.

of Life
XPValue: 250 GP Value: 2,500
Unearthed Arcana
This potent draught restores life to any creature,
even if at a negative hit point level equal to up
to 20% of total hit points. (Thus, it benefits
even a creature at -10 hit points, so long as that
creature has a full strength hit point total of 50
or more.) The power of the elixir functions only
if administered internally within five rounds of
the occurrence of death. One turn later, the
recipient is unconscious but a 1 hit point. For
each negative hit point neutralized this way, the
recipient must rest for one day or else receive a
cure light wounds spell to offset the need for
that one day of rest. A cure serious wounds
spell counts for two days of rest, a cure critical

Roll  Affliction wounds spell for three, and a heal spell for
1 Blindness seven days. Demihumans are affected by this
2 Deafness elixir.

3 Disease
4 Feeblemindedness
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of Luck
XPValue 500 GP Value 2,500
POLYHEDRON Newszine65

This unusual elixir grants the drinker great luck
for 1d4 days, by enabling the use of nonmagical
weapons to successfully strike creatures that are
normally struck by +2 or better weapons. How-
ever, the potion also has a "bad luck" sde effect.
For 1d4 days after the potion wears off, the char-
acter is-4 on all attack rolls.

of Madness

GP Value: 500
DUNGEON MASTER Guide
A single sip of this elixir causes the imbiber to go
mad, as if affected by the 4th-level wizard spell,
confusion, until a heal, restoration, or wish spell
is used to remove the madness. Once any creature
is affected by the elixir, the remaining draught
loses al magical properties, becoming merely a
foul tasting liquid.

XPValue —

Nerve Tonic
XPValue 150 GP Value: 750
DRAGON Magazine 194

This potion alows the imbiber to take control
of his or her own emotions, remaining calm,
cool, and collected no matter what the current
situation. All outside influences on the emo-
tions are either eliminated or minimized. If
used by an NPC, Morale checks are made at +3.
No scare, charm, fear, or other emotion-alter-
ing spell has any effect on the user of this
potion, and the user also gains a +3 bonus to
saving throws vs. any spell that indirectly
affects a victim's emotions, such as spook or
phantasmal killer. The potion has no effect on
mind-controlling spells without an emotional
component, like hypnotism or domination. All
of these effects lagt for 1d4H turns. Each bottle
contains a single dose.

Nodozze
XPValue: 200 GP Value: 400
POLYHEDRON Newszine 65
A typical vial contains four doses. When imbib-
ing this elixir, a character is able to remain awake
for 24 hours—no matter how tired. However, at
the end of that period, the person becomes
fatigued and must rest at least eight hours.

Obscurement
XPValue 300 GPValue 700
POLYHEDRON Newszine 65

When found, this liquid appears to be cloudy
water. If imbibed, it has no effect. Its power
comes from being poured from a height of 3 or
more feet. In this case, it creates a cloud 60 feet
in diameter, which limitsvisionto 1 foot, negates
scents, and dampens sound. Fighting within the
cloud is a -4. The cloud lasts 14 turns.

Photosynthesis

XPValue: 400 GP Value 2,500
POLYHEDRON Newszine 65
This elixir, created by an obscure druidic sect, is
a deep green liquid that exudes an earthy smell.
After a character quaffs this potion, he or she
fallsunconscious for 1d4 turns. During thistime,
a massive transformation takes place. An
imbiber's skin turns a deep green and metabolism
is altered. The character no longer has need of
food, existing only on water, and must now spend
at least six hours a day in direct sunlight or suffer
the effects of starvation. The transformation is
permanent and can only be reversed by a wish or
limited wish.

Physical Enhancement
XPValue: 300 GPValue: 800
POLYHEDRON Newszine65
When this delicious elixir is quaffed, one of the
physical attributes of a character is enhanced: A
woman receives a pretty face, or a dwarf acquires
afine, lengthy beard. Only one attribute can be
atered, including skin and hair color. The dura-

tion of the potion is 14 weeks.

Quirks of Elixirs*
XPValue — GPVaue —
DRAGON Magazine 163
The AD&D® game has one of the largest compi-
lations of magical items in the fantasy gaming
industry. The following tables have been created
to add some spice and variety to existing magical
items in the AD& D game world. A table of non-
standard magical item abilities is offered for each
major type of magical item in the AD&D game.
The rationale for such quirksis smple.
Most items are created normally, and they
function exactly as a standard item of the same
type in the DMG. However, sometimesthere is a

slight mishap in the creation of the device: the
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steps are not followed in the proper order, the
astrological signs do not bode well, the item's
creator is disturbed to begin with, the instructions
are incomplete, or somethingjust plain goes
wrong. Any of these results may cause a magical
item to behave differently from othersjust like it.

Not all quirks are bad, however. Some are
detrimental to the item or its user, some are neu-
trad, and some are even beneficial. The possibility
of quirks existing (and the actual number of
quirks) is determined by using the table below to
determine the exact quirks that amagical elixir
POSSESSES.

Rall
01-86
87-94
95-98
99-00

Quirks Present
No quirks

One quirk
Twoquirks
Three quirks

Elixir Quirks
Result
User glows (as per alight spell) aran-
dom color for as long as the elixir isin
effect.
User's skin turns arandom color for
1dI0 turns.
User is unable to speak or cast spells
with verbal components for 1d4 hours
after drinking the dixir.
Imbiber gets extremely hungry imme-
diately after the dlixir is consumed (as
per a chime of hunger).
User's senses sharpen while the dlixir is
in effect, or for a maximum of three
turns (whichever is longer). The indi-
vidua affected gains a+2 bonus against
being surprised (unless he or she pos-
sesses the alertness proficiency or isa
ranger, in which case add a+3 bonus).
User cannot hear anything due to ring-
ing or buzzing in the ears for aslong as
the elixir is in effect, or for three turns
if no duration is given.
Elixir is diluted and works 50% as well
as anormal elixir of the same type.
Both duration and effects are dimin-
ished in power.
Elixir becomes inert and useless if left
unstoppered for longer than five rounds.
Elixir's duration doubles if it is mixed
with wine prior to consumption.

Roall
01-05

06-10

11-15

1621

22-25

31-34

35-40

41-44

45-50

51-53

54-57
58-62

63-66

67-71

72-76

77-78

7983

84—87

88-89

90-91

92-95

User becomes highly intoxicated for
1d10 hours after the elixir is consumed.
Only dispel magic can prematurely
remove the effects of the drunkenness
(effects determined by the DM).

User gains 60" infravision for as long as
the elixir is in effect, or for three turns
if no duration is given. If the user nor-
mally has infravision, it islost for the
same amount of time.

Elixir has no effect upon demihumans.

User experiences dight disorientation for
1d6 rounds after drinking the elixir (-2
penalty on any attack roll and +2 penalty
on Armor Class during thistime).

User becomes drowsy; a Constitution
check on 1d20 must be made every
round for four rounds after the dixir is
consumed. If the roll on any check is
higher than the user's constitution, he or
she falls asleep for 3d6 minutes. The
sleeping individual can be awakened
only by taking at least 1 point damage
from a physical or magical attack.
Elixir is phosphorescent and glows
(equd tofaeriefire spell) in the dark.
Elixir is found in powdered form; water
has to be added to the powder for the
elixir to be effective.

Elixir is stronger than normal; its dura-
tion is 150% of a normal elixir of the
same type.

Elixir is nauseating to drink; a Constitu-
tion check on 120 must bemade in order
to gulp the contents of the dixir. If a sav-
ing throw vs. poison at +2 is not made
after that, the user feels nausested for
2d10 turns (-1 to atack during that time).

User loses one point of Dexterity for
2d10 turns.

Elixir evaporates (50%) or coagul ates
(50%) and becomes useless if left open
to air for longer than five rounds.

Elixir is unpredictable—it works nor-
mally 50% of the time, does nothing
30% of the time, and sickens the user
for 1d4+ days without any beneficial
effect 20% of the time. A cure disease
removes thisillness.

Elixir is unstable; if severdly jostled or
shaken, it bursts its container (75%

chance) and becomes usdless.
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96-97  User suddenly becomes extremely ver-
bose and talks incessantly for the dura-
tion of the elixir, or one turn if no
duration is given. During this time, the
user and and party cannot gain surprise
on any monsters.

Ifthe elixir is mixed with anything else,

it forms alethal compound. (If swal-

lowed, save vs. poison a -4 on the roll,
or diein 14 rounds.)

00 Elixir is addictive; a draft of it must be
taken a least once a week after such an
addictive liquid is imbibed. If the addict
does not drink the elixir every week, he
or she suffers a-2 penalty on all ability
scores until the elixir is taken or the
affliction is removed. Only alter reality,
limited wish, wish, or going "cold
turkey" without the elixir for 1d3
months cures the addiction.

98-99

Rainbow Bridge
XPVdue: 1,500 GPVaue: 4,000
POLYHEDRON Newszine 65

This rare elixir appears as a swirl of scintillating

colors. The character quaffing the elixir must
concentrate, forming amental picture of abridge.
Within eight rounds, a bridge of rainbow colors
appears, 5 feet wide at the base and up to 50 feet
long. The bridge is permanent unless more than

5,000 pounds is placed on it at any one time or
unless a dispel magic is cast onit.

of Reduction

GP Value: 250
DRAGON Magazine 163
The origins of this mysterious elixir have never
been determined. However, every sample found
by adventurers has been a single dose in a small
crystal flask. On each flask is engraved, in Com-
mon: "This potion makes my enemies as nothing
before me" Severa adventurers drank the potion,
assuming it would give them the power to defeat
their enemies. However, it seems the potion was
actually designed to be given to one's enemies.
Anyone who drinks the potion is, in two rounds,
reduced to one-tenth normal height, with a corre-
sponding reduction in weight (one-thousandth
normal) and strength (now negligible). Only liv-
ing matter is affected, not material items like
armor, rings, and the like. The potion's effects are
permanent unless counteracted with a remove

XPValue —

curse spell from apriest of at least 12th level. A
potion designed to cause growth has a 20%
chance to restore avictim to his or her natural
size; rings, spells, and other objects designed to
magically cause growth have the same chance.

Revivication
XPValue 500 GP Value 2,500
POLYHEDRON Newszine 65

This potent elixir appears no more remarkable than
abottle of water—until acharacter adds afew drops
of his or her own blood to the mixture. When this
happens, the dixir foams and turns abrilliant red. If
the owner of the revivication dixir dies within a
week of adding his or her blood to the mixture, the
elixir can be administered to the body to bring him
or her back to life. The dlixir is useless one week
after it turns red, and it has no effect when adminis-
tered to someone other than the owner.

Sanity
XPValue: 500 GP Value: 1,000
POLYHEDRON Newszine 65
This elixir cures any form of insanity, madness,
or the effects of mind-altering spells such as
charm, fear, and confusion.

Skunk Water
XPValue 100 GP Value: 400
DRAGON Magazine 194

Thisdlixir is not meant to be drunk, it is extremely
distasteful (but not nonpoisonous) to human and
demihuman palates. When added to other liquids
it transforms them into impure, foul, undrinkable
sludge. While it has no effect on poisons, skunk
water automatically converts magical potions to
poison. A single bottle of skunk water can foul
10,000 cubic feet of fresh water or turn 10 magi-
cal potions into poison (type G, H, or |, with full
effects felt only if a complete dose is ingested—
see Table 51 in the DMG ). While the effects of
skunk water are permanent, an egqual volume of
Sweet water can restore foul water to fresh. Sweet
water has no effect on potions made poisonous.

Sunlight Resistance
XPValue: 400 GPValue: 1,500
POLYHEDRON Newszine 65
This dixir is aboon to draw who choose to leave
their Underdark homes. Upon consuming a draft
of this potion, a drow can exist under bright sun-

light without suffering any visual problems. Most
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flasks contain the equivalent of three potions—
each potion having a duration of 1dl0 days. The
potions have no effect on surface dwellers.

Weakness

XPValue: 50 GP Value: 250
POLYHEDRON Newszine 65
When this lixir is swalowed, the user's Strength
score is reduced to 5. The unfortunate individual
suffers all the associated penalties for a lesser
Strength for the duration of the potion—Id12+4
turns.

of Youth
XPValue: 500 GPValue 1,000
DUNGEON MASTER Guide
Quaffing this rare and potent elixir reverses
aging. Taking the full potion at once reduces the
imbiber's age by 1d4+l years. Takingjust asip
first, instead of drinking it down, reduces the
potency of the liquid, and drinking the lower-
potency liquid reduces age by only 1d3 years.

Zorbo Fingers
XPValue: 500 GP Value: 800
POLYHEDRON Newszine 65
This potent elixir is always found in single-dose
containers. When quaffed, the imbiber is granted
a zorbo's ability to gain the Armor Class of what-
ever is touched for 20 rounds. The character
could gain an AC 7 from earth; AC 5 from wood;
AC 3 from metal; or AC 0 from stone.

Ema of Wishes

XPValue: 1,000 GP Value: 10,000
DUNGEON Magazine 33
The emais a specially prepared plague made
from rare wood, with detailed art painted on its
front. It radiates magic heavily and is quickly
picked out from other ema by its extraordinary
beauty. If inscribed on the back with rare, quality
ink (minimum value 20 ch'ien) using the callig-
raphy proficiency and then hung near a shrine of
the appropriate spirit or god, that spirit will grant
the request as awish. For example, afarmer wish-
ing for arice season free from tai-fun would leave
his or her emato Susano no Mikoto, Fierce Wind
Son.

These plaques are recognized by only shukenja
and wujen, asthey are extremely powerful items.
Only 1d3 ema ofwishes will be found together,
each having room for one wish to be inscribed on

it. However, if the wish is of a continuous or long
term nature, destroying or taking the ema from its
shrine ends the wish. Thisis done at the risk of
invoking the anger of the spirit or god. A wish to
cregte something or restore a person to life is not
negated by the emas destruction.

Epox'slron Rations
XPValue: 1,000 GP Value: 5,000
POLYHEDRON Newszine 58
These rations are found in small, magical metal
chests (10 by 5 by 4 inches). When a chest is
opened, there is an edible iron ration meal inside.
Up to three meals can be produced a day, and a
box will function six days in arow. On the sev-
enth day it recharges. The food produced by the
box contains a magical syrup that acts like a
diluted potion of healing. For every two meals
eaten, 1 hit point of damage is healed. A ration
box cannot provide beverages, and the food pro-
duced by it does not taste better than normal iron

rations.

Essence of Darkness
XPValue: 250 GP Value 750
The Complete Thief's Handbook
This pure black, aily fluid must be kept in tough,
light-proof containers, since it is destroyed after
one turn in bright sunlight or one hour if exposed
to daylight. Essence ofdarkness is pure, concen-
trated, liquid darkness itself. It can be used in a

number of ways.

When a dose is swallowed it makes the
imbiber's entire body, including hair, teeth,
and even the whites of the eyes, pure matte
black in color. This can enhance athief's
chance of hiding in shadows as shown below.
Similarly, if one dose is diluted in agalon of
warm water, the essence creates a powerful
black dye. A galon of the diluted form can be
used to dye clothes and even armor and weap-
ons; one galon of the dye is sufficient to treat
the clothes and equipment of one character.
The dye takes one turn to mix and soak into
the items and one turn to dry. This process
also affects the chances for successful hiding
in shadows.

Body only (wearing normal clothing) +5%
Body only (wearing no clothing) +25%
Clothing only +20%
Both body and clothing +40%
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These bonuses only apply when the thief is try-
ing to hide in darkened areas or attempting to hide
in shadows. Detection resistance operates on a
thief using essence ofdarkness to hide in this way.
Essence ofdarkness is unstable and if avial is
struck by a crushing blow it explodes into dark-
ness 15' radius. A single dose of the magical
essence creates a darkness 5' radius if struck.

This property was exploited by making small -

glass or ceramic globes filled with the liquid,
which are then thrown forcefully onto hard sur-
faces to create darkness bombs. At the DM's
option, athief who has ingested the essence or
applied it to his or her clothing might similarly
become the center of a darkness 5' radius effect
if struck a severe blow with a blunt weapon
(50% of remaining hit points, with a 12 hit point
minimum for the effect to operate).

The effects of essence of darkness last for six
hours plus 1d6 turns, if used externally; if
ingested, it has the same duration as a standard
potion. Each bottle or vial of the essence found
usually contains sufficient fluid for 1d4+4 doses.

Eternal Peanut
XPValue: 300 GPValue: 1,500
DRAGON Magazine 30
The eternal peanut can be opened repeatedly to
provide up to a quarter pound of peanuts per
hour. This is enough to supply rations for two
medium-sized individuals.

Everclean Towe
XPValue: 400 GP Value: 2,00
DRAGON Magazine 30

The everclean towel was developed when Fran's
nephew visited and left a small mountain of dirty
towels and stained carpets. This 1-foot-square
cloth cannot be stained or dirtied in any way. It
can be torn or burned.

Everdamp Sponge
XPValue: 100 GP Value: 500
DRAGON Magazine 30
The everdamp sponge is a 2-inch square sponge
that can be dampened for one week with a single
drop of water. The sponge, with a single drop of
water, can clean anything it conies into contact
with, as though soap, water, and elbow grease
were being used. No matter what the sponge
cleans up or wipes off, the sponge's surface is

always clean.

Explosive Devices

Explosive devices can range from bombs to
mines. Generally, atriggering device or condition
must be met in order for the device to explode.

Dimensional Mine
XPValue: 600 GPValue: 6,000
Infinity Sphere

Dimensional mines are large magica devices that
are catapulted or jettisoned in the genera direction

of a Mariner ship. If the dimensional mine enters
the same hex as a Mariner, the mine detonates,

causing 2d6 points of hull damage. Those on a
wrecked mariner and stuck in the ethereal must be
rescued, unlessthey possess devices to send them
home through the planes. (See the PLANESCAPE™
boxed st for more information on planar travel.)

Dimensional Minell
XPVdue: 1,000 GPValue: 2,000
Tome of Magic

This nasty device can take the form of any small
item, but most often appears as a small figure
carved ofjet or other black stone, similar to a fig-
urine ofwondrouspower. As soon as the mine is
taken into extradimensional space, such asthat cre-
ated by arope trick or a bag ofholding, it ruptures
the space. Everything in the space, including the
mineitself, is gpawed into the Astral Plane and lost
unless someone can retrieve it. If the extradimen-
siona space was created by a magical item, such as
abag of holding, that item is destroyed.

In Ravenloft: Living creatures in extradimen-
sional space when the mine explodes are killed.

Ellister's Dimensional Mine
XPValue 1,000 GP Value: 2,000
1992 Fantasy Collector Card 392
The wizard/assassin Ellister experimented with
traditional dimensional mines until he came up
with this nasty device. Once Ellister's dimen-
sional mineis set, merely touching it sends every-
thing within a 3-foot-radius into the Astral Plane.
The plane shift is so sudden that anything outside
the radia area of effect is left behind, including
parts of avictim's body. Needless to say, the
strain of existing on two planes at the same time
ispainfully fatal. Ellister likesto shape his mines
like common objects that a victim would nor-
mally pick up and handle chess pieces or

wooden spoons, even gold coins.
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Explosive Devices, Helm Bomb

"‘.IIIIIIIIIIIIIIIIlIlIlIIIIIIIIIIIIIIIIIIIIIIIIIIlIIIlIIlIIIIIlllllllllIIIIIIIlIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIII"’

\ S

Helm Bomb
GP Value: 40,000

Logt Ships
The arcane sell very few helm bombs. These
large, not-easily-conceal ed devices are simply
normal-looking helms that can somehow "turn
on" within the spelljamming field of another
magical power source. In this rare instance,
operating multiple power sources would result
in the ship upon which the helm bomb was
placed being torn apart. This occurs even if the
controller of the original power source attempts
to exactly match the direction and intensity of
the thrusts.

The devices warring power fields force them
apart, destroying the ship and firing the two
sources away from each other in random direc-
tions and speeds. They continue to operate until
power is removed or exhausted. In the case of
the original power source, that may be within a
round. If it is a helm, the spelljammer suffers
2d4 points of damage while the helm smashes
its way out of the ship, and must save against
death magic or go into spelljammer shock
(detailed in the SPELLJAMMER® boxed set). If this
knocks the spelljammer out, the helm ceases to
spelljam, although it will probably be well away
from its parent ship by then and moving fast.

XPVaue —

The helm bomb rushes on through space, a
dwindling but dangerous space missile (taking
the ship, or a piece of the ship with it), consum-
ing its own material for power. It cannot be
stopped or salvaged.

The bomb typically consumes itself in 50 days
minus the ship's tonnage (a shipless bomb weighs
% ton). Ships over 50 tons use up the bomb in 1d4
turns. A helm bomb must be brought onto a ship
(though it need not be fastened down or even
taken into an interior areq). If it isturned on when
no other magical power source is "on," it does
nothing except act as a self-powered helm that
eats itself up and then collapses, doing 1d6 hull
points of damage (and 1d6 points of damage per
round to anyone sitting upon it as it operates). Its
bomb effects occur only when another power
source is operating. If thebomb is aready "on," a
second source cannot be activated, and no ship
breakup occurs. Thisway, it can be used as a one-
shot hijack power source, to prevent control by
the ship'slegitimate helm.

Activating a helm bomb as a power source
requires that aliving being sit in the helm. The
being need not have magical or spelljamming
ability, but must sit there to will the helm into
action. Such abeing can get up as soon as she
sets a course direction, and thereby avoid any
damage as the helm bomb consumes itself. How-
ever, if used as abomb, the activator is on it when
it flies apart and suffers the same 2d4 points of
damage as a helmsman aboard the legitimate
helm. An adrait activator can hurl clear an instant
after engaging the bomb, to avoid being pulled
out of the ship, but cannot avoid suffering dam-
age. Note that this provides akamikaze (or at the
least, very dangerous) method for intruders to
damage, destroy, or steal enemy shipsin close
quarter combat.

Spelljamming Mine
XPValue: 2,000 GP Value: 5,000
Greyspace

This is atechno-magical creation, a sphere of
brass about 1-foot in diameter and weighing 55
pounds—about the right size to be fired from a
typical, heavy catapult. It radiates an aura of evo-
cation magic.

The spelljamming mine is a combination of
mechanical engineering and wizardry. It is actu-
aly a sophisticated form of homing weapon, with

alarge explosive charge of smoke powder. It is
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Extradimensional Safe

M

enchanted in such away that it detects the pres-
ence of a spelljamming helm within 1,000 feet,
and moves toward the helm's "energy signature”
at a speed of 3,000 yards per round—the same
speed as a ship with SR 6 traveling at tactical
speed. The mine has Maneuverability Class A.
When it strikes the ship it is pursuing, the smoke
powder charge detonates. This inflicts 3-18
points of damage to unprotected crew within 70
feet of the impact point (saving throw applicable)
and 2-5 points of Hull Damage to the vessd hit,
which must then save vs. fire or suffer an addi-
tional 1-4 points of fire damage per round. A
spelljamming mine can only move for atotal of
four rounds. If it has not yet reached its target
within that time, it detonates.

Before it can be used, a spelljamming mine
must be armed. This is done by pressing a series
of tiny studs on the mine's outer surface in a par-
ticular sequence. The device has a kind of "anti-
tamper" system—if the wrong arming code is
entered three times in arow, the mine detonates.
So complex is the code that even a character
who knows it has a chance of making a mistake.
To successfully enter the code, the character
must roll equal to or less than his or her Intelli-
gence on 3d6. After the mine is successfully
armed, it remains dormant for 2d8 rounds—
hopefully long enough for the users to catapult it
off their vessel and get more than 1,000 feet
away. At the end of this dormancy period, it
becomes active, and homes in on the first spell-
jamming vessel to approach it. Obviously,
because of the variability of the dormancy
period and the unpredictability of space combat,
a spelljamming mine is a dangerous weapon to
use in ship-to-ship dogfights.

Nobody knows exactly who created the spell-
jamming mines, although many people suspect
the arcane. It is rumored that the humanoids of
Borka have emplaced a humber of mines around
their space-dock called "the Egg," leaving a safe
channel open for their own ships, of course, as an
unpleasant surprise for unwelcome visitors. This
has yet to be confirmed or disproved, however.
The arcane sometimes sell spelljamming mines
for the princely sum of 10,000 gp each. However,
not al of them have access to these items, or are
willing to sell them. Sometimes mines can be
picked up on the "open market” but then there is
always arisk—who knows if the arming code is
actually what the seller claims it is?

Wethilion's Time Bomb
XPValue: 3,000 GP Value: 15000
1992 Fantasy Collector Card 383
Wethilion convinced awizard to imbue this hour
glass with a time stop spell, replacing itsfireball
spell and setting it with a five-round "detonator.”
Never content to leave well enough aone, Wethil-
ion tampered with the contraption and acciden-
tally got it to "blow up time." When the sand runs
out, the last three rounds of time are obliterated
and the hourglass begins to run out again. In
effect, it has become a "snooze alarm” clock.
Now, when Wethilion attempts a robbery and
something goes wrong, he can keep trying again
until he getsit right! The time bomb may be deac-

tivated by turning it on its side.

Extradimensional Safe
XPValue: 4,450 GP Value: 44,500
The Book of Wondrous Inventions
Jon McSpereson was a wizard who was extraor-
dinarily fond of making puzzle-boxes—plain,
nonmagical puzzle-boxes. Generdly, hejust gave
them away to friends and family, curious to see
how long each box took to solve. He became
known (perhaps rather infamously) for the intri-

cate and devious nature of his puzzles.

Thus, it seemed amost natural when a prover-
bial tall, dark stranger appeared at McSpereson's
door one day. With aflourish, he set a purse on
the table and said, "There's fifty grand in cut
stones here. It's yours with a catch. Design a safe
| can't break into and you can keep the bag, old
man. Build your safe well, 'cause I'll be back ina
year. Then we'll see if it can keep your stones
safe." With that audacious challenge, he strode
out the door.

Fifty grand in untraceable gems was no small
amount of money and McSpereson was deter-
mined to keep it. Finaly, after severa sleepless
weeks, he hit upon aplan.

The safe is a decoretive block of wood, the sze
of asmall jewelry box. There is no apparent hinge
or lid. On the top of the cube there is an inlaid
rainbow, the different arcs formed in different
colors. Below this arc isan inlaid metal disk, half
black and half white.

Congtruction: 44,500 gp, 30 days. The extra-
dimensional safe is composed of two parts—the
door and the vault. The door is the wooden block
described above. Thisis normally found in the

dwelling of the owner. The vault is a 10-cubic-foot
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Extradimensional Safe
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lead box with no openings of any kind.

The door is actually atrigger device. Con-
tained inside the wooden case are a clockwork
mechanism and an ethereal transporter (thisis
simply an amulet of the planes). In addition,
M cSpereson was required to research severd spe-
cid spells. The first spell was the magical reset-
ting trigger (a modified version of the
contingency spell), and a permanent blanket of
mystery (a modified nondetection spell). The
magical resetting trigger, a 7th-level spell,
uttered a single command word whenever a cer-
tain condition was met, while the blanket of mys-
tery, a 5th-level spell, allowed a single object to
be hidden from all types of detection spells. The
cost of producing the door is 40,000 gp.

Comparatively speaking, the vault is cheap to
build. The lead sheeting (1-inch thick), even
alowing for the welding and construction, only
costs 1,000 gp. Enclosing it in a permanent wall
of force shell costs another 3,000 gp. Moving it to
the Ethereal Plane cogts another 500 gp. All other
materials required for the vault (paints and a con-
tinual light spell for the interior) are minor
expenses.

Statistics The door weighs approximately five
pounds andis 8 by 5 by 4 inchesin size. The vault
isa 10-foot cube and weighs thousands of pounds.
The weight itself discourages any attempts to
stedl it. It can contain up to 1,000 cubic feet of
material.

The extradimensional safe operates by a com-
bination of mechanical and magical principles.
The safe is opened by activating the door. The
first step is to spin the black and white disk (that
turns in its mounting) counterclockwise. While
this disk is spinning, every other arc of the rain-
bow (starting with the top one) must be pressed.
Its internal mechanism activated, the rainbow
design rises out of the top of the box. Now those
arcs that were skipped before are pressed. This
sequence triggers the magical resetting trigger
(or the permanent contingency spell), which
utters the command word for the ethereal trans-
porter (or amulet ofthe planes).

At the instant the command word is uttered,
the owner must visualize the inside of the vault
on the Ethereal Plane. To aid in the visualiza-
tion, a particular painting is limned on one of
the inside walls of the vault. Thus, the owner
need only think about the painting to reach the
proper location. If the owner does not visualize

the desired location, he or she is sent to aran-
dom plane. Wherever the owner is sent, the door
makes the trip as well. In designing the extradi-
mensional safe, McSpereson's great goal was to
thwart any attempts to get at the materials
inside. Thus, he took precautions against the fol-
lowing methods.

Finding the Door: Unless a thief knows about
the door and what it looks like, he or she will
have avery hard time finding it. Firgt, there isno
reason to suspect an innocent piece of decorative
wood. Secondly, the blanket of mystery on the
door hides its magical nature, making it impossi-
ble to find by detection spells.

L ockpicking: The vault of the safe cannot be
picked since it has no apparant door. The door
cannot be picked since it has no lock. The door is
apuzzle, therefore lockpicking is of no use.

Cutting into theVault: The vault itsdlf is pro-
tected by a wall offorce. This does not have a
greet effect on the Ethereal Plane, but comes into
full effect if the vault is moved esewhere.

Ethereal and Astral Visitors: Thevault is
made of lead, preventing access in these forms.

Commune and Contact Higher Plane: Each
element of the door has been carefully conse-
crated to a different god, goddess, or Immortal
Being. Thus, each tends to jealously guard the
information. No single being knows the full oper-
ation of the door. Theoretically, the secret could
be pried from those denizens of the outer planes,
but each step would take careful investigation and

spellcasting.

Bashing the Door: Breaking or destroying the
door serves no purpose, except to make the safe
unusable until it is fixed.

The obvious and most persistent hazard of the
sefe is that the owner may incorrectly visuaize
the plane on which it is located. If this is done,
the owner may find him or herself in a dangerous
and unpleasant situation, for the door aways goes
to the vault (a function of the contingency spell).
A would-be thief may become stranded in a very
hostile environment.

The second grest risk is that the owner might
lose count of the number of times the door has
been used. This particular amulet has a limited
number of charges and when the last charge is
used, it crumblesto dust. If aperson isinside the
vault, he or she is stranded there unless some
other means of escape can be found.
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Eye , All-Knowing of Yasmin Sira

ﬁ

Eye

Some eyes are ovoid spheres carved from stone,
crystal, metal, or bone. They usually must be
worn or carried in a certain way to make them
work. Other eyes are pairs of crystal lenses that
fit over the user's; eyes; their magic is activated
when the user gazes through them. Y et other eyes
are actually dislodged from unfortunate crea-
tures; their magic is activated when they are
placed in the empty eye socket of the user.

Mixing eyetypes is certain to cause immediate
insanity for 2d4 turns. Once this time has passed
the character can (and should) remove one of the
magical lenses.

of Accuracy

XPValue 200 GP Value: 500
The Ruins of Undermountain
This flat, coin-sized piece of polished human
bone is shaped like a staring eye. Its back bears a
single word inscription, a command word (typi-
cally "Larth"). If thisis spoken as the eye is
touched to any one weapon, and the weapon is
then thrown or fired at atarget, it strikes at +4 to
its attack roll. Used in this way, the weapon
counts as a +4 magica weapon for determining
what it can hit. Damage is augmented by a +2
bonus.

The eye vanishes with one use, but the weapon
it enchants continues to have both of its combat
bonuses for two rounds. Of course, athrown
sword can well be used against its original
wielder! This does not mean that magical weap-
ons can temporarily augment existing powers;
the enchantments cancel each other out, render-
ing affected magical weapons normal for 1d4
rounds.

All-Knowing
Eye of Yasmin Sra
XPValue — GP Vaue —
Book of Artifacts
The all-knowing eye of Yasmin Sra is alarge,
opalescent strip of fabric decorated with signs of
truth, vision, and prophecy. It is dways cool and
silky to the touch. It is aveil when worn by a
woman, a keffiyah when worn by aman. It is
found only in Zakhara, the Land of Fate.
Legends of thejann and Al-Badia say that the
eye was made by Sahin Sira, the Sheikh of the
Great Ghuls, as a gift for his stolen bride, a mor-

tal hakima named Y asmin. He hoped that when
she surveyed al the desert and peaks heruled, he
would win her heart.

In fact, Yasmin hated her husband and her
duties. Eager to hide herself from him, she
imbued the veil with all the power she could,
binding the spirits of dying ghuls to it to protect
her. But as is the way of ghul magic, the veil did
its job too well. In time, the eye hid her from
her husband's sight perfectly, but it also altered
her true sight, showing her only what she
wished to see.

Characters may be alowed to use the item for a
short time, but it will unbalance a campaign. Any
adventure built around it should require that the
PCs uncover some gresat secret. It may be neces-
sary to find a caliph's kidnaped son, to avert a
war, or to properly interpret mysterious omens
that warn of some coming doom. The item's curse
will complicate these tasks.

The ghuls will do all they can to recover the
Eye. This will lead to constant attacks and
intrigues against the PCs.

Constant Powers. The veil providesthe wearer
the benefits of avert evil eye, nondetection, and
true seeing spells a will. The last of these is sub-
ject to the curse.

Invoked Powers. The owner gains the use of
the shapechange (1 per day) and alter self (2 per
day) spells. The owner also benefits from the
effects of the invisibility spell, but is invisible
only to ghuls.

Random Powers four from Table 1-06: Div-
ination, four from Table 1-05: Detection.

Curse: The veil gradually responds to the
owner by providing visions that match that crea
ture's temperament, desires, and fears. The
process takes 1d3 months, starting with small
changes or additions and gradually building to a
world of complete unreality. Once the halfway
point of the process is reached, the owner refuses
to remove the veil, even wearing it while eating
and deeping. The words of friends and relatives
are no longer heard unless these match the char-
acter's dream world. When the owner dies, the
ghuls arrive to claim their treasure once more.

Suggested M eans of Destruction:

* The eye must be worn by ablind god.

* It must be carried to the heart of a black cloud
ofvengeance by awilling hakima.

e It must be cast into the Negative Material

Plane while wrapped in a cloak ofshadows
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Eye of Arik

of Arik

XPValue: 7,500 GP Value: 37,500
Paace of the Silver Princess

The disaster that struck Haven was caused by a

ruby that the dwarves found. The ruby is magical.

While it was caled my lady's heart by the people

of Haven, its true name is the eye of Arik.

Arik is an ancient, evil being of great power.
He is dso known as Arik of the Hundred Eyes,
and is sometimes worshiped as a god. For his
many crimes, Arik was banished to a special
dimension centuries ago to be imprisoned there
for al eternity.

Arik has been seeking to escape from the
prison dimension through the ages. And he
desires to take over Haven and endave all its
people. He has at last managed to send one of his
eyes across the dimensional barriers into the
heart of the mountains. There, the dwarves found
Arik's ruby eye and brought it to the palace, not
knowing the evil they were bringing to their
beloved kingdom. The ruby, though larger than
most gems, looks like any other ruby and though
the Protectors would have sensed the evil, by the
time they saw the ruby it was too late. Arik had
aready struck.

The ruby is linked to Arik. It has dlowed him
to channel some of his evil magical power past

ﬁ

the dimensional barriers into Haven, and the
power of the ruby attracts evil, chaotic monsters.
Arik hopes to usethe ruby "eye" when the time
is right, to open the way and cross the dimen-
sional border to rule Haven.

The power of the ruby has killed crops and
brought disease to animals. It has drawn orc, gob-
lin, and hobgoblin hordes into Haven to fight for
its master. It has even teleported the evil priest
Catharandamus into the palace, to prepare the
ceremony that will allow Arik to cross the dimen-
siond barriers. The ruby has turned many of the
palace inhabitants to stone and trapped the
princess and the mysterious stranger inside the
ruby. Findly, the ruby has created amagical force
field around the palace to prevent help from
arriving and stopping Catharandamus.

The Protectors will open away through the
ruby glow, and will also open a safe passage out,
if the party chooses to |eave the palace to rest and
recover spells and hit points. They will, however,
state that it is a drain of their power and they can
only manage to open the way afew times.

Assassin's

GP Value: 2,500
DRAGON Magazine 5
These enchanted eyes are obtained from humans
killed by dreadful and horrible practices. In
flight, they move 30 feet per round and perform
al the functions of awizard's eye, but at any dis-
tance (in the same plane) and with no time
restrictions.

The eyes are normally invisible and immater-
ial, alowing them to penetrate any solid barri-
ers. If a Spellcaster wants to teleport an
assassin's eye to another place, the eye must be
visible and tangible.

Assassins eyes must become visible (mater-
id) to attack. When visible, they are highly vul-
nerable to attack (AC 10, 10 hp, saves as
8th-level wizard). To attack, they hover in front
of their chosen victim, and anyone (only one
victim at atime) meeting their dreadful gaze
may not look away and cannot take any actions
for 1d4 rounds unless a save vs. petrification is
made. The eyes may then use any spell of the
Spellcaster's choosing. If the victim is still able
to attack once the Spellcaster has worked tragic
spells on the victim, the victim has one round to
try to destroy the eye before it turns immaterial
and returns to the Spellcaster.

XPValue 500
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~ Eye of Donoagi -

Beady
XPValue 150 GPVaue 1500
POLYHEDRON Newszine 23

This is apparently a normal bead, often part of a
piece of jewelry. When separated from its
mounting, a beady eye becomes a small eyeball

on command. The user may see through this eye
aslong as it remains within 60 feet. If the eye is
rolled, the user must make a saving throw vs.
spell or become dizzy and confused, completely

stunned until the bead is destroyed. If crushed
while in use (by an offended subject being spied
upon, for example), the user must make a sav-

ing throw vs. spell or be blinded. Although the
user may have any number of extra eyes by the
use of beady eyes, note that the eyes cannot be
closed, and the user cannot avoid looking
through them. If any monster with a gaze attack
looks at the eye in use, the user must make the
appropriate saving throw (possibly each round),

and may not "look away." If not destroyed, each
bead remains an eye for three hours before
deactivating.

Black Opal

GP Value: 20,000
Black Opd Eye
The black opal is a stone of great magical power,
usable only by those who know its secret. Three
evil wizards drew power from it and avile reign
of terror followed. These three evil women were
often referred to as the Platinum Sisters, even
though the magic they wielded was corrupt and
dark, and they were not related.

The opal eyedlowsitsuser to cast 4th- through
oth-level spells as though they were three levels
lower, dlowing lower level wizards to cast spells
far beyond their normal capabilities. In other
words, if awizard using the opal eye was able to
use 1st-level spells, he or she could wield 4th-
level spells.

Fortunately, the black opal eye has a limit. The
eye only allows access to a specific number of
higher level spdlls. Thisis defined, smply, by the
user's Intelligence score. The eye will alow up to
the character's Intelligence score in spell levels.
In other words, if a character with a 14 Intelli-
gence uses the eye, that individual has access to
14 spell levels of high-level spells. If the same
individual casts awish (9th-level spell), he or she
has used nine of the 14 spdll levels, and only five
remain.

XPValue: 3,000

Black Opal 11
XPValue: 3,000 GPValue 20,000
Rahasa

The black opal eye is a stone of great magical
power, and may be used only by those who know
its secret. When the command word is used to
activate the device, the user (if a Spellcaster) is
able to cast double the number of 1g-, 2nd-, and
3rd-level spells normally allotted to his or her
current level.

CegilunesHag
XPValue 1,500 GP Value 7,500
Monster Mythology

The avatar always carries hag eyes in a small
beaded bag, 2dIO of them. These are the shriv-
eled eyes of her victims, which are magically
trested to enable the avatar to see through them as
she wills, up to 10 miles away. The avatar may
place these around any areato spy about the
perimeter, but she is careful to concea them,
because each, if destroyed, causes 1dI2 points of
damage to the avetar.

of Charming
XPValue 4,000 GP Value 24,000
DUNGEON MASTER Guide

This item consists of a pair of crystal lenses that

fit over the user's eyes. When in place, the wearer
is able to charmpersons merely by meeting their
gaze. Those failing a saving throw vs. spell are
charmed as per the spell. The user can look at and

charm one person per round. Saving throws suf-
fer a-2 penalty if the wearer has both lenses, or a
+2 bonus if he or she wears only one of a pair of

eyes of charming.

of Donoagi
XPValue: 1,200 GPValue: 6,000
Van Richten's Guide to the Lich

Donoagi is a fabled, ancient evil dragon made of

stone. Legend states that she has been long
adeep, awaiting the time when her faithful stone
priests construct for her an elaborate temple, cast
a succession of powerful spells to reawaken her,
and grant her return to the world.

The eye ofdonoagi is a 3-inch-diameter amulet
that resembles a large tiger's eye. It has three func-
tions. First, the eye allows the wearer to meld
directly into sone and re-emerge a another point up
to 100 feet distant, three rounds after the melding.

While the wearer remains within the stone, he or she
1588
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Eye, Dragon's

isinvulnerable to all forms of attack, both mental

and physical. For al practical purposes, the wearer
ceasesto exigt for a short period of time. However, a
stone shape spell cast within one round upon the
surface where the owner disappeared inflicts 3d6

points of damage on the wearer. Second, the eye
aso dlows the wearer to phase through stone up to
2 feet thick a will. Finaly, the eye will automati-

cally transform any stone statue into a stone golem
under the control of the owner (once per day).

A lich who forges the amulet is automatically
able to manipulate it. Others must eat a stone
before the amulet works for them. It can be used
up to five times a day.

Dragon's
XP Value GP Value
Black: 3,000 20,000
Blue: 3,000 20,000
Brass: 3,000 20,000
Bronze: 3,000 20,000
Copper: 3,000 20,000
Gold: 3,000 20,000
Green: 3,000 20,000
Red: 3,000 20,000
Silver: 3,000 20,000

DRAGON Magazine 91
A dragon's eye appears to be a smal multicolored
gemstone, perfectly spherical in shapeand about %2
inch in diameter. No jeweler is able to estimate its
worth—it seems to be made of no known minera or
substance. When held up to the light and closely
examined, some specimens of a dragon's eye may be
seen to have adesign within the stone that resembles
the silhouette of a dragon in flight (this fact may be
imparted as a clue to how the item functions).

When cagt into the air at the same time the com-
mand word is spoken, adragon's eye will vanish in
a puff of smoke. In 1d3 rounds, a young adult
dragon of random color (without spellcasting abili-
ties) will be summoned, appearing 10 feet away
from where the character who cast the dragon's eye
is standing. The dragon, initidly, iswell disposed to
the summoner, and obeys any reasonable com-
mands of the summoner, spoken in Common.
However, the dragon will only remain for a certain
period of time before it vanishes forever. The
greater the difference between the summoner's
alignment and the alignment of the dragon sum-
moned, the less time the dragon remains. The fol-
lowing table gives the different types of dragons
that are randomly summoned by this device:

Roll Dragon color Alignment
1-2 gold lawful good
34 silver neutral good
56 copper chaotic good
7-8 brass chaotic neutral
910 red chaotic evil
11-12  black neutra evil
1314  blue lawful evil
1516  bronze lawful neutral
17-20 green true neutral

Any dragon summoned by a dragon's eye will
remain with the summoner for six turns if the
alignment of the summoner and the dragon are
identical. For every step between the summoner's
alignment and that of the dragon, the duration of
the ey€'s effect is reduced by one turn. Use the
table below to determine the alignment step.

Alignment Step Differences

LG NG CG LN N CN LE NE CE
LG 0 1 2 1 2 3 2 3 4
Ne 10 1 2 1 2 3 2 3
¢ 2 1 0 3 2 1 4 3 2
L. 12 3 0 1 2 3 2 3
N2 1 2 1 0 1 2 1 2
N3 2 12 1 0 3 2 1
LEE 2 3 4 3 2 3 0 1 2
NEE 3 2 3 2 1 2 1 0 1
CE 4 3 2 3 2 1 2 10

Thus, alawful evil summoner who received a
red dragon after casting the eye would have its
services for only two turns. The summoned
dragon will generally behave in a manner con-
sstent with its alignment, unless commanded to
do otherwise by the character controlling it. All
of these dragons are of average size and have 4
hit points per Hit Die. They can use breath
weapons, claws, and bite attacks in combat.
None of them will have thefear aura that
dragons gain upon reaching adulthood. Each
can detect hidden or invisible creatures within a
40-foot radius. None of these dragons, because
of the special nature of their summoning, can
be subdued in battle. If commanded to do so, a
dragon will fight to the death on behalf of the
summoner.

A dragon's eye can only be used once. It is
90% likely that only one will be found in any

treasure hoard; otherwise, two will be discovered.
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Eye of Leviathan
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of the Eagle
XPVadue: 3500 GP Value: 18,000
DUNGEON MASTER Guide

Eyes ofthe eagle are made of specid crystal and fit
over the eyes of the wearer. They increase vision
100 times more than normal at distances 1-foot or
more (the wearer can see a 2,000 feet what would
normally be seen at 20 feet). Wearing only one of
the pair causes a character to become dizzy and, in
effect, stunned, for one round. After that, one eye
must dways be covered to avoid vertigo.

Humbaba's Glaring

XPValue: 14,000 GP Value: 70,000

DUNGEONS & DRAGONS Master Set
Long ago, the huge, one-eyed monster Humbaba
fought a great hero named Gilgamesh. Its eye was
taken after its defeat, and was made into an arti-
fact by Ninsun, a powerful Immortal. It eventu-
aly caused Gilgamesh to seek immortaity above
all else, but he failed, and was eventually
destroyed. Humbaba's glaring eye remains, a
famed symbol of death and destruction. The eye
is said to provide the powers of the original mon-
der, including breath and gaze weapons.

It appears to be amummified monstrous eye-
ball, 4 inches in diameter. It is reddish white in
color, with ablack iris, bulging red arteries, and
blue veins.

The eye is active when found, but it is difficult
to gain knowledge of the powers. The user must
employ ESP or clairvoyance, and look through
the eye into a reflecting surface (a mirror or
water, for example). In the reflection of the center
of the eye, the user may read the name of one
effect and its command word, if the language can
be understood (thus requiring aread language at
the same time). The information changes each
midnight, to that of a randomly determined
power; thus, many readings may be required
before all the powers are revealed.

The eye does not grant powers to its user, but
produces the effects itself it may be accurately
aimed with very little practice.

Suggested Powers. (All abilities are cast at
20th level.) Cause disease, fire breath (effect
30x10 feet; damage equd to the user's current hit
points; saving throw applicable), Flesh to stone,
summon weather

Suggested Handicap: The user becomes
obsessed with immortality. Every 10 days, a sav-
ing throw vs. spell is made, the first with a-1

pendlty, the second with -2, the third with -3, etc.
A failed saving throw forces the user to choose
and begin to actively pursue one of the routes to
immortality forsaking al other activities.

Suggested Penalties: Body part change, the user's
head enlarges to four times normal size-large
enough to accommodate Humbaba's glaring eye, if
the user lacks one. This effect is not cumulative.

Age, the user becomes 10d4 years older. No sav-
ing throw applies, but the effect may be dispelled.

of the Immortals
XPValue 1,500 GPValue: 15000
Kingdom of Nithia

Many sarcophagi and burial boxes have a pair of
eyes painted upon them near one end. The belief
is that the entombed can see through the eyes
from within, like awindow, in order to watch for
signs of the time of rebirth.

In the lands of the living, some of these eyes
aremagical paintings that allow the user to "keep
an eye' on intruders. They work like permanent

wizard eye spells.

of Infravision
XPValue: 500 GP Value: 5,000
POLYHEDRON Newszine47
These magical lenses enable the wearer to see like
an elf or dwarf with infravision to 60 feet. If the
owner dready has infravision, or a device smulat-
ing it, then the lenses increase the range by 60 feet.

of Leviathan

XPValue: 2,000 GP Value 12,500

POLYHEDRON Newszine 87
Created by Istishiathe Waterlord, and Silvanus
the God of Nature, the eye grants its owners sev-
erd powers.
* Functions as arod of rulership three times a day.
Mammal control at will.
Constant invulnerability, asthe potion.
Summon and control water elementals, three
times a day as a bowl of commanding water
elementals.
Hold monster three times a day.
Control weather, asthe priest spell, once aday.
Water breathing a will.
The eye emits apsionic distress cal whenever
in the hands of one who is evilly aigned.
Inflicts a shock equivalent to a 12th-level
shocking grasp spell when activated by those
of evil aignment.
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If the Eye spends more than one month out of
the water, it loses al of its magical properties.

of the Leviathan
XPVaue: 2,000 GPVaue 12500
Swords of the Undercity
This orb is a potent magical item that has been
plucked live from the face of the mighty sea crea-
ture. Although no specia steps to preserve it have
been taken, the eye shows no sign of decay. About
the size of aman's skull, it glistens with a natura
coat of dime. A deep black pupil stares from one
dde of the eye.

After one day out of the leviathan's socket, the
artifact produces a powerful illusion that causes it
to look and feel like a large diamond, however, it
oozes a light gooey slime. It is inoffensive but
somehow disgusting. The people who know what
this diamond is, or those who cast a dispel magic
(or similar spell) on it see the diamond for what it
redly is—alarge, simy eye.

Despite its flesh origin, the eye is a solid item.
The older it is, the harder it becomes. The one
kept in Urgaan of Angarngi's treasure house is
several centuries old, and is now as hard as a
sphere of steel. Urgaan bestowed severa more
powers on the eye, however, they only function in
his house. As soon as the eye is out of the build-

ing, it only retains the normal powers of the eye
of the leviathan.

The eye is a highly evil source of magic. It
spreads an aurato a radius of 360 feet, although
the aura does not penetrate solid earth. Creatures
within this auraare susceptible to the eye's perva
sve influence.

Any normal human remaining within the aura
of the eye for three consecutive days must make a
saving throw vs. spell (plus one every subsequent
day of exposure) until the character starts show-
ing some signs of contamination (pale grayish
skin, slightly fishy smell, low rumbling voice,
heavy sweating in sunlight). Those symptoms
disappear when the victim stays out of the eye's
aurafor at least aweek.

After one full month within the eye's aura, a
contaminated victim becomes a Stage | shree-
kah. If the human leaves the aura, even momen-
tarily, the procedure must begin again.

Upon this first stage of degeneration, al skills,
knowledge, and values held by the person are
lost. They are replaced by the primitive hunger of
the shree-kah. The shree-kah need not spend its
entire life in the aura of the eye; however, after it
has been there for 1d6 months, the next degenera-
tive stage is entered and another Hit Die added.
The degeneracy continues until the shree-kah

456



Eye, Magica

ﬁ

reaches the seventh stage. Only one shree-kah of
that stage will be found in alair. If another shree-
kah reaches that level, the older one disappears
into the water to follow some mysterious calling.
Although the creature swims out to seg, it contin-
ues to develop during 1d10 years to finally
become aleviathan.

Although the progression of the shree-kah is
described as a series of well-defined stages for
game purposes, the actual degeneration is a grad-
ual process. As soon as a contaminated human in
the aura of the eye fails the saving throw, the skin
dowly beginsto take on a scaly appearance, teeth
and fingernails gradualy lengthen into fangs and
claws, while memory of the world of humans
falls rapidly away.

Magical Abilities: After one century of exis-
tence, the eye develops its own form of evil intel-
ligence (Intelligence 17). The one found in
Urgaan of Angarngi's treasure house is one of this
kind. It cannot do anything physical, but it can
cadt gpells as a 3rd-levd wizard.

Levd 1: charmperson, darkness (x2), unseen
servant.

Level 2: audible glamer, ESP.

Leve 3: suggestion.

Its spellcasting does not require spell compo-
nents and is silent. The eye never casts a spell that
would betray its powers and intelligence. When it
casts a dl, it isto increase its chance of return-
ing to the closest shree-kah lair. It cannot use
unseen servant to move itself, but only to move
light objects.

Within the aura of the eye, all shree-kah have
magic resistance equal to 10% per Hit Die.
Thus, a stage V shree-kah is 50% magic resis-
tant within the aura of the eye. The eye has a
secondary magical effect as well. When a bottle
of wine is placed within 10 feet of the eye, and
remains there for a week, the wine becomes
transformed into a potion ofwater breathing.
The eye can perform this function on up to six
bottles a once.

Origins of the Eye: Although not unique, this
type of artifact is extremely rare. When an eye is
plucked out of aleviathan, the monster must ill
be alive. Furthermore, the eye at that moment is
excessively fragile (90% chance of ripping it or
puncturing it) and may easily be soiled. Plucking
one eye out of aleviathan kills it (so its second
eyeisunusable).

If two different lairs of shree-kah were to exist

within the same city or sewer system, they would

stage a bloody war against each other, until one
clan or the other is destroyed and its eye artifact

captured. This could lead to the construction of

barricades within the sewers, causing the city

above to be partially flooded and epidemics to
spread among the population. More shree-kah

would be sent into the streets to seek "converts'

in order to increase their troops.

Magical
XPValue GP Value
Bowl-lid: 250 500
Buckler: 200 400
Saucer: 150 300
Trade-token: 100 200
Coin: 50 100

The Ruins of Undermountain

This clear, circular sheet of polished crystal is
covered with runes. When magical writing is
viewed through it, it alows any intelligent being
to understand the subject of the writing. The eye
functioning as a read magic spell, command
words, glyphs, and the like can be clearly dis-
cerned. With each use, the eye dwindles in size,
until it vanishes atogether. Each page counts as
one use, but a being must read through the eye
for it to be activated. Merely laying it upon a
page does not unintentionally drain charges.
Coded or cryptic inscriptions of a nonmagical
nature do not activate the eye, and therefore do
not use charges.

Nonspellcasters can identify (but not use)
scroll spells by use of this item. Low-level spell-
casters can infallibly cast or copy spells normally
beyond their abilities by use of an eye, and
thieves employing an eye to read a scroll are only
15% likely to incorrectly cast a spell from the
scroll.

Wizards employing an eye to study an unfa-
miliar spell with the aim of adding it to their
permanent repertoire (as opposed to merely
copying it for later study, or casting it on the
spot without full knowledge of its specifics)
gain a"chanceto learn spell” bonus of +15%. A
magic eye does not shield a reader from written
curses, nor will it penetrate a secret page. It
does, however, reveal an existing secret page
spell. The eye makes its saving throws as rock
crystal, but it gains a+1 saving throw bonus due
to itsmagicd nature.
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2d8 Size Uses Left

02 Bowl-lid (Full) 5
03-04 Buckler 4
05-07  Saucer (Half) 3
0811 Trade-token 2
12-16  Coin 1

Mélifleur's Gem

XPValue GPValue
Left: 1,200 6,000
Right: 1,400 7,000

Monster Mythology
The avatar's eyes are gems. The |eft one can pro-
ject a cone ofcold twice per day and the right one
can project a symbol of insanity twice per day,
both effects at the 25th level.

of Minute Seeing
XPValue: 2,000 GP Value: 12,500
DUNGEON MASTER Guide
In appearance, eyes of minute seeing are much
like other magical lenses, but they enable the
wearer to see 100 times better at distances of 1
foot or less. Thus, tiny seams, minute marks, even
the impression left from writing can be seen.
Secret compartments and hidden joints can be
noted and the information acted upon. The effect
of wearing just one of these crystals is the same
asthat given for eyes of the eagle.

of Night
XPValue: 1,000 GP Value 5,000
The Milenian Empire
An eye ofnight is an enchanted black pearl that
grants its possessor infravision. The infravision is
exactly the same as that of dwarves and elves,
except that the range is 90 feet.

of Petrification
XPVaue 2,500 GPVaue: 13,000
DUNGEON MASTER Guide
Totaly indistinguishable from any other magical
lenses, the effect of donning eyes of petrification
is dramatic—the wearer is instantly turned to
stone. Note that 25% of these devices work as the
gaze of abasilisk does, including reflection of the
eyes turning the gazer to sone.
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Queen's

XPValue — GPVaue —
These 11 eyes areDSPB0EVi ving relics of the
These 11 eyes are the surviving relics of the
Sazaur Mother who led her nation in glorious
genocide of other beholder nations. The eyes
innate powers have grown enormously in their
800 years within the Hive.

The Sazaur queen, evidently a mutation, was
enormous even by beholder standards. The size of
the eyes adone reflects this—the central eye mea-
sures 3 feet across, and the smaller ones are the
size of soccer balls. All are leathery in texture
like mummy skin, tan in color like aged parch-
ment, and wrinkled with thick, ropy veins. The
irises of the eyes are faded red.

All of the queen's eyes together compose asin-
gle, powerful item on the verge of true artifact
status. Until it achieves that status, the eyes can
be destroyed like any magical item.

When the user of the primary eye wills, the 10
smaller eyes teleport to its location. The smaller
eyes orbit rapidly around the central eye. The
more power the item exerts, the faster they
revolve.

The wielder can summon some eyes and not
others. The small eyes teleport back to their pre-

vious |locations when the wielder desires. No
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small eye can summon the other eyes.

In their specia rooms in the Hive, the smaller
eyes have developed sdf-aware incarnations and
unique powers. But when summoned, they tem-
porarily lose their consciousness and revert to
ordinary items with the powers listed below.

Minor Powers: The effects of the 10 small
gyes can be usad as often as the wielder desires,
except that only one power per round can be used.
The wielder can do nothing else while using the
power. These powers work only when the small
eyes are orhiting the primary eye.

When the wielder's spelcasting level becomes
important, treat the spell as if it were cast by a
20th-level wizard. All powers have a maximum
range of 100 yards:

1 Charm person: This eye casts mass
charm. The spell works only against tar-
gets alowed by a charmperson spell.

2 Charm monster: This eye casts mass
charm, but works against any living, non-
human cresture.

3 Seep: This eye generates a symbol of
sleep. This symboal, and the others below,
appears on some body part of the poten-
tial victim(s).

4 Telekinesis: This eye projects Otiluke's
telekinetic sphere.

56 Fleshto stoneray, disintegrateray: As

the beholder powers, but the target must

save a a-2 penalty.

Fear: Generates a symbol of fear.

Sow: Works like the beholder power, but

the target must save at a-2 pendlty.

9 Cause serious wounds: Works like the
beholder power, but this eye can inflict
3d6 points of damage on the target.

10 Death ray: This eye generates a symbol
of death.

[oe |

Major Powers The antimagic ray of the central
eye affects the entire area for one mile around, in
al directions. The direction of the eye's pupil is
irrelevant. However, it works only aswell as a
minor globe ofinvulnerability. Only 6 inches of
lead or severd feet of gone can block this effect.

Theray is active dl thetime, unlessthe wielder
specificaly wills it to deactivate. Ifthewielder loses
consciousness or control of the eye, it reactivates.

The item's powers inflict especially great
destruction againgt beholders. Beholders receive

no saving throws againgt any of the minor powers
above. This makes the queen s eyes al the more
fearsome and desirable to the beholder nations.

Dangers—Alignment change: The wielder
becomes lawful evil as soon as one of the central
ey€'s major powers is used. The wielder attempts
to concea the alignment change (if any) until all
who knew his or her former aignment are dead.
The wielder happily expedites this.

Fragility: A wielder using the powers risks
"shorting out" the relic. Until they achieve true
artifact status, the queen's eyes remain fragile,
especialy outside the Hive. One of the smaller
eyes could malfunction as the wielder tries to use
it. The eye burns away into ash, destroyed by the
powerful energy coursing through it. Thereafter,
each of the other small eyes disintegrates at an
appropriatetime.

Transformation: Every time a nonbeholder
wielder uses any power, the DM makes a secret
saving throw vs. spell for the character. The first
time, the roll is unmodified. Each subsequent
time, the wielder incurs a cumulative -1 penalty
to the saving throw. If and when the wielder fails
a saving throw, he or she is permanently polymor-
phed into a beholder.

of Traldar
XPVaue: 2,000 GPValue: 10,000
Eye of Traldar
The eye of Traldar is ayellow-orange gem, the size
of alarge hen's egg, mounted in a dragon's-claw
setting fashioned from hardened gold. It is a pow-
erful divination device, and one that is aso capable
of exerting control over minds. Its powers can only
be utilized by a character capable of using wizard
spells. The powers that can be used usually depend
on the experience level of the person using the eye.
At basic levels, awizard of levels 1 to 3 can call
forth the following powers from the eye:
1< level: detect magic and detect evil, three times
per day each.
2nd levd: detect invisibility and ESP, twice per
day each. '
3rd level: locate object (range five miles per
level) once per day.

The eye certainly possesses other powers
usable by higher level Spellcasters, but those can
be devised by a DM. The eye gains the use of two
detection spells twice per day, each equivalent to
spells of one-half the user's level, if the DM

choosss to customize them in this manner.
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of Vecna
XPValue: 14,000 GP Value: 70,000
Eldritch Wizardry

It is sad, though not in the hearing of strangers,

that when the mighty lich, Vecna, finally met his

doom, one of his eyes survived along with his
hand. The eye may or may not have originally
belonged to Vecna—it is said to glitter much the
same as a cat's eye. If the eye is pressed in the
empty socket of a living human head, it grafts
itself to the head of the user and produces remark-
able powers. Once placed, the eye cannot be
removed—and it turns the user unalterably
chaotic. The effects of the eye on the user cannot
be atered in any manner, even by wishes.

The eye has one primary power that, when
used, causes the user to suffer these effects:

* User granted one wish per week.

» Thereis an increasing chance that the power
confined in the object will break free, take
over the wielder of the item by destroying this
individua's soul, and then (masquerading as
the person) kill al the hirelings and associates
of the victim. The chance should range from
1% to 4%, cumulative, per use of the item.

The eye has three secondary powers that may
be used with no adverse effects to the user:

e Immunity to disease.

 Clairaudience

o Water breathing

» Paralyzation with -3 on saving throw three
times aday.

of Vecna Il
XPValue — GPVaue —
Book of Artifacts
The eye of Vecna is little more than a shriveled
clot or small pebble, blood red in color. Like the
hand of Vecna, it must be affixed to the owner's
body (in an empty eye socket) before it can be
used. Once in place, it changes appearance to that
of agolden, ditted eye, much like a cat's.

Once affixed, the eye is permanently attached
until the owner dies or it is forcibly removed. The
eye radiates powerful magicad auras that cannot
be determined.

In his time perhaps the mightiest of all wiz-
ards, Vecna was master of a kingdom now lost in
the depths of the Flanaess's prehistory. Lord
Vecnas rule was not kind and just, for he was
filled with malevolence that, if known, would
make even the feared luz the Evil tremble. So

great a wizard was Vecna that none within his
realm dared oppose him.

And so great was Vecnds power that when his
time to die came, he escaped even that and
became an archlich more horrible than ever
before, allowing him to continue his reign of ter-
ror over the land. In the end, though, his own lieu-
tenant, Kas (see Sword, ofKas), treacherously
attacked the lich and in the ensuing battle both
were utterly destroyed—except for the archlich's
eye and hand. These dismembered parts have sur-
vived the millennia since Vecnas passng, retain-
ing in themselves a small portion of Vecnas great
power.

Each time one of these artifacts has surfaced,
disaster and ruin have followed. The eye was
instrumental in the extermination of the house
of Hyeric, once the ruling dynasty in Nyrond,
and Miro the paladin-king was corrupted by the
power of the hand. Each time, the hand and eye
have failed their owners at some crucial
moment.

Over the years, a cult of worshipers has arisen
to venerate the vile Lord Vecna and work to pave
the way for his return. For this cult, the eye and
the hand are powerful relics worth obtaining at
any cost. Their servants are always watchful for

any reappearance of the eye or hand, eager to
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track down and snatch them up from whoever
possesses them.

The most recent of these reappearances
occurred only afew years past, just prior to the
great wars that engulfed the Flanaess, when both
the eye and hand fell into the clutches of the cult.
This event was scarred with foreboding—failures
of magic and evil omens spread across the land.
Fortunately by all accounts, the eye and hand
were cast through the dimensional portal of
Tovag Baragu on the Dry Steppes and lost in
some unrecorded void of the Outer Planes.

Both the eye and hand of Vecna are 0 evil that
PCs should gain little good from either artifact,
the DM should fill their heads with tales of the
tragic deaths and the dire fates of those foolish
enough to presume upon Vecna's power.

The most obvious god is to keep these arti-
facts from falling into the clutches of the Cult of
Vecna. Both groups, PCs and cultists, arein a
race to follow apath of rumors and legends to the
end. Even if the characters succeed, they are ill
left with the problem of what to do with the arti-
facts. The cultists will not rest until the items are
theirs. A variation on this is that the characters
"accidentally" find the eye or hand and must
destroy or hide the artifacts before the cultists do
them in.

An intriguing puzzle for the characters would
be to prevent a good NPC from using the arti-
facts, since this would doom the poor soul and
perhaps many others. The NPC, probably a petty
king or an emperor, is in great danger of being
overwhelmed by evil forces. Vecnds artifacts
might have the power to destroy these enemies—
but only by creating aworse evil. The players
have to find away to prevent this and till save
the empire. Worse ill, the ruler's advisor isurg-
ing the NPC to take up the artifacts and smite the
kingdom's enemies. He or she may even be a
secret cultist of Vecna or of the same beliefs as
the PCs.

A greater challenge is that the player charac-
ters must defeat a foe already using the artifacts,
perhaps a depraved ruler within the borders of the
former Great Kingdom. Note that the player char-
acters cannot simply steal the devices—the
enemy must be confronted and defeated before
dl isright again.

The eye and hand of Vecha can function sepa-
rately or together. Both share the same curse,
which is intensified if both items are possessed.

Constant Powers: The user gains the ahilities
of a true seeing spell.
Invoked Powers: The user can cast eyebite
(3/day) and domination (1/day) spells.
Random Powers: Three from Artifact Table
1-06: Divination.
Suggested Means of Dedtruction:
Vecna the demigod must be permanently and
irrevocably destroyed.
It must be cast into the heart of Oerth's sun.
Every shade of Vecna's victims must be sent
to a peaceful rest.

Winking

XPValue: 4,000 GP Value 35,000
The Ruins of Undermountain
These rare items appear as flat, coin-sized pieces
of polished bone shaped like staring eyes and
plated with everbright silver. They are pierced, to
be worn on neck chains or (with apin) as cloak
brooches. On the back, the eyes bear a single
word inscription—a command word, typically
"Phagra”

An eye ofwinking protects any being wearing
it against ESP and know alignment attempts,
causing them to simply fail. It reflects charm,
suggestion, and sleep attacks of dl origins back
at the originator. The eye wearer is immune to
such effects. All of the above powers operate con-
tinuously and automatically, even if the wesarer is
unconscious, adeep, or disabled.

An eye will visibly winkin the same round in
which the wearer or holder utters the command
word; this power can be used up to threetimes a
month. This power releases a pulse of white light.
In the round in which the wink occurs (only), it
protects the wearer or holder from al damage and
effects caused by any magic. This protection
includes resistance to spells, magical item effects,
or even the physical strike of an enchanted
weapon. The wink effectively makes the wearer
immune to al magical effects for one round.

An eye can be commanded, by uttering the
command word in three successive rounds, to
wink in three consecutive rounds. (If used in this
manner, the eye crumbles to dust immediately
after the third round, its magic drained and
destroyed.) Even if more than one being is touch-
ing it, only one being is protected by it during a
wink round. Precedence is given to the wearer, as
opposed to someone merely touching the item.

Protection is also granted to living beings as
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opposed to the dead. In dl other cases, the being
who owns the eye, or has had a long period of
contact with it, is the one protected.

Eyeglasses
Eyeglasses are lenses or pairs of lenses sur-
rounded by a metal or bone frame. The frame
rests on the bridge of the wearer's nose. Some
eyeglasses have bars (temples) that hook behind
the ears and hold the frame in place, othersjust
sit on the wearer's nose. Creatures who do not
possess humanlike heads cannot wear eyeglasses.

Rall Eyeglasses Type
01-30  Bridge-supported
31-:60 Dud lenses
61-90  Ear-supported
91-00 Single (cycloptic) lens

of Arcanist
XPValue: 2,000 GP Value: 10,000
DRAGONLANCE* Adventures

These magical lenses are set in solid platinum
frames. The frames are S0 narrow that the glasses
only fit on akender or an elf.

The glasses of Arcanist were designed by the
wizard Arcanist severd centuries before the Cata-
clysm. They enable the wearer to read all writ-

ings, rendering a perfect trandation of any topic
in any language. Magica scrolls and spellbooks
can also be read using these glasses.

The glasses do not enable a nonspellcaster to
cast spells. However, they do enable a low-level
caster to cast higher-level spells from scrolls with
no chance of failure.

of Arcanist 11
XPValue: 2,000 GPValue 10,000
Tadles of the Lance
These magical rose-tinted lenses have narrow
platinum frames, best suited for the smaller heads
of elves and kender. Created by the wizard Arcan-
ist centuries before the Cataclysm, these glasses
have been lost through the ages. For atime, Dala
mar had possession of them.

These gpectacles dlow wearers true seeing on
anything within 2 feet. The glasses enable the
wearer to read and comprehend all writings no
matter what the language, but do not guarantee
understanding of the topic. Magical scrolls and
books may be read, but the glasses do not auto-
matically enable nonspellcasters to cast spells.
Rogues and fighters have a 5% chance to use a
magical scroll, but have a 25% chance of revers-
ing the spell. Low-level Spellcasters can cast
high-level spells without error.

The wearer may also use the glasses to detect
forgeries, find hidden items, see through mun-
dane magical illusions, and see invisible objects
or creatures in range. The DM rolls 1d20. On a
one, the user misinterprets what is seen or sees an
illusory image.

of Arcanist 111
XPValue: 2,200 GP Value: 11,000
Dragons of Ice
These magical lenses are set in solid platinum
frames. The frames are so narrow that the glasses
will only fit on a halfling or an elf.

The glasses of Arcanist were designed by the
wizard Arcanist severd centuries before the Cata-
clysm and have lain unused in the secret library
for nearly 200 years.

The glasses enable their wearer to read all writ-
ings, rendering a perfect trandation of any topic
in any language. Magical scrolls and spellbooks
can aso be read using these glasses.

Unfortunately, some concepts are impossible
for the reader to grasp despite the glasses perfect

translation. Therefore, the DM should make an
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Intelligence Check for each paragraph or section
of writing that is read using the glasses. If the
check is successful, the message is understood. If
the check fails, the message is garbled such that,
for each number between success and the failed
roll, aword is significantly changed.

Thus, if a character with an Intelligence of 12
receives a 17 result on the DM's check, five
words are garbled. The message, "The hobgob-
lin army assembles before Pax Thatkas at
dawn—prepare an ambush to meet them a mile
down the valley" might become, "The elephant
army assembles before Pax Thatkas last year—
prepare a banquet to meet them a mile down the

of Enhanced Vison

XPValue: 1,000 GP Value: 7,500
DRAGON Magazine 73
Two circles of glass, in the same plane, con-
nected by an oddly shaped piece of metal with
projections; from opposite sides of each glass
circle, perpendicular to the plane of the glass
but parallel to each other, extend thick metal
wires that hook at the end. This contraption
(obviously a pair of spectacles— to characters
in worlds where spectacles are known to exist)
enables the wearer to see at night twice as well
as would be expected. (This is enhanced vision,
not infravision.)

of Sight
XPValue: 3,500 GP Value 15,000
DUNGEON Magazine 11
These delicate, crystal lenses are fitted into a
gold wire frame worth 550 gp. The crystals them-
sdves are worth 100 gp each.

Looking through the lenses allows the wearer
to see all objects and creatures masked by invisi-
bility spells and common illusions. The wesarer
is immune to phantasmal forces and similar
visual illusions, and the effects of color spray,
continual light, and eyebite spdls. The wearer is
not susceptible to the effects of mirror image or
blur spells, though cause blindness and power
word blind spells have normal effect. The wearer
of the spectacles ofsight can read magic (as the
spell).

Spdlls that affect the mind (hold, charm, and
feeblemind, to name a few) have normal effects
on the wearer. A shatter spell cast upon the
spectacles while worn destroys the lenses and

inflicts 2d6 hit points damage on the wearer,
with an 85% chance of becoming permanently
blind (until removed by a cure blindness, heal,
or wish spell).

of True Seeing
XPValue 1,300 GP Value: 13,000
Realmspace

These spectacles are round lens glasses with ties
that fit around the ears for stability. When they

areworn, they alow aperson to see everything as
it redly is. The command word allows the item to
work for one turn, once per day. The spectacles
see through disguises and illusions cast by non-

deities, and they also alow the character to view

shapechanged and werecreatures for what they

redly are.

Eyepatch of Tenh
XPValue 2,000 GP Vaue 15,000
GREYHAWK® Adventures
This black patch is often found in the possession
of priests andjudges because of its power to dis-
cover truth. When it is worn over an undamaged
eye, the wearer can see dll invisible, astral, and
ethereal creatures within normal visual range.
Also, illusions and polymorphed creatures and
objects can be seen for what they redlly are. The
eyepatch gives a-5 modifier to rolls for dishe-
lieving aphantasmal killer spell. The patch can-
not be used more than one turn at atime, or more
than three times per day without causing perma
nent damage to the eye. In this case, the user dso

suffers headaches and other complaints.
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Faithful Knot
XPValue 1,000 GP Value: 5,000
DRAGON Magazine 30
Thefaithful knot is actually a foot-long cord
that, once tied in a knot, cannot be untied by
anyone else. The cord can be cut by a stroke of
ablade.

Fan
Magical fans are usually small items made of
wood and paper, painted with ornate designs.
They are easily damaged, especially by fire. If
damaged, fans lose al magical powers.

of Charming
XPValue: 1,000 GP Value: 5,000
The Book of Marvelous Magic

When the user waves this fan at any living crea
ture within 60 feet, the fan produces a charm
monster effect; the victim must make a saving
throw vs. spell or be charmed (as the spell). It
functions once a day.

Fan of Fanning

Club
XPValue 500 GP Value 2,500
The Book of Marvelous Magic
The clubfan appears identical to afan of charm-
ing but has no magical spell power. If used as a
weapon, it functions as aclub +2 in dl respects.
It cannot be harmed by blows but is easily

destroyed by fire.

Cooling
XPValue: 600 GP Value: 3,000
DRAGON Magazine 73
A mechanism of gears, a projecting lever, and
three broad wooden "leaves' emanating from a
hub, alittle like a clover but with each “leaf”
tilted out of line with the next (like a modern
electric fan). When someone turns or pedals the
lever's handle, the fan pushes forth air which is
magically cooled to atemperature 20 degrees
lower than the surrounding environment.

of Dancing
XPValue 1,200 GP Value: 6,000
The Book of Marvelous Magic

This fan functions as a clubfan in all respects
until it hits any one victim a second time. The
user then begins to dance (no saving throw) and
cannot attack while dancing. The dancing victim
suffers a-2 penalty to Armor Class and to all sav-
ing throws. The magical dance lasts for one turn
or until aremove curse is applied.

Fanfare
XPValue 500 GPValue 2,500
The Book of Marvelous Magic

Thisfan is a specid clubfan and functions as one
in all respects. However, every time ahit is suc-
cessful, the fan creates a loud trumpeting noise,
which attracts the attention of all crestures within
120 feet. Those within 30 feet of thefanfare are
also deafened for one turn, which does not inter-
fere with spell casting but does make communi-
cation difficult. Deafened victims are also
surprised more easily (-1 penalty to surprise
rolls) and do not surprise others often (-1 bonus
to opponents' surpriseralls).

of Fanning
XPValue: 200 GPVaue: 1,000
DRAGON Magazine 73
A lady's fan. At acommand word, the fan will

continue to move in the same pattern (if any) it
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Fan, Five Fire

W

was moving injust before the word was spoken;
typically, to continue to fan the lady while she
attends to other things.

Five Fire
(Seven Feather Fan of Defending)
XPValue: 3,000 GP Value: 15,000
Gods, Demigods, & Heroes
This device acts as ajade scepter of defending
(see Scepter) and negates all spells cast against
the user.

Wind
XPValue: 500 GP Value: 2,500
DUNGEON MASTER Guide, 1¢ Edition

A windfan appears to be nothing more than a
wood and papyrus or cloth instrument used to
create a cooling breeze. The possessor can, how-

ever, by uttering the correct command word,
cause the fan to generate air movement duplicat-

ing agust ofwind spell as if cast by a 5th-level
wizard. The fan can be used once aday at no risk.
If it is used more frequently, there is a cumulative
20% chance per usage that the fan tears into use-

less, nonmagical tatters.

Feather
Feathers are often used in making of arrows and
crossbow bolts, but are rarely used for anything
€lse other than the creation of feather bonnets,
charms, and tokens.

Feathertoken

GPValue 1,500
Maztica Campaign Set
This is a powerful charm of magic resistance and
protection. It conveys a bonus of +3 to the AC of
the wearer, and has an inherent magic resistance
of 90%. The area of protection extends for 10feet
from the wearer. In addition, th feathertoken can
effect afeatherfallspel once per day. The spell
can benefit the wearer of the token, and anyone
touching that person.

XPVdue: 300

Lapland
XPValue: 800 GP Vaue: 4,000
Gods, Demigods, & Heroes
These magical feathers function the same way
Lapland wool does except that they produce 12d4
birds of the player's choice, birds that willingly
serve the user for 14 weeks.

Plumalitter
XP Value 3,250 GPVadue: 17,500
Maztica Campaign Set

Theplumalitter is awork of featherweaving that
isthe only Maztican equivalent of awagon. Itisa
rectangle of thick, fluffy plumage some 6 feet
wide, 10 feet long, and 1 foot thick. It can carry
up to 750 pounds. It requires a command word,
but not an elevate spell, to activate. It follows the
one who commands it, matching his or her speed
at amovement rate up to 18. 1t canrise or lower at
arate of 30 feet per round.

Quaal's Feather Tokens

XP Value GP Value
Anchor: 500 2,000
Arbor: 1,000 5,000
Bind: 1,000 6,000
Bird: 600 3,000
Bridge: 500 5,000
Chest: 1,000 5,000
Crown: 1,000 2,000
Eye: 1,000 7,000
Fan: 700 4,000
Finger: 500 1,000
Flame: 500 2,000
Jug (holy): 1,000 4,000
Jug (normal): 500 2,000
Jug (unholy): 1,000 4,000
Key: 500 7,000
Spoon: 500 2,000
Stone (Avalanche): 1,600 5,500
Stone (Type 1): 200 1,250
Stone (Type I1): 300 1,500
Stone (Type |1): 400 1,750
Stone (Type 1V): 500 2,000
Stone (Type V): 600 2,250
Stone (Type VI): 700 2,500
Stone (Type VII): 800 2,750
Swan Boat: 800 5,000
Sword: 1,000 6,000
Tree 900 6,000
Whip: 1,000 7,000
Wing: 1,000 6,000

DRAGON Magazine 54
Feather tokens are small, magical devices that
take various forms to suit special needs. The
types of tokens are listed below. Other tokens can
be created as needed. Each token is usable once.
To find the type of feather token discovered, con-
sult the following table.
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~ Quaal's Feather Token, Crown -

Roall Feather Token Type

01-05 Anchor
06-10  Arbor
11-15 Bind
16-20  Bird
21-25 Bridge
2630 Chest
31-:35  Crown
36-40 Eye
4145 Fan
46-50 Finger
5155  Flame
56-60 Jug
61-65 Key
66-70  Spoon
71-75  Stone
76-80 Swan Boat
81-85 Sword
86-90 Tree
91-95  Whip
96-00 Wing

Anchor: A token useful to moor a craft in
water 0 as to render it immobile for up to one
full day.

Arbor: Thistoken, activated by grinding it
underfoot, allows the user to take the form of a
tree, rooted to the ground at that spot. The tree
blends perfectly with surrounding trees with
regard to type and Size, and it seems like anormal
tree to any examination short of awish or limited
wish. However, when struck with a weapon, the
resulting wound bleeds as the user would nor-
mally. Unlike the druid tree spell, anyone assum-
ing a treeform by the use of this token loses
awareness of self and surroundings, lapsing into a
dreamlike state. He or she will remain so until
7d12 days have elapsed, or until cumulative dam-
age of more than half of the owner's hit points (a
the time of the token s use) has been suffered.
Awakening from the trance and returning to nor-
mal shape takes one round. All clothing, accou-
terments, and equipment changes shape with the
user, and are hidden by the token's magic—locate
object or detect magic (in the case of magical
items) and similar magic cannot revea them.

Bind: This token, placed against a door,
adheres to it and when commanded, closes and
sedls the door with awizard lock of power as if it
had been cast by a 7th-level wizard. Placed in an
archway or open portal (not more than 6 feet
wide), and upon command, it webs the passage-

way closed, providing firm anchor points exist. If
thrown upon or touched to (successful attack roll
required) any one being or monster, it acts as a
hold spell for nine rounds. Crestures touched can
make a saving throw vs. spell to counter the
effects. Creatures existing on more than one
plane gain +3 on their saving throws. Undead
cannot be held by this token. Flying creatures
held by it hang motionless in midair and do not
fall. A bind token may aso be placed on, orjust
under, a horizontal surface (ground, stone floor,
step, etc.), the first being to step or pass exactly
over it is slowed for nine rounds.

Bird: A token that can be used to drive off hos-
tile avian creatures or as a vehicle of transporta-
tion equal to aroc of the largest size (one-day
duration).

Bridge: This token forms amagical bridge of
force (like the spell wall offorce), spanning any gap
less than 70 feet wide. The token lasts for one day
(or less upon command of the user of the token).

Chest: Upon command, this token forms a con-
tainer that appears to be a silvery chest about 1-
foot square. Any volume of material can be placed
in the chest, so long as it can pass through the
chest's top (1 square foot in area) and does not
exceed 600 pounds in weight. The chest, which
will last for one day, is watertight and airtight
(unless the person using the token wishes other-
wise) and always seems to weigh about five
pounds, even when filled to its weight capecity. If
the chest is dropped or thrown, it will drift very
dowly through the air and come to rest gently. Liv-
ing things may be placed in the chest, but only one
living thing may be in it at atime, regardless of
weight. Anyone inside the chest can see out of it as
though the chest were transparent, and can control
the supply of air and water, despite the wishes of
those outside the chest—even the person using the
token. The chest isin no way aprison, athough it
may only be opened from the outside by someone
who touches the token while uttering the command
word. Fromwithin, the chest may be opened at any
time and left. This ability applies to anything hav-
ing full awareness and any degree of locomotion,
no matter how feeble. Thus, intelligent dancing
swords, for example, could leave such a chest a
will. When a chest vanishes a the end of a day, dl
items inside of it vanish with it.

Crown: Thistoken causes the holder to appear
richly garbed, lordly, and wise. The illusion lasts

for one full day, less than that if the token leaves
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Quaal's Feather Token, Eye
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the user's hand. Other beings view the holder of
the token as a great personage, a leader or ruler,
and respect him or her. They may aso, of course,
decide to seize or attack such arich prize.

Eye: When this token is fitted over one eye, the
object instantly confers upon the user the power of
true seeing (as the spell), save that the aura (and
thus, the nature) of a creature is not visible. The
token vanishes when its powers are transmitted, and
all of the token's effects last for two turns. Crea
tures of lessthan 8 HD employing the eye may look
upon a prismatic sphere without harm. Symbols are
clearly visible, and will not be triggered by the gaze
of the token user, although they are in no way
negated and will take effect upon the touch or gaze
of others (as asymbol spell). Similarly, the user is
immune to the confusion effects of a creature's gaze
(like umber hulks). Alternatively, this token can be
used to cure blindness in any one eye, merely by
placing it upon the afflicted orb.

Fan: A token that forms a huge flapping fan
that can cause a strong breeze in an area large
enough to propel one ship. Thiswind is not
cumulative with existing wind speeds—ifthere is
already a strong breeze blowing, this cannot be
added to it to create agale. It can, however, be
used against it to create an area of relative calm
or lesser winds (though this does not affect wave
sizeinastorm, of course). The fan can be used up
to eight hours aday. It does not function on land.

Finger: When thistoken ispointed at any visible
location and the word "Therel" is spoken, the user
will be teleported ingtantly to the location desired.
This one-shot teleportation is limited in range by
direct visibility, and has no chance of error. The
user may choose any location—midair, awindow, a
treetop or minaret—and will safely arrive, along
with al that he or she is wearing and holding.

Flame: When a command word is spoken, and
this token is thrown, it creates aburst of flame on
impact. If used as aweapon, the fireburst Causes
2d4 points of damage to each creature or character
in a 10-foot,radid areaaround the blagt. The flame
can ignite flammable materials (such as cloth or
wood) even in high winds, or when the materid is
wet, frozen, or otherwise fire-resistant. Such a fire,
unless quenched by magical means, lasts for one
full day (less if so commanded by the user), regard-
less of the amount of material. A sudden, hard
impact upon the token (such as that caused by a
blow or fall) within one round after the command
word has been uttered will set thefireburst off.

Jug: On command, this token metamor phoses
into a pitcher from which clean, drinkable water
pours for eight rounds, enough to fill avolume of
4 cubic feet. Once begun, the stream is unstop-
pable until it finishes, and thejug will dissolve
into water droplets, joining the last of the flow.

Roll  Token Type

01-90 Type l: A normal jug.

91-95 Type Il: This token pours holy water,
but only when used by those of good or
alignment. The jug simply produces
normal water when used by an owner of
an improper alignment.

9600 Typelll: Thistoken gives forth unholy

water, but only when used by those of
evil alignment. Thejug simply pro-
duces normal water when used by an
owner of an improper alignment.

Key: This token, when touched to awall,
gate, or door, permits passage through walls.
The token opens a passage 4 feet wide by 6 feet
high by 10 feet deep (as a passwall spell). The
key will eat (like acid) an opening, 4 feet in
diameter, with the lower edge touching the floor,
<0 that one may crawl through gates. The token
will unlock, unspike, unbar, and unchain any
door, negating all traps placed on it and also
negating spells such as wizard lock and hold
portal. The key does not negate or trigger a
glyph ofwarding or a symbol, but reveals its
presence, causing the rune or inscription to
glow. In al three cases, the key takes one round
to make an opening, and the opening is perma-
nent until physically repaired.

Spoon: This token metamor phoses into a plate
of afamiliar, hearty food. The plate replenishes
itself until 4d4 medium-sized beings are fed. The
food stays warm and palatable, and can be cov-
ered and carried for long periods or distances
without spoiling. The plateis edible, as well. A
single bite of it neutralizes all poison in the
eater's body, dissolves rot grubs harmlessly, and
cures the rotting disease of a mummy (the only
disease it affects).

Stone: This token can be a stone of any small
size, although typically around, white pebble.
When thrown, it becomes a large rock and strikes
as a +2 weapon. Feather stone tokens are of the
following diameters:
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~ igurehead of Blessing .

Roll  Type Diameter Damage
01-05 | 4 inches 14
06-15 I 8 inches 2d4
16-30 1l 12 inches 3d4
31-70 v 16 inches 3d6
71-85 V 20 inches 4d6
86-95 VI 24 inches 4d8
9600 VII 28inches 5d8

Creatures struck are entitled to saving throws,
and, if the save is made, damage is halved (a
glancing blow). The size of the missile produced
by this token is not usually known until the token

isthrown, the missile shatters upon impact, and
the shards vaporize immediately.

Ten percent of these tokens are a specid form:
the avalanche. These tokens cause arock dide if
thrown againgt arocky dope or mountaingde. The
area affected and the resulting damages are not
under the direct control of the user. If thrown as a
normal weapon, it strikes at +2, but splits in midair,
forming ahail of 2d12 4-inch-diameter stones,
each of which does 1d4 points of damage. (If the
attack roll is successful, al missiles hit the target.)

Swan boat: A token that forms a huge swanlike
boat capable of swimming at arate of 24, and car-
rying eight horses and gear or 32 adventurers or
any equivalent combination (one-day duration).

Sword: A token that grows from a miniature
blade into a full-sized sted weapon, enabling the
owner of the token to smuggle ablade into afor-
bidden area. The full-sized sword will last for 4

turns, then it vanishes. Thistoken is highly prized
by ns.

Tree A token that causes a great oak to spring
into being (6-foot-diameter trunk, 60-foot height,
40-foot branch-diameter).

Whip: A token that causes a huge leather whip
to appear and be wielded against any opponent
desired (+1 weapon, Sth-level fighters' attack
roll, 1d6+1 points damage plus a saving throw vs.
spell or be bound fast for 1d6+ rounds) for up to
sixturns.

Wing: Thistoken causes miniature wingsto
appear on dl solid objects (including living crea
tures) in a 20-foot radial sphere about its point of
activation. These act asfeatherfalispdls. Beings 0
affected cannot maneuver in the air, however, with-
out other means (tel ekinesis and the like), but merdly
fall dowly, sraight down. The wings disappear from
each affected object as it touches the ground or is
grabbed out of the air by a character or creature.

In a DRAGONLANCE Campaign: Quaal’s
feather tokens are called Habbakuk's blessed
tokens on Ansaon.

Quaal's Mystical Feather Token
XPValue: 1,000 GP Value 7,000
1992 Fantasy Collector Card 30

Whenever thistoken is even dightly wet, it turns
into aboat. When the boat dries out completdly, it
turns back intofeather token form. This can be
especially troublesome if the owner of the token
is caught in the rain without sufficient protection
from moisture. The boat can carry up to 32
adventurersand their gear. Thistoken was sup-
posed to be usable only once, but it appears to
have had permanency successfully cast upon it.

Figurehead

Figureheads are wooden ornaments placed on the
bows of sailing ships or spelljamming craft. A
figurehead usually is carved from one or more
pieces of wood; common designs include the
shapes of women, men, avian creatures, or other
totems. Figureheads are generally used to quell
the fears and superdtitions of fainthearted crews.

of Blessing
XPValue: 400 GP Value: 4,000
Moonshae

This device is most commonly employed by the
Northmen to guard the longship of aking or other
important individual. A vessel with this figure-
head can go 3 MV points faster than the usual top
speed for that type of vessel, regardless of
whether it is under oar or sail power. Whenever
the steersman or captain makes an Intelligence
check to avoid or detect hazards, a +2 bonus
appliesto the character's Intelligence score. The
figurehead increases the hull value by 10%
(round fractions up). '

Perhaps its most important function is to grant
the ship a partial immunity to turbulent seas. A
ship with this figurehead treats any types of rough
wegther as the next calmest wegather type, as shown
of the Wind Direction and Force Table of the
DMG. Thus ahurricane is as a tormto this ship, a
storm istreated as a strong gale, and so on.

Finaly, if a fire strikes the vessd, the degree
of damage is modified to the next more favor-
able class, as also shown in the DMG. Heavy
Damage becomes Moderate to Heavy Damage,

and the like.
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Figurehead of Protection Il
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Cursad Figurehead
XPValue — GPValue 1,200
TheBook of MarvelousMagic

This figurehead looks like and functions like a
figurehead of protection, but a horrible curse
takes effect when the ship ventures more than
100 miles from land. At that point, the captain,

pilots, and navigators of the vessel are al struck

with adisease, incurable except by awish; al

other living creatures aboard except humans,
demihumans, rats, and bats are also affected.
When the victims die one to four days later, the
ship is utterly doomed; all upon her are unable
to leave except by magical flight, and all remain-
ing start to turn into undead monsters—skele-
tons, zombies, ghouls, wights, wraiths, and
spectres (no saving throws). PCsmay make a
saving throw vs. spell with a-8 penalty to the
roll to resist this effect. The saving throw must
be repeated each morning until it fails. The
process of changing takes one full week, and

anyone slain while changing is simply dead—
not doomed to rise and serve as amember of the
undead crew.

After al living crew members have turned into
undead, the ship itself starts to fade, becoming
ethereal in another week's time, but doomed to
remain at sea. Moonlight causes the ship and
crew to rematerialize. The remainder of the curse
causes al rats and bats aboard to survive without
food or water and also prevents the ship from
ever coming within 10 miles of land.

The curse can be removed only by a series of
spells, al of which must be cast on the figure-
head within one turn by a 36th-level caster and
without the aid of devices of any sort—all pdls
must be gained through meditation: animate
object, to awaken the cursedfigurehead; holy
word, which stuns the thing; and dispel evil,
which destroys it and the curse. This cure works
only if applied before the ship becomes etheredl.
After that time, no known power can save the ves-
sal. The undead crew can be slain and released
from their imprisonment if the ship is found in
moonlight, boarded, and the undead engaged in
normal combat. All lving boarders suffer a-4
penalty to saving throws and attack rolls and a—4
penalty to Armor Class until all the undead are
dain. Upon the destruction of the crew, the vessd
sinks beneath the waves within one turn, never to
riseagain.

of Protection

XPValue 800 GPValue: 8000
The Book of Marvelous Magic
This powerful wooden statue is a carved figure of
a beautiful, androgynous human, curved and
shaped for mounting on the bow of aboat. It can
be mounted on any vessel 50 or more feet in
length. While the figurehead is in place, the ves-
sel cannot be harmed by any magical attack
except awish. Thisprotection appliesonly to
damageto the hull of the vessdl, not the masts,
sals cargo, or occupants. Normal attacks are not
affected.

of Protection |1
XP Value GP Value
Armless. 1,600 8,000
Armored +1: 900 4,500
Armored +2: 1,800 9,000
Armored +3: 3,600 8,000
Eyes-closed: 4,000 20,000
Full-bodied:300 1,500
Headgear:1,200 6,000
Side-glancing:1,600 8,000
Smiling —1: 800 4,000
Smiling -2: 1,600 8,000
Smiling -3: 3,200 16,000
Composite: Add Add

War Captain's Companion

Figureheads are used primarily as decorations on
the bow of a ship. The figureheads listed here are
not for use asrams, and if one bears the brunt of a
callison, it must save as thick wood vs. crushing
blow or be destroyed. Only one figurehead can
function on aship a onetime. If morethan oneis
mounted, the power of the lesser one isused, and
the greater one is dormant.

Below, severd types of figureheads are listed.
Rardly, the effect of one can be combined with
others in order to create a more powerful figure-
head of protection.

Smilingfigureheads improve the encounter
reactions of ship crews (see Table 59 in the
DMG). The bonus modifies the reaction roll.

Figureheads with headgear alow the owner to
reroll asingle ship-related dieroll once in any
gaming session. This type includes figurehead
with any type of headgear: a hemet, hat, bonnet,
flower wreath or similar designs.

Armlessfigureheads protect their ship against
ram attacks. Such attacks are at -2 against the
ship.
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Armoredfigureheads increase the AR of the
ship against large missile weapons.

Full-bodiedfigureheads (as opposed to the
bust or half-bodied figureheads) regenerate and
purify air. The figurehead purifies 1d12 man-
days of air every day. Afull-bodiedfigurehead
has a 1,500 gp value (and 300 X P value) per man-
day that it purifies.

Eyes-closedfigureheads protect a ship against
magical location and scrying.

Sdeways glancingfigureheads give the crew a
1 bonusto morale checks.

When creating stronger figureheads, the DM
should add the values of dl the segmentsto deter-
mine the total value. For example, a sideways-
glancing and armoredfigurehead +2 has a gp
value of 17,000 an is worth 3,400 XP. Rall onthe
following table to randomly determine the powers
of a discovered or captured figurehead.

71-00 Roll again, gaining an additional
enchantment®
'To a maximum of +3
*To amaximum of -3
’The first time this result isrolled, the figure-
head gets two enchantments. Ifthisisrolled twice,
the figurehead has three enchantments, etc.

of Wondrous Power

XPValue GP Value
of Attacks: 5,000 54,000
of Disguise: 2,500 27,000
of Speed: 3,000 36,000

DRAGON Magazine 159

This sort of carved statue, usudly a smple decora
tion for the prow of a seafaring ship, has been mag-
icdly endowed with avariety of powers to benefit a
spelljamming ship. The magic resides in the carv-
ing process and the wood itself. Few wizards know
woodcraft well enough to make them aone, and
even fewer woodcarvers know the wizardcraft nec-
essay to power these impressive items.

Each of the three known types of figureheads
of wondrous power is carved from a different
wood and bears a different gemstone. The figure-
head taps into the spelljamming energies of a
ship, dlowing its
powers to become activated. It only operates
under the command of a spelljamming wizard of
1Gth level or higher, and the ship must have a
major helm for the item to fully function.

A figurehead of attacks is carved from ash
wood and has a ruby embedded in its brow. When
used with a major helm, a figurehead of attacks
alows a spelljamming wizard mobility while
seated on the helm. Usually a spelljamming wiz-
ard "senses' the ship, but this item allows the
wizard to propel the ship and simultaneously
focus his or her senses through the figurehead, as
if the wizard's spirit inhabited its body. The fig-
urehead is animated by the wizard, and as long as
the wizard maintains
concentration, the figurehead remains mobile.
(Many owners of this item simply place it on

Rall Figurehead Enchantments deck and fully use its powers.) A figurehead of
01-10  Armless attacks even allows awizard to engage in combat
1120  Armored +1' while he or she is on the helm. The figurehead
21-30  Eyes closed attacks as a warrior with alevel equal to the
31-40 Full-bodied ship's rating. Its hardwood fists each do 1d4
41-50 Headgear-wearing points bludgeoning damage. If awizard's concen-
51-60  Side-glancing tration is broken by a critical hit on the ship, diffi-
61-70  Smiling —1? cult maneuvering situation, or other distraction,
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Figurine, Amber Monkeys
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the figurehead becomes motionless and is no
longer under the wizard's control. A figurehead of
attacks can be animated for up to 20 consecutive
rounds once awesk.

The figurehead of disguise is carved from cherry
wood and has a large black onyx st in its forehead.
While otherfigureheads ofwondrous power are
usually carved in human form, this figurehead is
generaly carved to resemble a couatl, tail Sretch-
ing beneath the prow and wings embracing the
sdes of the ship. When a spelljamming wizard acti-
vatesthis item's power, the ship's image wavers for
around until the illusion is s&t. Each figurehead of
this type is keyed for a different but flawless illu-
sion that alters the ship's appearance. The figure-
head can erect an illusion of additional armaments,
manned and ready; it can project illusory top sails
or armor plating, making the ship appear to be
impregnable. The figurehead creates only one e
cific illusion that lasts until contact with the illu-
sion dispels it. Many pirates would hesitate to
attack a ship loaded to the gills with bombards and
crack crews manning the ropes! The illusions are
not effective in battle, and they last only until dis-
pelled or until the wizard loses concentration on the
illuson. These illusions can be summoned no more
than once per day.

As its name suggests, thefigurehead of speed
boosts the ship's rating. Carved from beech, and
boasting emerad eyes, this figurehead adds two
effective levels to a spelljamming wizard for
determining the ship's rating. Thus, a 12th-level
wizard seated on a major helm and using afig-
urehead of speed acts as a 14th-level wizard,
effectively moving the ship at SR 7 instead of the
normal SR 6. The figurehead is active only &t tac-
tical speeds. However, this additional speed
makes it more difficult to maneuver; the ship
loses one maneuverability rank due to increased
speed and abnormal control of the ship. The
speed does not affect true travel times, since it
doesn't operate a spelljamming speed. Thefig-
urehead ofspeed can be used for one hour per
week; after one hour of enhanced speed in a
week, the figurehead remains inoperable for 1d4
days, recharging its magic.

Figurine
Note that in statuette form, each figurine saves as
crystal +4. If destroyed in statuette form, a fig-
urine is forever useless, though if "killed"
(reduced to 0 hit points) in animated form it

merely becomes a statuette again, ready for later
use. Unless otherwise noted, dispel magic causes
an animated figurine to return to statuette form.

Alabaster Griffon

XPVaue 1,300 GP Value: 6,500
The Book of Lairs |1
When invoked by the command word (engraved
on the figurine), these figurines become adult
male griffons: AC 3; MV 12, FI 30; HD 7; hp 40;
AT 3; Dmg 1d4 (each claw)/2d8 (bite); THACO
13; MR 50%; AL N. Griffons have air maneuver-
ability class D when mounted (class E when car-
rying two riders). Each figurine can be used once
per week for up to 12 hours. If slain in combat,
they cannot be brought back from statuette form
for three weeks.

Amber Monkeys

XP Value GPValue
Cursed-Blinding: — 1,500
Normal-Blinding:500 2,500
Cursed-Deafening:— 1,500
Normal-Deafening:500 2,500
Cursed-Muting:— 1,500
Normal Muting: 800 4,000

DRAGON Magazine 196
Each of this trio of long-tailed monkey figures
stands 3 inches high. The monkeys may be found
individually or in a set, and each comes to life
and activates a specia attack power when a given
command word is spoken.

A monkey in either animated or statuette form
can be hit only by magical weapons; it hasAC 8
and 1 HD when animated. Nonmagical weapons
pass through the monkey, and strike its victim
instead during combat. Unless the victim holds
absolutely still, 50% of hits with magical weap-
ons gtrike the victim rather than the monkey.

An animated monkey may attack three times
per round for 1d? points of damage per attack, if
0 commanded. All monkeys have a movement
rate of 12, swinging through trees as quickly as
they run on the ground. They obey simple com-
mands once animated (one command at atime,
up to eight words), but they have other abilities,
as follows. Each monkey may be used once per
day for up to one turn per activation. At the end of
this time, the monkey reverts to statuette form
and, if the owner is within 30 feet, blinks back to
itsowner. An amber monkey followsthe orders of
the person who activated it, but rumor saysthat a
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Figurine, Cat of Felkovic
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few (15%) are cursed to attack the user.

Monkey of Blinding: This monkey is carved
with its hands covering its eyes. When the proper
command word is spoken, the monkey grows to
the size of a chimpanzee and becomes active. If
the item'’s owner points to an intended target up to
30 feet away and utters a second command word,
the monkey blinks away and reappears on top of
the target's shoulders with its hands clasped
firmly over the target's eyes (the arms lengthen
magically to cover agiant's or dragon's eyes).
Blindness puts the target at —4 on its attack rolls.
While the victim has a monkey on his or her
back, the creature's weight and position adds a
further -2 penalty to dl the victim's atacks, for a
total of-6. Additionaly, the victim must make a
saving throw vs. spell (with a2 penalty due to
the power of the enchantment) or else be perma
nently, magically blinded—unless healed by a
cure blindness or dispel magic spell.

There are three ways to remove an active mon-
key from its victim, "killing" it with magical
weapons is the most hazardous and dispel magic is
the leest. A successful bend bars/lift gates roll aso
bresks the monkey's grasp, but the monkey covers
its victim's eyes again on the following round.

Monkey of Deafening: This monkey is carved
with its hands covering its ears and operates simi-
larly to the monkey ofblinding. When the monkey
lands on itstarget, it claspsits hands over the tar-
get'sears. The target must make a successful saving
throw vs. spell at -2 or be permanently deafened
until dispel magic or cure deafness is cast on the
victim. Even if the saving throw is made, the victim
cannot hear unless the monkey's hands are
removed. Whilemounted, the monkey gives itsvic-
tim a-2 penalty to attack, due to its weight and
position. The monkey ofdeafening is removed by
the same methods used on the monkey ofblinding.

Monkey of Muting: This monkey is carved
with its hands covering its mouth. When a com-
mand word is spoken, the monkey grows to the
size of a capuchin monkey (about 2 feet high).
Once atarget has been indicated, the monkey
blinks up to 30 feet away, reappearing with its tail
wrapped about the target's neck, allowing the vic-
tim to breathe but stopping all vocalizations. The
victim must make a saving throw vs. spel (with a
-2 penalty) or become permanently mute. The
monkey of muting may be removed in the same
ways as the other monkeys, but it is light enough
not to cause any attack penalties for its victim.
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If the owner wishes, a second command word
can be spoken, causing the monkey to use itstail
in astrangling attack. This attack automatically
hits and causes 1d6 points strangulation damage
per round.

While attacking, the monkey may be removed
in the same three ways as a monkey of blindness,
but it isAC 0 during the attack because its skin is
as hard as amber. If the monkey succeeds in
killing its opponent, it immediately crumbles into
dust, useless.

Cat of Felkovic

XPValue 1,000 GPValue 5,000
RAVENLOFT® Campaign Set
This delicatejade Satuette stands barely 1-inch
high. It is asmall, domestic cat with a contented
expression, sitting on ajade base. The statuette
closaly resembles afigurine of wondrous power,
though it is not one of the forms normally listed
for that item.

When someone tosses the figurine to the
ground and utters a command word, the cat
becomes a smilodon. (A smilodon is a sabre-tooth
tiger—see Cat in the MONSTROUS MANUAL™
accessory.) The cat obeys whoever commandsit.

The cat is harmless as long as it's fed. Like

many predators, it needs food once a day. If it is
1653
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Figurine, Emerald Frog
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recalled before it has finished eating, the kill (or
corpse) becomes part of the figurine, appearing
in miniature beneath the cat's paw on the base.
Later, the owner may notice that the carrion has
vanished.

Each day the cat goes hungry, it becomes ani-
mate on its own, and hunts for food. It transforms
itself a night, and attempts to do so when no one
is watching. When it makes its first transforma-
tion under a new owner, it becomes only a house
cat, satisfied by abird or mouse. Each day that
hunger triggers a subsequent transformation, it
becomes a larger, more ferocious cat. It hunts and
kills the easiest and most appropriate prey—
which eventually may even be its owner.

When hunger has animated the cat, the owner
cannot contral it. In fact, it is completely immune
to all spells and spdll effects. Only magical wesp-
ons can harmit.

CatType Hit Dice
House cat 1

Giant lynx 2+2
Cheetah, mountain lion, or leopard 3, 3+1, or 3+2
Jaguar 4+1
Lion or tiger 5+2 or 5+5
Spotted lion 6+2
Smilodon 7+2

Coral Dragon
XPValue: 1,500 GP Value

DRAGON Magazine 196

This is a delicate, multicolor carving of an Ori-
ental dragon, approximately 1 foot long. When
its command word is spoken, the dragon ani-
mates and grows to about 3 feet long. Once ani-
mated, it remains so for four hours or until
“killed,” a dispel magic spell is cast onit, or the
command word is spoken again. The dragon
may be used once each week for scouting, com-
bat, or conversation.

These figurines are especidly rare and usually
quite old. They often accumulate much wisdom
over the course of their long lives and can act as
advisors to the people who activate them. Though
specific knowledge is left to the Dungeon Master
to decide, cora dragons often know about philos-
ophy, religion, and history; the latter givesthem a
25% chance to identify the general purpose and
function of any magical item.

The coral dragon has 8 HD, AC 3, and Intelli-
gence and Wisdom of 15. The dragon has MV 12

on the ground, 24 Fl and 36 Sv. Mogt have aneu-
tral alignment, though some have tendencies
toward law, chaos, good, or evil. A coral dragon
may attack with two claws and one bite each
round, with successful hits causing 1d10 damage
per claw and 2d6 damage per bite.

A coral dragon follows the orders of the per-
son who activated it, though those dragons with
alignments opposed to that of the activator try to
find loopholes in the orders. Once per activation,
a coral dragon can cast gust ofwind, airy water,
and create water.

Dori's Obsidian Steed

of Wondrous Power
XPValue: 100 GP Value: 500
1992 Fantasy Collector Card 31
Its creator is unknown, but this magical item
was discovered in its animated form, by the bar-
barian Dori of Watrand. Unlike most obsidian
steeds of wondrous power, this one retains a
clear and beautiful shape in its dormant form. It
is usable for a maximum of 48 hours per week
and only responds to neutrally aligned charac-
ters. The steed acts as a heavy war horse with
50 hit points (renewed with every use), flies at
MR 12 (D), can enter the Ethereal and Astral
Planes (with rider and gear), and can talk (Int
10), which is how Dori learned its animation
command word. If treated well, it will stay and
defend a fallen master, though neither Dori nor
the steed will look kindly on the thief who
stealsiit.

Emerald Frog
XPValue 700 GP Value 3,500
DRAGON Magazine 196

Thistiny carving, lessthan 1 inch long, animates
into a frog of the same size when the command
word is spoken. While animated, the frog main-
tains amental link with the person who activated
it; this allows the activator to see through the
frog's eyes with 270° vision as long as the frog
remainswithin 100 yards.

The frog has 1 hp and AC 0. Because of power-
ful enchantments, it isimmuneto al attacks by
insects and arachnids, including their poisons, or
those creatures with insect or arachnid compo-
nents (such as driders and ettercaps, but not
drow). It attacks insect and arachnid creatures of
al kinds on command, attacking once each round

with aTHACO of 10, its tongue lashing out as far
1666
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Figurine, Jade Snakes
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as 5 feet. If the frog successfully hits, the victim
shrinks drasticaly in size. The frog swallows its
shrunken targets whole, killing them; this
includes even giant insects and spiders. An indi-
vidual with an Intelligence greater than 1 or hav-
ing more than 6 HD gets a saving throw vs. death
magic to break free from the frog's tongue before
being captured, shrunk, and swallowed. The
emerald frogia the usua vulnerabilities of these
figurines.

Jade Snakes
XP Value GP Value
Soothing: 900 4,500
Striking: 800 4,000

DraGgoN Magazine 196

These two figurines are always found together,
each of the pair twined about the other. One, the
snake of striking, is carved from green jade,
while the other, the snake of soothing, is carved
from whitejade. The figurines are 2 inches long
and may be worn as a pendent suspended from a
chain.

If both snakes are animated a the same time,
the snake of striking immediately attacks the
snake ofsoothing to destroy it. If either snake is
destroyed, the other snake crumbles into jade
dust, because neither snake can be sustained

without its opposite.

Snake of Striking: When its command word
is spoken, this green snake uncoils from its mate,
transforms into a 12-foot-longanaconda, and
attacks the nearest creature. This transformation
takes a full round, during which the item's pos-
sessor can hurl the snake at the desired target. If
the activator of the snake misses with the throw,
the snake attacks the nearest living target (use
the grenade-like missile rules in the DMG, to
resolve missed attacks). The snake has 50 hp,
THACO 13, and AC 5. It bites for 14 points of
damage or constricts for 2d6 points of damage,
attacking as a 10-Hit-Die monster. The snake
attacks until reduced to 0 hit points, dispel magic
is cast on it, or the command word is spoken
again; any of these occurrences causes the snake
to revert to figurine form. The snake may be
used once per day.

Snake of Soothing: When its command word
is spoken, this white snake uncoils from its fel-
low snake, transforms into a 6-foot-long python,
and coils around the nearest living creature. The
transformation takes a full round, during which
the snake's activator can place the snake on an
individual. It never coils about a resistant tar-
get, instead reverting to figurine form, wasting
that use.

Once the snake has wrapped itself around atar-
o€, it beginsto vibrate. When the snake's tongue
touches the subject's wounds, the wounds close
and heal. The snake may perform one cure seri-
ous wounds, one neutralizepoison, and one cure
disease on its subject, casting any and al that a
subject needs. Being "killed," having dispel
magic cast upon it, or pronunciation of the com-
mand word causes the snake to revert to figurine
form. The snake has 50 hp and AC 5, but will ne-
ther attack nor heal its own wounds. It may be
used once per day.

M oonstone Rabbit
XPValue: 300 GPValue: 1,500
DRAGON Magazine 196
When commanded, this 2-inch figurine grows to
the size of anormal rabbit, with 1 HD and AC 8.
Once transformed, the rabbit burrows into earth
of any sort, as adig spell cast by a 12th-level
wizard. The rabbit burrows until commanded to
stop or the spell duration runs out, then reverts
to figurine form. If commanded, the rabbit can

also dig through stone at the same rate. How-
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ever, after three such uses against stone, the rab-

bit loses its magical abilities forever. The rabbit.

may be used once a day.
Onyx Panther
XPVaue: 1,600 GP Value: 8,000

Menzoberranzan Campaign Set
Drizzt's most prized item (some say his best
friend) is afigurine of wondrous power, an onyx
panther with which the drow can call upon
Guenhwyvar.

Guenhwyvar: AC 4; HD 6+6; hp 45; MV 15, AT
3; Dmg 1d4/1d4/1d12,plusrear claw rake for
2d4/2d4 if both paws score a hit; SA Move
Silently and hide in shadows at 95%; SD Never
surprised. The figurine can be used for 12hours
every other day.

Opal Cats
XPValue GP Value
Kitten of Caterwauling: 300 1,500
Kitten-of -Contemplation:300 1,500
Mother Cat: 400 2,000

DRAGON Magazine 196
There are three of these figurines, two kittens and
amother cat. They are normally found in a com-
plete set of three.

Mother Cat: Thisinch-tal cat is made from a
black opal. When commanded, the cat grows into
a slightly shimmering black panther with the
same datigtics as amountain lion (AC 6, MV 12
HD 3+1; hp 25; THACO 17, AT 3; Dmg
1d3/1d3/1d6; AL N; SA rear claws 1d4 eech; SD
surprised only on a 1; ML 10). It has the usual
vulnerabilities of these figurines.

Kitten of Caterwauling: This half-inch-
high kitten is carved from afire opal. When
commanded, the figurine transforms into a
scruffy kitten with orange-yellow fur. The
round after the kitten transforms, it begins a
piercing wail. This cry creates a cone of sound
120 feet long and 30 feet wide at the base. All
within the area of effect must make a success-
ful saving throw vs. spell or take 2d6 points of
damage, be stunned and unable to act for two
rounds, and be deafened for four rounds. Those
who make a successful saving throw are
stunned for one round and deafened for two.
This kitten has 1 HD and isAC 8. It may be
used once per week and has the usua vulnera-
bilities of these figurines.

Kitten of Contemplation: Thiskitten, carved
from awhite opal, also stands but half an inch
high. When the command word is spoken, the
figurine becomes a fluffy white kitten, appar-
ently only a few weeks old. The kitten immedi-
ately sits on the lap of its activator and begins
purring. Due to the soothing and hypnotic
nature of the kitten's purr, a Spellcaster in con-
tact with the kitten needs only half the normal
time to memorize spells.

The kitten may be used only by the individual
who commanded its transformation. The kitten's
purr also permanently breaks the effects of a con-
fusion spell. This figurine may be used once per
day and stays in animated form for up to eight
hours before automatically reverting to a stat-
uette. It has 1 HD and isAC 8, and has the usual
vulnerahilities of these figurines.

Silver Carp

XPValue: 400 GP Value: 2,000
DraGgoN Magazine 196
When its command word is spoken, this 4-inch
carp animates and grows to alength of 2 feet. The
animated carp has beautiful, scintillating scales
of many colors. If placed in water, the carp puri-
fiesup to 100 gdlons. If held in the air, the carp
produces a stream of fresh water from its mouth,
pouring one gallon per round. If a second com-
mand word is spoken, the carp writhes, whether
held, on the ground, or in the water. Unless the
carp isin total darkness when this occurs, light
then reflects brilliantly from its scales. Any
sighted creature within 10 feet of the carp must
make a saving throw vs. spell or be blinded for
2d4 rounds (a successful saving throw indicates
that the individua turned away or was not look-
ing). While animated, the carp has 1 HD and AC
5, and has the usual vulnerabilities of these fig-
urines. The carp may be used for up to one hour
once per day.

TourmalineTurtle

XP Value GPValue
Normal: 1,100 5,500
Specid: 1,600 8,000

DRAGON Magazine 19%
This elegant stone carving, approximately 6
inches long, looks much like anorma seaturtle
but has a concave, bowl-like back. When the tur-
tle is placed in water and the command word is

spoken, it transforms into a giant, animated tur-
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Figurine of Wondrous Power
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tle nearly 20 feet long. It follows the commands
of the being who activated it and remains ani-
mated for up to 12hours. It can carry as many as
eight human-sized creatures through water at
MV 36 (or MV 3 on land). Though dispel magic
causes the turtle to stop moving, only repetition
of the command word or reduction of the turtle
to O hit points causes it to revert to statuette
form. The turtle has AC 0, 60 hp, and aTHACO
of 13; it can bite once per round for 4d12 points
of damage (damaging even creatures that can be
struck only by magical weapons of + 1 or +2
enchantment), acting at the command of its user.
The tourmaline turtle can be used once per
week. '

Some 10% of these turtles are enchanted with
another ability. With the pronunciation of a sec-
ond command word, a tourmaline turtle can sub-
merge to any depth. Its passenger compartment is
enchanted with an airy water effect.

of Wondrous Power

XPValue GP Value
Ebony Fy: 400 4,000

Golden-Lions:500 5,000
Ivory-Goats(Terror):800 8,000
Ivory Goats (Travail): 1,600 16,000
Ivory-Goats(Traveling):400 4,000
Marble-Elephant(African): 1,100 11,000
Marble Elephant (Asiatic): 1,000 10,000
Marble-Elephant(Mammoth): 1,300 13,000
Marble-Elephant(Mastodon): 1,200 12,000

Obsidian-Steed:600 6,000
Onyx-Dog:200 2,000
Serpentine Owl: 400 4,000

DUNGEONMASTERGuide, 1stEdition

There are several kinds of figurines of wondrous
power. Each appears to be atiny statuette of an
animal an inch or so high. When the figurine is
thrown down and a command word spoken, it
becomes a living animal of normal size (except
where noted below). The animal obeys and serves
its owner.

Ifafigurine of wondrous power is broken or
destroyed in its statuette form, it is forever ruined,
al magic is lost—it has no power. If dain in ani-
mal form, the figurine Simply reverts to a stat-
uette and can be used again at alater time.

When afigurine is first found, roll percentile
dice and consult the table below to determine the
type of animal the figurine becomes:.

Rall Figurine Type
01-15  Ebony fly

16-30  Golden lions (pair)
31-40 Ivory goats (trio)
41-55 Marble elephant
56-65 Obsidian steed
66-85 Onyx dog

8600 Serpentine owl

Ebony Fly: At a word, this small, carved fly
comes to life and grows to the size of a pony.
The ebonyfly is Armor Class 4, has 4+4 Hit
Dice, and Maneuverability Class C. It flies a a
movement rate of 48 without arider, 36 carrying
up to 210 pounds of weight, and 24 carrying
from 211 to 350 pounds weight. It can be used
up to three times a week, for 12 hours a day.
When 12 hours have passed or when the com-
mand word is spoken, the ebony fly again
becomes atiny statuette.
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Golden Lions: These come in pairs. They
become normal adult male lions (Armor Class
5/6, 5+2 Hit Dice, and normal attack modes). If
dain in combat, the lions cannot be brought back
from statuette form for one full week; otherwise,
they can be used once every day. They enlarge or
revert to statuettes upon speaking the command
word.

Ivory Goat: These always come in threes.
Each goat of this trio looks dightly different from
the others, and each has a different function:

The Goat of Traveling: This statuette provides
a speedy and enduring mount of Armor Class 6,
with 24 hit points and two attacks (horns) for 1d8
each (consider as a4-Hit Die monster). Its move-
ment rate is 48, bearing 280 pounds or less. Its
movement is reduced by one for every additional
14 pounds of weight carried. The goat can travel a
maximum of one day each week—continuously or
in any combination of periodstotaling 24 hours. At
this point, or when the command word is uttered, it
returns to its smal form for not less than one day
before it can again be used. After three uses, the
goat losss its magica abilities forever.

The Goat of Travail: When commanded, this
statuette becomes an enormous creature, larger
than a bull, with sharp hooves (2d4+2/2d4+2), a
vicious bite (2d4), and apair of wicked horns of
exceptional size (2d6/2d6). If it is charging to
attack, it may only useits horns, but +6 damage is
added to each hit on that round (2d6+6 hit points
damage per horn). It isArmor Class 0, has 96 hit
points, and attacks as a 16-HitDie monster. It can
be cdled to lifejust once a month up to 12 hours
at atime. Its movement rate is 24. After three
uses, the goat losesits magical abilities forever.

The Goat of Terror: When called upon with
the proper command word, this statuette becomes
like a destrier, movement rate 36, Armor Class 2,
48 hit points, and no attacks. However, its rider
can employ the goat's horns as weapons (one
horn as a spear +3, the other as a sword +6).
When ridden against an opponent, the goat ofter-
ror radiates terror in a 30-foot radius, and any
opponent in thisradius must roll a successful sav-
ing throw vs. spell or lose 50% of strength and
suffer a least a-3 penalty to attack rolls, al due
to weakness caused by terror. When al opponents
are dain, or upon the proper command, the goat
returns to its statuette form. It can be used once
every two weeks. After three uses, the goat loses
its magical abilities forever.

Marble Elephant: This is the largest of the fig-
urines, the statuette is about the size of a human
hand. Upon utterance of the command word, a
marble elephant grows to the size and specifica

tions of a true elephant. The animal created from
the statuette is fully obedient to the figurine's
owner, serving as a beast of burden, mount, or

combatant. The type of marble elephant obtained
is determined by rolling percentile dice and con-

sulting the table below:

Roll Elephant Type

01-90 African
46-90 Agatic
91-00 Mammoth

96-00 Mastodon

Details for each type of creature can be found
inthe MONSTROUS MANUAL accessory. The dtat-
uette can be used a maximum of 24 hours a a
time, four times per month.

Obsidian Steed: An obsidian steed appearsto
be a small, nearly shapeless lump of black stone.
Only careful inspection reveals that it vaguely
resembles some form of quadruped, and of
course, if detect magic is used, the figurineradi-
ates magic. Upon speaking the command word,
the near formless piece of obsidian becomes a
fantastic mount. Treat it as a heavy war horse
with the following additional powers: fly (at nor-
mal movement speed), go ethereal, go astral. It
allows itself to be ridden, but if the rider is of
good alignment, it is 10% likely per use to carry
its "master” to the floor of the first layer of the
Gray Waste and then return to its statuette form.
The statuette can be used for a 24-hour period,
once per week. Note that when the obsidian steed
becomes astral or etheredl, its rider and gear fol-
low suit. Thus, travel to other planes can be
accomplished by means of this item.

Onyx Dog: When commanded, this statuette
changes into a creature with the same properties
as awar dog, except that it is endowed with Intel-
ligence of 8-10, can communicate in Common,
and has exceptiona olfactory and visud ahilities.
The olfactory power enables the onyx dog to
scent the trail of a known creature 100% of the
time if the trail is one hour old or less, -10% per
hour after that. The dog is subject to being thrown
off by false trails, breaks, water, and masking or
blocking substances or scents. The visua power

enables the onyx dog to use infravision (90-foot
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range), spotting hidden (such as in shadows)
things 80% of the time, normaly invisible things
65% of the time, and noting astral, ethereal, and
out-of-phase things 50% of the time. For details,
see Dog, War in the MONSTROUS MANUAL acces-
sory. An onyx dog can be used for up to sx con-
tinuous hours, once per week. It obeys only its
owner.

Serpentine Owl: A serpentine owl becomes a
normal-sized homed owl (AC 7; MV 24; 2d2 hit
points; 1d2/1d2 points of damage when attack-
ing) if its possessor commands, or it can become
a giant owl if the owner requires it. The maxi-
mum duration of the transformation is eight
hours in either case. (However, after three trans-
formations into giant owl form, the statuette loses
al of itsmagica properties.) The normal size,
magical statuette moves with 95% silence, has
infravision to 90 feet, can see in normal, above-
ground darkness &s if it were full light, and twice
aswell as ahuman. Its hearing is so keen it can
detect a mouse moving up to 60 feet avay. Any-
one or anything trying to move silently has its
chances reduced 50% against the serpentine owl
in smaller form. Furthermore, the owl communi-
cates with its owner by telepathy, informing him
or her of al it sees and hears within the limita-
tions of its intelligence. If commanded to giant-
Size, aserpentine owl isin al respects the same
as agiant owl. For information see Owl, Giant,
inthe MONSTROUS MANUAL accessory. As with
most otherfigurines of wondrous power, this one
readily obeys adl commands of its owner.

Finger
These are uncoupled digits from a once-living
hand. Often the flesh and muscle are mummified,
but occasionaly, the skin and flesh decompose,
leaving only the bone and ligaments behind.

of Commanding
XPValue 3,000 GP Value 15,000
Forbidden Lore

This item looks like a simple finger bone with
jeweled knuckles, though it radiates an aura of
summoning. When the proper command word is
spoken, it enables the holder to raise and com-
mand up to 6 Hit Dice of zombies or skeletons.
The bodies must be normal corpses. This item
does not usurp control over existing zombies or
skeletons. The effect lasts for one hour. It can
only be used once a day.

In Ravenloft: Using this magical item is call
for a Ravenloft powers check.

ofthe Master Thief

XP Value GP Value
Finger: 4,000 20,000
Thumb: 8,000 40,000

Wonders of LANKHMAR

This magical item is actually a combination of
five single pieces. Each piece is a single digit
from one hand of a formerly great thief. His life
remains in cloaked mystery, but some believe that
he once tried to overthrow the thieves' guild of a
major city and claim it as his own. A greet battle
ensued, and during this battle, he lost the fingers
of his left hand. The people who believe this adso
think that he had gained much of his thieving
ability through some arcane magic now logt, and
that magic still is imbedded in the fingers them-
salves. Thus, thismagic aids athief in thieving
abilities. The abilities rise in accordance with the
number of digits possessed by athief.

Each of the fingers grants athief a +2% (cumu-
lative) on all thieving abilities whenever
attempted. The thumb, however, has a different
effect that increases a thief’s effective ability by
two levels. This includes all attributes associated
with the level, attack ratings, and all thieving
abilities.

The fingers do not function if held in a magical
containment device, such as a bag of holding.
Magical containment prevents the digits from
affecting the possessor.

It is also said that if one should lose his or her
own fingers, these fingers can be grafted onto the
stumps, but that cannot be substantiated, Since no
one has been foolhardy enough to try. If acharac-
ter should try this, the side effect is that thefin-
gers of the master thief attempt to possess the
owner, who must make a saving throw vs. death
magic a a -1 penalty per finger grafted. If the
saving throw fails, the fingers transpose the char-
acter's essence for that of the master thief (cur-
rently in an unknown outer plane) and he again
lives. This possession attempt can only be made
once per owner.
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Fingernail of Rending

XPValue 1,000 GPVaue 8,000
Van Richten's Guideto the Lich

These are prosthetic, 3-inch long fingernails
found in sets of five or ten. The nails are con-
cealed within %2 inch tubes into which thetips of
the fingers are placed, whereupon they bind
themselves to the wearer forever—the wearer's
fingers may be cut off to remove them, but the
nails cannot otherwise be obtained. For alich,
this is not of great consequence or pain. For a
living person, however, a horror check is
required—failure results in unconsciousness for
1d20 minutes, in addition to the effects
described in the rules book of the RAVENLOFT
boxed set. Also, the pain is extreme, requiring
the wearer to roll his or her Constitution score or
less, or permanently losel point of that attribute.
(A restoration spell returns the affected charac-
ter's Constitution score to normal.) The pain
only lasts for a few minutes, but bonding is
instantaneous—regardless of the outcome of the
horror and pain checks, the nails replace the per-
son's natura fingernails.

The nails afford the wearer an additional 1d6
points of damage in barehanded melee attacks. In
addition, when the nails strike armor, they have a

chanceto rend it, reducing the Armor Class bene-
fit of that piece of armor by 1 Magical armor is
entitled to a saving throw vs. lightning to avoid
the effects.

After the nails are worn for a few days, the
wearer's hands, if they are not so dready, become
shriveled and grotesque, appearing dead. Even
the application of but one nail invokes this
effect.

There is no method, short of employing a wish
spell, to remove the nails once they are applied. If
awish is used to remove the nails, the wearer's
hands remain shriveled unless arestoration spell
is cast upon them. This restores the hands to their
proper appearance. The ends of the nails are
made of metal, but they are as senditive asthe fin-
gers to which they are attached. Liches and other
undead are immune to the pain of bonding and
have no sensation from the nails.

Fire
Magical fire is altered in some way, but always
retains fire's basic form and energy.

Cold Fire

XPValue 500 GP Value 2,500
The Complete Wizard's Handbook
This type of fire looks like a norma fire, but it
generates no heat. Coldfire is useful in atorchin
cramped quarters, and as a safe light source for
homes, since there is no danger of an accidental
fire.

Dark Fire
XPValue: 500 GP Value 2,500
The Complete Wizard's Handbook

The antithesis of coldfire, darkfire generates
heat like anormal fire, but it produces no light.
With flames as black as shadows, dark fireis use-
ful in making campfires for soldiers and other
travelers who do not wish their presence to be
revealed by bright flames.

Fire Gyregam
XPValue: 900 GP Value: 9,500
The Magister

The origin of these magical devices is now
forgotten, but they were as plentiful in the past as
they are rare today. Gyregams are fist-sized
spheres of a silvery, mirror-finished, nonferrous
metal that does not corrode and is unmarked by
physica blows.
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When a command word is spoken, the gyregam
begins to spin, and hangs in midair wherever it is
released. Within one round, it is glowing,
becomes a blinding white, spinning faster than
the eye can follow. It can then be activated on the
spot by speaking a second command word, or it
can be tossed a atarget. The person spesking the
first command word (who must also speak the
second) tosses the gyregam by simultaneously
speaking the second word and pointing a any
visible target within 140 feet. The gyregam,
untouched by its commander, teleports instantly
to the location desired. In the ingtant following its
arrival, it discharges a 6d6 lightning bolt (as the
wizard spell) at the nearest concentration of
metal. It remains in place, spinning and casting
one bolt per round, until it is destroyed or six
bolts have been fired (whereupon it sinks to the
ground—an ashy, worthless shell). If it is acti-
vated on the oot and not directed at atarget, the
first bolt is discharged immediately after the
utterance of the second command word.

While spinning, agyregam isAC 5, and drains
all magical weapons that strike it, save for arti-
facts and relics. These are not drained; their con-
tact causes the gyregam to explode instantly,
doing 3d12 blast damage to all within 10 feet,
3d8 damage to all 11 to 20 feet distant, 2d10
damage to all creatures 21 to 30 feet distant, 1dI2
damage to al within 31 to 40 feet and 14 dam-
ageto dl within 41 to 50 feet. It is said that the
artificer Leifand has recently devised a similar
wesgpon, Leifand's girandole.

Fishing Lure

XPVaue 160 GP Value 800
Port of RAVEN'S BLUFF
These small, slver, gem-studded minnow repli-
cas are magically enchanted to attract fish. For
characters with the fishing proficiency, they give
abonus of +4 to proficiency checks, otherwise,
the lures, in effect, grant the basic proficiency.
They are reusable.

Fishing Pole
Fishing poles are 10-foot wooden poles. When a
pole is held and a command word is spoken, a
string appears, complete with a bare fishhook,
fastened to one end of the pole. When a second
command word is spoken, the fishhook silently
flies through the air and the line magically
lengthens. The hook continues toward its target

to a maximum range of 360 feet, and the hook
flies a 120 feet per round. If the hook finds its
goal, it tugs sharply on the line (easily noticed
by the user); if the goal is not found, it returns
within one turn. A third command word causes
the line to shorten, either by breaking or pulling
something along with it, caught on the hook.
The hook normally does not damage the crea-
ture or item retrieved, asit magically sicksto it.
If desired, the user may proceed toward a stuck
hook—the line automatically shortens as the
distance does.

If a magical hook is ever lost, it can be
replaced only by awish or recreated by awizard
of the 26th level, who must also have experience
with making such items. The magica line can-
not be broken by force or normal weapons but
can easily be cut by any magical edged weapon
(no die roll needed). The line is not shortened by
this kind of damage and still appears on com-
mand; however, the hook is needed to extend the
ling's length.

Fishing poles are immune to al attacks except
flame attacks, dragons' breath, or magical fire,
and are immediately destroyed when touched by
them.

of Angling
XPValue 400 GP Value 2,000
The Book of Marvelous Magic

This pole may be used to cach fish of nearly any

gze It functions only when cagt into st or fresh

water and only if the intended victim is within

one mile. The user must name a type of aguatic

creature before casting the hook. The hook can
capture any normal fish or water animal, and

mogt fantastic agquatic creatures of 11 Hit Dice or
less—including giant crabs, sea dragons, nixies,

and so forth. The pole cannot affect undead, and
any victim of 3 or more Hit Dice may make a sav-

ing throw vs. spdll to avoid the hook. Any victim

of normal intelligence or better gains a +2 bonus
to the saving throw. The hook comes loose upon

contact with ar. The anglingpole may be used up
to three times per day, regardless of success.

of Exaggeration
XPValue 1,500 GP Value 6,000
The Book of Marvelous Magic
This pole appears to be and functions as either a
pole of angling or a pole of monster fishing. How-
ever, when hooked, thevictimis magicdly enlarged
1693
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Flagon of Dragons ~

to double normal sze. (Smply doublethe Hit Dice,
hit points, damage per atack, movement rate, etc.)
The creature is angry about being hooked (-4 to
reaction ralls), and remains enlarged for one turn
after the hook is released or until a dispel magic
spdl isapplied (treat as 30th-level magic).

of Levitation
XPValue: 2,000 GPVdue 15,000
The Book of Marvelous Magic

Unlike other poles, this one's hook cannot be sent
to any range. Instead, it is attached to some secure
part of the user (any part will do—boot, belt,
pack). When commanded, the pole lifts the user
upward with an effect identical to the levitate
spell. The pole cannot cause horizontal move-
ment. Levitation continues for up to one hour; the
user may rise to any height at the rate of 20 feet
per round and descend at the same rate, ssimply by
concentration. The user cannot be suddenly
dropped unless dispel magic is successfully cast
at the pole (trest as 30th level). The pole of levita-
tion functions up to three times a day for up to
one hour per use.

of Mongter Fishing
XPValue 1,500 GP Value: 6,000
The Book of Marvelous Magic

This pole's hook may be commanded to search
for one creature in the direction cast. The hook
can find mogt creatures of 7 HD or less but can-
not find lesser aquatic creatures nor undead. If
the monster type is within range and hooked, the
tugging signd is given normally; however, when
the user tries to shorten the line, the results are
determined by the creature's Hit Dice. If the user
has more levels (or Hit Dice) than the victim, the
mongter is pulled in at its normal movement rate.
If the numbers are equal, nothing happens—the
line cannot be shortened. If the victim is of a
higher level (or has more Hit Dice) than the user,
the line breaks immediately, returning without the
hook. The hook releases its victim when it comes
within 30 feet of the user. The pole of monster
fishing can be used once per turn.

of Rescue
XPVdue: 1,000 GPVaue: 5,000
The Book of Marvelous Magic
This pole is used to pull some other creature
upward toward the user. The hook is sent downto a
maximum of 120 feet. Any creature to be hooked

and raised may speak a command word that causes
the hook to attach itself. The user may dso com-

mand the hook to attach, but unwilling or sur-

prised creatures cannot be hooked. When the user
commands the line to shorten, atotal weight of

500 pounds or less can beraised. The hook releases
when ordered by either the recipient or the user
and requires no special command word, but no
other cresture can cause the hook to come loose.
Thepole ofrrescue can be used once per turn.

of Treasure Fishing
XPValue 6,000 GP Value: 20,000
The Book of Marvelous Magic

This pole's hook may be commanded to search for
treasure in the direction cast. It cannot pass
through a solid barrier, such as a door. If the hook

cannot find treasure, it returns to the user in one
turn. If it does reach its god, it sticksto one piece
of the least valuable treasure (usually a coin), and

signals with the familiar tug. If amonster guards
the treasure, the monster may notice the theft. The

chanceis 5 in 6 for an awake, watchful mongter; 3
in 6 for an awake but unsuspicious creature; and 1

in 6 for a deeping monster, including dragons. If

the mongter grabsthe line or the treasure, the mon-

ster aso becomes hooked; the resulting tug-of-war

is handled as described under pole of monster fish-
ing. Thepole oftreasurefishing can be used once
per hour (six turns) at most.

Flagon
Flagons are large containers used for storing and
serving wine and other beverages. They are usu-
aly made from pottery or metal. Every flagon
has a handle and a spout; they often have covers
as well. Expensive and enchanted flagons have
richly sculpted handles and covers.

of Dragons
XPValue: 6,000 GP Value: 40,000
The Magister
Thislarge, silver vessal never tarnishes, and bears
no device (scratches and painted or chalked
marks fade and disappear in 2d4 turns). A stop-
pered flagon is dways heavy, and if shaken, alig-
uid doshing noise is heard from within. When it
is opened, asingle dragon breath weapon attack is
expelled from its neck—acid stream, bolt ofelec-
tricity, cone of gas or vapor, cone of fire or cold.
The attacks are random and not at the choice of

the flagon owner:
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Flagon of Dimunition -

Roll  Dragon Breath Effect

1 Black dragon acid: does 36 points of
damage.
Blue dragon bolt: causes 48 points of
damage.
Brass dragon sleep or fear gas
Bronze dragon repulsion gas.
Copper dragon slow gas.
Green dragon chlorine gas: 48 points of
damage.
Red dragon cone offire: 56 points of
damage.
Silver dragon paralyzing ges
White dragon cone of cold: 36 points of
damage.
10  Gold dragon fire: 64 points of damage.

oo w N

~

8
9

These attacks have the range of the breath
weapons they duplicate. Once aflagon of
dragons has been unstopped, an attack is
launched immediately, regardless of the flagon
bearer's wishes, and after the attack has
occurred, directed outward from the flagon's
throat whether targets are present or not, nothing
more occurs until the flagon is stoppered and
unstopped again. Stoppering and unstopping
each take one round.

The flagon appears to be empty; nothing amiss
occurs if weapons or objects are poked into it. It
can even carry liquids without harm; but if it is
stoppered, the liquid vanishes and a breath
wesapon attack emerges when the flagon is next

opened.

of Dimunition

GPVaue 2,500

Dungeonland

The flagon bears strange runes. Read magic
revedls the phrase "Drink Me" Anyone who sips
from the flagon shrinks to % normal size, perma
nently, until a piece of the salver ofgrowth is
eaten or dispel magic is cast.

XPVdue: 500

Zagyg’s Flowing
XPVaue: 750 GPVdue: 3,500
' Unearthed Arcana
This magical drinking vessel appears to be
nothing more than a rather well-made figure,
usually of nickel-silver, with a fair amount of
engraving and bas-relief sculptures depicting
grapes, vines, wine cellars, and drinking scenes.
Somewhere on the vessel is a line of magical

writing—the words of atoast. The first individ-
ual to pick up the flagon is able to read what is
written, but no other can do so, normally or
magically, until they become the owner of the
vessel. The toast phrase is read to activate the
flagon—and each time it is activated, the phrase
changes. Recitation of the magical toasting
words causes the flagon to fill with good-tast-
ing, but rather weak, wine. Each time the flagon
is drained after that, it refills itself with a better
tasting liquid. The weak wine initialy therein is
of about 7% alcohol content. The next is about
10% acohoal, the third draft of wine is 13%, the
fourth is port and about 20%, the fifth is a near-
liquor of some 40% alcoholic content, and the
sixth and last draft is a brandy of nearly 80%
alcohol.

Thetypical flagon contains about one pint of
liquid (16 ounces). It is 90% unlikely that any
creature partaking of the first draft notices the
increase in alcohol of the second, third, and 0
on. Thus, unsuspecting drinkers are quickly
and easily made intoxicated and possibly
brought to a stupor by the contents of the
flagon. The container is usable a maximum of
three times per day.
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Flail of the Desert Kings

ﬁ

Flail Weapons

Flails are agricultural tools used to thresh grain.
A flail (generally) has a long, wooden handle
with a free-swinging bar attached to one end.
Since the earliest days of war, farmers recruited
to fight in battle have used this item as a weapon,
and armorers have designed variations intended
ldy for fighting. Mot magicd flails are weap-
ons, but some aid agricultural endeavors. Roll on
the table below for flail variations.

Roll Item

0104 Alhulak

05-08 Bolas

0912  Cahulak

1316 Chan

17-20  Chain FHail

21-24  Chatkcha

2528 Crusher

2932 Hall

3336 Flindbar

3740 Footman’s Flail

41-44 Grain FHail

4548 Horseman's Flail

49-52  Jung Meh

5356 Kau-Sn-Ke

57-60 Kawanaga

61-64 Kusari-Gama

65-68  Kyoketsu-Shogi

6972  Manriki-Gusari

7376 Manriki-Gusari w/ Hook

77-80 Morning Star

81-84  Nunchaku

8588  Soris

8992 Three-Piece Rod

9B%  Three-Section staff

97-00 Tonkk
Bad'sMorning Star

XPValue 2,500 GP Value 20,000

Monster Manud |1

This horrid weapon is a morning star +2 with a
long bronze handle that telescopes magically
from 4 to 8 feet in length as Bael desires. Twice
per day, he can automatically strike any opponent,
regardless of their location.

Bargrivyek’s
XPValue 1,800 GP Value: 16,000
Monster Mythology
The avatar’sflail +3 will stun any opponent
struck for 1d6 rounds unless a successful saving
throw vs. spell is made.

Battle Star

XPValue 3500 GPValue 35000
Logt Ships
This mighty, magical dwarven version of the
morning star is highly prized, especialy by giff
and certain barbarian spacefaring tribes. Dwarves
do not willingly part with them—it is death to
own one if you meet most spacefaring dwarves.
The battle star of the dwarves is a +4 weapon
(1d6+5 Dmg to L-sized creatures). It can be
wielded by S-sized creatures without penalty, and
is no heavier than anonmagical morning gar.

When it hits, the battle star flashes with
“starfire.” This bright radiance blurs the vision of
any not expecting it, causing them to attack at -1
penalty during the following round. The radiance
aso causes all magica or enchanted items within
a 10-foot-radius to glow momentarily, in sympa
thy. A battle star can be thrown for normal dam-
age, but does not return to the thrower. It causes
double damage against golems, other magically
animated (not summoned or controlled) crea
tures, guardians, and giants. The touch of abattle
star causes all magical glyphs, symbols, wards,
and runes to glow briefly (without discharging
them), thus revedling magicd traps. The touch of
a battle star also destroys magical holds and
locks on both creatures and objects. The bearer
cannot be held, and receives a+4 bonus on all
saving throws against charm spells and other
forms of magica control.

of the Desert Kings
XPValue: 4,000 GP Value: 20,000
DUNGEON Magazine 40
This potent magical weapon, the creation of a
southern wizard in ancient times, is a foot-long
rod of gold wrapped with inlaid bands of lapis
lazuli, ending in three loosely swinging, 6-inch
bars of ivory tipped with turquoise. It appears to
be a nonmagica artifact of superb craftsmanship
and great value but radiates a faint dweomer of
magic if detection spells are cast onit.
Originally a pharaoh's symbol of rulership, a

wizard later enchanted it to bolster a young,
14
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unproven pharaoh's leadership when hiskingdom  universally befell those unfortunate enough to
teetered on the brink of collapse. The resourceful come in contact with it. This may be mere coinci-
wizard gave the item powers that could be acti-  dence, for the flail itsdf is not actually cursed and
vated only by an individua wesaring the circlet of in fact can be used as aflail +2. However, the
the adder. Theyoung ruler used theitemstorally  flail’s owner is sometimes faced with a strange
his subjects to a frenzy of devotion, and his power desire to find the object that belongs with theflail
grew extraordinarily. of the desert kings, few owners of the weapon
Theflail and circlet were passed from pharach ever learned precisely what they were looking for,
to pharaoh through the ages until Khamsa,the  and this mysterious quest proved agonizing.
warlike leader of the neighboring kingdom of When wielded by an individual wearing the
Raurin, slew the current pharaoh in battle and circlet ofthe adder (see Circlet), the flail is sm-
claimed the artifacts for his own. Ashe lay dying, ilar to arod oflordly might. Usable by a fighter
the conquered pharaoh, a priest of considerable  or priest, it grants the wielder the following
power, cast abane spdl on the circlet so that any- powers.
one using it to activate the flail's powers would Stormvoice: This southern, magical spell
suffer a troubled fate. enables the caster to speak with the voice of a
As afulfillment of the curse, Khamsawas  storm, which causes the spesker to be heard a 10
seized with delusional insanity (DMG, 14 Edi- times the normal distance. All creatureswithin 20
tion) that intensified eachtimetheitemwasused.  feet of the caster must roll saving throws vs. spell
Eventually convinced he was a deity, Khamsa  or be knocked to their feet and deafened for 1d4
challenged the gods and was turned to stone by rounds. This expends one charge.
their vengeance. The circlet was frozen in place Drain: This ability takes an additiona 2d4 hp
on Khamsa’s brow, and the flail was eventually ~ from opponents struck by the flail and bestows
borne away from the haunted hdls of the south, them on the wielder (up to the wielder's maxi-
forgotten except in scribbled legends in aged mum). It uses one charge.
tomes. Worship: This southern magical spell raises
The flail passed through the lives of a succes- the effective Charisma of the flail's wielder to 22.
sion of owners over the centuries, and misfortune  Creatures of 3 HD (or levels) or lessand in dlear
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Flail, Fleeting

_

view of the caster, automatically fall to their
knees and praise the wielder. Creatures of 4-6
HD (or levels) are entitled to a saving throw, and
those above 6 HD are unaffected. Unwilling vic-
timsmust roll areaction check (with a+8 penalty)
when the spell is finished. This ability uses two
charges.

Unlike arod oflordly might, the flail does not
have mundane powers. It can be recharged, but
only by awizard proficient in southern magic,
someone virtually impossible to find outside of
the Raurin desert region. The flail can have as
many as 30 charges.

Dragonflail
XPValue: 1,200 GP Value: 7,200
Dragon Keep
Like the dragonlances after which they are mod-
eled, dragonflailswere created near the end of the
early Dragon Wars to be used against evil
dragons. Only afew are thought to exist.

A dragonflailhas a 2-foot-diameter sphere
attached to a chain 8 feet long. The sphere is stud-
ded with fine, razor-sharp barbs. A dragonflail is
made of the same silvery metal as a dragonlance
and gives off a strong, silver light. It inflicts 2d4
points of damage againgt al opponents other than
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equal to half the sum of the hit points of the
wielder plus those of his or her mount, rounded
up. The dragonflail gains a +1 bonus to attack
rolls against dragons.

Fleeting
XPValue: 500 GP Value 4,000
DRAGON Magazine 188

Thisflail +4 bears a specid, limited-use enchant-
ment. In any round in which a successful attack
roll is made with it, the flail strikes before all
other weapons and does its full possible damage.
The first time it strikes, four rolling peals of an
unseen bell are heard; the second time it hits,
three peals are audible; the third time the flail
strikes, two peals are heard; and the fourth time it
strikes, a bell tolls once. After that, the weapon
exhibits no magical properties until it iswielded
by a new being, whereupon the cycle of four
magically assisted strikes occurs again. No being
(even if regaining a particularfleetingflail many
years after first wielding it) can ever gain a sec-
ond four-strike cycle.

A wielder who loses possession of the flail
before exhausting its magic, but later regains use
of the same weapon, picks up & the point reached
earlier in the flail's descending cycle of magic.
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Flail, Morning Ster of Detection
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Morning Star of Detection
XPVaue: 2,000 GPValue
1991 Collector Card 287
This +3 magical weapon has an Intelligence of
14. 1t has the ahility to speak both Common and
Dwarf. Itstwo primary abilities alow it to detect
precious metals in a20-foot radius, determining
the types and amounts found, and also to detect
magic in a 10-foot radius. This morning star has

an ego of 7 and an alignment of lawful neutral.

Multiple Rod of Dancing
XPValue 4,500 GP Value: 25,000
DRAGON Magazine 126
Upon first glance, the rod appears to be anormal
three-piece rod. However, itis+1 on both damage
and attack rolls. The rod may also be used as a
dancing weapon, but it aways functions in this
capacity asif it were owned by an 8th-level monk
who specializes in martial-arts weapons. Upon
the utterance of the appropriate command words,
the chain links of the rod may, a the will of the
owner, become any of the following things: three
dancingjo sticks, a dancingjo stick and nun-
chaku, or one or twojo gticks and adancing nun-
chaku. Other weapons may be wielded by the
user of dancing weapons. As before, the dancing
weapons fight for five rounds at atime (or until
recalled by the owner) as if wielded by an 8th-
level monk. When the command word is spoken,
the weapons are fully responsiveto the will of the
owner. When the rod dances in severd pieces, it
can engage up to three opponents a atime; the
pieces may also concentrate onjust one or two
foes. When the command word of recall is spo-
ken or when the time limit for dancing is used up,
the detached pieces reunite and fly back to the
owner's grasp. All detached dancing pieces are

+1 weapons.

Osriss Royal
XPValue 3,100 GP Value: 29,500
Legends & Lore
Osiriss avatar wields his royalflail in combat.
Thisflail +3 has the same powers as a mace of
disruption.

Pharaoh's
XPValue: 4,500 GPValue: 22,500
Kingdom of Nithia
Throughout the ages, the Pharaohs of Nithiahave
passed down a crook (See Pharaoh's Crook) and

flail from ruler to ruler. Every pharaoh's tomb
depicts an image of the pharaoh holding the
crook and flail across his or her chest in the sym-
bolic form so well known by the populace. These
artifacts contain immense power.

Pharaoh'sflail appears to be a smal nonfunc-
tional weapon of a decorative nature. In fact, this
ancient artifact conveys al the skills of a fighter
for one sleep upon the pharaoh (the pharaoh is
generdly either a priest or wizard). The fighting
ability gained is at the same levd as the pharaoh's
current level. The flail aso bestows upon the
wielder an Armor Class of 0 or a+5 AC bonus
(whichever is greater). The first successful attack
on the flail's wielder causes all applicable dam-
age to be reflected upon the attacker. Further
attacks are resolved normally. Findly, the flail
transforms into a mace/axe +5 upon command,
causing a base of 1d10 damage.

Flask

Flasks are metal, ceramic, or glass bottles with
small, narrow necks and flat bases. Most flasks
have caps, and many are contoured so they can be
easily carried on the hip; such flasks usualy hold
beverages. Others are designed for alchemical
use. Nevertheless, most enchanted flasks contain
things not usually found in bottles or jars—any-
thing from aterrible curse to an enraged extrapla-
nar being that attacks when a character unstops a
magical flask. (For more details and magical
options, see Beaker and Bottle)

Copper
XPValue: 100 GPValue: 1,000
Black Courser
This copper flask provides up to 10 gallons of
water per day. The water is green and foul-

smelling but otherwise untainted.

of Curses
XPValue — GPValue: 1,000
DUNGEON MASTER Guide, 1g Edition
This item looks like any ordinary beaker, bottle,
container, decanter, flask, orjug. It has magical
properties, but detection cannot reved the nature
of aflask of curses. It may contain aliquid or it
may emit smoke. When the flask isfirst opened, a
curse of some sort is visited upon the person or
persons nearby. After that, it is harmless. The
type of curse is up to the DM. Suggestions

include the reverse of the priests bless spell. Typ-
1712
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Flask of Tuerny the Merciless I, Iron

M

ica curses found on scrolls are recommended for
use here as well. Or perhaps a monster could
gppear and attack al creatures in sight.

In Ravenloft: This flask can confer more horrid
curses on a person who opens it. Consult the fol-
lowing table to determine the strength of the curse.
Chapter VI of the rulebook in the RAVENLOFT Cam-
paign Setting will help flesh out the details.

Roll  Strength of the Curse

13 Embarrassing
45  Frustrating
67  Troublesome
89  Dangerous

10 Lethd

Iron

XPVaue — GPValue 2,000

DUNGEON MASTER Guide, 1¢ Edition

These specia containers are typically inlaid with
runes of silver and stoppered by a brass plug
bearing a seal et all around with Sigils, glyphs,
and special symbols. When the user speaks a
command, any creature can be forced from
another plane into the container, if the creature
fails a saving throw vs. spell—after magic resis-
tance, if any, is checked. Range is 60 feet. Only
one cregture at atime can be s contained. Loos
ening the stopper frees the captured creature.

If an individual freeing the captured creature
knows the command word, it can be forced to
sarve for one turn (or to perform aminor service
that takes up to one hour). If freed without com-
mand knowledge, roll for the creature's reaction.
Any attempt to force the same creature into the
flask a second time allows it +2 on its saving
throw and it becomes very angry and totaly hos-
tile. A discovered bottle might contain:

Iron Flask of Tuerny the Merciless
XPValue: 10,000 GP Value: 50,000
Eldritch Wizardry
This heavy metal urn is smal enough to be car-
ried easily despite its weight. It has a turnip-
shaped stopper covered with mighty runes, for it
contains a groaning spirit. Thisisafiend of some
small power, it can be loosed and sent forth to
perform evil deeds. The one who possesses the
artifact must know the word of command that
opens the stopper; the spell that commands the
dave of the flask, and the word of closure which
ensures that the creature cannot escape until
cdled forth. This artifact has the following abili-

ties and pendties:

Teleport twice per day.

Stone-flesh twice per day.

The item destroys from 50% to 100% of the
treasure of its owner by consuming it in order
to sustain its own power.

User may retore one logt level (asin restora-
tion spell) once per week (perhaps one drained
from a nearby friendly PC).

Iron Flask of Tuerny the Merciless 11
XPValue — GPValue —
Book of Artifacts
The ironflask of Tuerny the Merciless is a heavy
urn stopped with a turnip-shaped plug. It is small
enough to be carried in the palm of ahand. The
urn itself is plain, but the stopper is engraved and

embossed with runes of power.

In al human history, one man has epitomized
the true essence of pure evil, Tuerny the Merci-
less. Tuerny was apowerful wizard who served as
counselor to the king of a small country. Fedling
that the king was aweak and foolish ruler, Tuerny
and his agents murdered the royal family as they
dept and he seized the crown for himself. Using
his vast magical powers, Tuerny charmed or
endaved mogt of the armies. He was able to sum-
mon foul tanar'ri and set them loose on the help-
less people, but had little control over them, so
Tuerny began expending vast amounts of energy
to craft a device capable of bending them to his
will. With dl in readiness, he summoned a great
tanar'ri, took control over the beast, and impris-
oned it in the flask.

Meanwhile, news of Tuerny's atrocities reached
neighboring kingdoms. They raised great armies
to crush Tuerny and his foul minions. These dev-

astating wars lasted years but resolved nothing.
1715
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Finally Tuerny opened the bottle—a bloodcur-
dling scream filled the air as Tuerny transformed
into a hideous monster and vanished, along with
the flask and the creature.

The power of the flask is such that inexperi-
enced PCs quickly find themselves overwhelmed.
A better approach is to have the PCs either seek
out the item, or prevent others from getting it.
Perhaps they must find away to prevent an other-
wise good ruler from using the power of the flask
to change the tide of a desperate war.

Invoked Powers The user of the flask draws
upon the power of one of the following tanar'ri
imprisoned inside it; a nabassu, glabrezu,
marilith, or nalfeshnee (see the PLANESCAPE™
Appendix of the MONSTROUS COMPENDIUM®). The
actual tanar'ri contained in the flask can be deter-
mined randomly or selected by the DM. It can be
released to wresk havoc upon any selected targets
for up to 8 hours. Ifitiskilled, it instantly returns
to the artifact. The fiend must otherwise be com-
manded to kill at least once before it can be
ordered back into the flask. If this is not done
before 8 hours expire, the curse is instantly acti-
vated (I/day).

Random Powers 2 from Artifact Table 1-18:
Offensive Powers

Curse: There is acumulative 5% chance esch

time the flask is used that the tanar'ri will turn
againgt the user. When this happens, the user is
taken to the tanar'ri's home plane to serve as a
dretch. The artifact also afflicts the user with
artifact transformation, changing the user's
alignment to chaotic evil and instilling the
desire to utterly conquer and destroy al known
creation.
Suggested Means of Destruction:

The user must imprison 99 other greater
tanar'ri in the flask.

It must be filled with the tears of 1,000
orphaned children, which meltsiit.

The flask must be filled with earth from every
battlefield on which Tuerny fought.

Vapor
XPValue: 1,000 GP Value: 5,000
Pirates of the Falen Stars

This looks like a simple, stoppered, brass flask,
similar to an efreeti bottle or an eversmoking hot-
tle. When opened, fog pours out until the flask is
sealed once more. The flask creates a disk offog
that is 100 feet across and 10 feet high. Once that
volume is filled, the flask stops emitting fog, but
if wind or magic clears the mist away, the flask
again pours out vapor until the volume is
obscured.

Folding M oat
XPValue: 8,000 GP Value: 40,000
POLYHEDRON Newszine 58
A.folding moat appears to be a large loop of
cloth. When placed on the ground, however, it
expands to become a 30-foot wide, 10-foot deep
trench, enclosing a 500- by 300-foot area. If the
command word is spoken, the moat fills with
water, which remains until a second command
word is spoken.

Flying Rockinghorse
XPValue 10,000 GP Value: 50,000
DUNGEONS & DRAGONS Madter &
Clavileno, an enchanted wooden rocking horse
described in Cervantes's "Don Quixote," could
fly and carry an armed rider. It was guided by a
pin in its forehead. In game terms, theflying
rockinghorse funtions as a carpet of flying except
that its Movement is 45 and it can carry only one

person.

1718
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“

Forge of Metal Protection
XPValue: 10,000 GP Value: 50,000
Tome of Magic
The first of these 1,000-pound forges was created
countless centuries ago. Because of the specific
magical properties involved, it is believed that a
wizard, asssted by a number of dwarves (all of
whom were interested in planar research), con-
structed this device. Although the secret of the
construction has since spread, the forge is an

extremely rare, magical item.

The forge is a furnace made of enchanted
rock and held together with a network of steel
rods. When metal armor and weapons are placed
within the furnace and heated until glowing red,
the armor becomes immune to the effects of
heat on the Inner Planes. All metal items tem-
pered in this manner suffer no ill effects from
heat on any of the Inner Planes, but do suffer
normal heat effects on the Prime Material
Plane.

The effect of the magical protection lasts
2dI0+10 days. Magical armor and weapons
that are placed in the forge take on protection
from heat, but temporarily lose all other magi-
cal properties. Thus, asword +2 placed in the
forge does not melt on the Plane of Fire, but it
ceases to function as a sword +2 until the
enchantment wears off. A weapon with an ego
retains its ego, but loses all other magical
properties.

Fork

(For Military Fork see Polearm)
(For Table Fork see Utensil)

Planar
XPValue 1,000 GP Value: 10,000
DRAGON Magazine 120

Planar forks are magical tuning forks used in
plane-spanning spells, which determine the final

destination of the traveler. Two factors determine
the final terminus when using one of these forks:

material and pitch. Material is the substance of
which the fork is made. Pitch is the note that
guides the spell to a particular plane when the
fork is struck.

The Ethereal Plane may be reached by aplane
shift using a B-fork made of glass. The body is
transformed into the ethereal state to make the
transfer into that plane. The glassfork is shattered

when it is struck. Those cast into the Ethereal

Plane are sent deeply into it, away from any cur-

tains that lead to other planes.

The Inner Planes may be reached by forks of
different materids, set to A and the notes G and B
adjacent to it. The pitch and materia required are
shown in the tables below.

A tuning fork, made of quartz and set to B is
used to reach the Astral Plane. There is a 50%
chance per use that the quartz will crack and
become unusable. Planar travelers entering the
Adtral in this fashion are physically moved deep
into the plane, far from any color pools.

A single fork of the correct material and pitch
will take a caster of aplane shift (and gear) to the
topmost layer of any Outer Plane. A magjor chord
of three notes (forks) will teke the traveler to the
second layer (if there is one). Any of the minor
chords of the same note will take the traveler to
the third layer (if there is one). Other chords may
take the traveler to deeper layers, fail entirely, or
take the traveler to another area (see Experiment-
ing, below).

Reaching the Prime Materid Plane reguires a
stedd C-fork. The spell will transport travelers to
the world in the Prime Material where the metal
was manufactured. Trace dements and impurities
guide the fork to the specific place of manufac-
ture. Such forks are normally used by those inter-
planar travelers who wish to return to their native
plane.

The plane shift spell also notes that travelers
using theseforks may be returned to their plane of
origin, however they may only be returned under
the following circumstances:

1 They are till aive on the other plane.

2. They are till on that plane or planar layer (if
they travel to another plane or planar layer
they may not be returned.)

3. The samefork is used to return them. This
means that, in all cases of the glassfork in
the Ethered Plane and 50% of the time with
the crystal fork in the Astral, the trip is one-

way.

Experimenting with forks: Many of the forks
required to reach other planar layers are listed as
"unknown." Chords do exist for these layers, but
they differ from game campaign to game cam-
paign. Further, they do not follow the standard
rules for reaching the other layers. Just because

the first three levels of Baator are in iron, in
1720
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chordsin F, F mgjor, and F minor chords, doesn't
mean that the fourth layer of Baator needs an iron
fork or that it will be related to the key of F. In
part, this is because the natives of the lower layers
take a dim view of interplanar trespassers, and
they deliberately alter the frequencies of the
required chords.

If the travelers use the plane shift spell with
different forks and other types of chords, the DM
may either choose aresult or roll on Table 6 to
send the PCs to an unimaginable location.

The DM is not committed to the table and is
free to modify them to fit the campaign a hand.
For example, a DM who does not want easy
access to the Inner Planes may change the notes
to variations on G as opposed to A, without
telling the PCs (until a few of them stumble into
Lolth's lair by mistake).

Rall Plane (Fork Required)
Conduit Planes

01-02 Astra (Quartz, B)

03-04 Ethereal (Glass, B)

0506 PrimeMateria (Sted, C)
Elemental Planes

07-08 Air(Tin,A)

0910 Earth (Zinc, A)

11-12  Fire (Copper, A)

1314 Water (Lead, A)
Paradlemental Planes

0516  lce (Pewter, A)

1718  Magma (Brass, A)

1920 Ooze (Zinc/lead mix, A)

21-22  Smoke (Bronze, A)
Quasdemental Planes

23 Ash (Copper, A-flat)

24 Dust (Zinc, A-flat)

25 Lightning (Tin, A-sharp)
26 Mineras (Zinc, A-sharp)

27 Radiance (Copper, A-sharp)
28 Sat (Leed, A-flat)

29 Steam (Lead, A-sharp)

30 Vacuum, (Tin A-flat)

Energy Planes
Negative Materid (None known)
Positive Material (None known)
Outer Planes
Abyss
Layer 1 (Iron, D)
Other layers (Unknown)

31

Acheron
32 Layer 1 (Iron, G)

3 Layer 2 (Iron, G major)
A Layer 3 (Iron, G minor)

Layer 4 (Unknown)
Arborea

3536 Layer 1 (Gold, F-sharp)

37-38  Layer 2 (Gold, F-sharp major)

3940 Layer 3 (Gold, F-sharp minor)
Arcadia

41-42  Layer 1 (Gold, C-sharp)

43-44  Layer 2 (Gold, C-sharp major)

4546  Layer 3 (Gold, C-sharp minor)
Baator

47 Layer 1 (Iron, F-sharp)
48 Layer 2 (Iron, F-sharp major)
49 Layer 3 (Iron, F-sharp minor)
Other layers (Unknown)
Beastlands
5051 Layer 1 (Gold, F)

52-53 Layer 2 (Gold, F mgjor)

54-55 Layer 3 (Gold, F minor)

5657 TheOutlands (Platinum C)
Elysum

5859 Layer 1 (Gold, E)

6061 Layer 2 (Gold, E mgjor)
62-63 Layer 3 (Gold, E minor)
Layer 4 (Unknown)
Gehenna
64 Layer 1 (Iron, F)
65 Layer 2 (Iron, F major)
66 Layer 3 (Iron, F minor)
Layer 4 (Unknown)
Ysgard

6768 Layer 1 (Gadld, G)

69-70 Layer 2 (Gold, G major)

71-72  Layer 3 (Gold, G minor)
The Grey Waste

7374 Layer 1 (IronE)

7576 Layer 2 (Iron, E major)

77-78  Layer 3 (Iron, E minor)
Limbo

7980 Layers 15 (Nicke C)
81 Mechanus (Silver, C)
Pandemonium

82-83 Layer 1 (Iron, C-sharp)

84-85 Layer 2 (Iron, C-sharp magjor)

86-87 Layer 3 (Iron, C-sharp minor)

Layer 4 (Unknown)
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Arcadia
83890 Layer 1 (Gald, D)
9091 Layer 2 (Gold, D major)
9393 Layer 3 (Gold, D minor)
Other layers (Unknown)
Carceri
A Layer 1 (Iron, E-flat)
9% Layer 2 (Iron, E-flat major)
9% Layer 3 (Iron, E-flat minor)
Other layers (Unknown)
Bytopia
9798 Layer 1 (Gold, E-flat)
9900 Layer 2 (Gold, E-flat major)
‘Limbo's layers tend to overlap and ooze between
each other, o that precise determination of the
degtination layer is random.
The lower layers of the Abyss may be reached by
random chords (see Experimenting, with forks).

Random Planar Destinations

Rall Degtination

01-11  Transported to intended destination.

1250  Nothing happens.

51-80 Transported to random layer of the
Abyss.

810 Trangported to the demiplane of DM's
choice.

91-00 Transported to aternate crysta sphere
on Prime Materid Plane.

of Trave
XPValue 1,000 GPVaue: 10,000
The Book of Marvelous Magic

This copper-colored fork may be placed at any

intersection, and it points (on command) toward
either the most dangerous, safest, shortest, or
longest route, as desired by the user. It may be
used three times per day. For answers about dis

tance, the destination must be known and

named.

Fountain
A fountain is a small, bubbling torrent of water
that gushes from a niche in a floor or wall. The
waters gppear to come from underground or from
thin ar. Magicd fountains generaly bestow their
curses or benefits upon charackraho-dEHIC o
bathe in their waters. A save vs. GRillsorEROD
negates a fountain's baneful effedS3 1 — =

Lasko'sMagical
XPValue: 10,000 GP Value: 100,000
DRAGON Magazine 34
A small band of adventurers, tired, thirsty, and
hungry from their previous adventures, comes to
yet another unfamiliar door. The thief quickly
informs them, "I hear water splashing!" After a
few moments of quiet discussion, the party
decides to enter. The only thing they seeisagen-
tly gurgling fountain.

Having run out of water along time ago, they
cast spells to find the quality of the water—it
appears to be safe. Finaly, after more conversa-
tion, the thief walks up and takes a gp, rises, gri-
meaces, and falls over deed! The party picksup its
fallen comrade and leaves quickly. The above
scene should evoke memories and smiles from
some of the more masochistic DMs in the world;
yet, not every fountain need be poisonous. In
most campaigns, fountains that are magica in
nature can cause discussion between players for
hours (real time) or great feats of bravado (the
powers protect the bold!) when encountered.

Lasko's magical fountains do not emit magical
auras nor do they detect as magical, poisonous, or
evil (except by limited wishes). It does not matter
how smdl a sp is taken, the full effects do affect
adrinker. After the rolled number of drinks is
taken, the fountain becomes ordinary and non-
magical for one full month. If any water is taken
from the fountain to be used later, it will not have
any magical effects. This is due to the fact that
the magic isin the fountain, and not in the water.

To use the tables below, roll as indicated from
Tables 1 to 5, rolling on subtables as necessary.
Table 1 limits the amount of magic in a fountain
by limiting the number of drinks that have an
effect. Tables 2 and 3 measure the potency and
beneficence of the magic. When ralling for the
effects, roll for al benefits (if any) first, then for
al detriments. The effects listed before the dash
(/) are benefits while the number after the dash
are detrimentdl. All rolls are made with percentile
(1dIOO) dice.

Table 1: Number of Drinks per fountain
Roall Number of Drinks

adbwnN ek
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Table 2: Number of Effects per Drink
Roll Number of Effects

01-60 1
61-85 2
86-99 3

00 4

Table 3: Number of Beneficial/Detrimental
Effects Per Drink
Roall 1 2 3 4
01-10 1/0 2/0 3/0 4/0
11-30 1/0 2/0 2/11 31
31-60 10 171 211 22
61-90 01 0/2 12 13
91-00 01 0/2 0/3 04

Table 4: Effects Summary Table
Roll Type

01-30 Generd (Table 49)
3155  Characteridtic (Table 4b)
56-75 Magica (Table 4c)
76-85 Monetary (Table 4d)
8695 Specid (Tablede)

9600 Experience (Table 4f)

Table 4a: General Effects Subtable
®Rdé¥  Bftsery/cowardice

01-04 Bravery/cowardice

05-08 Clairaudience

0912 Clairvoyance

13-16  Commune

1719  Detection (Table 4al)'

20-23 ESP

24-26 Hight/Encumbrance ‘
27-30 Halve/double damage taken
31-A Haste/s ow

3538  Healing/harming (Table 4a2)
39-41 Resgance/poison (Table 4a3)
42-44  Infravision/blindness

4548  Invisibility/glow in dark
4952 |nvulnerability/Desth

535 Knowledge/Forgetfulness (Table 4a4)
57-60 Love/Hatred

61-64  Paralyss’

65-68 Polymorph (Table 4a5)
6972  Quest (Table 4a6)

7376  YQeep’

77-80 Spesking (Table4ay)'

8184  Sone’

8588 Sun (Table 4a2)?

8992 Teleportatior?

9395  Truesight/blindness
1724
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9698 Immunity/Disease (Table 4a8)
9900 Two effects (Roll twice ignoring 99-00)

8393 Look-dike of party member
4-00 Partialy polymorphed (roll againignor-

'If detrimental, power gives information. ing94-00)
% beneficial, power gives protection from rolled
occurrence. Table 4a6: Guest Subsubtable
3 beneficial, power teleports drinker home (with Roall Drinker seeks
full shares). If detrimental, power acts as a ran- 01-30 Largest monster on level, in order to
domteleporter. kill it.
31-:55 DM chooses magic item on leve.
Table 4al: Detection Subsubtable 56-75 DM chooses nonplayer character.
Roall Detects 7690 A nonplayer character stronger than the
01-20 Magic drinker, in order to get into afight.
21-35  Traps 91-00 Random (something foolish).
3650 Evil
51-65 Good Table 4a7: Speaking Subsubtable
66-75 Invishility Roll Speak
7685 Disesse 01-20  with plants
86-9%5 Poison 21-45  with animals
%600 Phese 46-49  with monger*
70-80  with dead
Table 4a2: Healing or Harming and Stunning 8190 dragons
Subsubtable 91-00  with monster*
Rall  Dice *Random or chosen by DM
01-50 1
51-75 2 Table 4a8: Disease Subsubtable
7690 3 (Detriment Only)
91-9 4 Roall Disease
00 5 01-30  Grippe
31:55  Dysentery
Table 4a3: Poison Saving Throw Adjustment 5-70 Cholera
Subsubtable (+/-) 7177 Yelow Fever
Roll  Adjust! 7885 Typhus
0140 1 8692 Typhoid Fever
41-70 2 9396 Smadlpox
7190 3 9799  Spotted Fever
Find/Lose way out of dungeon 00 Tuberculosis
3155  Gain/lose one weapon proficiency
5675  Know next effect of fountain/lose one Table 4b: Characteristic Effects Subtable—
sl level* Also Roll on Table 4bl
7690 Gain/lose expertisein onewegpon (+-1) Rall  Affects
91-00  Gain knowledge of nearest 01-06  Strength
treasure/amnesia 07-12  Intelligence
*if applicable 1318 Wisdom
1924  Condtitution
Table4a5: Polymorph Subsubtable 2530 Dexterity
(Detriment Only) 31-36  Charisma
Roll  Polymorph into 37"2 Sze
0-:30  Animd 438  Sped
3150 1 HD monster 4954 Beauty
51-65 2 HD monster 5560 Gender*
66-80 3 HD monster 6166  Handedness*
81-87 4 HD monster 67-73 Primerequisite
1724
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7480 Highest

81-87 Lowest

8398 Affects closest to median
PX-00 Affectstwo (roll twice)
*|f beneficial, no effect

Table 4bl: Number of Points Changed (+/-)
Subsubtable
Range of Points
318 or 120 1-100
1

Roll  1-10 or 1-12
O1-50
51 -0
&1 -70
7 1-80
8190
o1 O
96-99 3

00 3

NNNN R
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Table 4c: Magical Effects Subtable
Roll  Effect

01-15  Ist-level spell

1630  2nd-leve spell*

3140  3rd-level spell*

41-47  Ath-leve spell*

4853 Sthlevel spdl®

5460 6th-leve spel’

61-70  Enchant next weapon touched
(see Table 4cl)

1 extraspell level®

2 extra spell levels®

3 extraspel levels

4 extraspell levels’
Enchant next object touched
(Table 4cl)

00 Two effects (Rall twice, ignoring 00)
'Roll a random spell until an applicable
benefit/detriment appears.
2If drinker cannot use spells, no effect.

71-77
78-83
84-88
89-92
93-99

Table 4cl: Magical Enchantment Subsubtable
Roll +/-
01-70 1
7195 2
9699 3
00 4

Table 4d: Monetary Effect Subtable
(Roll also on Table 4dl)

66-80 Jewery

81-90  Platinum

91-99  Double/halve treasure!
00 Roll on Table 4f

'Do not roll on Table 4dl

Table 4dl: Monetary Gain and

L oss Subsubtable
Roll Gold Gems Jewery Platinum
O1-50 50 1 1 10
51-65 100 2 1 10
66-75 175 2 2 25
768 250 3 2 25
8695 400 3 2 50
%699 500 3 3 50
00 1,000 14 3 100

Table 4e: Specia Effects Subtable

Rall Effect
01-25  Resistance/Susceptibility (Table 4el)
2645 +/-1 on saving throw (Table 4e2)
4650 +1-2 on saving throw (Table 4e2)

51 +/-3 on saving throw (Table 4€2)
52-62  Friendship/Hatred (Table 4€3)
6370 Menta block (Table 4€6)
71-75  Switch two characterigtics'
76-84 Indifference/Greed (Table 4€5)
8591  Ahility/Inability to determine direction
92-94  Blessing/Curse from the powers (or DM)
9597 Flesh tastes bad/good to monsters
9800 Sexudly aggressve/Timid

'Rall twice on Table 4b ignoring 83-00. If benefi-
cial, and rolls become detrimentdl, no effect.

Table 4el: Resstance/Susceptibility
Subsubtable (also roll on Table 4a3)

Roall Occurrence

01-20  Lesser undead!

21-35  Greater undead”

3645 Poison

46-52 Disintegration

5361 Druidic spells

62-69 Priestly spells

70-76 Electricity

77-84  Crushing blows

8393 Acid

9400 Possesson

'If beneficial, drinker resists energy drains and
parayzation. If detrimental, drinker takes double

Rall Effect drain, no save. Drinker is not initially aware of
01-30  Gold such detriment until undead attack.
31-:65 Gems
1724
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Fountain, Lasko's Magica

E

Table 4e2: Saving Throw Deter mination
Subsubtable

Roll Save vs.
01-10 Cad
11-20 Fire
21-35 Death
3647 Magic dls
4860 Wands
61-/0 Staves
71-75  Dragon breath
76-82 Stoning
8399 Lightning
00 All saving throws
Table 4e3: Friendship/Hatred Subsubtable
Roll LikesHates
01-10  Elves
11-20 Dwarves
21-27  Humans
28-36 Dragons
37-42  Tanarri
4348 Wizards
4954 Prieds
5559 Haflings
60-66 All other races
67-71  Undead
72-77 Fiends
7883  Efreseti
8490 Treants
91-:95  Unicorns
BN  Powers
00 Anything
Table 4e4: Mental Block Subsubtable
Roll Block
01-15  Umber hulks/pits
1628  Beholders/traps
29-39 Nymphg/priests
4050 Liches/druids
5060 Space digtortion/random monster class
61-69 Medusae baslisks, etc./friends
70-78 Phantasmals and illusions/armor
79-86 Symbolghometown
87-95 Psonic attackers/dungeon exit
9%6-00 Any two above/one above plus one on

Table 4e3
Explanation: Mental blocks are placed in the
mind in such away that the drinker does not redl-
ize the block is there. That is, phantasmals will
not do any harm, and neither will gaze attacks.
However, monsters mentally blocked away can
still attack (the exception being psionic attackers)

and traps will till be sprung all the time because
the drinker does not redlize they are there.

Table 4¢5: Indifference/Greed Subsubtable

Rall I ndifferent/Greedy Tendency
01-34  Money
35-40 Clothing
41-55 Magicd items
5667 Gems
68-75 Wegponry (evenif he or she can't use
it!
76-82  Junk and broken artifacts
8395 Armor or protection
96-00 Random or chosen by DM (for exam-

ple, feathers, pine cones, bags, blades
of grass, €tc)
Note: Indifference does not mean the drinker will
no longer use them, merely that he or she doesn't
care about their upkeep or quantity.

Table 4f: Experience Effects Subtable
(Ignore Table 5)

Rall Effect
01-50  1d6 x 100 experience points
51-70  1dI2 x 100 experience points
71-79  1d20 x 200 experience points
80-87  3dIO x 500 experience points
8891 1diO x 1,000 experience points
92-95 +5% experience bonus
9698 +10% experience bonus

P9 +-1 levels

00 Roall again and double effect

'If detrimental, reduce drinker's level by one. If
beneficial, increase level by one.

Table 5. Duration of Effects
Previous Subtable Rolled:

Rall 4a 4h 4c 4 de 4
OwOo IWk IWk IWk — IWk —
4155 IWk IMnth IWk — 2Wk —
5665 IMnth IMnth 2Wk — IMnth —
6675 2Mnth |Yr IMnh — 2Mnth —
768 Pem Pem 1Mnth — 4Mnth —
8695 Pam Rm Pem — Pam —
%0 Pem Pem Pem — Pam —

Variations. Have the fountains alignment ori-
ented in such away that certain alignments
aways gain benefits and others aways get detri-
ments (have the alignments change from time to
time also). Have various high-level monsters

guarding them (water weirds or water elementals)
1724
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~y, Fountain of Time -

so the party will conclude that the fountain is
very beneficia. Have one large fountain that only
alows one magical drink per misson, but does 0
indefinitely. The tables can be applied to other
artifacts, thus making the character an unwilling
victim when he or she comes into proximity with
or touches such an object.

of Time
XPVaue — GPVaue —
Old Empires
This powerful artifact is located somewhere in
eastern Mulhorand. Little is known about it,
except for the few words in the Unique Wiz
ardries, abook of spdls belonging to the wizard
Nezram:

"Ofall the artifacts created by the ancients, the
most Marvelous and terrifying was Great Font.
This was a pearl-whitepool, containedin a crystal
the color of milk, which appearedin a miragein
the eastern wastes. The waters were too bitter to
drink. But ifone looked into thefont in the light of
afull moon, one could see scenesfrom the antig-
uity of Mulhorand that one would swear were
real—and indeed, they are. For if one concentrates
on that image... | shall say no more, in hope that
none shall follow where | have traveled.”

No knowledge exists about the origin of the
font, except in the archives of Thoth. Thefont of
time enables any who look into it during a full
moon, to see images of Mulhorand in the days of
its original empire. It is possible to possess the
body of an individual from that image, and thus
experience life in Mulhorand at the height of its
power. To return home, one must find one's way
to the font a the time of the new moon, when it is
possible to look back at oneself, and return to
one's own form,

of Tomorrow
GPVaue —
The Milenian Empire
This lesser artifact has 240 Power Points and
recharges e the rate of 10 per turn.

The fountain was created by Peua as a gift for
the Milenians. Its purpose is to help these people
avoid the mistakes of their ancestors, and to guide
them toward a prosperous future.

When the Milenians first arrived in the Hollow
World, they discovered the fountain nearby. Great
praise was given to both Petra and Halav, and a
temple was built near the fountain in their honor.

XPVaue —

Around the temple grew a city named Corisa,
which would become the capital of the Empire
and the seet of its power.

The fountain still bubbles merrily in front of
this grand temple, and is one of the most visited
and sacred places in the Empire. Milenians from
al corners of the nation make pilgrimage to the
Fountain of Tomorrow. For asmall donation (5 gp
or the equivalent in goods), the priests of Petra
give out small, blue glass vials of the fountain's
precious water. Though the water remains
enchanted, it does not retain its full potency. A
single vial can be used to cure blindness, cure
disease, or to damage undead monsters, and acts
like normal holy water.

The fountain is exquisitely beautiful and made
of multicolor marble. The ornate bowl is sup-
ported by the likenesses of Halav and Peua,
whose arms are clagped around the rim. A stream
of shimmering water reaches 2 feet into the air
and cascades down into the bowl. The water orig-
inates from thin air, and does not spill out of the
fountain. The artifact stands 4 feet tall.

Powers. Mortals who have been chosen by
their Immortals to become oracles may drink
from the fountain and receive its powers.
Although it was created by Petra, the followers of
any Immortal can become oracles by sipping
from the fountain. Oracles gain the following per-
manent powers.

Create Icon (50 PP), the ahility to fashion a
vessdl for an Immortal's power.
Divination (80 PP), the power to "see" the
future.
* Immunity to disease (20 PP)
Immunity to poison (40 PP)
SowedAging (50 PP): Oraclesageat V™ the
rate of norma mortals.
When an oracle drinks from the fountain, he or
she becomes permanently blind. An oraclethen
feels immediately compelled to fashion aniicon in
honor of his or her Immortal, and to seek out that
Immorta's shrine. An oracle must do nothing else
until these tasks are complete.

Oracles suffer no penalties. However, any mor-
tal who drinks and was not chosen to become an
oracle is cursed, becoming blind (no saving
throw), though a remove curse spell negates the
effect. Those who drink also suffer a-2 penalty
to all attack rolls and a -4 penalty to al saving
throws for 1d6 days.

Note: Thefountain oftomorrow cannot be
1726
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Fur of Warmth, Zambi's
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moved by mortal hands or transported by mortal
magic. It can be destroyed if the heart ofentropy
isthrown into its waters.

Four-Leaf Clover
XPValue 100 GP Value 1,000
The Book of Marvelous Magic
If worn visibly on outer clothing or armor, this
item gives the user abonus of +1 on al saving
throws. However, any sprites, pixies, nixies, or
other intelligent woodland beings seeing the user
may become irritated (-2 penalty to reaction
rolls) and either steal the item (70%) or attack

(30%).

Fur
Furs are the hides of various mammals, cured and
salted in order to prevent rotting. In some cul-
tures, wearing the skins of dead animas is a sgn
of wedth and status, in others it marks a person
of cruelty and boastful sadism, while in still
others, furs are a necessity of life.

Anagakok
XPVaue: 2,000 GPVaue: 10,000
The Greeat Glacier

Her fur gives her total immunity to the effects of
cold. She need not wear clothing designed for
arctic weather, in fact most anagakok wesar loose
lesther tunics. However, she suffers normal dam-
age from cold-based spells and other magically
generated cold effects (such as awhite dragon's
breath wegpon).

of Elsawhere

GP Value: 35000

New Item

Furs ofelsewhere are made from displacer beast
hides. To manufacture afur of elsewhere, the
entire hide of a freshly killed displacer beast must
be used within one round of its death. The hide
must be skinned in one fell stroke with an obsid-
ian knife, and a permanency spell is then cast on
the pelt.

Furs ofelswhere allow awearer to appear to be
3 feet away from where he or she actualy is—so
any attackers suffer a-1 penaty on attack rolls,
and the first attack always misses the wearer.

To determine the true position of the wearer,
roll 1d10. On a 15 the wearer is in front of the
attacker; on 6 or 7, to the attacker's left; on 89
theright; and on 10 the user is behind the attacker.

XPValue 7,000

Of course, displacer beasts know instinc-
tively where a character wearing one of these
furs is located and what is being worn. Their
nature is to attack anyone wearing the pelt of a
former cousin.

These furs can be rendered nonmagical by a
dispel magic spell from an 8th-level caster or by
the application of nonorganic materia on the hide
(sewing it with ameta needle and fabric thread,
using buttons, pins, or similar accouterments).
No other magical items may be used while wear-
ing afur ofelsewhere.

of Warmth

GP Value: 25,000
Tome of Magic
These large, white furs (5 by 8 feet) are report-
edly taken from the skins of creatures native to
the Paraelemental Plane of Ice. A person wearing
the fur gill feels cold in a cold environment (such
as the Paraglementa Plane of Ice), but does not
suffer damage from exposure.

Anyone wrapped in the fur is immune to the
natural effects of cold, including the environ-
ments of the Inner Planes. The wearer takes half-
damage from cold-based attacks, and need not be
covered completely by the fur to receive the
enchanted protection; the fur must simply be
draped over the shoulders like acape. If the fur is
cut into more than one piece, it loses its magica
property.

If the fur isworn in pleasant or hot wegther, it
affectsthe wearer as any other large fur would.

XPValue 5,000

Zambi's Fur of Warmth
XPValue: 8,000 GP Value 40,000
1992 Fantasy Collector Card 513
Zambi is a hierophant druid who has been travel-
ing the Elemental Planesfor years, now. Recently,
she found her way into the Paradlemental Plane
of Ice, where she charmed a native beast and then
sacrificed it amidst many charm incantations. As
aresult, the pelt she took from the beast not only
functions as afur of warmth, protecting her from
natural cold damage and halving damage from
cold-based attacks, but with it she can summon
and control water and ice elementals (22nd level)
once per day. Unhappily, creatures from the Ele-
mental Planes of Fire and Magma are attracted to
the fur and gain +2 bonuses to their attack rolls

againg its wearer.
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Gaff

A géffis a 10- to 20-foot pole that endsin *
ametal hook. Sailors use gaffs to pull their craft
to a dock or, occasondly, to another ship. Gaffs
can aso be used to bring men or cargo to safety if
they fall overboard. Fishers use gaffs with sharp
hooks to help land fish. Another type of gaff is a
kind of overhead spar used to support a quadrilat-
erd sl

of Docking
XPVaue 1,000 GP Value 5,000
The Book of Marvelous Magic

This item is a 15-foot-long wooden pole with a
metal hook on one end. It is used by sailors to
pull a ship toward a dock or, occasionally,
another ship. When used in either manner, the
gaff magically causes the ship to smoothly
approach and softly touch the dock or other
vessdl in one round, regardless of the ship'ston-
nage or cargo.

of Gaffes

XPValue — GP Value 2,000
The Book of Marvelous Magic
This gaff is identical to a gaff of docking but
causes the ship to collide with the dock or another
ship, causing 106 points of damage to the hull of
the user's vessdl. The gaff then becomes nonmag-
icd, but curses the affected ship, causing itto col-
lide in like manner whenever it approaches
another ship or is docked. A remove curse spell
applied by a cagter of at least 15th level removes
the curse.

Gas of Dreadful Seep
XPValue: 200 GP Value 800
The Hidden Shrine of Tamoachan
A save vs. poison must be made every round a
character is exposed to this gas or the victim falls
adeep for 5,000 years, or until the gas (apoison)
is neutralized. It forms a cloud of green swirling

vaporsin a40-foot, cubic area.

Gate

Gates are temporary or permanent portals to
other planes of existence or to other worlds on the
same plane. Most gates are quite ordinary in
appearance, indistinguishable from mundane
items of similar construction. Some gates can
creete portals to more than one location, athough

Gate, Alternate World: L ute,

usuaJIy only one such portal can be
opened a any giventime. (Seethe Planar
‘ Fork entry under Fork for another method
of planar travel.)

Alternate World

XPValue GPValue
Blackjack: 5,000 15,000
Laser Pistal: 5,000 15,000
Lute; 5,000 15,000
Pocket Tool: 5,000 15,000
Star: 5,000 15,000
Violin Casz 5,000 15,000
The Book of Marvelous Magic

A collection of odd, unfamiliar items, when
these strange gates are touched, each summons a
being from an alternate world, who appears
within one turn. At that time, a door appears
near the item (even if in midair), and a being
seps through the door, grabs the gate before the
characters can react (even if it is apparently
secured, sored, or held) and steps back through
the doorway. If the characters react quickly, the
DM may allow them to step through the door
and arrive in the alternate world. Once in such a
world, the characters must locate a gem of
returning to go back to their own world. The
characters might not remain human after pass-
ing through the gate, depending on the aternate
world they visit. The DM and the players should
discuss the change at that time—severe changes
should be optiond, not forced.

Alternate world gates should be selected, not
randomly decided. The various items and beings
linked to them are;

Blackjack: This small, heavy cudgel is made
of leather wrapped about a strip of sted. It sum-
mons an agent from the TOP SECRET* game: a
short, wiry, blond human wearing a black woolen
outfit. The agent might stop and eye the charac-
ters suspicioudy but does not spesk.

Laser Pistol: Thisis aplastic and chrome
cylinder with a grip on one end. It cannot be
fired without the user first spending 1d4+
turns experimenting. The pistol summonsa
security robot from the GAMMA WORLD® cam-
paign setting—a metallic humanoid with two
arms and two tentacles, each about 33 inches
long. The robot may mutter something about
"restricted areas’ but does not attack or other-
wise converse.

Lute: Thismusica instrument is 2 feet long. A
1738
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Gate of Symmetry

~

long, thin neck makes up one half, and a round,
flat-topped ornate box the other. Strings of
unknown material are attached to each end. The
lute summons a bard from anywhere, a normal,
well-armed but unarmored human. Heisclad in
green and carrying a flute. He may mutter some-
thing about incompatibility, but does not other-
wise converse,

Pocket Tool: This odd device is 3 inches long
and may be unfolded to reved aknife, corkscrew,
and various other utensils of fine metal manufac-
ture. The tool summons aY azirian from the STAR
FRONTIERS® adventure setting—a human-sized,
monkey-like being with membranes between its
arms and body. The creature may bare its teeth
and snarl at the characters but does not otherwise
converse.

Star: This silver five-pointed item is appar-
ently a brooch. The star summons a sheriff from
the BOOT HILL* game—anorma man clad in fine
but thin black leether who wears lumps of metal
strapped to his hips. He pins the star to his vest
and might draw one of his metallic hip devices,
twirls it with one finger, and replaces it. He then
winks solemnly at the characters and departs.

Violin Case: This strangely shaped box has
three hasps; if opened, a golden, furry lining is
seen but the box is empty. Both the lining and the
materia of the box are unfamiliar. The case sum-
mons a thug from the GANGBUSTERS™ game—a
human clad entirely in black, wearing a cloth hat,
and carrying an odd, metal tube with two handles
and alarge, rounded middle. He may wave the
device about threateningly but does not attack
and cannot speak intelligently.

In Ravenloft: This device does not function in
the demiplane.

of Symmetry
XPValue: 4,000 GP Value: 35,000
POLYHEDRON Newszine69

Long before humans recorded history in the
land of Kara-Tur, a powerful nature spirit resid-
ing in the depths of a volcano locat'ed some-
where off the coast of what is now the country
of Wa began constructing these items to allow
him quick passage between his idand and the
rest of Kara-Tur.

Each gateway consists of a bowl and a ring,
each about a foot across, made of mithral (which
is very rare in the eastern lands). A gateway of
symmetry's power is dependent on measurements

more precise than mortals can make. Even the
origina nature spirit had to laborioudy copy each
gateway from the original, which gill lies hidden
in the volcano, protected by a permanent time
stop spell. All attempts to pattern new gateways
from existing copies fail unless awish is used to
make the measurements perfect—even the best
copies change alittle over time.

The mogt effective method of cregting a  gate-
way of symmetry requires the 8th-level wizard
spell gateway. A gateway spdl used in this man-
ner lasts one week, plus one week per leve of the
caster and dway's has a 100% chance of success.

Another method to activate a gateway of
symmetry isto place amagica item into the bowl.
This destroys the item completely, reducing it to a
sparkling dust that blows away at the first breeze.
The bowl does not function with artifacts, relics
or holy symbols of any kind. When activated in
this manner, a gateway remains open one round
for each "plus" each dose of apotion, or for each
charge left in amagica item.

Each end of an active gateway of symmetryisa
vertical, disc-shaped field about 12 feet across.
The two fields can connect any two points on the
Prime Materia Plane regardless of the distance
between them, but each half of the gateway must
be physically placed by the user. Unlike the gate-
way spell, aportal created by agateway ofsym-
metry allows nonliving matter to pass freely
through it.

Gateways of symmetry can dso belinked into a
network which allows creatures with the proper
command words to enter at any point and travel
to any location in the network. Each location has
its own command word. Once opened with the
proper command word, the gateway remains
open, alowing nonliving matter and creatures
who don't know the command word to follow the
same path, in either direction, followed by the
user who spoke the command word. A separate
command word doses the gateway.

Using amagical item requires no command
word, only avery clear thought of the destination
gate. If the user does not know where the other
end of the gateway lies, it cannot be used, though
the magical itemis ill destroyed. Oncethe gate-
way is opened and used, anyone or anything can
follow the user, and the gateway can be kept open
by placing more magic in the bowl. Currently
there are between 50 and 100 gateways of symme-

try inthe Prime Materia Plane.
1742
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Gauntlets of Dexterity 11

_

Gauntlet

Gauntlets are armored gloves. They can be made
of leather, metal plates, or chain mail. Every suit
of armor is assumed to include gauntlets of an
appropriate type. Magical gauntlets tend to be
finer, lighter, and more easily worn than normal
varieties. They automatically enlarge or shrink to
fit any wearer from pixie- to giant-size.

Rall Gauntlet Type

01-08 Bagh Nakh

0917 Cedus

1825 Claw

26-33  Clawrazor

34-42  Gauntlet

43-47 Hora

4852 |orasume

5358 Nagodarika

59-67 Nekode

68-75 Punch-cutter*

76-83 Tdatra

8492 Punch-cutter*

93-00 Tiger'sclaws

Claw of the Bear

XPValue 500 GP Value 5,000

DRAGON Magazine 187

This minor magical item condsts of a st of sup-

ple gauntlets which, upon mental command,

extrude sharp, enchanted bear claws (the
gauntlets save vs. atacks as soft metal). A druid
wearing these gauntlets has two attacks per round

in melee combat. The gloves are +1 wegpons, and

each inflicts 1d3+2 points of damage per strike.

Additiondly, adruid using these claws may climb
trees with no chance of falling and may climb
irregular stone surfaces such as mountains and
mortared walls as a thief with abase 75% success
rate, modified by race and dexterity.

Clawed

GPValue: 12,000
luz the Evil
These iron gauntlets are usable by priests and
warriors. They appear as strong, tough, but
unusualy flexible, sted gauntlets. When a com-
mand word is spoken, the fingers of the gauntlets
sprout viciously curved, talons, severd inches in
length. The gauntlets may then be used as weap-
onsin melee combat. A successful melee hit from
agauntlet inflicts 1d4+4 points of damage on an

XPValue: 2,000

opponent, and on a successful attack roll of 18+,
a paralyzing venom is injected into the victim.
The struck creature is alowed a saving throw vs.
poison. If this is successful, the cresture is unaf-
fected, but if the throw fails, it must make a Con-
stitution check each subsequent round (for four
rounds), or become paralyzed for 2dIO turns.

Clawed gauntlets are not usable as melee
wesapons if the creature employing them holds a
wegpon. Clawed gauntlets are usually found in
pairs, although they may be used singly. For
instance, afighter could employ a clawed gaunt-
let in one hand and a shield in the other. How-
ever, if a combatant wears only one clawed
gauntlet with adifferent gauntlet (or nothing) on
the other hand, a-1 penalty is imposed on all
attack rolls due to imbalance. Finally, apriest
wearing clawed gauntlets cannot cast spells with
a somatic component when the gauntlets' claws
are unsheathed.

Climbing Claws
XPValue: 1,000 GP Value 8000
Rege of the Rekasta

Thisis a gpecid type of toratsume that has been
modified to make them useful as climbing
devices. Any thief character who uses climbing
claws when attempting to scale awall or other
surface will gain a+10% bonusto his or her abil-
ity. The claws will aso fit an elf or any of the
other human character classes. In these cases,
they give the wearer aflat 10% chance to climb
walls as if the character were a thief. Rakasta
characters can use the climbing claws in combat
just as they would an ordinary pair of toratsume.
Any other type of character using the claws to
fight will be able to gtrike only once with them in
any combat round, doing 1d4 points of damage
on a successful hit.

of Dexterity
XPValue 1,000 GP Value: 10,000
The Book of Marvelous Magic
These glovesraisethe user's Dexterity scoreto 18
when worn. The user gains all bonuses derived by
that.

of Dexterity |1
XPValue 1,000 GPValue: 10,000
DUNGEON MASTER Guide
A pair of these gloves appears to be nothing more

than lightweight leather hand-wear of the every-
1747
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Gauntlets of Entrapment

ﬁ

day sort. Naturally, they radiate magic if detect
magic is cast. They size themselves magically to
fit any hand, from that of a huge human to that of
a smdl halfling. Gauntlets of dexterity increase
overall Dexterity by four points if the wearer's
Dexterity is 6 or less, by two pointsif at 7 to 13,
and by one point if Dexterity is 14 or higher. Fur-
thermore, wearing these gloves enables a nonthief
to pick pockets (95% chance) or open locks (37%
chance) as if he or she were a 4th-level thief. If
worn by athief, they increase these two abilities
by 10%.

of Entrapment

XPVaue — GPValue: 1,200
The Book of Marvelous Magic
These gauntlets appear to be and may even
function as gauntlets of ogre power. However,
there is a 50% chance per use that they will
cause the wearer to drop any items held; the
gloves then clasp themselves together, prevent-
ing their use. Once clasped, the gauntlets cannot
be unfastened and the entrapped hands cannot
be pulled loose from them until a remove curse
spell is applied. They may be used as often as
desired, and the remove curse does not destroy
their powers.

Fire Claws
XPValue: 9,000 GP Value: 50,000
IMAGINE Magazine 29

These two clawed gauntlets of red metal scales
are gem-encrusted and act as gauntlets of defense
AC 0. Each acts as ashort sword +5 in combat
and as the functional equivalent of aring offire
resistance. Because they are unwieldy, it is
impossible to wear fire claws and use any other
hand held item.

Fjalar's
GPVaue 10,000
Legends & Lore
Fjalar wears a pair of magic gauntlets +3 that
alow him to strike for 2d1O damage.

XPValue 2,000

of Fumbling

GP Value 1,000
DUNGEON MASTER Guide
These gauntlets may be of supple leather or any
heavy, protective material suitable for use with
armor (rings, scale, chain). In the former instance,
they appear to be gauntlets ofdexterity; in the lat-
ter case, the gauntlets look like gauntlets ofogre
power. They perform according to every test as if
they are gauntlets ofdexterity or ogrepower until
the wearer is under attack or in alife-or-death St-
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Gauntlet, Hand of Remote Action

ﬁ

uation. At that time, the curse is activated, and the
wearer becomes very clumsy, with a 50% chance
each round of dropping anything held in either
hand. The gauntlets also lower overall Dexterity
by 2 points. Once the curse is activated, the
gloves can be removed only by means of aremove
curse spell or awish.

Glim-Gauntlet
XPValue 1,000 GP Value 4,000
The Ruins of Undermountain

The method of making these single gauntlets is
largely forgotten. They were once the most common
magical item in Waterdeep. Woven of metallic
fibers, they magically alter size to fit the wesrer.
They can handle sharp objects and pass through
flame and heat without damage to the wearer's hand.

A glim-gauntlet is named for its power to glow
with a soft yellow radiance akin tofaeriefire
upon the mental command of the wearer. The
light can be varied from bright (not blinding) to a
dim glow, and can last without limit, so long as
the glove isworn by aliving being. A glim-gaunt-
let can also cause magical dweomers (the auras of
enchanted items, not living things) to glow faintly
when touched by the gauntlet. The strength of
such auras roughly corresponds to the power of

Hand of Remote Action
XPValue: 1,400 GPValue: 16,500
DRAGON Magazine 9
Also known as a wonderful hand, this unusual
creation is actually two devices—a gauntlet of
steel that changes size to fit the hand of any
wearer (halfling through human), and a"hand" of
solid steel, identical to the gauntlet in size and
appearance. The two items are magically
linked, so that the hand mimics al actions of the
gauntlet from a distance of 10 feet per point of
Wisdom possessed by the wearer. Thus, the
wearer of the hand ofremote action may grasp at
empty air and the hand, some distance away,
grasps at an enemy. The positioning and move-
ment of the hand are under the complete control
of the gauntlet wearer as long as the hand is
within the maximum allowable distance and

remains within the sight of the wearer.

All attacks made by the hand are at -1, due to
the difficulty of accurately judging distances
from afar.

The hand may transport wespons, but it cannot
be used to wield them or hurl them; its chief use
is to manipulate dangerous items and to disarm
traps and locks from a distance. It is particularly
suited for use by thieves, athough any class may

employ the item.
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~ Gauntlets of Heat -

The hand, unless its speed is markedly
increased (by telekinesis or similar means), does
108 points of damage per blow. For purposes of
bending bars, opening doors, and similar
actions, it has the same effective Strength as the
gauntlet wearer. It cannot be destroyed by physi-
cal attacks, but it becomes inert if it takes blows
amounting to 20 points of damage. It can be
"recharged,” negating al damage, by bringing it
into contact with the gauntlet before the 20 point
limit is reached. If it falls inert, either from
damage or by moving out of sight of the gaunt-
let wearer, it must be "replenished” by keeping
it within the maximum distance for a period of
one day for each day (or fraction of it) that it
was inert; S0 even a momentary loss of control
over the hand causes it to become useless for
one day. The gauntlet and hand cannot be
employed in conjunction with any other form of
magical gauntlets. The hand cannot be con-
trolled when the wearer is being attacked psioni-
cally, or is the target of some form of
mind-control magic; however, it will remain
functional, and can be used again as soon as the
wearer is no longer under mental attack.

The hand ofremote action cannot be damaged
by fire, heat, cold, or eectricity, but if it is hit by
amagical force of one of these sorts, the spell
effect is tranamitted at half-strength to the gaunt-
let wearer. For instance, if the hand is hit by a
fireball of 8d6 strength, the gauntlet wearer takes
4d6 of damage, or 2d6 if a saving throw is made.
Neither the gauntlet nor the hand is subject to any
form of rust or corrosion, including attacks by
rust monsters.

of Heat
XPValue 1,000 GP Value 10,000
DRAGON Magazine 91
These gloves are capable of generating heat and
fire on the mental command of the wearer. A st
of gauntlets of heat is capable of producing the
following powers—the wearer can produceflame
and heat metal six times per day per gauntlet, and
use burning hands three times per day. The
gauntlets can also be used to ignite up to 12
arrows or crosshow bolts a day, like the spell
“flame arrow. All spel effects are at the 12th leve
of ahility.

of Holding
XPValue 1,000 GP Value: 10,000
The Book of Marvelous Magic

The wearer of these gloves may hold onto any
other item or creature without letting go. When

used in hand-to-hand combat, anormal attack roll

must first be successful, but the wearer may hold
onto the victim after that, squeezing if desired for
1d4 points of damage per round (plus Strength
bonus). The wearer's Dexterity bonus to Armor
Class (if any) does not gpply while holding onto a
sationary object or cregture.

Iron Gauntlet of Urnst
XPValue: 2,000 GPVdue 12000
GREYHAWK Adventures
This item was created by an iron-fisted wizard
who wanted a magica item to symbolize his phi-
losophy of life. It is a leather gauntlet covered
with flat iron plates on the upper surface. When
used in melee combat, the wearer has one attack
per round with a +2 to the attack. Damage

inflicted is determined on the following table:

Roll Result
01-12  Glancing blow: 1d6 points
1316  Solid punch: 2d6 points
1719 Hard punch: 3d6 points and opponent
is stunned next round
20 Crushing blow: 4d6 points and oppo-
nent is stunned for next three rounds

Add +4 to the next attack, and result rolls
againgt a stunned opponent instead of +2.

of Might
GP Vaue 70,000
Twilight Calling
The gauntlets of might allow the wearer to do
double damage (as a girdle ofgiant strength)
three times a day, and have the power of regener-
ation (asthering).

XPValue: 8,000

of Meander
XPValue 2,500 GP Value: 15,000
Curse of the Azure Bonds
The gauntlets of Moander are a st of bulky, mag-
ical gloves forged by priests of Moander long
ago, in the years before their god was banished
and imprisoned. They were originally designed to
destroy the pool ofradiance, the home of Tyran-
thraxus. The mere threst of these gloves was suf-
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Gauntlets of Super Strength
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ficient to cause Tyranthraxus to flee Y ulash.

The gauntlets have the image of an open mouth
in each pam. In the presence of the pool of radi-
ance, the mouths activate, and beams of light
arch out, linking with the pool itself. In five
rounds it will suck the energy dry from the pool,
seding it forever. The gauntlets then fall dormant,
losing all magical abilities, until a new pool of
radiance is opened.

The gauntlets have a number of beneficial
effects:

Give the wearer AC 2.

Function as gauntlets of ogre power.

Provide +2 on saving throws vs. spell.

Allow the wearer to communicate with (but
not command) dl plant life.
The wearer is aso more susceptible to the
effects of Meander's own magic, saving at -4.

of Ogre Power
XPValue 1,000 GPValue 15,000
The Book of Marvelous Magic
These gauntlets give thewearer 18 Strength and the
bonuses gained by that. The wearer may choose not
to use awegpon, griking ingtead with one fist each
round and gaining a+3 bonus to the attack roll,
inflicting 104 points of damage per hit (no bonus).

of Ogre Power 11
XPValue 1,000 GP Value 10,000

DUNGEON MASTER Guide
These appear the same as typical handgear for
armor. The wearer of these gloves, however is
imbued with 18/00 Strength in his or her hands,
arms, and shoulders. When striking with the hand
or with aweapon hurled or held, the gauntlets add
a+3 bonusto attack rolls and a +6 bonus to dam-
age inflicted when a hit is successful. These
gauntlets are particularly desirable when com-
bined with a girdle of giant strength and a hurled
weapon. They grow or shrink to fit any creature
from human to hafling.

of Polishing

XPValue 370 GPVaue 3750
POLYHEDRON Newszine43
While wearing these gauntlets, an individual is
able to thoroughly clean and polish any object
made of metal in Moth the time normally needed.
These gauntlets are highly prized by metal smiths
and invaluable for cleaning and drying armor
before it ruds.

of Proficiency

GP Value: 5,000
DRAGON Magazine 181
Rumors tell of magical gauntlets that impart pro-
ficiency with any weapon when worn. Gauntlets
ofproficiency would certainly be valuable, partic-
ularly to someone with alarge arsenal of magica
weapons. If the DM is very stingy with such
weapons, gauntlets of proficiency may be intro-
duced to the party.

Razor Claws of Chakyik
XPValue 1,500 GPValue 12,000
GREYHAWK Adventures
These were created by awizard loyal to the Tiger
Lord of the northwest. Always appearing in
pairs, each razor claw of the set consists of four
curved daggers attached to a leather gauntlet.
The wegpon gives +2 attack and 1d6+2 damage,
and requires no specia proficiency for use.
When both claws are used a once, a PC has two
attacks per round if his or her class level does not

dready dlow it. :

XPValue 500

of Specialization
XPValue 1,000 GPValue 10,000
: DRAGON Magazine 181
Rumors tell of magical gauntlets that impart spe-
cialization with any weapon when worn.
Gauntlets of specialization would certainly be
valuable, particularly to someone with alarge
arsend of magicad weapons. Gauntlets of special-
ization, however, can well cost the DM the cam-
paign unless extreme care is used.

of Sticking

XPValue 100 GP Value 1,000
The Book of Marvelous Magic
These gloves are identical to gauntlets ofholding,
but the user is unable to remove them. Each
gauntlet adheres to any item it touches, to amaxi-
mum of three. If any item weighs more than 300
pounds, the wearer can pull loose in Six rounds.
The items cannot otherwise be removed until
remove curseis applied by a caster of at least
15th levdl.

of Super Strength
XPValue: 3,000 GP Value: 30,000
The Book of Marvelous Magic
This pair of gloves appears to be and functions as

gauntlets of ogre power, but when commanded,
1766
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Gauntlets of Swimming and Climbing

they raise the wearer's Strength even further. The
wearer is then able to carry 200 pounds of addi-
tional weight and gains a+5 bonus to both attack
and damage rolls. This effect lasts only one turn
and may be used only once per day. However,
immediately after the effect ends, the user must
stop and eat a full mea or suffer a-4 penalty to
Strength, Dexterity, and Constitution scores and a
-4 pendlty to al saving throws. If a delay of more
than one turn occurs before dining, these penal-
ties apply for a least eight hours or until two full

meals and agood night's rest have been obtained.

of Swimming and Climbing

XPValue 1,000 GP Value: 10,000
DUNGEON MASTER Guide
A pair of these gloves looks normal, like light-
weight hand wear, but they radiate magic if detec-
tion is attempted. The wearer can have hands of
large (human) or small (halfling) size, but gains
the ability to swim as fast as atriton (MV 15)
underwater, and as fast as a merman (MV 18) on
the surface. The gauntlets do not grant the ability
to breathe in water.

The gloves give the wearer avery strong grip-
ping ability with respect to climbing. He or she
can climb vertical or nearly vertical surfaces, up
or down, with a 95% chance of success. If the
wearer is athief, the gauntlets increase success
probability to 99%.

of Tamus
XPValue 1,000 GP Value 10,000
DRAGON Magazine 159

This heavy steel gauntlet's origin is unknown,
despite any number of people who claim to know
the "truth of such matters." This device, made of
light chain mail and sheathed with metal plate,
“has become a highly prized tool for the giff—an
item s0 great in power and danger that it would
suit no other race. The gauntlet of Tamus received
itsname in an isolated skirmish during the Unhu-
man Wars. A giff mercenary found the gauntlet in
acave on an asteroid in the Calotian system.
Wearing it into battle against some very surprised
elves, Tamus found the gauntlet's power of gener-
ating explosions of tremendous force much to his
liking. Though he soon succumbed to excessive
damage in battle (mostly caused by the gauntlet),
Tamus secured a place for himself in giff folk-
lore.

As any giff will tell you, the gauntlet's correct

name is the mighty gauntlet of Colondl Tamus
Ewdun, field commander and subadmiral ofthe
fleet. The gauntlet can create an explosion three
times per day, not unlike afireball but without
flames, that does 5d8 points of damage to any
opponent within 5 feet of it. The blast is centered
on the gauntlet, subjecting the wearer to haf dam-
age. Nonetheless, it fills the hill for the perfect giff
weapon—it looks impressive with one's uniform,
does tremendous amounts of damage, and the
explosions are fantastic displays of thunder and
fury. It matters not a al that the weerer is subject to
damage as well; any true giff would smile in the
heart of such an explosion—it isthe mark of a great
warrior. The gauntlet's explosion can, if used
agang ships, do 14 hull points damage.

Another liahility of this item, the main reason
why the giff have kept it to themselves, is that the
gauntlet shrinksto fit the hand it is placed on and
never comes off! Its magic seems tied to the
wearer's life force, since the gauntlet comes loose
only upon the wearer's death. There are many
sages of the mysteries who would love some
answers about this item; quite frankly, though,
there are few that wish to get dose enough to its
current wielder to ask about it.

The gauntlet of Tamus is currently worn by
General Saerlg Tomojak, diplomatic envoy for
the giff to the Rock of Bra. His violent temper,
undiminished even after years of military disci-
pline, makes him apoor diplomat; nevertheless,
people consider what Saerlg's angry fist can do
and concede to his wishes. As such, the giff have
received many "favors' from Prince Andru in
return for keeping Bral's landscape intact.

The Gauntlet
XPVaue — GPValue —
The Gauntlet
The gauntlet is made of tough black leather. It
appears to have been made for a large human | eft
hand but is actually capable of fitting any left
hand. It has iron studs aong the fingers and four
rough gray-green gems st in the palm.

The gauntlet has a personality and purpose.
They should be treated in a manner similar to
those of intelligent swords. It has an Intelligence
of 15 and an Ego of 18, and thus a persondity of
33. Itsaignment is neutral evil and it will attempt
to dominate its bearer as soon as it is put on. If
the victim succumbs, he or she becomes a dave
to the gauntlet's commands. The gauntlet does

-
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~ Gauntlets of the Vaorous -

not alow the use of any of its powers by creatures
it does not control. Any character of nonevil
alignment who puts on the gauntlet suffers 1d3
points of damage each round that it is worn. The
gauntlet only attempts to control nonevil crea-
tures under exceptional circumstances, in which
cazeit leavesthe cresture with 1 hit point.

If aPC dons thegauntlet and becomes dominated
by it, the DM should immediately take control of
the character from the player and direct its actions
according to the desires of the gauntlet. Control of
the character can only be restored to the player if the
gauntlet isremoved. Removd requires the gpplica:
tion of an exorcize el cad a the 20th level. Crea
tures wearing the gauntlet who are not under its
control are able to remove it without difficulty.

The origina purpose of the gauntlet was the
destruction of the Keep a Adlerweg, but during
the yearsit lay dormant it became dissatisfied
and planned to capture and control the Keep,
rather than destroy it.

The gauntlet fears the Sentinel grestly since, if
they are brought together, the gauntlet will be
destroyed.

Powers There are two kinds of magical dhilities
that the gauntlet can employ—those that are per-
manent and may be used at will, and those which
may only be used for alimited period. These pow-
ers are only available to a PC who has been com-
pletely taken over by the persondity of thegauntlet.
Permanent Powers

The wearer gains anumber of Hit Dice or levels
(esappropriate). The number gained depends on
the origind level and Hit Dice of the wearer:

Original leve Levelg/Hit
/Hit Dice Dice gained
lessthan 1 5

13 4

4-6 3
79 2
11-12 1
morethan 12 0

Thewearer gains al hit points, THACO, saving
throw and magic resistance benefits of the
acquired level, but no extra spdll casting or spe-
cid dhilities.

» The wearer regenerates 5 points of damage
per round, even when reduced below O.

The wearer is protected by the equivalent of a
permanent protectionfrom normal missiles spel.

The wearer has a permanent shocking grasp
ability that adds 1d6+ hit points of electrical
damage to any hit scored with the hand wear-
ing the gauntlet. This damage does not apply
if aweapon is used.

The wearer has an equivalent Charisma of 18
when dedling with creatures of evil alignment.
This is due to the emanations of power from
the gauntlet and if it is destroyed, all creatures
previoudy subject to its influence are affected
by the equivaent of afear spell.

The wearer is no more than an automaton under
the control of the gauntlet, and is immune to
charm, command, confusion, ESP, fear, feeble-
mind, forget, friends, geas, holdperson, quest,
scare, sleep, and suggestion spells.
Limited Use Powers

The gauntlet may become the equivalent of a
maul of the titans (duration five rounds; see
Hammer) three times each day. It may be
automatically wielded by its wearer (regard-
less of Sze or strength) but it can only be used
for damaging structures and not as awespon.
The wearer may cast a.fear spell once per day
(duration six rounds).

The wearer may cast a know alignment spell
threetimes per day.

of the Valorous
XPValue: 10,000 GP Value: 45,000
The Ruins of Myth Drannor

Made for the heroes of Myth Drannor, these magi-
cd gloves vary in appearance from massive, sil-
very, ebow length, war gauntlets to delicate open
versions condgting of five knuckle-rings linked to
wrist bracelets by fine chains, along which can be
found various ornamentation (sometimes including
storage lockets for powders, scent, gems, or coins).

If a sngle gauntlet isworn, the wearer can punch
with it in battle for 1d4+ damage, making all
attack rolls a +3. It is supple enough to permit the
wearer to cast spdlswhilewearing it, and causesthe
wearer's spells to have the maximum possible
effects (overriding al the magic-affecting powers of
the mythal, but not any victim-saving throws). The
wearer dso gansa+1 bonuson dl saving throws.

If any two gauntlets ofthe valorous are worn,
the pair together has al the powers and properties
of asingle gauntlet, plus 1d3 of the following
powers (find randomly with a 1dI2 roll; these
powers are mentally reveaed to the wearer once

both gloves are donned, and are not changesble):
1770
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Gauntlets of the Valorous

ﬁ

Rall Extra Power
01 Regenerate (asthe 7th-level priest spdl) by
gauntlet-touch, twice/day.

vivd roll for the transformation (but unless
naturally a shapeshifting creature, any later
change back to normal form involves a sys

02 Resurrection (as the 7th-level priest spell, tem shock survivd roll).
cast by a 20th-level priest) by gauntlet 11 A gauntlet can hold monster once per day,
touch, once/day. by touch (as the 5th-level wizard spell, but

03 Chain lightning (as the 6th-level wizard only one cresture can be affected—save vs.
spdl, first arc of bolt dealing 12d6 damage) el at -3 to escape the spell effects).
from pointed gauntlet, three times per day. 12 Both gauntlets can, upon command, emit

04 Sone toflesh or itsreverse (as the 6th-level electrical discharges that they conduct
wizard spell) of up to 180 cubic feet total directly to foes with punch attacks, or that
volume, by gauntlet touch, once per day is added to the damage done by any wegpon
(one act of eitherflesh to stone or stone to wielded by either gauntlet; the damages
flesh, not once each). done are an additional 2d4 points; this

05 Telekinesis as the 5th-level wizard spell— power can be used once per turn, and last
the single round version that hurls objects one round each time—but can affect both
away—as if cast by a 12th-level wizard: gauntlets if desired, so that a high-level
objects of up to 300 pounds total can be fighter employing two weapons, one in
hurled, suffering 12 points of damage if either hand, during the same round would
they strike solid objects in flight, affecting gain 2d4 extra damage on both. (Weapons
objects and beings touched by a gauntlet and struck items normally requiring an
within a single round. Multiple objects can item saving throw vs. lightning are forced
be touched and willed to fly away, and this to make such throws, so that the gauntlet
goes on until the weight limit is exceeded. wearer can easily destroy his or her own
The object that is "over" won't be affected. wegpon unintentiondly.)

This power is usable twice aday.

06 Four times per day, the wearer of the gaunt- When a matched pair of gauntlets ofthe valor-
let can unleash apower blow when a suc- ousis used in a certain way (say, to swing amag-
cessful attack is landed. The attack does ical sword) or to do a certain thing (to day a
normal damage, plus 3d6 points of smiting baatezu or a dragon), they attain fulfillment. This
damege (and the victim must save vs. spdll purpose, set when they were created, is rarely
or be knocked down, its hold on weapons, known to the wearer, and cannot be divined by
ladders, railings, captives, masts, andthe  magical means.
like automatically broken). Upon fulfillment, the gloves blaze with light

07 Either one of the gauntlets can emit a name and vanish, headling their wearer, and removing all
blade (as the 2nd-level priest spell, dealing afflictions as would an €lixir of health. The
Id4+4 points of damage plus 2 more ifthe  wearer also gains 1d4 permanent hit points, a
victim is undead or especialy vulnerable to one-point gain on any ability score (randomly
fire, and -2 if it is protected against fire); chosen, not player's choice), and ancther perma-
this power can be evoked atotal of twice per nent ability. (Choose randomly from the follow-
day, regardless of which glove is used. ing table, rolling 108 and rerolling if it's an ability

08 By touch, agauntlet can heal (as the 6th- the being dready possessed.)
level priest spell), once aday.

09 Each gauntlet can emit repulsion (as the 6th- Roll Permanent Ability
level wizard spell) once/day: undead caught 01 Infravision (asthe spell), whenever concen-
in this specia repulsion effect must save vs. trated.
el a -2 or boil away, suffering 2d4 points 02 Being gains +40% to base success rate for
of damage to their unlife. climbing (see the PHB).

10 A gauntlet canpolymorph other (as the 4th- 03 Being gansabonusof +1 ondl attack rolls
level wizard spell) once/day, by touch; vic- with a particular type of weapon (specific,
timis alowed anormal saving throw, and is such as along sword, but not abroader cate-
not required to make a system shock sur- gory such as "sword").
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Gauize of Appearance
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04 Being gains a40% chance to notice traps
(as athief finds traps), even when not con-

centrating (abeing aready having this abil-
ity gains a+40% bonus).

Being gains the same chances to detect
depth and grade as a dwarf has (see the
PHB); note that the dwarven miners' apti-
tudes for detecting new construction, did-
ing or shifting areas or traps are not gained.
Being gains abase chance of 40% to move
silently (as athief; abeing already having
this ability gains a+40% bonus).

Being gains the ability to dimension door

(asa7th-level wizard does, but without any
spell).

Being can pass without trace once per day
(asthe 1g-leve priest spell—but no magi-
ca tral is left).

05

07

Note that these fulfillment benefits are perma
nent, and do not depend on alignment, behavior,
presence of the mythal, or proximity to where the
gloves vanished.

Wonderful Hand
See Hand of Remote Action, above.

Gauze of Appearance
XPValue 2,000 GP Value: 9,000
Draconomicon
Although this item was created by dragons and is
still crafted dmost exclusively by them, it can be
used by intelligent creatures of any race or dass. It
takes the form of a amdl sheet of the thinnest, mogt
filmy materid imaginable. It's effectively invisible
unless a creature is actively looking for it, and even

then the chance of naticing it is only 60%.

To be effective, the gauze needs to be draped
around the top of a doorway or porta o that any-
one trying to pass through the portal must brush the
gauze. The gauze immediately makes any invisible
creature that touches it visible again. In addition,
the creature who touched the gauze is totally con-
vinced he or she is il invisible, and unwilling to
believe anyone who triesto claim otherwise.

Gauze ofappearance also dissipates any illu-
sions that pass through it, and strips away the
effects of minor spells like change self. Even the
effects of a hat of disguise or a similar item is
reversed by the gauze.

Dragons frequently drape lengths of gauze
around their treasure hoards. Although they can

usually detect invisible intruders, any animal
guards they may be using might not be so lucky.

Gave

A gavd is asmall wooden mallet, a noisemaker,
used by rapping it sharply against a piece of wood.
Gaves are used by auctioneersto get atention, and
by magistratesto cal courts to order, conclude sen-
tencing, or quiet outbursts during court.

of Auctions
XPValue 400 GP Value 2,000
The Book of Marvelous Magic

This small wooden mallet is used by rapping it
sharply on apiece of wood. It has no effect unless
three or more creatures are within 30 feet when it
is used. At that time, the user of the gavel must
offer to the highest bidder al magicd items car-
ried. Any bid will suffice, and the wielder of the
gavel must hand over each item sold and collect
the payment. If everyone refuses to bid, the item
passes, the victim keeps the item and instead suf-
fersa-1 penalty to attack rolls, damage rolls, and
saving throws. These penalties are cumulative
with each item passed, to a maximum penalty of
-8 each. The auction continues until all magical
items are sold or passed, or until the gavel is
destroyed. All items sold at auction are legdly the
property of those buying them, but the origina
owner may withhold command words, if known.
The origind owner must announce this fact when
the item is sold. The items may be returned later,
of course, @t the discretion of the new owners. A
remove curse spell from a caster of a least 15th
level stops the auction by destroying the gavel. A
remove curse from any level caster removes the
accrued pendlties.

of Authority
XPValue: 600 GP Value: 3,000
The Book of Marvelous Magic
This item, rapped on any hardwood, raises the
user's Charismato 18. However, the effect lasts
for only one hour, and the gavel functions only
once aday.

of Order
XPValue: 800 GP Value 4,000
The Book of Marvelous Magic
This gavel appears to be agavel ofauctions but
causes every living creature within 30 feet to
make a saving throw vs. spell or be charmed by
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the user. This limited charm lasts for only one
hour and is easily removed by a dispel magic
spell. The gavel may be used only once a day.

Gem

A few definitions concerning gemstones are in
order. Most minerals (and gems are usually min-
erals) are of two types—crystalline, occurring as
single stones or clusters of stones, each having a
definite structure that is regularly repeated
throughout crystals of the same sort; or massive,
occurring as continuous masses of the same min-
eral, having no regular structure that is readily
discernible. (Technically, massive minerals are
actually composed of a great number of micro-
scopic crystals in most cases.)

Crystdline stones are oftenfaceted, a process by
which they are flaked or ground into a series of flat
surfaces that together usually form one of severa
customary cuts, in the shape of symmetrical but
irregular polyhedra. Both crystaline and massive
stones may be smooth cut, which isthe act of form-
ing them into regular shapes with flat surfaces sit-
able for engraving (those often found in rings).
They may be made into cabochons, oval or dome-
shaped, with one flat sde for mounting. They may
aso be carved into beads, figurines, symboals, and
other shapes, or simply polished in the natural
shape of the stone. Massive stones are sometimes
found in large enough masses to be shaped like one
would shape wood or stone; sections may be sawn
off alarge stone and used decoratively as dabs; or
they may be carved (or even turned on lathes) into
jars, bowls, and other functiona shapes.

Inclusions are any of the specks of other materi-
als, bubbles, tiny flaws, impurities, and the like
which affect the appearance of a stone by their
presence. Cat's-eyes, found among many mineral
families, are caused by certain patterns of inclu-
sions which, when a stone is shaped properly,
appear similar to the dit-shaped pupil of acat's eye.
Star gems have andogous patterns creating the illu-
sion of apale, six-rayed star. Both cat's-eyes and
stars must usually be cut as cabochons to display
the effects (known by the terms chatoyancy and
asterism respectively). The value of a given stone
will depend on its Size, color, relative freedom from
flaws, and the skill with which it has been cut.

Those mystical properties associated with the
various gems are to be associated with the "clas-
sica" forms; thus, while topaz exists in blue, col-
orless, and pink varieties, the mystical properties
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associated with the various gems are to be associ- Malachite Wards off spdlls, evil spirits, and
ated with the "classicd" forms; thus, while topaz poisons
exists in blue, colorless, and pink varieties, the Sunstone Wards off spdlls, evil spirits, and
mystical properties with which topaz is credited poisons
are linked only to the traditional honey-yellow Moonstone  Causes lycanthropy
stone (and the similarly colored "orienta topaz"). Olivine Protection from spells
When stones normally occur in a number of dif- Onyx Causes discord among enemies
ferent colors, such as with agate, jade, jasper, and Peridot Wards againgt enchantments
spinel (to name afew), this restriction does not Ruby Gives good luck
apply. In the following text, each type of gem Sapphire Aids understanding of problems,
mentioned in the DMG is referenced by at least kills spiders, boosts magical abili-
one of its popular names. The information on ties
gem category (ornamental, fancy, etc.) and base Sapphire Star Protection from magic
value in gold pieces is taken from the DMG. Sard Benefits wisdom
Reputed magical properties of gems: The Serpentine Adds to wile and cunning
Dungeon Master can use this list in a number of Topaz Wards off evil spirits
ways. The DM may choose gems with appropri- Turquoise Aids horses in al ways (but the
ate magical properties as needed material for the stone shatters when it operates)
creation of a magical diagram or as part of the
material components for the spells listed in the Gem Color  Meaning or Significance
Fiendomicon of Iggwllv (see Spellbook). The Black The Earth, darkness, negation.
gems marked with an asterisk may also be used to Blue The heavens, truth, spirituality.
refuel Daoud's wondrous lanthorn. Clear The sun, luck.
Green Venus, reproduction, resurrec-
Gem Type Effects or Uses tion, sight.
Agate Restful and safe deep Red Control of hemorrhaging, heat.
Alexandrite  Good omens White The Maoon, enigmas.
Amber Wards off disease Ydlow Secrecy, homeopathy, jaundice.
Amethyst Protects against drunkenness or
drugging Find the value of each gem or group of gems
Beryl Wards off enemies on the table below, and check for gem variations:
Bloodstone ~ Weather control
Carbuncle Powers of dragons sight Roll  Class BaseVaue
Carndlian Protection from evil 01-25 Ornamental Stones 10 gp
Cat's-eye agate Protection from spirits 26-50 Semiprecious Stones 50 gp
Chalcedony ~ Wards against undead 51-65 Fancy Stones 100 gp
Chrysoberyl  Protection from possession 66-80 Precious Stones 500 gp
Chrysolite Wards off spells 81-90 Hardstones Varies
Chrysoprase  Invisibility 91 Shells Varies
Cora Cams westher, ensures safety in 92-99 Gems [.00Ogp
river crossings, cures madness, 00 Jewels 5,000 gp
halts bleeding
Diamond Invulnerability vs. undead Ten percent of these gems are worth more or
Hematite Aids fighters, heals wounds less than their base value, either because of
Jacinth Luck for travelers, wards off imperfections or a particularly splendid cut. Use
plague, protection from fire the Gem Variation Table.
Jade Skill with music and musical
instruments Roll  Result
Jasper Protection from venom 1 Stone increases to the next higher value;
Jet Soul object materia roll again, ignoring aresult of 1.
LapisLazuli  Raises morale and courage 2 Stone is double base value.
Malachite Protection from falling 3 Stone is 10-60% above base value.
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4 Stone is 10-40% below base value. 71-72  Satin Spar
5 Stone is half base value. 7374  Sharpstone
6 Stone is decreased to next lower base 7576  Sheen
vaue; roll 106 again, ignoring aresult of 6. 77-78  Silkstone
7-8  Stone is uncut and in rough form (if pos- 7980 Snowflake Obsidian
sible). Value is 10% of that listed until 81-82  Sunstone
polished and cut by someone with jew- 8384 Thuparlia
elry proficiency. At that time, roll again 8586 Tiger Eye Agate
on this chart with 1d6. 87-88 Turquoise
8990 Variscite
If the specific type of stone is desired, go to the 91-92 Violane
appropriate table below and roll the stone type. 9394 Webstone
Note that some gems have both economic value 9596 Wonderstone
and commodity value if they can be used in creat- 97-98 Woodtine
ing magical items or magical spells. 99-00 Zarbrina
Roll Ornamental Stone Type Roll Semiprecious Stone Type
01-02  Agni Mani 01-02 Agae
0304 Algee 03-04 Alestone
0506 Augdite 0506 Andar
0708 Azurite 07-08 Aventurine
0910 Banded Agate 0910 Bloodstone
11-12  Blue Quartz 11-12  Boakhar
1314  Bluestone 1315 Carndian
1516  Chrysocolla 1618  Chalcedony
1718  Corstd 1921  Chrysoprase
1920  Crown of Silver 22-24  Citrine
21-22  Disthene 2526 Clelophane
23-24  Epidote 27-28 Datchas
2526 EyeAgate 29-30 Dioptase
27-28 FireAgate 31-32  Gold Sheen
2930 Fluorspar 3334 Hambergyle
31-32  Frost Agate 3536 Hydrophane
3334 Goldine 37-38 Hypersthene
3536 Greenstone 39-40 1d
37-38 Hematite 41-43  Irtios
39-40 Hyaline 44-45  Jasper
41-42  Lapis Lazuli 46-47  Luriyl
4344  Lynx Eye 48-49 Maacon
45-46  Maachite 5051  Mdlochrysos
47-48  Microcline 52-54 Moonstone
4950 MossAgate 5556 Mykaro
51-52  Nelvine 57-58 Mynteer
5354 Nune 5962 Onyx
5556 Obsidian 6364 Orprase
57-58 Ooalite 6566 Phendope
59-60 Ophedine 67-68 Rainbow Obsidian
61-62  Rhodochrosite 69-72 Rock Crystal
6364 Rosdline 7374 Samarskite
6566 Sagenite 7577  Sardonyx
67-68 Sanidine 7880 Serpentine
69-70 Sarbossa 81-82  Skydrop
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8386 Smoky Quartz 82-88 Sphene

87-88 Spodumene 8995 Spind

8991  Star Rose Quartz 96-00 Topaz

92-93 Tabasheer

M-95 Tchazar Roll Gem Stone Type
9697 Witherite 01-05 Black Opd

98-00 Zircon 06-11  Fire Opd

1216  Jasmd

RoU  Fancy StoneType 1721 Moonbar

01-03  Alexandrite 22-26  Opd

04-06 Amber 27-32  Orange Sapphire
0710  Amethyst 3337 Orblen

11-13  Angd's Skin 38-42 Ol

1416  Brandeen 43-47  Purple Sapphire
17-20  Cairngorm 4853 Ravenar

21-23  Chrysoberyl 5458 RedTeas

24-26 Chrysolite 5963 Rhodalite

27-30  Cord 64-68 Sgpphire

31-33  Golden Sapphire 6974 Sad

3436  Green Sapphire 7579  Shou Lung Topaz
37-40 Hdliotrope 80-84  Shou Lung Amethyst
41-43  Hyacinth 8589 Tomb Jade
44-46  Jade 909 Water Opd
47-50 Jargoon 96-00 Zenddure

51-53 Xt

5456 Kornerupine Roll Jewd Type

5760 Laeral'sTears 01-06 Amaratha

61-63 Mocca Stone 07-17  Bdjuril

6466 Octd 1825  Black Sapphire
67-70 Precious cat's-eye 26-36 Diamond

71-73  Scapra 37-47 Emerdd

74-76  Shandon 4858 Jacinth

77-80 Sinhdite 5969 King'sTears

81-83  StarDiopside 70-71  Rogue Stone

84-86 Tourmaline 72-82 Ruby

8790 Tremair 8385 ShouLung Emerald
91-:93  Ulvaen 8593 Star Ruby

M9 Waerstar 94-00 Star Sapphire

97-00 Ziose

Roll Hardstone Type

Roll Precious Stone Type 01-:06 Alabaster (5 )
01-07  Agquamarine 07-12  Archon(2gp)

0814 Euclase 1318  Hornbill Ivory (7 p)
1521  Flamedance 1924 IrisAgate (2 gp) :
22-29 Ganet 2530 Ivory (1-5 gp, depending on quality)
30-37 Hediodor 31-:36 Lumachella (26 )
3344 Horn Cord 37-42  Lusped (3 gp)

4551  Orbdine 4348 Marble (3 gp)

52-50  Pearl 49-54 Meerschaum (2 gp)
60-67 Peridot 5560 Pipestone (1 gp)
68-75 Raindrop 61-66 Psaedros (6 )
76-81  Rusteen 67-72 Serpentine Stone (3 gp)
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7378
79
80-85
8691
92-95
96-00

Soapstone (9 )

Star Metal (10,000 gp)
Sulabra (7 )
Tempskya (1 gp)
Turritedla(8 )

Xylopa (22 )

Shell Type

Abdone, Red (10 gp)

Abalone, Green (25 gp)

Black Helmet (45 gp)

Conch (10 gp)

Cowrie, Tiger (10 gp)

Cowrie, Pearl (20 gp)

Cowrie, Opd (100 gp)

Cowrie, Purple Star (4,000 gp)
Flame Helmet (50 gp)

Horned Helmet (50 gp)

Mother of Pearl (5 sp for one pound)
Nacre (1 gp for one pound)
Nautilus (5 gp)

Red Helmet (20 gp)

Sardonyx Helmet (40 gp)
Shambos (1-5 gp per shell plate)
Trochus (4 gp)

Turbo (2 gp)

Unio (1 gp)

RoU
01-05
06-07
08-14
1521
21-28
2933
34-36

37
3844
4551
52-58
59-65
66-72
7379
80-85
86-90
91-H4
95-98
99-00

of Atonement
GPVaue 4,000
IMAGINE Magazine 20
This white diamond allows the bearer to cast the
5th-level atonement pell once per day.

XPVadue 500

Bimbomushi

XPValue: 3,000 GP Value: 20,000
DRAGON Magazine 40
This item comes in two dightly different forms,
appearing either as amagica gem or like amagi-
cal stone. In either form, the bimbomushi acts
like aring ofprotection +3 for its carrier when in
battle with a creature of higher Hit Dice than the
bearer, as long as the enemy is conscious and in
battle.

of Brightness
XPValue 2,000 GP Value 17,500
DUNGEON MASTER Guide
This crystal appears to be along, rough prism.
With the proper command words, however, it
emits bright light, which may be used in three dif-
ferent ways.

One command word causes the gem to shed a
pale light in a 10-foot long cone, emanating from
the gem to aradius of 214 feet at the end of the
beam. This does not discharge any of the energy
of the device.

Another command causes the gem of bright-
ness to send out avery bright ray 1 foot in diame-
ter and 50 feet long. Any creature struck in the
eyes by the beam is dazzled and unable to see for
14 rounds. The target creature is entitled to a
saving throw vs. spell to determine whether or
not its eyes were shut or averted in time. This use
of the gem expends one energy charge.

The third manner in which the item may be
used is to cause it to flare in a blinding flash of
light, in a cone 30 feet long with a 5-foot radius
at its end. Although this glare lasts but a
moment, all creatures within the area must save
vs. spell or be blinded for 1d4 rounds and there-
after suffer a penalty of -1 to -4 on attack rolls
due to permanent eye damage. This use expends
five charges.

Dazzling or blindness effects can be reversed
by a cure blindness spell; eye damage can be
cured only by a heal spdll. The gem ofbrightness
has 50 charges and cannot be recharged. A dark-
ness spell cast at the gem's owner drains one
charge from a gem ofbrightness, or makes it use-
less for one round, at the option of the gem
owner. A continual darkness spdll causes it to be
usdess for one day, or to expend five charges, at
the option of the owner.

Bupu'sEmerald
XPVaue GPVaue
Tdes of the Lance
A gully dwarf named Bupu bestowed this emer-
ald upon Raistlin as they wandered the ruins of
Xak Tsaroth. She hoped it would heal his infirmi-
ties. It did not. But neither did it strike him dead,
as it has done to others since. Although some
adamantly claim that Raistlin imbued the stone
with its killing power, others say the emerdd was
enchanted before Raigtlin got it. Regardless, after
Raistlin's death, the emerald somehow appeared
in the pocket of a gully dwarf who was cornered
by draconians. The miserable cresture offered the
emerald to his tormentors as a bribe for his life.
They accepted, intending to day the wretch any-
way. The stone killed the draconians and the gully
dwarf escaped.

Bupu's Emerald works only for gully dwarfs,
1778
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gnomes, and kender. When they offer the gem as
abribe in alife-threatening situation, it evokes an

insane fascination and possessiveness in the
attackers. The attackers must roll a save vs. spell
to avoid this effect. If the roll fails, the attackers
must do everything in their power to clasp the
emerald. The stone wounds or kills them on con-

tact. Those who touch the emerald must roll a
save vs. death magic. Success causes 2d20 points
of damage; failure causes death. Draconians call

this letha fascination "Bupu's Revenge." At any
time, the owner of the gem may touch it harm-
lesdy. Outside of a life-threatening situation, the
gem remains inert, having the normal value of

any emerad its size.

Cindergem
XPValue GP Value
Blue: 1,000 5,000
Green: 1,200 6,000
Indigo: 1,300 6,500
Orange: 1,000 5,000
Violet: 1,500 7,500
Yellow: 600 3,000

Dragon's Rest

Each gem grants one set of powers to one PC,
received when the PC touches the gem. When a
PC approaches a gem, he or she must squint or
otherwise shield the eyes from the dazzling light;
otherwise blindness occurs and lasts for 14
rounds (the PC till receives the powers). After a
PC touches a gem, the powers detailed below are
bestowed; the gem dims dightly, showing that it
can't be touched again. Once a PC has received a
set of powers, he or she cannot receive powers
from another gem until those powers have
expired. Dragons cannot receive powers from
cindergems.

The powers are temporary, magical abilities.
The individual who receives these powers aso
gains full knowledge of how to use them; the
powers last for two hours. The specific powers
associated with each are as follows:

Orange cindergem: The PC gains the AC and

flying abilities of a great wyrm silver dragon:

AC-11,F 30(C)

Yellow cindergem: The PC gains two light-

associated abilities. The character can flash a
beam of white light at the eyes of an oppo-

nent up to 100 feet away; if the attack is suc-

cessful (make a normal attack roll), the

victim is blinded for 1d4 rounds, fighting

with a -4 penalty to the attack roll during
that time. Alternatively, the PC can flash a
beam of golden light at an opponent up to 50
feet away; if the attack is successful, the vic-

tim suffers 2d6 points of damage. Either abil-

ity can be used at will in place of a normal

attack.

Green cindergem: The PC gains severa tem-
perature-related abilities. He or she can blast
either a narrow cone ofextreme cold or a cone
ofextreme heat at a target up to 50 feet away

(make anormd attack roll); in either case, the
victim suffers 2d4+10 points of damage.

Either temperature blast can be used in place
of anormal attack, but ablast can be attempted
only once every other round. Additionaly, the
PC gains complete immunity to all cold-

based, heet-based, ice or fire attacks (magicd,

natural, or manufactured).

Blue cindergem: The ghostly image of a 4-
foot-diameter human skull with sharp fangs
appears beside the PC, hovering near the char-
acter's shoulders. The PC can mentally com-
mand the skull image to move in any direction
within a 100-foot radius. The user can aso
command the skull to attack victims with its
fangs (this is in addition to any attacks nor-

mally allowed the user). If the skull is
destroyed, it disappears, but anew skull tekes
its place five rounds later.

Skull: AC 0; MV FI 30 (C); HD 5; hp 40; THACO
15; #AT 1, Dmg 2d6; SA can be hit only by
spells, magical weapons, or dragon's breath;
ALN.

* Indigo cindergem: The PC gains severa abili-
ties associated with spectres and ghosts. The
character'sAC is O, he or she can fly at arate
of 30 (B); becomes immune to all sleep,
charm, hold, and cold-based attacks, aswell

as poison and paralyzation attacks; and the
PC's touch inflicts 1d8 points of damage and
drains two life energy levels. All other normal

abilities are retained, including hit points, and
al normal attacks can till be made; the char-
acter does not become immaterial, but retains
normal form.

Violet cindergem: The PC gains severa abili-

ties associated with the mightiest of warriors.

Any weapon attack aways inflicts two points

beyond its maximum damage (for instance, a
19
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short sword that normally inflicts 1d6 points
of damage now inflicts 8 points of damage
with every successful blow). In addition, two
attacks may now be made each round. Finaly,
the character acquires 10d6 temporary hit
points; damage sustained is taken first from
these temporary points.

Curing
XPValue: 600 GP Value: 5,000
IMAGINE Magazine 20
Thisruby alows the bearer to cast cure blindness,

cure disease, or cure serious -wounds once a day.

of Delusion
XPVaue — GP Value: 5,000
Bedtiary of Dragons and Giants

The gem ofdelusion is conceded in an invisible,

locked wooden box beneath Edwina's segt in her

horse-litter. The key to the box is around her
neck. Effortsto pick the invisible lock have a
-30% penalty to the roll. The concealed box

should be difficult for searchers to locate; the
DM should apply appropriate modifiers for its
invisibility and hiding place.

The gem ofdelusion is wrapped in black velvet
in the box. This large, perfect sapphire stone glows
with alight of its own. When the command word
inscribed in one facet is said aoud, it radiates abril-
liant burst of light. All within a 20-foot radius must
save vs. el (except the wielder of the gem), or be
affected by the delusion effect as detailed below.
Squeezing eyes shut againg the burst of light gives
+2 to the saving throw; check against Dexterity to
see if the eyes closed in time. Victims are stunned
for 14 rounds, then are mentally vacant and for-
getful (as thefeeblemind spdll) for 106 turns. Those
who made their save suffer no further ill effects. At
the end of that time, victims who did not save are
affected by aform of insanity or delusion, as deter-
mined on the table below.

RoU Deusion

12 Victim believes he or she is someone else
known to the character (a good friend or
party member), and is compelled to
behave as that personin dl things, includ-
ing dress and professional skills. (A
fighter tries to cast spells, or awizard
picks up a sword.) The victim answers
only to the "new" name, "remembers’
personal background that doesn't exist,

and has no memory of ever having been
his or her origina self.

Victim becomes paranoid, certain that
everyone is out to get him or her. The
character will go to violent extremes to
guarantee personal safety and prevent
"them" from doing harm. A victim under
this delusion acknowledges no friends,
trusts no one, and is touchy and defensive
in al things.

Victim becomes a kleptomaniac, compelled
to steal one object once a day (randomly
determined by the DM). Even the victim's
friends are not safe from the PC's impulses.
If the kleptomaniac is not a thief already,
thereisno thief skills gainwith this compul-
sion. Objects should berelatively essy to
sed (portable, easy to conced), and gener-
dly inplain 9ght (abelt-knife, anitemon a
dore shelf, and the like).

3-4

56

The effect of the gem is permanent. It can only
be removed by awish, or by another use of the
gem. The deluded creature must save again vs.
spell; if the save fails, the delusion is canceled. A
victim is affected by only one delusion a atime.

of Detection
XP Value
Clear Spindle: 150
Deep Red Sphere: 150
Pale Blue Rhomboid: 150
Pale Green Prism: 150
Pde Lavender Ellipsoid: 150
Pearly White Spindle: 150
Pink and Green Sphere: 150
Pink Rhomboid: 150
Scarlet and Blue Sphere: 150
Vibrant Purple Prism: 150
DRAGON Magazine 145

Gems of detection appear to be highly polished,
miniature ioun stones. They are discovered either
dready embedded and functioning (as explained
below), or dormant. To activate a dormant gem of
detection, it must be st into the armrest of a sturdy
chair or throne by the hands of a skilled jeweler,
andfaeriefire must be cast upon it. If an activated
gem ofdetection is pried from an armrest in order
to be transferred to another, it goes dormant.

To use this magical item, a character Sitsin the
chair and touches the activated gem of detection

and receives a power (that lasts as long as he or
1782
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she remains seated, in contact with the gem).
Only one gem may be touched each round.

Gems of detection are not quite as sturdy as
ioun stones. They may be destroyed (AC -2, 5
hp), and make saving throws as hard metal with a
+1 bonus. The various gems of detection are as
follows:

Color & Shape Use Range
Pale blue rhombus Detect evil 120
Scarlet & blue sphere  Detect good 120
Deep red sphere Detect lie 30
Pink rhomboid Detectinvisibility 60"
Pink & green phere Detect enemies 60'
Pale green prism Detect life 120
Clear spindle Detect undead =~ 240
Pearly white spindle  Detect charm 60'
Pale lavender dlipse  Know alignment  30'
Vibrant purple prism  Detect psionics/

psionic creatures 240

of Drusion
XPValue: 600 GP Value: 6,000
The Book of Marvelous Magic

This gem is identical to a gem ofincome but,
when planted, causes a curse to strike the charac-

ter using it; the gem disintegrates at thistime. If

some other plants the gem at the owner's direc-
tion, the owner is struck along with the servant.

The curse slowly turns the victims into trees.

Each loses 1 point of Dexterity and Charisma a
day, and moves 10 feet less per turn each day. The
skin stiffens, reaching a natural Armor Class of 4;
branches and leaves start to grow from the torso
and may not be removed without damaging the
victim. (Curing spells cause regrowth.) When
movement reaches zero, the victim dies unless

placed in soil within 24 hours. When planted in
soil, the victim quickly grows large roots, becom-

ing firmly imbedded in one hour. Note, however,

that the victim's Wisdom and Intelligence are
unchanged, and speech is gtill possible, although

sl cagting isnot. A remove curse spell cast by a
26th-level caster before rooting occurs restores
the victim to normal form. Once the victim is
rooted, a 36th-level caster is needed.

Elvenstar
XPValue 20,000 GP Value: 100,000
Saga of the Shadow King
The origins of the Elvenstar are veiled in the
mists of time. The gemstone is however, a very

powerful magical item, initially bestowed upon
Lord Gylharen by the Sage Bensarian. It was
Bensarian who named the stone but offered no
account of its history.

Upon receiving the star, Gylharen was given a
specia tome of incantations. By invoking specid
spells, the wizard-king was able to cast spells
through the star itself. The gem acted as a ful-
crum or transformer, effectively amplifying the
wizard's spells 10to 50 timesnormal (range, area
of effect, damage). In addition, some spells
would have a duration of up to ayear. Severa
protectionsfrom evil, 5,000-foot radius, cast
around the city, have been more than effective. At
other times amplified versions of dispel magic,
ice storm, cloudkill, or gust ofwind were capable
of routing an invading army. Some of the proce-
dures were decisive in the first Wizards War.

Elvenstar aso acted as a sentind, like a crystal
ball, alerting the wizard-king to the presence or
encroachment of evil. In effect, the star func-
tioned as an early warning system, accurately
detecting and identifying an evil incursion within
the bounds of Wendar. (Unfortunately, the star
did not discover the evil intentions of Camlawho
effectively masked his true aims from everyone.
In the end the evil agent substituted a worthless
blue stone for the fist-sized, magica sapphire.)

At the outset Gylharen was fully aware of the
importance of Elvenstar's Incantations, and he
guarded them so well that Landryn Teriak had no
clue as to how they might be obtained. Without
access to the specia spells, Landryn Teriak had
little success with his efforts to make the star
function. The Shadow Lord has succeeded (acci-
dentally) in amplifying a few spells through the
star. Thirty years after the Wizard's War, the
Elvenstar has been stolen by the Shadow Lord's
agent in order to eliminate Wendar's defensive
capability.

Once amonth, the Elvenstar can heal up to two
characters in mortal danger; however, only alaw-
ful good character can use Elvenstar in this way.
Healed characters hit points are fully restored.
As an option, the DM may instead restore one
lost experience level to one or two characters
under the same conditions of mortal danger.

It is harmful to remain in physical contact with
the gem (skin unprotected) for a prolonged
period. After one turn of exposure, the bearer
feels a slight pain in the heart and gains 5 hit
points over normal maximum. Each subseguent
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Gem of Income

turn, the bearer gains another 5 hit points. When
the new hit pointstotal equalsthe character's pre-
vious maximum, the character dies. If the bearer
interrupts the contact before this happens, the
"new" hit points are immediately lost. Each sub-
sequent day, the character permanently loses one
hit point, up to the previous total of "new" hit
points. The process can only be interrupted with a
remove curse spell, cast at 10th level. Perma-
nently lost hit points cannot be restored.

XPValue 4,000
Gods, Demigods, & Heroes

This hand-sized gem fires ajet of flame for 50

yards, the flame is worth 6d1O points of damage.

The fie gem may be used once per turn.

GP Value: 25,000

of Foresight
XPVaue: 3,000 ~ GPValue: 30,000
Wonders of LANKHMAR
This gem alows the user to view the future of all
who are within 10 feet except the user. The pic-
tures portrayed in the vision supplied by the gem
are s0 vivid that the user experiences every sensa
tion in its entirety, except death. The visions are
merely one possible future, and not necessarily
the path taken by the subjects. Someone's future

can be changed by a decision as smple as choos-
ing to walk on the left side of the street as opposed
to theright.

There are side effects to the use of this item.
Every time the gem is used, there is a cumulative
1% chance that the character is driven into an
extreme depression. The reason for thisisthe
eventua path of every living being leading to the
black shroud of death. If the DM chooses, the
character could fall victim to delusions that the
shrouds of death are following him or her, even-
tually causing the character to believe that in
everyone is the death that stalks us all.

If the gem offoresight is placed inside the
urn ofhindsight, atrue artifact is created. When
these two items are used in tandem, the charac-
ter sees the complete past and the complete
future as well as all of the alternate paths of that
person's life.

Gamalon's Gem

of Infravison and Detect Magic
XPValue: 2,500 GPVaue 12,500
1992 Fantasy Collector Card 76
This huge emerald is a variation of agem ofsee-
ing. It functions as if a permanent infravision
spell has been cast, and allows Gamalon to see
in darkness. It also functions as a permanent
detect magic spell. Gamalon lost his left eye
when he was young but magically replaced it
with this special gem. He now wears it all the
time in his left eye socket. This obvioudy makes
him very memorable and somewhat fearsome in
countenance.

of ldeas
XPValue: 900 GP Value: 4,500
The Book of Marvelous Magic

This meager gem is only worth 10 gp. When the
command word is spoken while the gem is held,

the gem inspires its user with an excellent idea
(provided by the DM) appropriate to the situation

a hand, such as which way to go, how to day a
mongter, where to find clues, or the like. The gem

has 14 uses, after that it crumbles to dust.

of Income
XPValue: 1,000 GP Vaue: 5000
The Book of Marvelous Magic
This greenish-brown soapstone is worth 50 gp.
If planted in fertile soil with plenty of sunlight

and water, it grows into a money tree in one
1789
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« G€em of Insight

week's time. The trunk and leaves of the tree are
adistinctive gold color, and it grows 1d10+10
gold pieces per week upon its branches. If
touched by lightning or fire, the tree burns
instantly and cannot be saved. Any other dam-
age causes the tree to wither, and a heal spell is
needed within one day to restore it to its former
health; otherwise it dies. Any other enchant-
ment of any kind placed on or affecting it
(including awish) kills it immediately. The tree
isunrecoverable.

of Insight
XPValue: 3,000 GP Value: 30,000
DUNGEON MASTER Guide

Thisjewel appears to be a finely cut stone of not
less than 5,000 gp value. If detect magic is used,
the gem radiates a faint aura of enchantment. If

any character possesses the item, he or she begins
to feel its power after one week. At the end of two

weeks, the individual discovers that he or she is
able to understand things more easily, has better

insight, memory, recall—in fact, possession of
the gem on a continuous basis (three or more
months) raises the Intelligence and Wisdom of

the character by 1 point each. If for some reason
the gem is not kept beyond the three-month

period, the additional Intelligence remains, but

the added Wisdom is lost. A gem ofinsight func-

tions once every 50 years. If a character finds a
second gem, the second is of no effect, even if
Wisdom was not permanently affected by the
first gem.

lonian
XP Value GP Value
Master Gem: 2,000 10,000
Norma Gem: 2,700 13,500

The Emirates of Ylaruam

The 3rd-Century Thyatian wizard Macrodorus
gave to each of his six most trusted retainers an
enchanted gem. These gems have the following
powers—healing and ESP (as the spells), and
spell turning (as with the magic ring). Those who
possess the gems can also speak telepathically
with other gem holders at will (range: 1,000
miles).

Macrodorus owned the master gem with simi-
lar powers, and a further ability to charm the
bearers of the other gems, thereby ensuring their
loyalty.

Three of Macrodorus's retainers perished in the

defense of the Thyatian colonies eight centuries
ago and their gems were lost. Macrodorus was
executed for treason in the fourth century; his
effects were confiscated by the emperor for the
national treasury. The three surviving retainers
disappeared to avoid being connected with
Macrodorus's treason.

Recently Macrodoruss master gem was traced
by Polybius, one of the emperor's ministers of
sorcery, and stolen from the treasury. Polybius is
experimenting with the master gem, and hopes to

-reassert the gem's power over the bearers of the

other gems.
Jewd of Attacks

XPVaue — GPValue: 1,000
DUNGEON MASTER Guide

This gleaming gem radiates magic and appears to
be avduableitem. It is cursed, however, and dou-
bles the likelihood of encountering wandering
monsters and the likelihood of pursuit when mon-
sters are encountered, and the party seeks to
evade them by flight. Once picked up, thejewel
of attacks always magically returns to its finder
(secreting itself in pouch, bag, pack, or pocket)
until remove curse or atonement is cast on the
victim.

Jewel of Attacks Upon the Owner
XPValue — GP Value 1,000
GREYHAWK
Any person possessing this gem doubles the
chances for monsters, and if amonster comes it

has a 50% greater probability of pursuit.

Jewe of Flawlessness
XPValue 100/facet GP Value: 1,000/facet
DUNGEON MASTER Guide

This magical gem appears to be avery fine stone
of some sort, but if detect magic is used, its mag-

ical aurais noted. When ajewel offlawlessness
is placed with other gems, it doubles the likeli-
hood of their being more valuable (the chance
for each stone going up in value increases from
10% to 20%). The jewel has from 10d10 facets,

and whenever a gem increases in value because
of the magic of thejewel offlawlessness (aroll

of 2 on 1d10), one of the facets disappears.
When al are gone, thejewel is a spherical stone
that has no value.
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~ Gem, Jewd of Obsession -

Jewd of Neverwinter

XPValue GP Value
Amethyst: 10,000 18,000
Corndian: 10,000 18,000
Diamond: 10,000 18,000
Emerald: 10,000 18,000
Fire-Opd: 10,000 18,000
Onyx: 10,000 18,000
Ruby: 10,000 18,000
Sapphire: 10,000 18,000
Topaz: 10,000 18,000

Volo's Guide to the North

These nine gemstones are the size of a fist and
cabochon-cut (rounded, polished, with no facets).
There are nine stones, each of adifferent type and
hue. They were enchanted long ago by a caba of
wizards who sought to rule Neverwinter as lords
and ladies. The stones were soon used against
each other, and they were then hidden by the sur-
viving owners.

All of the gems are AC 1 and have 70 hp—they
shatter if reduced to 0 hp. They make al item-
saving throws as if they were leather, except that
their save vs. disintegration is 10. A jewel ran-
domly loses one of its powers for every 10 points
of current damage. Lost powers return as the
jewel regains hit points. Each regenerates one hit
point per day; this is the only known method by
which they are "cured" of damage; healing pells
don't affect them. Eachjewel has atiny secret
word engraved on one side.

If this word is spoken by a being touching the
stone, enough hit points are instantly drained
from the stone to exhaust it entirely or to com-
pletely heal the being—whichever occurs first. A
totally drained stone crumbles into dust, gone
forever. A being using this power can't control the
drain s0 asto leavejust afew hit pointsin ajewel.

The nine enchanted gems share some common
powers. They createfood and water (once per
day), and they have the ability to featherfall
(automatically, whenever needed by stone or
bearer). Each can teleport one being touching or
wearing it per day, between power points. The
power points are specific spots, usualy chambers
deep within old keeps or important buildings in
the following cities. Ascore (now aruin), Hell-
gate Keep, Karse (now aruin on the eastern
fringes of the High Forest), the ruins of Illusk in
Luskan, Mirabar, Neverwinter, Silverymoon, and
Sundabar. Agents of Hellgate Keep eagerly seek
these gems because of this power, and their own-

ers keep them secret for the same reason. Each
gem can aso emit water breathing once per day,
for up to nine hours a atime, when grasped and
ordered. Each can allow its bearer the power of
water walking for the same frequency and dura-
tion. Each stone allows the bearer to make one
attack per day at +5. (Players should announce
the use and then make the attack roll.) This power
functions only once in 24 hours, regardless of
how many bearers a gem may technically have
during that time.

A jewel can also emit a specific spell twice a
day (but only once per round). It can aso block a
specific spell. Blocked spells are deflected to a
target chosen by the silent will of the deflector. If
the stone bearer chooses no target, blocked spells
are reflected back 100% at the source. Only the
specific spells (and identical magical item dis-
charges) chosen by the DM are affected. Where
applicable, emitted magic functions as if wielded
by a cagter of 20th level.

Roll Jewe Type (Powers)

01-11  Amethyst (Purple): emits ray ofenfee-
blement; blocks chain lightning.

12-2 Cornelian (red-brown): Emits blade
barrier, blocks wall offire.

2333 Diamond (clear): Emits magic missiles
(five missiles per spdll); block magic
missile.

34-44  Emerald (green): Emits color spray,
blocks lightning bolt.

4555  Fire Opal (fiery red): Emitsflame
strike; blocks cone of cold.

5666  Onyx (White): Emits chain lightning;
blocks blade barrier.

67-77  Ruby (deep red): Emitsfireball; blocks
wall ofice.

7888  Sapphire (blue): Emits cone of cold;
blocksfireball.

89-00 Topaz (yellow): Emitsflaming sphere;
blocksflame strike.

Jewe of Obsession
XPValue — GP Value: 2,500

Dragon Dawn
This cursed item is used as atrap to protect the
hulderfolk's treasure hoard. Thejewe is alarge,
green gemstone, glowing with enchantment. Per-
sons looking at the stone must save vs. spell or be
struck with an obsession to take sole possession

of the gem. (Anyone who makes the save is free
179%
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. Gem, Karathoth's Jewe

of further entrapment by the curse.) A person
afflicted fights to the death with anyone who
attempts to take the stone, or even to move it out
of sight. The accursed victim is not able to stay
away from the stone. He or she stares at it lov-
ingly for hours, unwilling to sully its shine with
the mere touch of mortal hands. The obsessed
will move the stone from its resting place only
with great reluctance, and then only if compelled.
This unnatural concern can be terminated by
casting remove curse on the victim or dispel
magic on the stone. That is sufficient to break the
curse for whoever is in the vicinity, but the stone
regains its power after five rounds.

Karathoth's Jewel

XPValue: 5,000 GP Value 25,000
Old Empires
This powerful item, one of the greatest crestions
of the incarnations of Thoth, is ajewel with
|d3+4 facets. Activating thisjewel creates an
exact duplicate of the activating character, which
is under the character's complete control. The
duplicate fights, casts spells, and uses magical
items asthe user wills; lastsfor 1d4+3 turns, then
vanishes.

Once aduplicate is killed, or disappears, one
facet of the jewel cracks and cannot be used
again. Once all facets are cracked, the gem is
useless. Only one character can be summoned
out of thejewel a atime; anew duplicate can-
not be summoned for 48 hours. When a dupli-
cate disappears or is killed, al of its magical
items disappear.

The effects of all spells cast by the duplicate
disappear with the duplicate, excluding spells
with instantaneous effects. (The effects of a
duplicate'sfireball spell do not disappear, but the
effects of a haste spell do.) A duplicate is forbid-
den to use creation magic, including wish spdls

Thejewel istypicaly avauable gemstone (no
specific variety is needed), and when one glances
into it, the faint impression of an ibis, Thoth's
symbol may be seen.

Karma
XPValue 700 GP Value 6,000
IMAGINE Magazine 20
This emerald alows the user to cast one spell at
four levels above his or her own (with respect to

range and duration), once per day.

of Life
XPValue 5,000 GPValue 50,000
Wonders of LANKHMAR

This gem isavery powerful magicd item that can-
not be dealt with lightly. The gem isabout 3 inches
in diameter, and gives off an eerig, pale blue light.
If touched to a dead body, the gem restores the
soul to the body, and heals 25% of the character's
total hit points. A normal system shock roll is
needed for the character to be resurrected.

If the gem is broken, perhaps by greed from
characters who wish to make rings of resurrec-
tion for everyone, severd things can happen. Rall
1d6 to find the effect:

Effect

The gem oflife explodes, sending parti-
cles everywhere in a 100-foot area. All
within the area of effect take 10d6 points
of damage.
The character who broke the gem finds
that some of the gem chips have imbed-
ded in his or her skin. After a week,
whenever the character strikes at an
enemy and hits successfully, the oppo-
nent is healed by the amount of points
equal to the damage normally caused.
This effect can only be removed by a
wish.
Nothing happens. The gem loses its
potency, and its abilities are lost forever.
The character who broke the gem finds
that his or her body is changing—bones
and muscles enlarging, deforming, body
bulging, knuckles rupturing into cauli-
flower protrusions. Eventualy, the char-
acter looks something like a Fomorian
giant. Thisis healing out of control—the
gem's power smply adds too much flesh
and bone to one body. This can only be
removed with awish.
The gem shatters and completely annihi-
lates itself. All characters and al other
things within 100 feet are coated in per-
manent faeriefire. This can only be
removed with awish.
The character must make a saving throw
vs. spell. If the roll fails, that character
cannot gain any more hit points. The cur-
rent total becomes the PC's maximum, no
matter what level is reached after that.

This can only be removed with a wish.
1799
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~ Gem, Nightjewel .

of Magic Missile Protection

XPValue 1,000 GP Value 7,500
The Endless Stair

This clear, faceted gem lasts for 66 uses and then
crumbles into dust. Each use is one contact with a
magic missile striking the stone. (Regardless of
where the stone is on the bearer's body in relation
to the direction of an gpproaching magic missile,
the stone intercepts it.) The bearer is protected
from the missile's damage, for the gem causes
one of the following effects (if the bearer is
unconscious, mentally controlled or confused, or
dead, the first effect always, occurs automati-
caly), asthe bearer chooses.
Reflection: The magic missile flashes back a
its cagter ingtantly, with full effect (unless the
caster has a defense that prevents this).
Redirection: The missile is redirected at
another target creature of the gem bearer's
choice, with full effect (unless the target's
defenses, if any, prevent its damage).
Absorption: The missile's energy is magi-
cdly converted to heal the bearer. (The dam-
age the missile would have dealt is gained by
the bearer to offset any lost hp; if the bearer is
uninjured or excess hit points remain, these
are retained by the bearer as extra " phantom"
hit points for 4d4 rounds, and any damage suf-
fered by the bearer during this time is taken
first from these extra hit points.)
If the caster of the origina magic missile (see
first effect) or secondary target creatures (see
second effect) bear a gem of magic missile pro-
tection, the magic missile effect flashes back
and forth between the two gems for 1d4 rounds
(not draining any additional uses from either
gem, only the initial one from each), and then
bursts in midair between them, in ablaze of
white light. If any creature happens to be mid-
way between the two gems, the creature suffers
the damage of the magic missile (no saving
throw) when the explosion occurs. (If the crea
ture had agem ofmagic missile protection, atri-
angle is set up between the three gems by the
path of the rebounding missile, and explodes in
the middle of the triangle after 1d4 further
rounds. The presence of other intervening crea
tures with such gems causes the missile to travel
in asquare path, and so on,)

of Musing
XPValue: 1,000 GP Vaue 7,500
Vade of the Mage

This item is usable by wizards only. By contem-
plating the gem for one hour, awizard can regain
one spell of 14 through 4th level that was cast
previously during the day. The gem can be used
up to threetimes aday. A gem of musing appears
to be a flawed, precious stone, usudly an emerad
or sapphire. The gem radiates faintly if a detect
magic spell is cast upon it.

Nightjewel
XPValue 3,000 GP Value: 15,000
Tdes of the Lance

Black as an evil dragon's blood, thisjewel pro-
tects any who enter the Shoikan Grove as long as
they have the courage and the will to use it. The
nightjewel helps to aleviate the fear generated by
the grove, though it does not cancel it completely.
The nightjewel can be used in defense againgt the
undead who stalk the grove, but the person using
it must have the courage to touch the undead with
thejewe if they attack. No other wesapon can be
used with the nightjewel.

The nightjewel is black, unlovely to look at,
and cold to the touch. It can hang about the neck
on a silver chain, but must be held in the hand,
high in the air, when entering the grove. A char-
acter who uses the jewel must remove helm and
hood o that the light of thejewel shines on his or
her face and eyes. This light can be seen only by
the undead. To al others, thejewel looks as black
and ugly as alump of cod.

When a party of adventurers enters the grove,
the nightjewel must be held high by the leader of
the party. It modifies the fear roll for everyone in
the group o long as no weapon is drawn or spell
is cast. Once awegpon is drawn or a pell is cad,
the nightjewel instantly loses all power, leaving
the adventuring party at the mercy of the Shoikan
Grove. Those properly presenting the nightjewel
may ignore the -10 penalty to saving throws
while in the grove. Characters must still roll their
normal saves. If the character fails, the benefit of
the nightjewel is lost until a successful, subse-
guent saving throw (with the -10 penalty) is
rolled. The wielder of the nightjewel may turn
undead as a 14th-level priest by touching the
undead.
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Opal of Olfactory lllusion
XPValue 1,000 GP Value: 10,000
Facon's Revenge
The Falcon maintains an illusion through magical
means, fooling her followers by polymorphing
herself out of her spirit naga form. However, her
ruse would not be complete without masking
another of her supernatural characteristics—the
stench of rotting flesh that follows her every-

where.

The Falcon uses perfumes to keep her aroma
under control and bathes herself daily in exotic
oils. But she determined that these were not suffi-
cient. She wanted some magical means to cover
her nauseating odor. She felt that it would be
impractical to hire awizard to enchant an item
specifically for her purposes, since awizard
would likely see through her disguise. She opted
to purchase a suitable item plundered from the
ruins of the "Mad Archmage's' castle northeast
of Greyhawk, discovered by a nefarious thief and
offered for sde by his executor.

The opal of olfactory illusion was simply
another of Zagyg's experiments, a magical item
of limited utility. It forms an orb, 40 feet in diam-

eter, around its user. All odors within that sphere
are completely under the user's control. The user
may alter, edit, or ignore any odors within the
sphere at will—instantaneously.

The Falcon uses the opal to edit her surround-
ings. She removes her own stench from the area,
but leaves al other aromas in place. Of course,
when she moves, her smell trails behind her.
Once her odors pass out of the sphere of effect,
they are once again noticeable. This tendsto con-
fuse those in her wake, but never leads to her dis-
covery. '

The opal can aso be used to create illusory
odors that may deter enemies due to nausea.
When the Falcon uses the orb to exude a scent
that is repulsive to her victims, creatures who
enter the area of its effect must save vs. poison or
be incapacitated due to nausea for 14 rounds.
Those who make their saves successfully suffer
no ill effects from the odors.

The opd itself is an unobtrusive gem of good
cut, which, aside from its magical properties, is
indistinguishable from other similar stones. The
Falcon has had it set, along with severa rubies,
into an anklet she wears congtantly.
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Gem of Scroll Reading

M

of Protection
XPVaue: 4,000 GPVdue: 35,000
DRAGON Magazine 132
By staring at this magnificent gem and entering a
trance, the user is able to create aprojection of
him or herself. It is otherwise identical to the
dreamer power, and may be used once per week.

Purple Gem of the Vesve Forest
XPValue: 3,000 GP Value: 35,000
GREYHAWK Adventures
St inasilver bracelet, this magical gemstone has
occasionaly been used by the elven wizards who
created it. However, the King of Furyondy refuses
to admit the gem's existence because he prefers
that elven warriorsjoin his own infantry, not

form troops outside his command.

The gem allows a sylvan or high elf to sum-
mon an even army for asingle declared purpose.
The user can raise a number of elves equal to his
or her age. This army takes aweek to gather and
can be kept together only as long as the stated
godl is still in effect. In addition to the lesser
members of the army, the summoner gains seven
aldes—two wizards, two priests, and threerangers
1d3 levels lower than the user's level.

Retaliation
GPValue 10,000

Tome of Magic
The holder of this gem gains a specia protection
against evocation spells. The owner of the gem
gains a +4 bonus to any saving throw made
against such a spell, and acquires a base save of
18 (but not the +4 bonus) against any evocation
spell that normally does not allow a saving throw
(such as ice storm). All standard modifiers (ring
ofprotection, Dexterity, and any others) apply.

Additionally, if the saving throw is successful,
the incoming spell is converted into outgoing
magic missiles. The number of missiles is equal
to one-half the level of the spell negated, round-
ing fractions up. The magic missiles streak back
to strike the person or creature who cast the spell.
Maximum range for this strike is 160 yards.

Effects created by magical items are not
affected by agem ofretaliation (thus, a wand of
magic missiles functions normally against some-
one using this gem).

An individua holding agem ofretaliation who
comes under attack by an area spell (fireball, ice
storm, and similar spells) gains the advantages

XPValue: 2,000

described above. Others in the area of effect suffer
al effects normaly. Even if the gem's owner saves
successfully, the area-effect evocation is not trans-
formed into magic missiles as described previoudy.

of Returning

XPVaue 1,500 GP Value: 7,500
The Book of Marvelous Magic
This small diamond can be found only in worlds
of alternate redlities (see Gate, Alternate World
Gate). When a character gazes into it, the charac-
ter vanishes and reappears in the realm where it
originated. The gem itself cannot cross the
boundaries between the worlds. Any number of
characters can gaze into the gem at the same
time.

of Scroll Reading
XPValue 3500 GPValue 17,000
DRAGON Magazine 99

This small, white, translucent gem holds strong

power for spell casters. The gem has aflat top and

bottom with faceted sides, and if one side is
placed againgt printed materid, the gem automat-
ically makes the writing as legible as if compre-
hend languages and read magic spells were both

in effect. More importantly, the reader (who must
be awizard, specialist wizard, priest, or druid)
will be able to decipher spell scrolls usable only

by other spellcasting classes. If an entire scroll is
read through using a gem of scroll reading, the

reader may cast the spell normally, even if the
spell was intended for another character class.
However, the reading, casting time, and initiative
modifier for the scroll spell is doubled; thus, a
druid trying to cast a.fireball from a scroll would
receive an initiative penalty of 6 to cast it using

the gem of scroll reading. In addition, there isa
1% chance per level of the spell that the reader
will be blinded (as if by cause blindness).

The reader may not use the gem to actually
acquire a spell not normally usable by his class,
and any attempts to copy spells read through this
device using awrite spell will fail. So, wizards
cannot learn druid spells, priests cannot gain illu-
sonist spells. If the spell cast is of a level greater
than that the caster could normally use (if a 3rd-
level druid tries to cast a cone ofcold), there is a
50% chance that the spell will either backfire
(01-20) or smply fail (21-50). A backfiring spell
never benefits the caster. It harms the caster or

works in the caster's worst interest.
1808
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It must be noted that if a cursed or trapped
scrall is read using this device, the gem will not
help the reader recognize the curse or trap before
it is activated.

of Seeing
XPValue: 2,000 GP Value: 25,000
DUNGEON MASTER Guide
These finely cut and polished stones are indistin-
guishable from ordinary jewels, although detect
magic will reved their enchantment. When gazed
through, the gem of seeing enables the user to
detect dl hidden, illusory, invisible, astral, ethereal,
or out-of-phase objects within viewing range.

Peering through the crystal is time consuming
and tedious. The viewing range of the gem is 300
feet for a cursory scan if only large, obvious
objects are being sought; 100 feet if only small
things are to be seen. It requires one round to
scan a 200-square-foot areain a cursory manner,
two rounds to view a 100-square-foot areain a
careful way. There is a 5% chance each time the
gem is used that the viewer sees a hallucination,
something that is not there, or possibly, some redl
obgject asif it were anillusion.

In Ravenloft: If agem ofseeing is used in the
demiplane, consult the true seeing spell in Chap-
ter VI: Spells in Ravenloft in the Realm of Terror
rules book of the RAVENLOFT Campaign Settling
boxed set—the same changes apply.

of Shielding
XP Value GP Value
Paleviolet: 450 7,000
Pde green: 300 5,000
Pale orange: 300 5,000
Pde yelow: 300 5,000
Pale blue: 300 5,000
Clear: 500 8,000

DRAGON Magazine 9
This object is a smdl, magica gemstone that has
the power to bestow upon its user complete
immunity against certain psionic attacks. Each of
these gems has a clear, pale color and initially
seems to be of 10 gp value, though of an uniden-
tifiable sort of gem.

A gem ofshielding is pressed to the user's fore-
head, where it seems to melt into the skin and
become invisible. No command word is necessary
for this to occur. After that, the gem performs its
protective functions automatically. The gem may be
removed by placing one's fingers against the fore-

head and mentally commanding the gem to reap-

pear. It is possible for more than one gem to be
embedded in a character; however, there is a 20%
cumulative chance per extra gem implanted that a
resonance field will be set up between the stones.

The resonance field continues to protect against the
attack forms the gems were designed to stop, but
they suppress al other psionic defenses the subject
may possess. A person who isusing gemsto shield

against attack forms C, D, and E would thus have
no defense at dl againg attack forms A or B if this
occurred. The affected person will not be able to
sense hisown vulnerability.

Additionally, the resonance field alerts all
psionic creatures within a one-mile radius of the
gem-user as to his location, ruining any attempt
at surprise. It is also possible for apsionic crea-
ture to track the gem user because of the reso-
nance field. Only 1d2 gems ofshielding are
usualy found. When one or more are discovered,
the types of gems found may be randomly deter-
mined using the following table.

Roll Protects vs.

1dI2 Gem Color Gem Type Attack Mode
1:3 Pdeviolet Nerve Shied A

45 Pdegreen Mind Shidd B

67 Padeorange Ego Shield C

89 Pdeydlow 1d Shidd D
1011 Pdeblue Psyche Shield E

12 Cleaxr Brain Shild  Specid

The brain shield gem gifts its wearer with a
universal defense against dl five psionic attack
modes, reducing the psionic strength of al such
attacks against the wearer by 50 points. Thus,
an attacker using a 110-point Psionic Blast
against the wearer of such a gem would only
make a 60-point attack against the wearer,
though everyone around the victim would be
struck at full strength. Additionally, the brain
shield gem puts up a screen that keeps away
cerebral parasites, effective to a 60-foot radius.
Characters without innate psionic powers may
not employ these gems in any fashion, but they
may sell them if so desired.

Soul
XPValue: 40,000 GP Value: 200,000
Ghost Tower of Inverness
The soul gem floats in the air, owly rotating.
The gem emits a dazzling white ray that com-
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Gem, Star

pletely fills aroom for one second. It attacks in a
random direction each time, choosing from eight
different directions radiating from its current
location.

After that, the blasts occur once per round at
the end of the round into a randomly determined
sector. Since the players should not be aware (at

first) that the blasts are random, it is suggested

that the number of rolls be made secretly before
the party encounters the gem, and the sectors
affected can be determined from the list. (The
series of sectors used in the tournament module
Ghost Tower of Inverness are: 6,7, 1, 4, 7, 6, 2, 2,
8, 6, 5, 1, 2, 3, 4, and then random, if more are
needed.)

When the gem's ray blasts a character, the
affected person must make a saving throw vs. pet-
rification (include only Wisdom adjustments). If
the saving throw is successful, the character's
skin, clothes, and possessions are all bleached
ghostly white, and all magica items are drained
completdly of magic. If a character fails the sav-
ing throw vs. petrification, however, the other
characters see the following:

When the white light strikes the victim, he or
she screams horribly—a long, drawn-out, wailing
scream. As vision clears, an image of the charac-
ter, pale and ghostly, streams out of the body and

toward the soul gem, becoming smaler the closer

it gets. Asthe image shrinksin size, the volume

of its screams diminishes. When it reaches the
gem, there is aburst of radiance, and the image is
gone. The character's form lies motionless on the
floor; the body is dead white, as are dl the char-

acter's possessions.

The victim's essence was sucked out of his or
her body by the ray of the gem. The image the
players see is the ectoplasmic form of the soul of
that being drawn into the gem—the body is life-
less as it dumps to the floor.

The gem is surrounded by a 2-foot-diameter,
invisibleforce sphere. Although the sphere has
only 20 hit points, it can only be hit by hand-
held weapons or hand attacks—spells have no
effect on it. An adjusted roll of 10 or better is
necessary for a character to hit the sphere, and
up to eight characters can strike at the spherein
any given round. For each point of damage a
character inflicts on the sphere, the character
sustains one point of damage. This is true even
if the sphere is "overkilled" in one round (for
example, if 25 points are inflicted on the sphere,
25 points must be sustained by those doing the
damage). When 20 or more points have been
delivered to the sphere, it becomes visible, frac-
tures, and falls to the floor in glassy, splintered
shards.

Once theforce sphere is destroyed, the gem
may be seized. After the gem is grasped by a
character, it cannot fire any more rays. The gem
is destroyed by rolling anatura 20 with amagica
weapon, but if this is done the gem shatters and
releases the hundreds of souls trapped inside,
who insanely day al living creatures within 100
yards. Once the gem is destroyed, anyone killed
by the gem can be resurrected or raised normaly.

Star
XP Value GP Value
Khan-Pdar: 1,000 10,000
Mo-Pdar: 1,000 10,000
Shah-Pelar; 1,000 10,000
QOasis of the White PaAm

These three gems were given by Martek to the
pharaohs and sheiks of the land in the time of the
ancients. They are each named and each has a
digtinctive, epic description.

The Sar ofMo-pelar was given to the Pharach
of Bakar and was lost into his cursed and theft-

proof tomb. The gem was an opal, 5 inchesin
1812
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Gem of Wishes

AY

diameter. This star is agem oftrue seeing.

The Star of Shah-pelar was ared star gem that
was stolen by Badr Al-Mosak. It is rumored to
rest in his tomb. The gem has the power to cure
serious wounds three times per day.

The Sar ofKhan-pelar is a clear crystal gem
that has the unique quality of magical invigora-
tion. A wizard who meditates with it is able to
rememorize one level of spdl per turn of medita
tion. The wizard must be motionless during this
time. The crystal has since passed out of living
memory although it was once rumored to be in
the area of the White Palm.

of Wishes

XPValue: 2,200 GPValue 11,000
Orienta Adventures
This large gem looks like any other fine gem-
stone. However, it reveals itself as amagical
item if a detect magic spell is used. It has the
power to grant 1d4 -wishes. Once al wishes have
been granted, the gem loses all magical proper-
ties. The gem itself has a value of 1d10x100
chiien.

Gemcutters's Tools of Sunndi
XPValue: 3,000 GP Value: 25,000
GREYHAWK Adventures
This magical set of vises, hammers, blades, and
chisels was enchanted by the mountain dwarves
who work the gemstone mines in the County of
Sunndi. They help any character with a gem-cut-
ting proficiency to increase the value of his or her
work. For individual stones, the cutter can make a
proficiency check to gain a modifier to the Gem
Base Value Table found in the DMG. The DM

rolls 1d8 to find the modifier:

Roll  Modifier
16 -1
67 -2

8 -3

The tools are dso useful for finishing sones in
amine; the cutter can add 20-50% to the final
average value listed on Table 34: Gemstone Qual-
ity in the Dungeoneer 's Survival Guide. A gem
cutter with these tools can demand up to four
times the normal fees for services.

M

Ginzani's Riding
"Tack of Flight
XPValue: 7,000 GP Value 35000
TopBdllista

These excellent bridles, bits, reins, and saddles
can be used with a pegasus or pegataur mount. If
the owner of the bridle can get the mount to
accept it (usually by trickery or subterfuge), the
creature must save vs. spell. If this fails, the
mount accepts the person who placed the bridle
onit asitsmaster (it is effectively charmed) for a
year and aday (after that time the creature cannot
be forced to accept the bridle again). Creatures
which make successful saving throws, or were
previously charmed in this way, have a strong
enmity for any owner of this bridle. Riders using
this bridal gain +2 to al ability checks needed to
remain flying.

Girdle

Girdles are generally similar to belts. Unlike
belts, girdles are not used to hold up pants and
dungarees, but to carry pouches, scabbards, and
the like. It is possible to wear both a magicd belt
and amagical girdle a the same time. However,
if the two items have similar functions, only the
most powerful grants the wearer any benefits.

Rall Girdle Type
01-10 Back Brace
11-20 Cestus
21-30  Cincture
31-40 Cordon
41-50 Corset
51-60 Girdle
61-70 Obi
71-80  Surcingle (for ahorse)
81-90 Truss
91-00 Waistband
of Armida
XPValue — GPVaue —

DUNGEONS & DRAGONS Guide Master Set
Armida was once a famous sorceress in a far
land. To help her achieve the greatest heights in
her craft, her immortal uncle Idracte gave her this
Girdle. However, she used it to tempt and confuse
paladins, generally bringing confusion and dis-
cord to others. Having fallen into a petty abuse of
her powers, Armida did not reach her Immortal
god; but the girdle remains, to tempt (and possi-
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~ Girdle, Black Defense -

bly aid) other wizards to become Paragons. It is
supposedly watched over by Idreote to this day.
This is a simple, human-sized |eather girdle
(though it will shrink or enlargeto fit any user). It
is ornately tooled with arcane symbols that
describe its powers and command words. How-
ever, this ancient language of magic can only be
deciphered by aread magic spdl cast by awizard
of at least 20th level.
The girdle is active when found, its powers are
activated by command wordstooled onthegirdle.
Suggested Powers: (All abilities are cast at
20th level.)
Charm monster
Confusion
Change odors (Affects a 30-foot radius; user
can dter any andlswithinthisarea.)
Memorize (Can memorize three additional
spells per level.)
Suggested Handicap: When first used; extra
damage. Whenever the user is struck by any natura
weapon (claw, bite, hooves), he or she takes 1dlO
points of extra damage. This becomes 1 less point
of damage for each 10 days that pass after the arti-
fact isno longer owned, vanishing in 100 days.
Suggested Penalties:
Whenever either attack (charm or confusion)
is cadt at alawfully or neutrally aigned crea
ture, holdperson is cast at the user; saving
throw applies.
At standard chances. Size change, the user
gains or loses (equal chances) 50% of current
height.

Back Defense
XPValue 1,200 GP Value: 6,000
DRAGON Magazine 179
This girdle causes the wearer to become aware of
attacks from behind, negating any attack bonus an
enemy might gain otherwise. It spoils surprise
attacks if the attacker can be seen.

of De 'Rah
XPValue: 7,000 GP Value 35,000
Revenge of Alphaks

In its true form, this artifact appears to be a belt
congtructed of small platinum links, intertwined
with strands from aunicorn's beard. The buckle is
constructed of three ovd plates of lustrous blue-
gray metal. When amortal looks into the surface
of the plates, the viewer's reflection is repested an
infinite number of times.

Currently, however, the girdle appears as a
well-made but worn belt of bluish, gray leather.
In this form it does not radiate magic, but its
eldritch nature is apparent to anyone who handles
it and casts detect magic. The origins of the girdle
are logt, but its legendary owner, the priest De
'Rah, is said to have been abreathtakingly beauti-
ful woman who could see through any deception
or cure any malady. .

Suggested powers. lie detection, ESP , true-
seeing, cure disease”, neutralizepoison , heal,
mind barrier.

Activation: In its present form the girdle is
partially active. All powers with an asterisk are
usable, making this aminor artifact. The girdle
can be fully reactivated only by finding the last
morta remains of De 'Rah herself—her mummi-
fied feet.

The first method of reactivation reguires the
user to sever his or her own feet and attach the
relics to the leg stumps, where they automatically
graft themselves in place. Although the feet are
nearly indestructible, the user is unable to walk
without assistance. A second method of reactiver
tion requires the proper reburid of the relics and
a sacrifice of a least 300,000 gp to an immortal
of the Sphere of Time. The time and place of the

buria are |eft to the discretion of the DM.
1818

J

532

AN



~ Girdle of Fresness .-

Use of Powers All ective powers aretelepethi-
caly apparent to the user.

Suggeated Handicap: Threeto 30 days after
the mind barrier power is used for the second
time, doom strikes the user. His or her body and
all equipment disappear, recoverable only at the
DM's option. The girdle teleports to arandom
location.

Suggested Penalties: For one week out of
four, all members of the same race and of the
opposite sex become irresistibly attracted to the
user. The first onset of this penalty occurs exactly
three weeks after the girdle is fully begun. After
that, it is unpredictable within a three-week time-
frame. A 188 determines the timing of further
occurrences:

Occurrences
Three days early.
Two daysearly.
One day early.
Ontime.
Ontime.
Oneday later.
Two dayslaer.
Three dayslater.

Rall

O~NO O DNWN -

While the penalty is in effect, any member of
the opposite sex who spends a round within 30
feet of the user must roll his or her combined
Wisdom and Intelligence or less on 2d20 or
become infatuated with the user for duration of
the current incidence. If the user appears in pub-
lic while the pendlty isin effect, the PC is mobbed
by pawing admirers. Mobbed PCs can do nothing
except try to escape.

When the penaty becomes inactive, each vic-
tim should roll on the reaction chart. A neutra
reaction simply indicates the end of the infatua-
tion. The victim is free to go about his or her
business. A positive reaction indicates abasic
desire to continue the infatuation, but the victim
is no longer under amagica compulsion and can
be dissuaded. A negative reaction indicates hos-
tility toward the user making the victim feel
injured or insulted. The PC may attack the user,
but because the victim is not under a magical
compulsion, he or she can be mollified in anum-
ber of ways. Note: The last penalty requires a
good ded of role-playing.

When the girdle is fully activated, the user suf-
fers damage feedback, taking 1 point of damage

per die of healing bestowed on others. A heal
spell inflicts 1 point for every 5 points restored.
This penalty tests the mettle of the user. While it
is possible to avoid ill effects smply by not cur-
ing others, the Immortals of Time frown upon
such use and may punish priests who refuse to
hedl others.

of Dwarvenkind
XPValue: 3500 GP Value: 20,000
DUNGEONMASTER Guide

This girdle lowers the user's Charisma score by
one point with respect to nondwarves. The girdle
causss

the wearer to gain 1 point of Charismawith
respect to halflings of the stout order and with
respect to al gnomes aswell. Dwarves regard the
wearer as if he or she has a Charisma two points
higher than before. The girdle enables the wearer
to understand, speak, and read dwarvish lan-
guages. The wearer also gains the racia benefits
of dwarvenkind (+1 Constitution, saving throw
bonuses on total Constitution, 60-foot infravi-
sion, and detection/ determination of approxi-
mate depth underground as described in the
PHB). All bonuses and penalties apply only as
long as the individual actualy wesrs the girdle.
Benefits such as additional languages and com-

bat bonuses againgt giant opponents never apply.

of Femininity/Masculinity

XP Value GPValue
Changing: — 1,000
Neutering: — 1,500

DUNGEONMASTERGuide

This broad leather band seems to be anormal

belt, but when worn, it immediately changes the
sx of the wearer to the opposite gender. It then
loses all power. There is no sure way to restore
the character's original sex, though thereis a50%
chance awish might, and a powerful being could
ater the stuation. Of these girdles, 10% actually
neuter awearer.

of Freshness
GPValue 5000
TopBadllista
This embroidered, slk-covered leather girdle pro-
tects the wearer againgt al radiant stench effects
from creatures—the smell of troglodytes, and the
tabi rotting blight, for example. It gives no pro-

tection against smells created by natural processes
1821
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~ Girdle of Gender Alteration

such as marsh gas, stagnant water, and the like.
The wearer also adds a +4 bonus to all saving
throws made for items against the corruption
ability of a nagpa (see Nagpa in the MY STARA
Appendix of the MONSTROUS COMPENDIUM).

of Gender Alteration

XPValue — GPValue 1,000
Black Courser

When a character puts this girdle on, nothing hap-
pens. When it is removed, however, he or she has
become a member of the opposite sex, although
this fact is gpparent only to observers and not to the
wearer. The girdle functions only once.

of Giant Strength
XPValue GP Value
Hill: 2000 20,000
Stone: 2500 25,000
Frost: 3000 30,000
Fire: 3500 35,000
Cloud: 4000 40,000
Storm: 4500 45,000

DUNGEON MASTER Guide

This belt looks similar to ordinary belts, but it is
imbued with very powerful magic. When worn, it
increases the physical prowess of its wearer, giv-
ing the strength of a giant. (It doesn't cause the

wearer to grow to giant size, however.) To deter-
mine how strong the wearer becomes and the
bonuses acquired, roll percentile dice and consult
the table below.

Giant Str - Attack Open
Roll Equiv Rating Bonus Dmg Doors*
01-30  Hill 19 +3 +7 168
31-50  Sone 20 +3 +8  17(10)
5170  Frogt 21 +4 +9 1712
71-85  Fire 2 +4 +10  18(14)
86-95 Cloud 23 +5  +11  18(16)
9%6-00 Sorm 24 +6  +12  19(17)

*The number in parentheses is the number of
chances on a 1d20 for the character to be able to
force open alocked, barred, magically held, or
wizard locked door. Only one attempt can be
made per door.

The wearer of the girdle is able to hurl rocks
and bend bars asif he or she has imbibed apotion
of giant strength. These abilitiesare:

Rock BendBard
Wt*  Lift Gates

Giant Weight Base
Equiv Allow. Range Dmg
Hill 485 8yds 1b 140 50%
Sone 535 16yds 1d2 198 60%
Fro¢# 635 10yds 1B 1% 0%
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Girdle of Priestly Might

—ﬁ

Fire 785 12yds 188 170 80%
Cloud 935 14yds 1dlO 184 9%
Storm 1,235 16yds 1di2 212 95%

* Approximate average missile weight in pounds.

The strength gained is not cumulative with
normal or magical Strength bonuses except in
combination with gauntlets of ogre power and
magical warhammers.

In a DRAGONLANCE Campaign: Girdles of
giant strength are called girdles of strength on
Ansalon.

Golden Girdle of Urnst
XPValue: 500 GP Value 3,000
GREYHAWK Adventures
Created to protect a powerful wizard against
malevolent warriors, this magical garment is
made of red silk strewn with golden flakes. It is
enchanted to give a+3 Armor Class bonus against
swords of any type, though other weapons are

unaffected.

Kerisss Girdle of Femininity
XPVaue — GP Value 1,000
1992 Fantasy Collector Card 146
Kerisis has been attempting to remove this gir-
dle for some time, but no remove curse or wish
spell has yet worked. Her rage at this inconve-
nience has even sent her into the Demiplane of
Ravenloft for atime, but the warping of magic
there has not helped her cause. She has looked
to Bilkon for an answer, but his magic was inef-
fective. Kerisis even attempted to enlist the help
of the evil Mazrikoth, but he only attempted to
seduce her—a thoroughly revolting idea even if
shereally was awoman! Kerisis may just have
to get used to the idea of being female, but she
hasn't given up yet. Meanwhile, Kerisis has

been going by the alias Kerisa

of the Lions
XPValue 2,000 GP Value: 8,000
DRAGON Magazine 91
This broad belt appears to be like any other magi-
cal girdle when first encountered. When it is put
on, the wearer gains several special abilities.
Wearing agirdle ofthe lions enables one to speak
withfelines (as per the spell speak with mon-
sters). The felines, from house cats to saber-tooth
tigers, view the wearer as a being with a Cha-
risma of 18 (for purposes of reaction checks).
Often, the cats give advice or aid to the wearer

and may obey reasonable commands.

The wearer aso gains the ability to land after
a fall in such away as to minimize physical
damage—subtract 3 points from every die of
damage incurred from falling, to a minimum of
1 point of damage per die. The girdle enables
the wearer to move silently as per athief's abil-
ity, with a minimum 50% chance of success. If
the wearer is athief, monk, or another who has
the ability to move silently, then the chance of
success is adjusted upward by +50%, to a maxi-
mum of 99%.

Findly, the girdle confers a sort of night vision
similar to that possessed by cats. If any light
source is within view of the wearer, he can see in
the dark as clearly as if he were in broad daylight.
Note that this power is not related to infravision;
the girdle does not allow someoneto see in pitch
darkness.

of Many Pouches
XPValue: 1,000 GPVaue: 10,000

DUNGEON MASTER Guide
This broad waist-belt seems to be nothing more
than a finely made article of clothing. However, if
detect magic is cast, the item radiates strong
enchantment along with a fainter aura of alter-
ation. Examination reveals that the girdle has
eight small pouches on its inner front surface. In
fact, there is atotal of 64 magica pouches in the
girdle, eight others "behind" each of the eight
apparent ones. Each of these pouches is similar to
aminiature bag ofholding, able to containup to 1
cubic foot of material weighing as much as 10
pounds. The girdle responds to the thoughts of its
wearer by providing a full or an empty pouch, as
needed. This item is greatly prized by Spellcast-
ers, for it can hold components for many spells
and make them readily available.

of Priestly Might

XP Value GPValue
Priestly Might: 3,000 15,000
Priestly Warding: 4,000 20,000
Holy Might: 5,000 25,000

The Shining South
This girdle first appeared after the Time of Trou-
bles. Priests of Mystratook it to be a sign that the
goddess had regained her power. This item is one
of the reasons that Azuth has not gained more
supportersin Halruaa.

These girdles actually come in three versions.
1828

J

535

\



-, Olass, Enlarging —

The basic girdle, the girdie of priestly might,
allows the wearer an 18/99 Strength and a +2
Armor Class bonus. The second type, called a
girdle of priestly warding, grants the above pow-
ers, plusprotectionfrom evil (or good). The third
girdle, the girdle ofholy might, grants the preced-
ing powers, plus the ability to use aword of recall

spell once per month.

Roll Type of Girdle Found
01-70  Priestly Might

7195  Priestly Warding
9%6-00 Holy Might

The girdle bears the symbol of its bonded
power on the front. However, any priest or priest
of the same alignment as the power whose sym-
bol appears on a girdle may use it. (One need not
be a priest of that power, only of the same align-
ment.)

The girdles are not aligned with respect to
chaos or law, being vessels either of good, neu-
trality, or evil. A priest who tries on agirdle of an
opposing alignment is cursed, and receives no
spells above 2nd level until he or she receives an
atonement spell. A quest of the power's choosing
may be necessary. A neutral priest who tries on
either a good or an evil girdle suffers the same
effect.

It is not known exactly how many other girdies
have appeared in, the Realms. Given the new,
more active stance that powers have been forced
to take in the Realms, it is thought that there may
be more than a few of these items. It is highly
unlikely that these are to be found in treasure
hoards. The girdles that are known to exist are dl
carefully guarded. It is doubtful that such agirdle
can be found on anyone who has not been a high
priest for quite some time.

The priests of Mystra are known to have at
least one of each type in the temple fortress at
Mount Talath. There are also rumors that the
secret of constructing more of these items has
been discovered. If so, it is sure to be along and
expensive process.

Glass
A glassisamagical lensthat is secured to an ivory
or wooden handle with a metal band. Peering

through most lenses makes illegible writings and

insignias readable. Many magical lenses aso
enlarge items whose detail istoo fine for legibility.

Enlarging

XPVaue 1,500 GP Value 7,500
DRAGON Magazine 30
An enlargingglass is amagica magnifying glass
that is approximately 2 inches in diameter and 5x
power. If two of these glasses are formed into a
st of crossbow sights, they alter the ranges and
penalties of the weapon. When installed, long
range becomes medium range, and medium short
range. Short range receives the bonuses of point-
blank range. Maximum range, however, remains
the same.

of Distant Vision
XPValue 2,000 GPValue 10,000
Greyspace
The glass resembles a standard brass telescope
about 18 inches long, and tapering from a 3-inch-
diameter at one end to 1 inch at the other. It
weighs about five pounds. The glass radiates a
very faint aura of magic.

The glass seems to be anormal telescope, of
about 8x power. That is, any object viewed
through the glass seems to be eight times closer
than it actualy is. When the magic word is spo-
ken, however, the power of the telescope
increases to 80x—making an object 80 miles
away look as though it were only one mile dis-
tant. While the glass is operating in this mode,
the user can increase its magnification still fur-
ther by turning a narrow ring that surrounds the
eyepiece. Turned all the way counterclockwise,
the glass has a magnification of 80x—its nor-
mal setting. Turned all the way clockwise, how-
ever, the glass has a magnification of 250x.
Repeating the trigger word returns the glass to
nonmagical operation. Each glass has its own
trigger word.

At extreme magnification, any telescope has
avery small field of view, and it is extremely
difficult to keep steady. The glass of distant
vision counteracts this problem. It seems to be
magically stabilized in some way, so that it
remains trained on a particular target until the
viewer actively decides to move it. This stabi-
lization does not work when the glass is in 8x
mode. The glass of distant vision is based on
magical technology developed by the silver
dragons of Skyhaven on Edill. The devices were
actually constructed by a human wizard named
Revorian, however, since the dragons had no

desire to put their theoretical breakthrough into
180
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Globe, Battleshroud Gas

ﬁ

practice. Before his untimely death, Revorian
constructed perhaps two dozen of these devices.
Currently, nobody knows how to recreate his
works. A glass ofdistant vision costs at |east
5,000 gp on the open market—if the buyer can
find someone willing to sell—and often much
more.

Joal's Glass of Preserved Words
XPVaue: 3,000 GPVaue: 10,000
1992 Fantasy Collector Card 504
Joal is an archeologist and rogue who adventures
solely for the purpose of discovering ancient civi-
lizations. He has recovered a few artifacts and
numerous magica items in his many quests. His
glass of preserved words makes illegible, written
text readable. He has also paid a wizard to
enchant the glass with a permanent comprehend
languages spell so that he can trandate any cryp-
tic scrawl he discoversin his explorations. Joa's
glass has aded him in many treasure hunts and is
well worth the 10,000 gp he invested in its

enchantment.

L oupe of Cormac
XPValue: 2,000 GP Value 25,000
POLYHEDRON Newszine61
The loupe of Cormac is ajeweler's eyepiece that
acts like a gem of true seeing, but functions only
on gem stones. Using it, aperson with an apprais-
ing skill can determine the exact quality and
value of a gem, plus the nature of any inherent
magic—including curses.

of Preserved Words
XPValue: 2,000 GP Value: 10,000
Tome of Magic

This magical magnifying glass has aband of sil-
ver around the lens and an ivory handle. The
glass has the ability to make illegible written
words readable. Words that were carved into
stone but worn away by time, inked letters,
blurred due to moisture, messages clouded by
magic, and magical and normal writings all
become clear when read through the glass.

The actual words remain illegible; they are not
dtered in any way. Only acharacter looking at
them through the glass can read them clearly. The
glass does not protect the reader from any harm-
ful effects as aresult of a cursed scroll or trapped
writings, nor does it make cryptically worded or
coded messages understandable.

Glitterlode's Blessed

Skyhooks
XP Value GP Value
+1: 700 ,OOO
+2: 1,400 4,000
+3:2,100 1,000
+4:2,800 8,000
TopBadligta

These magical skyhooks are believed to have
been created by servants of the Immortal Garal

Glitterlode, and placed as rewards for his follow-

ers among the gnomish peoples. The skyhooks
automatically fit the hands of the gnome who

finds them, and may be of +1 to +4 enchantment,
each plus adding an extra+1 to the machine
building skill and subtracting 5% from the time
and cogt of adl machine congtructions. A 1020 roll

finds the enchantment.

1020 Enchantment
- 01-12 +1
13-16 +2
17-19 +3
20 +4
Globe

Globes are small, hollow, spherical vessels
formed from clear glass. They usually contain
sparkling liquids and shifting colors. When a
globe is dropped or thrown, it automatically shat-
ters, releasing a cloud of colored gas. Some
globes, however, function as scrying devices (see
Crydal Ball for details).

Battleshroud Gas
XPValue: 1,000 GP Value 7,500
The Ruins of Undermountain

This purplish, expanding smoke is arare and
deadly fighting-aid devised by a wizard of
Nimbral and several priests of Lantan. It is
known as battleshroud, and has three important
properties.

The smoke fills a spherical area and expands
it by 20 feet each round to a maximum radius
of 40 feet (lasting for 1d4+12 rounds) before
it thins out and dissipates. While the smoke
lasts, the areais filled with a thick magical
smoke screen which confounds normal vision,
infravision, and true seeing. Scrying and
locating, by magical items or spells, is pre-
vented by the battleshroud. The smoke screen

J
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Globe of Cirulon
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is equal in effect to total darkness, so al char-

acters attack rolls suffer -4 penalties while
within the battleshroud's confines; likewise,
Armor Classes have a +4 penaty while within
the magical smoke. Blindfighting proficiency
effects (but not animals' night vision) modify
these penalties.

Any creatures struck by the globe or within 2
feet of the impact area must save vs. breath
weapon or have a battleshroud of 10-foot

radius move with them, independent of the
cloud's standard effects, for the duration of the
smoke cloud (1d4+12 rounds). This effect is
due to the smoke reacting with and clinging to
the moisture inherent in a creature's skin or

garments, and is not magical.

All crestures in contact with the smoke must
save vs. spell or be slowed (effects as the
wizard spell) while the smoke lasts. Even if
the creatures subsequently leave the vicinity

(or even the plane) of the smoke, the sow

effects continue for 1d8 rounds. Thisis a
temporary biological property of the bat-

tleshroud, not a magical effect. Neutralize

poison and slow poison spells neutralize this
effect if the target is outside the boundaries
of the cloud.

Battleshroud is found only in clear glass
spheres, some of which bear identifying inscrip-
tions. All known types of dragonkind are
immune to the effects of this substance, and
some sages believe al reptiles are immune or at
least highly resistant to battleshroud smoke.

Battleshroud is too rare to have seen much bat-
tlefield use, athough the island realms of Lan-

tan and Nimbral benefit from its presence in

their defensive armories. The cloud it creates
cannot be negated by dispel magic or similar

means.

of Cirulon
XPValue 750 GPValue 3,000
Dragon Keep
Thisis aclear, crystal sphere about 4 inchesin
diameter, imbedded with chips of gold, copper,
silver, brass, and bronze. Each globe rests on a
small pillow of clouds. Once per day, the owner
can touch the globe and be affected as if he or she
consumed a. potion ofhealing. A. globe of Cirulon

functions only for the owner.

Glowing
XPValue GPValue
Controllable: 120 240
Uncontrollable: 100 200

DRAGON Magazine 41

A luminous globe that floats always above and
just behind the shoulder of the person who first
touched it. Its brightness is under the owner's
mental control—from dark to blinding (a brief
flash; effects last for 1d6 rounds). Typicaly, such
aglobe can be removed from the owner only by a
limited wish, wish, or aremove curse, whereon
the next person to touch the globe will inherit it.
One type of globe (30% of all globes) remains
brightly lit (equivalent to a continual light) a all
times; the brightness cannot be controlled. The
glowing globe does not radiate any heat, and can-
not be rendered invisible except by wishes.

Glowing 11
XPValue 100 GPValue 200
The Magister
These globes are often found in ancient dwellings
and ruins. Their origin is unknown, athough it is
rumored among magic-users that a globe of con-
trollable brightness can be made by using
Nchaser's glowing globe, a spdll of the 4th level.
Thisis said to require anormal glass globe of the
finest quality. The wizard Nchaser has not been
seen for nearly 20 years.

A luminous globe, it floats dways above and
just behind the shoulder of the person who first
touched it. Its brightness is under the owner's
mental control, from dark to blinding (brief flash;
effects last for 1d6 rounds). Typically, such a
globe can be removed from an owner by a limited
wish, wish, or remove cwrse, whereon the next
person to touch the globe inherits it. One type of
globe remains brightly lit (equivalent to continual
light) a all times, the brightness cannot be con-
trolled. The glowing globe does not radiate any
heat, and cannot be rendered invisible save by
wishes. It is affected by changesin its owner's
states and drops to the ground, weightless, if its
owner iskilled, petrified, goes ethereal or astral,
or travels to some other plane in a manner that
prohibits to globe from going aong.

Owners attempting to use the globe as a carry-
ing device (by rigging a harness) have found that
it can carry 200 gp. However, any weight above
25 gp dows it down to alingering walk, and the

owner must match the globe's pace. If the carried
1838
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Globe of Serenity
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weight is more than 200 gp, the globe settles to
the ground and does not move until its load is
relieved. Savvy orcs and other darkseers have
used the tactic of weighted nets on such globes to
separate careless human adventurers from their
light sources.

Mervic's Gaseous
XPValue: 50 GPVaue 150
POLYHEDRON Newszine47
These small, hollow globes are formed of clear
glass and contain a shifting, colored liquid. When
a globe is dropped, it automatically shatters,
releasing a 10- by 10- by 10-foot cloud of colored
gas with one of the following effects:

4555 Mottled Confusion (1d6 rounds).

56-66 Purple Jeep (1d6 rounds).

67-77 Red Incendiary (1d4 damage to
creatures, al items must save
vs. fireball at +3 or be
destroyed).

7888 White  Sow (as spell, 106 rounds).

8300 Ydlow Parayss (1d6 rounds).

The gas clouds last for three rounds, creatures
within the clouds are affected as long as they
remain within the cloud and for the cited duration
once they leave. The globes can be thrown 30
feet, and are found of caches of 1dIO.

of Purification

XPValue 500 GP Value 2,500
Tome of Magic
These enchanted glass spheres, 6 inches in
diameter, contain the swirling blue-gray
essence of a cloud of purification spell. When
the globe is broken, the cloud billows forth,
acting exactly as if the spell had been cast by a
12th-level priest. These devices are often given
to a city's sanitation crews, who descend upon
the streets and sewers during the wee hours of
the morning.

Samzinna's Globe of Putrification
XPValue 1,00 GP Vaue: 5,000
1992 Fantasy Collector Card 391
Samzinna loves any spell that involves gases or
the Element of Air. He thought the globe of
purification was a great idea, but it needed an
effect with a better kick: Hence, he made his own
globe of purification. Samzinna's globe is a 6-
inch glass sphere that contains a stinking cloud
spell. When the globe is broken, the spell goes
off, making an extremely effective grenade. With
sometrial and error, Samzinnaistrying to perfect

Roll  Color  Power a system of carrying many globes, without break-
01-11 Black  Anti-magic (as anti-magic ing them, on his person.
shell for 1d6 rounds).
12-22  Blue Fog cloud (obscures vision of Serenity
106 rounds). XPValue: 500 GP Value: 2,500
2333 Gray Poison. Tome of Magic
01-50 Normal. These glass orbs look very much like crystal
51-75  Wesk (+2 to saving throws). balls. However, a globe of serenity emitsacontin-
76-00  Strong (-2 to saving throws). uous, inaudible tone that affects all living crea-
HA44  Green  Acid (1d4 damage to crea- tures within 50 feet that fail a saving throw vs.
tures, al items must save vs. spell. While in the area of effect, affected crea
acid at +3 or be destroyed). tures feel the utmost serenity and self-control.
1842
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Globe, Vision

Strong emotions such asjoy, love, and hatred are
totally subdued.

Creatures affected by the globe gain a +3 sav-
ing throw bonus to resist spells and special
attacks that affect emotions (such as charm, fear,
or emation). At the same time, they suffer a-2 on
al Intelligence checks, the spark of insight is aso
repressed.

The globe also affects Morae, raising the spir-
its of some while quelling the fires of fanaticism
in others. All affected creatures have Morale of
10, regardless of their training or skill. If a
Morale check is called for and failed, the effected
creature does not rout or flee, but stays in place,
taking no action until rallied.

Globes of serenity are best suited for lawful
communities where open displays of emotion are
frowned upon. Although crime and violence
would be gresatly reduced in these communities,
citizens would also lack a sense of spirit. The
people would go about their daily routines like
emotionless automatons.

In Ravenloft: The bonuses of this globe are
applied to fear and horror checks. Furthermore,
the globe can nullify the effects of a failed fear
check. If used on a person who failed a horror
check, the PC gets a new check to attempt to
recover from the horror.

Vison
XPValue 750 GPValue 3,000
DRAGON Magazine 91
This object appears to be a crystal sphere 6
inches in diameter that radiates magic. It can only
be used by a psionic character who has one or
more of the disciplines listed below. The charac-
ter can project mental pictures received while
using one of the disciplines from his or her mind
into the globe, so that the images are visible to
anyone who looks into the globe. The required
disciplinesinclude: Animal Telepathy, Clairvoy-
ance, ESP, Object Reading, Sendtivity to Psychic
Impressions, and Telepathy.

Any mental pictures that are received from the
mind of a contacted being, or images that show
what alocation looks like, are depicted in the
vision globe whenever apsionic character holds
the globe in both hands and employs one of the
above disciplines. The globe remainsinert if it is
held by a character who cannot use it, or if held
by a"legd" user who cannot presently employ
any of the permitted disciplines due to alack of

PSPs. The vision globe can be used as often as
desired by any character able to harness its power.

The vision globe will not transmit sound or
peech, but can depict words if they come through
as mental images (for example, if someone men-
tally pictures the image of a "dog," instead of
thinking the word "dog" as a label to identify a
mental image).
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Glove, Black Hand
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OfWisdom
XPValue 300 GPValue: 1,500
New Item
These rare globes contain a swirling, purple gas.
When a globe of wisdom is smashed and its
fumes are inhaled, a character who breathes in the
gas receives a +3 bonus to his or her Wisdom for
12 rounds.
The bonus can only be applied to asingle char-

acter, no matter how many PCs breathe the
fumes.

Glove
Magical gloves usually are made from thick
leather. Most gloves are sewn to tightly fit the
hand and alow afirm grip on a weapon. Gloves
used in combat usually do not have decorative
jewels or embroidery, although exceptions like
gloves oflightning do exist.

Roll Glove Type
01-11 Cestus

12-2 Gage

23-33 Gauntlet

3445 Glove

4656  Mitt

57-67 Mitten

68-78  Muff

79-89  Punch-cutter*
90-00 Shipwakers

Black Hand

XPValue 4,500 GP Value 50,000

Halls of the High King

The making of these fell items remains a secret of
the priesthood of Bane, who have used them for
over a century. A scant few black hands have
falen into the clutches of outsiders as booty, but
no one outside the dark clergy ever admitted a
successful duplication of such aweapon. Such an
admission would dmogt certainly spell the doom
of the claimant at the hands of Banites the Realms
over, but the clergy of Talos and Tempus are
known to have attempted the creation of such
gloves for their own priesthoods—so far without
SUCCESS.

Worn by high-ranking priests of Bane, black
hands are dip-on, ebow length gloves crafted of
flexible, black metal mesh or very fine chainmail;
they glow with an eerie, dark radiance. They are
usualy left-hand gloves, and only one black hand
is ever worn (never on both hands). A wearer can

therefore wield a weapon as well as the glove,
although a successful attack roll is required to
deliver any of the hand's touch effects.

A black hand absorbs dl spells (and the equiv-
alent naturd powers of monsters and the effects
of magic items) of 3rd level or below, regardless
of class or origin. Such attacks simply do not
affect the wearer or any items carried or worn,
regardiess of the wearer's actions (or even if deed
or unconscious). Area effect spdlls are not negated
or diverted; they ssimply do not affect the glove
wearer. Additional beings and their gear cannot
be protected by the touch of a hand, nor does its
protection extend to abeing who is merely carry-
ing it—it must be worn, in contact with the skin,
to function at all. Its passive protection has no
known "gbsorption capacity limit.

A black hand can also'be used actively. Its
touch can drain magic items of 14 charges, per
touch or round of continuous contact, if the
wearer wills. Each grasped magic item gains a
saving throw againgt magicd fire to avoid being
drained and must save anew for each contact.
Magic items that do not use charges are rendered
dormant and usdess for 1d4 rounds.

Magic item powers are not known to harm
hands. A black hand has an Armor Class of 4 and
22 hit points. Its mesh resists piercing or cutting
by even the keenest blades.

If the wearer wills, a black hand's touch can
paralyze living beings, who are allowed normal
saving throws to successfully resist. If failed, they
are paralyzed for 1d4+l turns. Any attack on a
paralyzed creature automatically hits, but it
breaks the pardysis ingtantly.

Undead can aso be paralyzed by the hand's
touch. Hand wearers roll turning attempts, as
priests if the same level, if not themselves
priests. Ifthe result isa"T," 1d4+ turn paraly-
sis occurs. If the result is "D," the paralysis is
permanent—until an attack ends it, or magic is
used to dispe it.

Black hands can be directed to release absorbed
magical energy through atouch attack. The elec-
trical energy discharge affects only the being
touched (penetrating armor and conducting along
weapons and the like, but not harming nearby
beings). A saving throw vs. poisonis alowed. If
successful, avictim suffers 2d6 damage; if failed,
14 hit points of the damage of each hand contact
are permanent, at the DM's option. No saving
throw allows all damage to be avoided. This

f
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Glove, Claws of Raking
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power can be used only four timesin any day. If a
touch attempt misses, the energy is not dis-
charged and is wasted; a discharge occurs only if
an attack succeeds.

Claws of Raking
XPValue 500 GP Value 2,500
The Book of Marvelous Magic

This pair of apparently ordinary gloves grows
claws on command. The wearer may use them as
edged weapons, striking twice (once each glove)
per round for 1d4 points of damage per hit plus
Strength bonus. The gloves can affect creatures
immune to normal weapons. When used with
cleats ofgripping, the wearer may climb sheer
surfaces as a 4th-level thief (but at half normal
chances if metal armor is worn).

Cosmetology
XPValue: 100 GP Value: 500
DRAGON Magazine 73
Thisis alarge leather glove. When a person puts
it on, the fingernails of the inserted hand are
painted and polished to a color that most suits the
character's present attire. (A matched pair is
needed to do both hands.)

of Evasion
XPValue: 1,000 GP Value 10,000
The Complete Thief's Handbook

These gloves are made of exceptionally supple,
thin calfskin, and when worn they blend with the
skin and become virtually undetectable (and are
detection resistant). A thief wearing them gains a
+10% bonus to open locks and can undo almost
any knot automatically in one round. Any charac-
ter wearing the gloves is able to manipulate his or
her hands in order to escape from manacles,
chains, irons, or similar restraints if a Dexterity
check (with a +2 bonus if the character is athief)
is successful.

of the Feline
XP Value GP Value
Lawful Good: 2,000 10,000
Lawful Neutral: 2,000 10,000
Lawful Evil: 2,000 0,000
Neutral Good: 2,000 10,000
Neutra: 2,000 10,000
Neutral Evil: 2,000 10,000
Chaotic Good: 2,000 10,000
Chaotic Neutral: 2,000 10,000
Chaotic Evil: 2,000 10,000

POLYHEDRON Newszine 82
These |eather gloves are embossed in gold with
an image of atype of cat. Common images
include panthers and tigers. The gloves are
aigned, usualy neutral good or chaotic good, and
will not function for an individual whose aign-
ment does not match the gloves. The gloves pro-
vide the following abilities if worn by an
individual of matching alignment:
The wearer gains the thief climb walls ability
a 80%.
If the wearer falls, he or she always lands
standing up and suffering minimum damage.
In unarmed combat, the wearer can cause
claws to spring forth from the gloves finger-
tips, and can attack with both glovesin a
round; a successful hit causes 14 points of
damage.
The wearer canjump, asthe wizard spell, once
per day.

Fist
XPValue 900 GP Value: 9,000
Dwarves Degp
These prized items are traditionally used only by
dwarven priests, but without regard to faith.
Dwarves frown on beings of other races using
them, and seek any excuse to challenge or attack
the owners to gain them. Fists magically dter in
szeto fit any hand brought into contact with
them, and can even be worn and used by dragons,
giants, and other gargantuan creatures!

Afist is an adamantite chain mail glove with
pointed knuckles of solid metal. They are used
like brass knuckles, but augment the power of the
wearer's blows.

Afist adds 1 point of damage to the wearer's
barehanded damage in normal use, and aso pro-
tects the hand against weapon attacks. It can be
commanded to deliver a pile-driving blow. Each

blow drains the wearer of 12 hit points—it is the
1850
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Gloves of Lightning

user's life energy that powers the extra impact. A
pile-driving blow can be used, as the name sug-
gests, to drive piles, or shatter doors, armor,
wegpons, shields, and the like.

If the target is mobile, a successful attack roll

isrequired. If ablow occurs, the target must save
vs. crushing blow at -6. (If directed against walls
and the like, consider thefist a"giant fist" on the
Structural Saving Throws table in the DMG, to
which the -6 penalty to the save applies.)
Againgt creatures, apile-driving blow does 2d12
points of damage, automatically stuns for the fol-
lowing round, and knocks the target down. To
avoid being knocked down, allow a Strength
check at -3 pendty (-2 if the target is large, -1 if
huge, no penalty if gargantuan). A saving throw
vs. spell avoids stunning; otherwise, the struck
being can make no voluntary action on the fol-
lowing round.

Fists are unaffected by heat metal and similar
attacks directed at them. If struck by any spell
effect of 7th level or above or any magical item
effect dealing more than 7 dice of damage, they
fly off, landing at random. Damaging a.fist
requires concentrated, deliberate magical attacks,
or disintegration—normal combat attacks, even
severe ones, smply won't affect afist. Afist nei-
ther has nor uses charges.

Golden
XPValue — GPValue 1,000
Black Courser
When worn, these gloves slowly congtrict, crush-
ing the wearer's hands into useless, mangled
stumps if not removed by a remove curse spell

cast within two rounds.

Helping Hand
XPValue: 1,000 GP Vaue: 5,000
IMAGINE Magazine 24
The helping hand appears to be an iron glove
with unusually long fingers, and an iron ring (to
tieitto arope) a the wrist. When given the com-
mand word, it grabs whatever next comes into
contact with its palm and holds on until told to
releaseit. If attached to arope, it canbe used asa
grappling hook that lands silently 85% of the
time.

If thrown at an opponent and a successful
attack roll is made, the helping hand grabs its
victim's throat, causing 1 hit point of damage in
the first round, two points in the second, four
pointsin the third, and so on. A strangulating
helping hand can only be removed with a suc-
cessful Strength ability check with a-2 penalty.

of Interception
XPValue: 1,500 GP Value 10,000

DRAGON Magazine 179
The wearer can catch any hurled or fired missile
aimed a his or her frontside, provided that sur-
prise is not a factor and that the missile is not
from a dege engine or firearm. Any missile tar-
geted or passing within the wearer's reach (3
feet) may be intercepted whether the attack is
aimed at the wearer or another character. The
wearer must make a Dexterity check on 1d20 to
succeed and cannot have anything in the receiv-
ing hand while performing this function. Magi-
cal arrows, bolts, stones, and sling bullets have
their attack bonuses applied as negative modi-
fiers to the Dexterity check.

of Lightning

GP Value: 20,000

Old Empires

These ornate, magical gloves, usable by all
classes, are powerful weapons. Once every three
rounds (up to three times a day), the wearer may
point a a single target and fire a strong burst of
electricity that automatically strikes. This burst

XPValue: 2,000
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Gloves of Missile Snaring
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inflicts 8d6 points of damage (a successful saving
throw vs. wand cuts this in half). Gloves oflight-
ning cannot be worn with gauntlets; both gloves
are necessary to fire the lightning.

of Missile Snaring
XPValue 1,800 GPValue 10,000

DUNGEON MASTER Guide
These gloves radiate a dight aura of enchantment
and alteration if detect magic is used. Once
snugly worn, they seem to meld with the hands,
becoming almost invisible (undetectable unless
within 5 feet of the wearer). With either or both
hands dad, and if not aready holding something,
the gloves may be used to pick many sorts of mis-
sles out of the air, thus preventing possible harm,
and enabling the wearer to return hand-thrown
missiles to their sender as an attack in a subse-
quent round.

All forms of small, hand-hurled or weapon-
propelled missiles (arrows, bolts, darts, bullets,
javelins, axes, hammers, spears, and the like) may
be caught. If the weapon magically returns to the
attacker, then catching it ssimply prevents damage,
and returning the weapon does not result in an
attack.

of the Octopus
XPValue: 4,000 GP Value: 20,000
POLYHEDRON Newszine 58
These dark gloves function only when worn.
When commanded, the fingers (not the thumbs)
grow into 10-foot long tentacles. They can grab
objects, open doors, attack, and entangle oppo-
nents. Each finger has a Strength of 18/50, and
each attack by afinger causes 1d6 points of dam-
age. An attack roll must be made for each finger.
When commanded to entangle, the victim must
make a saving throw vs. death magic to avoid
being held. This saving throw is modified by -1
for each finger involved. For example, if the
wearer is using one hand (four fingers) to entan-
gle, the victim makes the saving throw &t -4. The
elongated hand can also wield any weapons nor-
mally used by the wearer, based on the wearer's
combat table. The fingers cannot employ magical
items. The gloves Armor Classis 8, and each fin-
ger can withstand 10 points of damage before
becoming useless. Damaged fingers regenerate at
arate of 1 hit point per week. When al the fin-
gers of a glove are cut off, the glove becomes
nonmagical. Damaging the fingers does not

cause damage to the wearer. While using the
gloves, the wearer cannot cast spells or use magi-
cal items that require concentration.

Reglar's Gloves of Freedom
XPValue 3,000 GP Value: 15,000
Tome of Magic
These gloves appesr to be thick, leather, combat
gloves. Silvered pearls are sewn along the gtitch-
ing. A character under the influence of a charm
spell or similar enchantment can be freed of the
enchantment by shaking hands with the wearer of
the gloves. This item frees only characters who
are enchanted againg their will. Those who have
willingly submitted to a charm (such as a quest)
are not affected by the gloves. The former victim
retains all memories of his enchantment. The
gloves do not protect or release the wearer from

such spells.

Reglar's Gloves of Freedom

From Magic

XPValue: 5,000 GP Value: 25,000
1992 Fantasy Collector Card 512

Through further research and experimentation
with magic, Reglar created a pair of gloves that
improves upon the principles of his original
gloves offreedom—the gloves offreedom from
magic operate as adispel magic spdl (12th level).
By rolling a successful hit against unwilling
opponents or merely touching willing ones, the
gloves' power is released. The wearer must
specifically name the effect the character is
attempting to negate. The gloves can be used
three times per day. They give no protection from
spells directed againgt the wesrer.

The Sentinel
XPValue — GPValue —
The Sentinel
The Sentinel is a magica artifact made of pale
kid leather that never becomes dirty or stained.
Incorporated into the index finger is aring set
with arounded blue stone. The glove fits any
humanoid's right hand.

The Sentinel has a personality and purpose that
should be treated similarly to unusual swords. It
has an Intelligence of 17 and an Ego of 21, and 0
has a persondlity of 38. The purposes of the Sen-
tinel are the defence of the Keep at Adlerweg and
the destruction of the Gauntlet—should an

opportunity arise (see Gauntlet, The Gauntlet). It
1859
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Gloves, Thor's Magical, of Power
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has remained true to these despite the passing of
the years. Once the Sentinel has been found by
the adventurers, it insists that they help it to
destroy the Gauntlet.

The personality of the Sentinel is very strong.
In keeping with its neutral good alignment,
however, it does not automatically attempt to
dominate and control its wearer. Rather, it uses
advice and persuasion in the first instance, fol-
lowed by total withdrawal of the use of its pow-
ers, and only attempts to dominate as a last
resort if the bearer's actions run seriously con-
trary to its purposes.

The Sentinel was constructed in great haste,
incorporating other magical items. Its powers are
not, relatively speaking, very great but it alone
has the power to destroy the Gauntlet.

There are two kinds of power that the Sentinel
can make available to its wearer; those which are
permanent or may be used at will, and those
which may only be used a alimited rate. Some of
the powers are usable only by awizard or illu-
sonist.

The Sentinel has asuggestion ability that it can
use to persuade creatures to don it or perform
other actions. This power is not available to the
wielder.

Permanent Powers

The wearer may automatically open any magi-
cdly locked doors.

The Sentinel has the effect of a permanent
protectionfrom evil 10" radius cast upon the
wearer.

The wearer has atotal resistance to al magi-
cally induced/ear. All allies of the wearer
within 10 feet have a +2 bonus on saving
throws against magical year.

The wearer is protected as if by a permanent
shield spell (mages/illusionists only).
Limited Use Powers

The wearer may cast & protectionfrom normal
missiles spell once per day (duration five
turns; mages/illusionists only).

The wearer may cast a holdportal spell (as if
cast by awizard of 10th level) twice per day
(mages/illusionists only).

The wearer may cast a know alignment spell
twice per day (mages/illusionists only).
Destruction of the Sentinel and the Gaunt-
let: The Sentinel and the Gauntlet are both arti-
facts, and there is only one way in which they
may be destroyed. The moment they come into
contact with one ancther, both will be instantly
vaporized.

of Thievery
XPValue 1,000 GP Value: 5,000

Unearthed Arcana
This seemingly normal handwear radiates a faint
aura of enchantment and alteration. When placed
snugly upon the hands, these gloves cannot be
seen, except by means of magical sight or detec-
tion. Wearing them allows the possessor to open
locks as a 7th-level thief and pick pockets as a
5th-level thief. If actually worn by athief, the
gloves enable him or her to gain 5% in both cate-
gories if aready equal to or above the stated lev-
€ls due to advancement. Otherwise, they operate
the same for athief as for any other wearer.

Thor's Magical Gloves of Power
XPValue 2,500 GP Value: 25,000
Gods, Demigods, & Heroes
These gloves, worn separately from Meging-
jarder, give Thor's avatar the power of a stone
giant. When the gloves are worn together with
Megingjarder, his strength is increased to that of

storm giant.
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Gnomewrecker
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Gnomewr eck
XPValue 20,000

er
GP Value: 200,000

Krynspace

There are only a dozen such devices known to
exist—all of them are considered priceless and
are in great demand (especially in Krynnspace).
Gnomewreckers were created nearly three
decades ago by a stoic human wizard who was
frustrated at his gnomish neighbors' creations
and machinations. The wizard, who has since
died, was said to have created 12 of these prized
magical items, each one with 60 charges. A
gnomewrecker appears to be an ornately carved
walking stick capped with a metallic head of a
scowling gargoyle. By pointing the gargoyl€e's
head at a gnomish device and speaking the
command word "stop!” the stick causes the
gnomish device to cease functioning. No lights
blink, no dials twirl, no more blegps issue from
the machine's recesses. The device is rendered
inoperable, and no amount of effort on the
craftiest gnome's part can get it to work again—
ever. Wizards are reported to be working fer-
vently to duplicate the gnomewreckers, as the
ones created 30 years ago are very difficult to
recharge.

Gnomish Sweeper

XP Value GP Value
+1:800 8,000
+2:1,600 16,000
+3:3,200 32,000

Realmspace

Gnhomish sweepers are nothing more than a pair
of light ballistas with a common mount so that
they can both be fired at the same time. The two
bolts are linked with a heavy chain, and used as
an antipersonnel weapon against enemy crews.
Every target within 10 square feet must make a
Dexterity check to remain standing.

These weapons require a three-man crew and
have abase THACO of 16. They have been magi-
cally enchanted to allow their users to gain a
bonus on attack rolls. While gnomish sweepers
do not inflict hull damage, but can be used as
light ballistas in a pinch.

Goblet
Goblets are ornamental cups. They may be con-
structed from glass, crystal, meta, or even wood.
Goblets do not have handles, instead, they have
rather long stems ending in circular bases. Gob-
lets are commonly used to sip after-dinner wines
and cordias. (See dso Cup and Chalice))

Roll  Goblet Type
01-11 Bedker

12-22  Chalice
2333 Cup
3444  Glass
4556 Goblet
57-67 Rummer
68-78 Tass
79-89 Tumbler
90-00 Wineglass

of Glory

XPValue 1,250 GP Value: 12,000

DRAGON Magazine 91

Thismagica container appears to be aheavy gob-
let of worked gold, and is similar to a beaker of
plentiful potions. Although it aways seemsto be
empty, the goblet dispenses aclear, glowing liquid
when brought to the holder's lips and tilted. Drain-
ing the goblet takes one round; all of the liquid

must be consumed for it to take effect. During the
following round, the liquid affects the drinker as

follows—any damage the drinker may have suf-
1864

S

546

\




~ Goggles, Troppenribb's -

fered is restored, up to 14 hit points. If the
drinker is 12th level or below, there is immediate
physica growth (like a. potion of growth), but lim-
ited to 6 feet in height. (The user temporarily
gains energy levels in the manner of apotion of
super heroism.) A member of any character class
may receive this last benefit, but the increase in
level applies only to Hit Dice and physical com-
bat; thieves do not gain improved thieving skills,
Spellcasters do not gain spell knowledge or com-
prehension, and priests do not receive the level
benefit when attempting to turn undead. A charac-
ter of the 13th or higher level who drinks from the
goblet also has 14 hit points restored, but does
not receive the other benefits—and is drained of
one level of experience.

The growth and level gains (or losses)
bestowed by the goblet of glory will last for 4d4
rounds. The goblet dispenses only one dose of the
liquid per day, and each typically contains 3d4
drafts. When the last of these doses is drunk, the
goblet crumbles into dust. The liquid cannot be
spilled or removed from the goblet except by
drinking. If adrinker is hit by aphysical or magi-
cd attack, or is otherwise interrupted during the
round in which the liquid is being consumed, that
dose is wasted and the goblet cannot be used
again until the following day.

of the Great Kingdom
XPVaue: 1,200 GPVdue: 8,000
GREYHAWK Adventures
Created for use by the tyrants of Aerdy (who had
good reason to fear assassination), this magical
goblet appears to be a normal drinking vessel
made of polished oak. However, the goblet auto-
matically neutralizes all venoms and poisonous
liquids that are stored in it for a least one round.

Leomund's
XPValue: 120 GPValue 1,200
DRAGON Magazine 28

These goblets are made of silver, gold, or plat-
inum and are delicately engraved. The value of
the engraved metal is not visible until the cup is
commanded to function. When told to fill itself, it

produces a fine beer or wine. The goblet can
function seven times a day. It must be cleaned

with sweet water or holy water at least once a
week or it never functions again. Cleaning is not
necessary if the goblet has not been used during
any given week.

Manas
XP Value GPValue
of Seep: — 2,000
of Death: — 1,200
of Fixation: — 1,000

Gods, Demigods, & Heroes
Any liquid poured into these goblets produces a
poison corresponding to the goblet's function:
Goblet ofleep: Uninterrupted sleep for 14

days.

» Goblet ofdeath: A potent poison. (-2 on sav-
ing throws).

e Goblet affixation: Paradyss.

Goggles

Goggles are large spectacles that wrap tightly
against the head. They completely enclose the
eyes, protecting them from wind, insects, and
other airborne or flying hazards. Goggles can be
fitted with convex or concave lenses, allowing
nearsighted or farsighted wearers to see clearly.
Generdly, the lenses are made from glass and the
wrap is cut from leather or cloth. Magica gog-
gles are enchanted so that anyone with a human-
like skull, overall size apart, can wear them. For
saving throsw, goggles are treated as glass or
leather, whichever isless.

of Underwater Sight
XPVaue 700 GPVaue 1,400
DRAGON Magazine 73

. Two black, flexible ova objects, each about two

inches long, connected by %2 inch-long, flexible
white strap and, from opposite sides of the ovds,
by another strap about 10 inches long. (In other
words, like apair of swimming goggles.) When
the ovals are placed over the eyes and held on by
the straps, awearer can see under water twice as
well as expected, and no water touches the eyes.

Troppenribb's

GP Value: 3,500

Top Balista

These flying goggles enable the wearer to see up
to 2,400 feet away regardless of hindrances such
as clouds, mist, a hail of frogs, a spell such as
obscurement, or any other similar obstacle (but
not through solid objects). Beyond that point,
normal vision takes over. The wearer of these
goggles gains a+1 bonusto Charismain any
encounters with members of the Top Ballista fly-
ing schooal.

XPValue 750
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Goldbug
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1AN/4
Gol

GPValue: 3,000
DRAGON Magazine 30
The goldbug was developed by Orlow for
unknown, and probably unsavory, purposes. One
story claims it was developed because, to Orlow,
plants were important and gold was plentiful.
Another tale tells of his greedy brother-in-law
who used to show up for prolonged visits, until
one day he discovered his gold had disappeared.
The goldbug eats gold. It takes one gold piece per
day to feed an active goldbug. (When not near
gold, the bug hibernates.) After consuming 20
gold pieces, the goldbug lays 1d4 eggs that hatch
in one day to produce additional goldbugs with
the same voracious appetites as their parent. The
possession of goldbugs is illegal in most king-
doms. Goldbugs have an Armor Class of 2 and 1
hit point each.

XPValue: 600

Golden Floor
XPValue: 1,000 GP Value: 2,500
Dragon Magic
The floor is an unmarked, solid gold platform,
about 50 feet square. Anyone who steps on the
platform feels a tingle ripple through his or her
body. If the character remains on the platform for
two rounds, a Constitution check must be made.

If it fails, the victim loses 1d4 points of damage.
If he or she remains on the platform for an addi-
tiona two rounds, a second Congtitution check is
made, and the character loses another 104 points
if it fails.

The platform is alearning aid used by the
dragons to temporarily enhance their comprehen-
sion by tapping into the collective consciousness
of the spirits of dead scholars. If a PC remains on
the platform for the full four rounds, make an
Intelligence check. Ifit succeeds, his or her Intel-
ligence and Wisdom check penalty for compre-
hending draconian art is -9 (rather than -12) for
the next 106 hours.

Gown
These elaborate dresses are generally very expen-
sve and lavishly decorated. Gowns are intended
to be worn to important events. They are elabo-
rately made, dyed with fine colors, and orna-
mented with flowers, feathers, and handcrafted
trinkets. A DM who wishes additional magical
possibilities should refer to Robe and Cloak for
more megical effects that can be added to gowns.

Loriel's
XPValue: 3,000 GP Value: 30,000
POLYHEDRON Magazine 19

This item seems to be a simple blue and white
peasant dress. It acts as a cloak of protection +2
for any wearer. If the user is a femae humanoid,

this magical gown shrinks or enlarges to a perfect
fit. Detect invisibility or a Smilar magical detec-
tion spell can find the seven command words
sawn into the hem in gold thread. Each command
causes the dress to change to a different form, as
given below. Each command word may be used
once per day. Each change produces fresh and
immaculae clothing with matching footwear. The
command word only takes effect when spoken by

the wearer of the gown. If removed, the gown

reverts to its origina form. (The removd or loss
of footwear has no effect; the outfit is aways
complete with each change.) The command

words and forms follow:

De Short, black suede tunic with black
breeches, soft black boots, and a long
black cape.

Ki:  Full-length dark green gown of layered

silk, with a high neckline and matching

sandals.
187
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Grappling Iron

_

Li:  Original form (blue and white peasant
dress) and matching shoes.

Qi:  Close-fitting, full-length, red silk dress,
with bell deeves, V-neckline, and matching
sandals.

Se Full-length white dress with open, gos-
samer sleeves, ova neckline, and white
sandals.

Ti:  Full-length blue silk dress with square
neckline, long square seeves, and match-
ing sandals.

Ve Long soft gray dress with open sleeves,
square neckline, and soft gray suede boots.

Sehanine's
XPValue: 3,000 GPValue: 17,500
Monster Mythology
Sehanine's avatar wears a gown that functions
like a cloak of displacement.

Grains of Discomfort
XPValue: 600 GP Value 1,800
DUNGEON Magazine 16
This material is found in pouches and should be
handled with gloves. Some say it is aresidue
from the dwarven mines. If a handful of this
granular substance is hurled a an opponent (trest
as a missile weapon), the grains work into the
inner layer of clothing against the skin. They
cause such discomfort in 14 rounds as to render
the opponent incapable of continued action
unless al garments are removed and shaken. This
substance is greatly prized by dwarves who
delight in playing practical jokes on their com-

panions.

Grappling Iron

A grappling iron is a hook used to secure arope
for climbing. It normally has two, three, or four
curved tines that radiate from a central shank.
Deluxe grappling hooks with folding tines some-
times are available. The irons can be folded flat
for easy transport. Magical grappling irons cost
twice the price of ordinary grappling hooks.

Roall Grappling Iron Type
01-25  Folding tines*

26-50  Four-tined

51-75  Two-tined

76-00 Threelined
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~ Grappling Iron, Enchanted -

Enchanted
XPValue 1,200 GPValue: 3,600
Thievesof LANKHMAR

Apart from a faint aura of magic, this grappling
iron is indistinguishable from any other and can be
used by any character class. When thrown with a
rope attached, there's a 75% chance (modified by
the bonuses or penaltiesthe user normally receives)
that the iron hooks onto something solid. Once the
iron has hooked, it gives a 5% climbing bonus to
anyone attempting to climb the rope.

Gargoyle
XPValue: 700 GP Value: 3,000
POLYHEDRON Newszine 79

This appears to be a simple iron grappling hook
affixed to a strong, thin cord. When thrown, the
hook turns into a miniature iron gargoyle that
flaps its way unerringly to any target within 100
feet. The gargoyle wraps its arms and legs about
the mark, holding the rope fast and enabling the
thrower to climb it. The gargoyle grappling hook
and its attached magical rope can hold up to
1,000 pounds. Treat the rope as AC 0 with 60 hit
points. Speaking a command word turns it back
into agrappling hook.

Griffon's Claw

GP Value: 450 for two
DRAGON Magazine 159
This elaborately carved grappling hook resem-
bles a giant raptor's claw. When a command word
is spoken, the hook levitates up and flies toward
its target (pointed out by the controlling charac-
ter) up to 200 feet away. The claw has aTHACO
of 12 and digs into the wood of the target ship.
The claw cannot be removed from the wood, but
the wood may be cut and the claw will remain in
it. Only a second command word can release the
claw's grip.

XPValue 50

of Luckless Returning
XPValue: — GP Value: 1,000
New Item

This iron appears to be abargain. It radiates a
faint, magical aura, and may be an enchanted
grappling hook. Unfortunately, the iron is cursed.
There is a 75% chance that, when thrown, the
hook returns, hitting the user on the head and
doing 14 damage to the hapless character. Even
if it hooks, its use entails a-5% penalty to a
user's climbing abilities.

Guardian Tail

XPValue: 2,000 GP Value: 10,000
Kingdom of Nithia

Guardian tails appear to be normal animal tails

from native creatures such as the desert fox,

hyena, or caracul. A thong is attached to one end

%0 that the tail can be attached to a chest, bow

case, or quiver.

Once attached, the guardian tail protects the
container's contents. The tail instantly knowswho
the owner of the container is, and protects its con-
tents from being rifled by any except the user.

If the contents are molested, the guardian tail
causes the container to polymorph into an animal
of the tail's type (the tail now being the tail of the
animal). It then runs away or fights if necessary,
generaly choosing the former over the latter. If it
escapes or scares off the intruder, the "animated"
container will run and find its owner, a which
point the tail and the container revert to original
form.

Guardian tails have the following statistics
regardiess of form: AC 5; HD 2; MV 15; #AT 1;
Dmg 1d4; AL N. If dlain, the guardian tail and
container revert to normal and the tail becomes
nonfunctional for one full day. If the tail is ever
cut intwo, its magical properties are destroyed.

Gravitic Stabilizer

XPValue: 55,000 GP Value: 550,000

War Captain's Companion
This 1-ton object looks like a standard keel
mount for a 10-ton ship. Originally designed for
yachts, it has appeared in afew other 10-ton ships
as well. A product of arcane magic, agravitic sta-
bilizer rotates a ship to automatically realign with
the body of greater mass whenever the ship is
subjected to the effects of another gravity plane.
In other words, if ayacht is rammed by a ham-
mership, the yacht rotates at the beginning of the
next round so its orientation matches that of the
hammership. This is a luxury item that delivers
maximum comfort for the crew, thus its extraor-
dinarily high cost.

The gravitic stabilizer can be used only on 10-
ton ships matching, at least approximately, the
keel size of ayacht. It cannot function on larger
ships.
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Hammer

The term "hammer" describes severa dif-
ferent types of weapons, including lucern ham-
mers (a type of polearm), and warhammers. The
warhammer takes its simple structure from the
basic tool of carpentry. The head is made of stedl
or iron, with a metal or wooden handle. Some
hammers are fitted with a spike that can be used
as a thrusting weapon that causes 1d3 points of
damage or backed with an axe blade that causes
norma hand axe damage.

Roall Hammer Type
01-08  Axebacked*
0917 Dwarven hammer
1825  Footman's pick
26-33 Hammer
A-42  Horseman's pick
4350 Lucern hammer
51-58 Madlet
5967 Maul
6875  Sedge hammer
76-83 Spike-backed*
8492 Warhammer
93-00 Zaghna
Aegis-Fang
XPValue: 8,000 GP Value: 40,000
Hal of Heroes

Aegis-fang is possibly the mightiest weapon to be
forged in the modern day Realms, a throwback to
the times when the greatest dwarven smiths
crafted weapons for the gods themselves. An off-
spring of the hammer of thunderbolts, Bruenor
crafted Aegis-fang especidly for Wulfgar. So
wonderful was the result, an effort of the dwarf's
considerable skill and his deep love for the boy,
that Bruenor knew he had reached the ultimate
achievement of his trade, and would never again
fire up a forge.

The war hammer is fully +5 and scores double
damage (2d4+2, 2d4) on a hit, gaining full attack
and damage bonuses, including Wulfgar's
Strength bonus, even when thrown. Furthermore,
Aegis-fang unerringly reappears in Wulfgar's
hand (and only in Wulfgar's hand) whenever he
desires it, even if it has to disgppear from some-
one else's hand to get there.

The war hammer's magic and power are tuned
perfectly to Wulfgar alone, designed especidly to
match his great size and strength. In the hands of

Hammer, Colgomere's, of Thunderbolts

another, Aegis-fang is only +3, loses its
special throwing bonuses, and does not
score double damage.

Air

XP Value: 600

Dwarves Deep
These nondescript, stone hammers are marked
with a certain dwarven rune—two circles, one
inside the other. They are found throughout dwar-
ven delves, lying on ledges and wedged in rock
fissures, as though discarded.

They are actually emergency aids. If an air
hammer is broken, or the rune upon it struck
sharply (that is, if it used to strike ablow), it acti-
vates. A loud, repetitive knocking noise is heard,
and the air hammer begins to vibrate rapidly,
swinging back and forth, as it diminishesin sze
The stone hammer is actualy the stopper or por-
tal valveto an extradimensiona space, filled with
pressurized oxygen from the Elemental Plane of
Air. When it is activated, the extradimensional
space rapidly collapses, pumping its contents into
the surrounding atmosphere.

Dwarves use this to escape underground
smoke, poisonous gases (including cloudkill
effects), or floods (air hammers create a bubble
of ar). The oxygen forcibly drives out existing
atmosphere, providing clean air in a globe with a
30-foot radius around the activation point. There
is enough air to last eight human-sized creatures
(or twelve dwarves) for one turn, given normal
exertion (the air lasts half that time if combat
occurs).

This clean air cannot be moved as an intact
globe, once rdeased, and it is highly dangerous if
brought into contact with open flames—creating
an instant 30-foot, 5d6 ball of fire. Magica fire-
balls that contact an air hammer's oxygen globe
instantly double in radius, and gain 6d6 addi-
tional damage power.

GPValue 1800

Colgomerés Hammer of Thunderbolts
XPVdue: 3,000 GPValue: 15,000
1992 Fantasy Collector Card 240
Golgomere's magical hammer is avariation of a
typical hammer of thunderbolts. It is a +3
weapon when wielded by any dwarf with a
Strength score of a least 18/01. When used in
conjunction with agirdle ofgiant strength and
gauntlets of ogre power, the hammer is a+5
weapon that inflicts double damage and kills
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Hammer, Delzoun's Fist

M

any giant that it strikes. When hurled, on a suc-
cessful hit, a full-fledged thunderstorm breaks
out (not just a thunderclap) in a 90-foot radius.
The storm includes thunder, rain, and lightning
that lasts five rounds.

Delzoun'sFist

XPValue: 10,000 GP Value: 50,000
The Savage Frontier
This minor artifact, a magical warhammer +5,
was cregted by Delzoun, the legendary founder of
the ancient dwarven Northkingdom that bore his
name. His it was until his sudden and horrible
death (though he is rumored to have immediately
risen as an undead thing). The throwing power
works for any fighter (not just dwarves) and it
imbues the wearer with hill giant Strength (asgir-
dle of giant strength) and acts as aring of spell
turning. Thefist also has one major and two
minor malevolent effects that the DM should
choose from Artifact Table 1-15. Major Pow-
ers, and Table 1-16: Minor Powers—see Volume
I. The minor malevolent effects occur within 1d3
weeks of ownership. The major malevolent effect
occurs the first time the hammer is used against a
nonevil being.
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Dwarf Thrower

GP Value 1,800
DRAGON Magazine 156
When wielded by anyone but a dwarf, this ham-
mer acts as a normal war hammer. Whenever a
dwarf tries to wield this hammer in combat, how-
ever, it picks up and hurls the dwarf bodily at the
opponent, at +3 to attack and 1d12+3 points of
damage (to the dwarf—the opponent takes only
1d4 points of damage); the range is 60 feet. If the
dwarf misses the opponent, the dwarf takes dou-
ble the above damage; if the opponent has time to
"sgt" or "ground" aweapon such as a spear or a
military fork—well, it's not a pretty picture. Inci-
dentally, this hammer is an unusually handsome
weapon, featuring the finest work of the elven
master smiths.

XPValues —

Dwarven Thrower ||
XPValue: 1,500 GPValue: 15,000
DUNGEON MASTER Guide
This appears to be a standard hammer +2. In
the hands of a dwarven fighter who knows the
appropriate command word, its full potential is
realized—a +3 bonus and the following charac-
teristics—the hammer has a 180-foot range and
returns to its wielder's hand like a boomerang.
It has a +3 bonus to attack and damage rolls.
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Hammer of Gesen

ﬁ

When hurled, the hammer inflicts double dam-
age against al opponents except giants (includ-
ing ogres, ogre magi, trolls, and ettin). Against
giants it causes triple damage (plus the bonus
of +3).

Flandal Steelskin's

XPValue: 4,000 GP Value: 30,000
Monster Mythology

His axe-backed hammer +4 shoots a 6-Hit-Die
fireball six times day and does double damage to
all cold-using and cold-dwelling creatures; it can
speak the languages of al fire-using creatures
(red dragons, chimerae, and the like).

Gaerdal Ironhand's
XPValue: 3,000 GP Value: 30,000
Monster Mythology
The avatar carries a hammer +4 that, when it
strikes, issues aloud, ringing sound (all crestures
within 10 feet must save vs. spell or be deafened
for 104 rounds)

of Gesen
XPVaue — GPVaue —
Book of Artifacts

The hammer of Gesen is a remarkably ordinary

much like a common carpenter's mallet. Its only
noteworthy feature is that it is made entirely
from coal-black iron. Even the handle is cast
iron, patterned to imitate the grain of wood that
would normally be used. The hammer is quite
heavy and seems overbalanced, but once held it
is quickly apparent that it can be handled with
ease and grace.

The hammer is one of the two great weapons
of the ancient barbarian hero, Gesen Khan, (the
other is the iron bow of Gesen). Descended
from the gods, he tamed the first horse, taught
the nomads how to ride, made the first spell,
and shot the first bow. Gesen won the hammer
by defeating a manggus of the earth who slew
travelers with her iron weapon. Since neither
hammer nor blade could harm the manggus, the
two wrestled for three days, until Gesen tore the
other in half. Following the advice of Grandfa-
ther Sky, Gesen bathed the hammer in the crea
ture's blood, when it acquired magical powers.
When the hero finally died, the weapon van-
ished with him. Since that time many have
claimed to have found it, but these are the tales
of rogues in the marketplace who seek to pass
off crude forgeries.

The hammer of Gesen is a good reward for
warrior PCs and one that can be allowed with-

looking device—a large, round-headed hammer,
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~ Hammer, Goibhm'u's War -~

out too much risk of game imbalance. The
weapon's curse adds role-playing difficulties
for characters that should more than offset any
advantages.
Constant Powers. When gripping the ham-
mer, the character's Strength equals a cloud
giant's. (Str 23, +5 attack, +11 damage, throw
boulders 140 yards for 1d10 damage, bend
barg/lift gates 90%). The weapon adds no magical
bonuses to attack rolls, but can strike any crea-
ture, even those that can only be hit by magical
weapons.
Invoked Powers. By commanding the ham-
mer's might, the owner can cast power word, kill
(1/week) upon any one creature struck by the
weapon.
Curse: The hammer can be used by any class
or alignment, but over time the user transforms
into a fighter of chaotic good alignment. Once a
week a saving throw vs. polymorph is rolled, and
if it fails, the character loses one class-related
ability and acquires one that applies to fighters.
Once the transformation is complete, the charac-
ter is subject to artifact possession, becoming
unable to resist any adventure or good cause.
Powers lost cannot be regained. The character
may continue as is or change to a new character
class (like a dua-class human).
Suggested M eans of Destruction:

The manggus blood must be squeezed from
theiron.

It must be ground into a powder in the mill of
afearless miller.

It must be returned to the spirit of the mang-
gus who once owned it.

Goibhniu'sWarhammer
XPValue: 3,000 GP Value: 25,000
Legends & Lore
Once per turn, Goibhniu's avatar may automati-
caly day any living creature that he hits with this

+5 weapon, no saving throw alowed.

Hephaestus's
XPValue 1,000 GP Value: 9,000
Legends & Lore
Any being struck by the hammer of Hephaestus's
avatar must save vs. paralyzation or be knocked

unconscious for 1d10 rounds.

of Kharas

GP Value: 70,000
Tdles of the Lance
The hammer ofKharas is a mighty artifact. Only
with the hammer can true dragonlances be
formed. The hammer is twice the size of anormal
warhammer. Its name comes from the great dwar-
ven hero Kharas, (meaning "knight") who fought
in the Dwarfgate Wars after the Cataclysm. Kha-
ras is most remembered, however, for the heroic
deeds he performed prior to that time. The ham-
mer was given to him by the Kayolin dwarves in
recognition for his deeds on their behalf.

Kharas' legend began in the Shadow Y ears,
which followed the Cataclysm. He was ashamed
when his lord, King Derkin, shut the gates of the
great realm of Thorbardin, barring the starving
hill dwarves and men who came for aid. When
famine deepened across the lands, the dispos-
sessed dwarves and men united under the dark
wizard Fistandantilus, and attacked Thorbardin.
Brother dew brother, many died. Kharas carried
the dain sons of Derkin back to their father, the
king. The great devastation of Fistandantilus
occurred as he was gone, laying waste to the
Plains of Dergoth.

Overcome with grief at the sight of his sons,
Derkin sealed the gates for al time and fell into
eternal despair. Knowing that Derkin was dying
and no heirs remained, the thanes each plotted to
become king. Many came to Kharas to solicit his
support. Kharas was angry with the Thanes and
left to wander Ansalon. He returned, just before
Derkin's death and proclaimed, "Too late our lord
found that we must live together in this world or
perish apart. It will be many years before we our-
selves shall learn this hard lesson, if we learn it at
al. I am leaving, and the hammer leaves with me.
The world has abandoned honor. The hammer
will be hidden for generations to come. Only
when a Good and honorable dwarf comes to unite
the nations shall the hammer ofKharas return. It
will then be his badge of righteousness.” Kharas
left the mountain—he was never seen again.

The hammer of Kharas has a +2 bonus on
attack and damage rolls. It inflicts 2d4+2 points
of damage on anormal hit. It cannot be lifted by a
character with Strength below 12, and anyone
with a Strength below 18/50 suffers a -2 penaty
attacking with it (cancels out the +2 bonus).

The hammer acts as a mace of disruption

against undead and creatures from the Abyss. It
1893
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turns undead as a 12th-level priest. The hammer
isintelligent (Int 11, Ego 11) and can control
anyone who touches it if the person's combined
Intelligence and Wisdom are less than 22. The
hammer seeks to preserve the security of the
dwarven race and further the cause of Good. It
chooses when to activate its powers, athough a
wielder with enough Intelligence and Wisdom
can resist the hammer's will and, in turn, com-
mand it. The hammer of Kharas has the following
speud abilities, at the 20th level of magic use:
Detects evil as apaadin.

Gives wielder immunity to fear, both normal
and magical.

Protects wielder from 14- through 4th-level
spells.

Castsprayer once per day.

Provides protection from normal missiles
once per day.

Acts as a. potion offire giant strength once per
aay.

Cures serious wounds once per day.

Inspires awe in all dwarves and derro, pre-
venting them from taking action against the ham-
mer or its wielder.

Kostchtchie's
XPValue: 2,000 GP Value: 15,000
Monster Mythology
A drike from the avatar's hammer +3 stuns vic-
tims who fail a saving throw vs. spell for two
rounds.

Kostchtchi€sll
XPValue: 1,800 GP Value: 10,000
The Lost Caverns of Tsojcanth

Kostchtchie's weapon is a huge, cold iron ham-
mer, inlaid with nickel and silver. It causes 2d6
points of damage. Those struck must save vs.
pardysis or are stunned for the remainder of that
round and the next round.

of Life

GP Value 18,000
Degth's Ride
This magical item was produced by a grest priest
many centuries ago. It is an iron hammer with a
head, haft, and pommel that can be separated by a
dispel magic spell vs. 18th-level magic. No chaotic
creature can touch the hammer when it's assembled;
the creature's hand just passes through it. In the
hands of aneutral character, itisawar hammer +1.

XPValue: 3,600

In the hands of a lawful character, the hammer
is a+2 weapon that has the ability to cast one
heal spell per day. Magical runes that explain this
function appear on the haft when a detect magic
el is cast on the hammer.

Mallet of Luck
XPValue 1500 GP Value 15,000

Oriental Adventures
This item appears to be a common, wooden mal-
let. Devised by a particularly warped imagina-
tion, the mallet bestows a bonus of +2 on all
attack rolls and saving throws. This bonus lasts
for ax turns. However, it is necessary to strikethe
recipient forcibly with the mallet to bestow the
bonus. Unfortunately, the blow causes 2d6 points
of damage. Multiple blows do not have a cumula-
tive effect, although the specified amount of
damage is still done. Note that this item can be
used in combat, if the wielder does not mind giv-
ing an opponent the bonus.

il
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Maul of the Titans
XPValue: 4,000 GPVaue: 12,000
DUNGEONMASTER Guide
This huge mallet is 8 feet long and weighs over
150 pounds. Any giant-sized creature with
Strength of 21 or greater can employ it to drive
18%8
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piles of up to 2 feet in diameter into normal earth
a 4 feet per blow—two blows per round. The
maul will smash to flinders an oaken door of up
to 10 feet high, by 4
feet wide, by 2 inches thick in one blow—two if
the door is heavily bound with iron. If used as a
weapon, it has a+2 bonus to attack rolls and
inflicts 4d10 points of damage, exclusive of
Strength bonuses.

If used againgt any ship, thisinflicts 1 point of
hull damage for every 10 points of damage rolled
(drop fractions).

Mjolnir

XPValue: 10,500 GP Value 85,000

DEITIES & DEMIGODS™ Cyclopedia
Thor's avatar wields amagic hammer +5 that has
the following abilities:
* Itdoes 10d10 pointsof damagewitheachhit.
It can be thrown up to 200 yards, and it never
misses when thrown. It returnsto the avetar's
hand automatically. If Thor throws Mjolnir,
that is his only attack that round.
It can cagt lightning bolt a any target within
sght, and up to atotal of 100 dice of lightning
bolts per day. The base 100 dice can be broken
up into lightning bolts of any size Thor
desires—twenty-five 4-HD bolts, or ten 3-HD
bolts and one 70-HD bolt, and so on.
It is 0 heavy that only beings with a Strength
of 25 can lift it, and it requires more than a 25
Strength to widld it as aweapon.
When Thor throws Mjolnir, it trails a light-
ning bolt behind it, and when it hits, there is
alarge clap of thunder that affects all beings
within 30 feet as & power word, stun (save

vs. spdll).

Mjolnir 11
XPValue: 9,000 GP Vaue: 50,000
Gods, Demigods, & Heroes
The magica hammer of Thor's avatar. This ham-
mer, wielded by the Thunder God's avatar, days
any giant it hits, and it never misses. Commonly,
the hammer is thrown and returns to Thor's
avatar. Itsrangeis not restricted and as long as
there is atarget in sight the hammer hits. When
used in any other capacity besides the daying of
giants, thehammer causes 10d10 pointsof dam-
age. Another property of Mjolnir is that of
throwing a bolt of lightning, up to sighting dis-
tance, with avarying strength of 2dl2 eight-

sided damage dice. The intensity of the bolt is
controlled by Thor's avatar himself. Lastly, the
hammer shines with a pale blue light, warning
Thor's avatar of any imminent danger within
10d6 yards of himself.

Only beings with a strength equal to a frost
giant may pick up and carry this item of power,
and that at half speed—only Thor's avatar himsdlf
may use Mijolnir.

of Nailing

GP Value 3,000
DRAGON Magazine 30
The hammer of nailing looks like a dwarven
hammer, but isredly acarpentry tool. Use of this
hammer alows the construction of wooden items
in 50% of the normal time. It dways drives a nail
into any wood in one blow, and with little effort
from the carpenter. When used in combat, the
hammer causes 134 points of damage.

XPValue 300

Nai NoKami's
XPValue: 4,000 GP Value: 20,000
Legends& Lore
Any being hit by the avatar's hammer must save
vs. petrification or be knocked to the ground 15
feet from where he or she was standing. When
struck upon the ground, the hammer causes an
earthquake (as the spell).

of Penetration
XPValue 2,000 GPVaue 10000
DRAGON Magazine 9

This hammer is sometimes described as a smaller
version of a maul ofthe titans. It is a large-
headed hammer with a 2-foot handle. The ham-
mer's head slopes down to apoint on one side,
and the hammer is not balanced for throwing.

The hammer of penetration may be used one-
handed in combat, causing double normal ham-
mer damage (2d4+2/2d4) with a+3 bonus to
attack and damage. When used two-handed on
walls and doors up to 2 feet thick, the hammer
has a chance of smashing through a hole in the
door or wal equal to double the wielder's chances
to bend bars or lift gates. The hole will be large
enough to alow a human-sized being to crawl
through it without trouble. Only the pointed end
of the hammer can be used to smash through
wooden barriers

1903
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Runehammer
XPValue: 2,500 GP Value 25,000
Dwarves Deep

These rare, darksteel warhammers do normal
damage in combat. Each bears a rune of power,
inscribed upon its head. If the elder dwarven
name of the rune ofpower on the hammer is spo-
ken aloud as the hammer is hurled or swung, the
effect of the rune is delivered on any target struck
in the same round.

The various rune of power effects are
detailed under the description of the spell in
Dwarves Deep. A runehammer only unleashes
the power of its rune six times in a day. How-
ever, they may be used in six consecutive
rounds. Runehammers neither have nor use
charges, but each time the rune power is used,
there is a 7% chance (not cumulative) that it
vanishes, shifted away to another plane by the
will of Moradin. (Beings wielding the rune-
hammer at the time may or may not be carried
along with it; the DM should decide—ran-
domly or by the situation.)

of Silence
XPValue 500 GP Value 2,500
DRAGON Magazine 181

Thieves everywhere consider these items to be
lifesavers. Unlike the usual hammer that makes
Thor's own racket when used on awall, these
itemns operate in absolute silence. The hammer
makes no noise, even if employed to pound
spikes into rock.

Storm
XPValue 400 GP Value 3,000
DRAGON QUEST* Game
This is an ancient and magical weapon was
crafted by dwarves in forgotten caverns. When
used in combat, the hammer booms like thunder
as it strikes an enemy. The holder of this wespon
adds a+1 bonusto attack and damage rolls.

Stronmaus s Hammer
of Thunderbolts
XPVaue 3500 GPVaue 35,000
Monster Mythology
The avatar carries a hammer of thunder bolts with
all specia powers (+5, strikes any evil giant dead
on a successful hit, no save). The avatar has a
base THACO of 2, but hits any AC on arall of 8+.

of Thunderbolts
XPValue 3,000 GP Value: 30,000
DUNGEON MASTERGuide
This appears to be alarge, extra-heavy hammer.
A character less than 6 feet tall and with Strength
less than 18/01 will find it too unbalanced to
wield properly in combat. However, a character
of sufficient Strength and size finds that the ham-
mer functions with a +3 bonus and gains double
damage on any hit.

If the wielder wears a girdle ofgiant strength
and gauntlets of ogre power and knows the ham-
mer's true name, the weapon can be used to full
effect: When swung or hurled it gains a+5 bonus,
double damage, al girdle and gauntlet bonuses,
and it strikes dead any giant it hits. (Depending
on the campaign, the DM might wish to limit the
effect to exclude storm giants and include ogres,
ogre magi, tralls, ettins, and clay, flesh, and stone
golems)

When hurled and successfully gtriking, a great
noise, like a clap of thunder, stuns all creatures
within 90 feet for one round. Throwing range is
180 feet. (Thor would throw the hammer about
double the above range.) A hammer of thunder-
bolts is difficult to hurl, so only one throw every
other round can be made. After five throws
within the space of any two turn period, the
wielder must rest for one turn. Hammers can be
hurled as hand axes.

ofVengence

GP Value: 15,000

Moonshae

This is a mighty, avenging war hammer that
requires a Strength of at least 18 to wield. It func-
tions as alucern hammer +2 in most combat situ-
ations. When the hammer of vengeanceiswielded
againgt an opponent wearing metal armor, includ-
ing chain mail, the hammer's specia ability can
be employed. On any hit upon a metal-armored
individual with aroll of 18 to 20, the metal armor
is smashed and rendered useless. The shards fall
immediately to the ground, leaving the victim
unprotected for all subsequent attacks.

XPValue: 2,000

ofVitroin
XPValue 8,000 GP Value 40,000
Thunderdelve Mountain
This is awarhammer +1/+3 vs. wyrms, with an
Intelligence of 9, an Ego of 12, and an alignment

of chaotic good. This device is designed to com-
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bat the creatures that are the particular enemies of

dwarves—dragons, wyrms, and giant snakes of

any sort. When confronting monsters of this
nature, the hammer's special powers manifest.
The wielder must make a control check if he or
she refuses to attack awyrm. The wielder gains
+2 on al saving throws during battle. The ham-
mer can cure light wounds (1d6+ points of dam-
age) up to three times daily. The hammer is
firmly connected to the Clanhome of Thun-
derdelve and vehemently resists being taken from
the halls unless for the purpose of fighting a
nearby wyrm. If the wielder triesto take it for any
different purpose, the following are manifested:
It can ESP the wielder to determine true pur-
pose.

It can cast awall ofstone spell (six times per
day in Thunderdelve, once per day outside) to
block the exit from Thunderdelve.

The hammer forces a control check.

The hammer can also use its stone-creating
powers to repair any damage to the actual
sructure of Thunderdelve itself.

Whelm
XPValue 5,000 GP Value 35,000
White Plume Mountain

Whelm is a lawful neutral hammer +3 (+5 for
dwarves). It has an Intelligence of 15, an Ego of
18, and a specid purposeto kill dl tralls, giants,
and goblinkin (including bugbears and hobgob-
ling). It can be thrown and will return from up to
150 feet thrice per day (dwarves only). It aso acts
as a hammer of stunning once per day. When
struck upon the ground it transmits a shock wave
that stuns up to 45 hit points of enemies up to a
distance of 60 feet for 1d4 rounds unless a save
vs. spdll issuccessful. ¢

Whelm also detects gold, gems, and the pres-
ence of goblins. A drawback is that the bearer of
this wegpon suffers the influence of a severe case
of agoraphobia (fear of wide-open places) and
fights at —2 when not inside abuilding, at night,
or (bes of dl) underground. Whelm is obvioudy
a dwarven weapon.

Winged
GP Value 24,000
Dwarves Deep
This double-ended stone warhammer is more fre-
quently spoken of in tales than it is actualy seen
today. Once a favorite weapon of northern

XPValue 2,400

dwarves, its use has dwindled with the passing of
the Lost Kingdoms.

A winged hammer functions as a normal
warhammer. However, if thrown, it follows a
moving target with itswings (MV 21, Class A),
striking at +2 to attack and then returning to the
hand of the being who launched it. If grasped or
prevented from returning by barriers, it smply
blinks into an extra-dimensional space for three
rounds, and then appears in the hand of the one
who launched it at the end of that time.

Upon verbal command (by use of a secret
word, which must be uttered by a being touch-
ing the hammer), a winged hammer will dart
away to fight by itself, selecting victims accord-
ing to the will of the being who sent it. If its
sender is slain or rendered unconscious, the
hammer simply attacks the nearest living crea-
ture until that creature falls, and then returns to
the sender, even if the sender is in no condition
to do anything with it after that. If the hammer
is grasped by one other than its owner, it blinks
as described earlier.

A winged hammer can fight by itself, switch-
ing opponents as often as its sender wills, for up
to one turn. It will then automatically return to
the sender, and cannot be sent away to fight again

(or thrown,
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for a flying return) for one full turn. A winged
hammer cannot be sent off to fight by itself more
than three times a day.

Its sender can be bound or otherwise helpless,
or can be casting other spells or wielding other
weapons, without hindering the winged hammer's
activity. A returning -winged hammer never spoils
spellcasting, but floatsjust out of the way until
the casting is complete, and then (if possible)
smacks neatly into the sender's hand. A winged
hammer cannot follow a sender onto another
plane, unless carried there directly; if abandoned,
it will simply fall to the floor until reactivated
later, by the same or another being. The "wings"
of a winged hammer are self-regenerating magi-
ca constructs; it cannot be grounded by destroy-
ing them, even for around.

A winged hammer isAC 4 when stationary, AC
-1 when in flight, and will suffer 45 points of
damage before shattering. When destroyed, its
magic is forever lost, but there is no harmful
explosion or magical side-effect.

Hammock
A hammock is ahanging bed that must be stretched
between two sturdy objects. They are most often
constructed of canvas, legther, netted cord, or rope.
A hammock generally spreads around its occupant
and holds him or her securely in place. Thetiesthat
hold the hammock above ground can easily be
unfastened to move the hammock.

. of Entrapment
XPVaue — GP Value: 1,000
The Book of Marvelous Magic

This hammock appears to be a hammock of pro-
tection, but when touched by a creature hostile to
the user, it wraps around the user (+4 penalty to
Armor Class, no hand-to-hand combat). It per-
mits the victim to escape if a saving throw vs.
spell is made. This hammock is subject to the
same attack forms as a hammock of protection.

Layne's
XPValue: 1,000 GP Value: 5,000
POLYHEDRON Newszine43
This item folds down to fit into a small pouch.
When removed from the pouch, it may be tossed
into the air with the command "anchor.” This causes
the hammock to expand and anchor itsdfin air, pro-
viding a comfortable bed for one. While apersonis
in the hammock, the air surrounding the hammock

will be comfortable for degping or relaxing, no mat-
ter what the surrounding temperature. Once a per-
0N gets out of the hammock, it collapses and folds
itself, ready to be replaced in the pouch.

of Protection
XPValue: 2,000 GP Value: 10,000
The Book of Marvelous Magic

To function, this hammock must be strung
between two upright supports 8 to 15 feet apart.

When used for sleeping, the hammaock protects
the user; if any living creature touches the ham-
mock, the user is dumped to the ground, but the
creature is drawn into the hammock and entan-

gled, suffering a +4 penalty to Armor Class and
unable to attack in hand-to-hand combat. The vic-

tim may make a saving throw vs. spell on the sec-
ond and each following round of entrapment. If

successful, the creature is thrown out of the ham-

mock in any direction away from the owner. Fire
destroys it instantly; bladed weapons may be used

to cut it (treat asAC 5; 20 hp).

Hand

"Hand" describes a multitude of objects. Some
magica hands actually are pairs of gloves, others
are sets of extremely powerful gauntlets that
cover the wearer's knuckles and the back of the
hand. Other hands are relics cleaved from the
bodies of powerful villains, heroes, or effigies.
(See dso Glove and Gauntlet.)

Balacer's

XPValue 2,500 GP Value 12,000

DRAGON Magazine 1%
First known in ancient Cormanthor, in the city
that was later known as Myth Drannor, this
metallic item takes the shape of a human hand
about 4 inches long. When touched to the hilt of
any blade weapon, it can be willed to function in
severd ways.
At acogt of one charge, aBalacer 's hand can
hone a blade to a razor edge and remove all
rust from it in one round.
At a cost of two charges, it can straighten a
bent blade in one round.
At acogt of two charges, it can fill in all nicks
and notches in ablade in two rounds.
At acost of four charges, it can restore miss-
ing metal to ablade that is severely rusted or
corroded (by acid, for example), and stop any
ongoing corrosion, in four rounds.
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At acost of six charges, it can permanently
mend a broken (snapped off) blade in six
rounds (however, it can't restore any lost mag-
icd powersto abroken magica wespon).
At acost of 10 charges, Balacer's hand can
temporarily make any blade a+1 magical
weapon. This augmentation takes only one
round and lasts 1d4+ rounds after that (the
randomly determined time is never known to
the wielder).
At acost of 20 charges, it can temporarily
make a blade a+2 weapon (the details are the
same as for a+1 augmentation).
At acost of 25 charges, Balacer's hand will
temporarily give ablade weapon +1 to attack,
except that the blade dedls its full, normal dam-
age at each strike. Thus, a short sword would
have a+1 attack bonus and would do 6 points
of damage, plus any Strength bonuses of its
user, with each attack until the effect fades.
All of these powers may be used on the same
weapon at different times, and al except the three
magically augmented powers are cumulative (a
bent, broken, and rusted blade can be made like
new by expending 11 charges, then augmented in
one of the three ways). None of the augmentation
powers of Balacer's hand work on functioning
magical weapons. Some 10% of such items have
atiny storage compartment (usualy containing
written instructions and messages, but sometimes
holding lockpicks or jewelry) released by bend-
ing back the hand's little finger.

A Balacer's hand typically has 1dI2+40
charges when found. It can be recharged by hav-
ing apriest cast heat metal with the verbal com-
ponent uttered backwards, and in the round
immediately after a wizard must cast lightning
bolt or chain lightning into the item. This restores
1d4+ charges. In the open under a stormy sky, a
priest or can recharge aBalacer 's hand by cagting
two heat metal spells with the prayers read back-
wards in successive rounds, then in the turn
immediately following using call lightning to
bring down electricity into the item. If one priest
maintains the concentration necessary for call
lightning, those bolts can restore chargesto a
hand; for each bolt to work, two heat metal spells
must first be cast on the hand by other priests.
These methods, too, will restore 1d4+ charges.

A wizard acting alone can recharge a hand by
cadting the spdlIsglitterdust, mending, and either
lightning bolt or chain lightning on it in three succes-

sve rounds. The wording of the mending doesn't
matter; it causes the hand to absorb the whirling glit-
ter cloud, 90 the caster can seeit to hurl lightning.

Each attempt to restore the charges has the
usual chance of accidentally destroying the item,
which must save vs. spell a -1 using the best
spell saving throw of all casters involved as a
base. Failure means the Balacer's hand crumbles
to dust. A Balacer s hand can never rust or cor-
rode, and metallic weapons can't harmit (it isAC
-2 and has 100 hp).

of Harrowing
XPValue GP Value
Evil-Aligned: 2,000 25,000
Good-Aligned: 2,000 25,000

Lords of Darkness
Thismagical item is the severed hand of ahuman,

- rendered steel-hard and inflexible (AC O, 16 hp

damage to shatter) by its enchantment. When
released by aliving creature, it lies or levitatesin
midair, in exactly the spot in which it was
released, until it is touched by aliving creature
again. Hands of harrowing are typically used to
guard tombs againgt plundering by hungry ghouls
or magic-seeking liches

Evilly aligned creatures suffer 1d3 points of
damage per round of contact with a hand (or per
blow, if one is used againg them), but may place
or wield such hands if they wish. No other crea
tures are affected by a hand of harrowing, except
asanormal clubbing weapon, doing 1d2 points
of damage. Hands are typically mounted on rods
for ease of use.

Its touch does 3d4 points of damage to undead
creatures, and stuns them for 14 rounds. When
placed on or againg adoor, archway, or threshold
(awindowsill or a drain opening), undead seek-
ing to pass the guarded areain any direction or
manner (including a ghost's ethereal means) suf-
fer wracking pain. Undead creatures within 30
feet of a hand ofharrowing are slowed to a move-
ment rate of 3 feet per round, no saving throw
alowed. Each round they are within active range
of ahand, undead must save vs. desth magic or be
forced 10 feet away from the hand. In addition,
during each round they are within active range,
all undead suffer 2d4 damage (14 if they save
vs. breath weapon).

Ten percent of al hands of harrowing are
evilly digned, and affect good-aligned crestures

instead of undead.
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Helping
XPValue: 1,000 GP Value 2,500
DRAGON Magazine 196

This old, rare item of Krynn is also found on
other planes. It is alife-sized, lifelike disembod-
ied human hand fashioned of an iron aloy. A
helping hand's enchantment makes it move and
flex fluidly, and it flies about at the direction of
itswidder, who is the last being to spesk a secret
binding word while touching it.

A helping hand resigts rust and all magic (sav-
ing as metal but with a +4 bonus on saving
throws), iSAC 0, can withstand 29 points of dam-
age before shattering (natural and magical electri-
cal dischargesheal itona 1 hpto 1 hp basis), and
flies about a MV 15 (A) at the wielder's bidding.
It can't travel more than 600 feet from the wielder
or control is logt; if it gets out of range, it fallsto
the ground, inert.

Unless another being takes control of a helping
hand by touching it and uttering its command
word, control over a hand that's passed out of
range can be restored whenever the wielder
moves into range again. A wielder who concen-
trates on a helping hand whose control hasn't
passed to someone else will have a vague idea of
how far away the hand is and in what direction.
(A rare few helping hands can be located by any
being who has ever controlled them.) A being can
only control one helping hand & atime.

A helping hand can't carry anything or make
spellcasting gestures, but it can point, hold open
books, push amdl objects up to dagger Sze dong
afairly smooth surface, tug at knots, and so on. A
hand can fly a beings, attacking & THACO 11 for
1d? points damage. Its strike can break eggs,
glass, pottery, or other fragile objects, or spoil the
aim of anyone readying a Spell or missile weapon,
as the DM chooses. Helping hands are often used
to punch or dap warning gongs and sometimes to
trigger traps (overturning alit candle or lamp into
apool of ail, for example, or pulling the trigger-
cord of a cocked, loaded, and mounted crossbow).

The wielder of a helping hand can "seg' from
the hand within a spherical, 20-foot range, and
can use this ability to oy, watch strategic areas,
or use the hand to signal directions and inten-
tions. Operating a helping hand reguires mental
concentration that precludes spellcasting in the
same round but allows normal physical activity. If
ahand wielder is climbing, swimming, or balanc-
ing precariously while operating the hand, all

Dexterity checks are made at a-1 penalty; if
engaged in combat, al hand-wielder attack rolls
are at -1. A helping hand can be commanded to
"go on as it was before" when concentration
ceases, if no instructions are given, it hangs (or
lies on a surface) motionless.

Holy Hand of Bane
XPValue 8,000 GP Value: 80,000
Halls of the High King
Only afew of these deadly items exist, guarding
the innermost altars of evil temples dedicated to
the god Bane. Fashioned of obsidian, holy hands
are immense, standing 6 feet high when upright.

A holy hand floats motionless, levitating,
unless a good-aigned being enters the chamber it
guards. Then it turns dowly to point at the nearest
good-aligned character, attacking if any such
being advances to within 60 feet of the guarded
altar. A holy hand can sense the alignment and
whereabouts of al beings in its temple precisely
and pursues intruders throughout the temple if
activated by their intrusion into its guarded area

A holy hand is AC 1, MV 15 (A), THACO 11,
HD 9, and always has 66 hit points. It can be
struck by all sorts of physical weapons and suf-
fers normal damage. Fire and electricity cannot
affect ahand, nor can it be mentally influenced or
controlled. A holy hand attacks once per round,
smiting for 4d6 damage or grasping and crushing
for 2d6 damage, plus 5d6 per round after that.
(Determine the attack form randomly.)

A holy hand is animated, constructed, and
powered by magic. All magical items, weapons,
and spell discharges or magic item effects com-
ing into contact with it are utterly absorbed. Mag-
ical attacks dealing a hand over 40 points of
damage in a single round actually heal any dam-
age to it, by the amount of the excess points over
40 (the rest of the energy is stored by the hand for
motive power). When a hand is destroyed, the
magical energy escapes harmlessly, not in an
explosion or in any form that can be tapped or fed
upon by others.

Magic items contacting a hand are completely
drained of magic, unrestorable by any means
short of awish. Artifacts areplane shifted away a
random, leaving their bearers behind (unless the
DM decides to drag the poor hero dong). A dis-
pel magic directed against a hand is absorbed
without damaging the hand or lessening its levita-

tion abilities, but it is slowed for one round.
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Hand of Vecna

_ﬁ

Hand of Remote Action
See Wonderful Hand, beow.

Tomoradt's
XPValue GP Value
Left: 200 20,000
Right: 3000 30,000

Mordenkainen's Fantastic Adventure

Eli's original hands have undergone a grisly
experiment, involving their remova and replace-
ment by the strange appendages described below.
These were grafted onto him, presumably by the
same netherworld creature that supplied them.
When striking in melee, the spikes (12 per hand)
cause one point of damage per spike contacting
thetarget. Roll 1di2 (or 2d12 if both hands hit) to
determine the number of spikes connecting and
damage subsequently caused. There are many
other inherent abilities in these hands.

Left Hand: This hand can improve the user's
Dexterity by 2 points (maximum of 18). To use
the power, which lasts for 2d6 rounds, the user
needs only to touch thumb to index finger. No
spellcasting is possible during that round.

Right Hand: This hand automatically
improves the user's chance to attack by +3 while
wielding weapons in the right hand. When used
in combination with other spells or items, the
total attack bonus may not exceed +6 due to the
restraining nature of this hand.

Both Hands In Attack: When both unoccu-
pied hands strike the same opponent simultane-
oudy, two things occur:

* The victim must make a saving throw vs. par-
alyzation or be immobile for 2d6 rounds.

* Thevictim must make a saving throw vs. spell
or lose one level of experience (as if struck by
awight).

Both Hands In Defense: When both hands are
clasped in prayer, the user accrues three benefits.
When the hands are removed from this clasped
position, al benefits immediately cease. The user
may not cast spells nor carry on any other com-
bative measures that require the use of the hands
while maintaining this defensive posture. He or
she may move, but only at a movement rate
penalty of-3. Damage sustained while in a
defensive mode comes first from additional
points gained. Defensive posture can be taken as
often as desired.
 Flitting, noncorporeal black shadows hover

between the user and all opponents, giving the

user a-5 bonus to Armor Class.

» The user immediately gains atemporary
increase of 4d6 hit points.

» The user gains a+3 bonusto saving throwsvs.
spell, and a +2 bonus on all other saving
throws.

of Vecna
XPValue: 18,000 GP Value: 180,000
Eldritch Wizardry

The hand of Vecna is a dried, shriveled, and black-

ened hand. The hand (and, it is rumored in dark
passageways, an eye) isthe sole remaining part of

an ancient lich who was so powerful that he was
able to imbue his hand with wonderful and horri-

ble powers, and to enable it to survive even after

his long-undead body had ceased to exist.

If the hand is pressed against the stump of an
arm, the "wearer" is able to use its various pow-
ers, although they must be determined by trial
and error. The hand causes the user to become
totally evil, but even a detect evil spell does not
reved this. Once the hand is pressed to the stump
of an arm, it affixes itsdlf to the arm, and can only
be removed under certain conditions. Until one of
the primary powers listed below is used, the hand
may be removed at will (of course, the user is il
minus one normal hand). With each use of apri-
mary power, the chance of removing the hand is
reduced from 100% by 10%. After 10 uses, the
hand can never be removed.

Secondary powers may be used as often as
desired, without the drastic effects of use of pri-
mary powers. Each time aprimary power is used
successfully, the user is subject to one of the
pendlties listed below. None of the effects of the
hand may be dtered in any way, even wishes and
acts of the gods are useless in this regard.

Primary Powers: The primary powers are
used by extending the fingers of the hand in dif-
ferent combinations. There are 16 combinations
(clenched fist, index finger extended, al fingers
extended, and so on) and six (DM's choice) do
nothing.

» Seep (also affects up to one creature of any
leve), 3 times per day.

» Generate a double effect slow spell twice a
day.

» Finger ofdeath with -4 on saving throw once
per day.

* Regenerate up to one half of dl points lost in

combat.
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~ Hand of Vecnalll

» Teleport twice per day.
Monster summoning once per day.
» X-ray vision as a ring of x-ray vision.
Spell Turning.
Death spell twice per day.
Locates treasure as follows (select one):

12 dlver, gold, etc. within 90 feet

34 gems within 60 feet

56 magic within 10 feet
User of this artifact always receives a premo-
nition of danger, just before the event occurs.
It does not reveal what the danger is, just that
thereis athrest inthe area

Secondary Powers:
Levitation.
s Fly.

Infravision.
Detect traps and secret doors.
Use of this artifact causes the user to eventually
become ethered every time he or she is under
stress. Each time it is used, the user has a 2%
chance (cumulative) of going ethereal when
under stress—after 10 uses the character has a
20% chance of becoming ethereal under stress.
Being under stress is defined as any sSituation
where the user faces a monster, trap, place or
person that the user is uncertain that he or she

can conquer. After 50 uses, the user becomes
ethereal with every stressful situation. The
ethered dtate lasts until the stressis removed.
The touch of the Hand of Vecna has the follow-
ing effect:
» Touch turns opponent's bones to jelly, usable
once per day.

of Vecna |1
XPVaue — GPValue —
Book of Artifacts
The hand of Vecna appears to be a mummified
left hand, black and claw-like. To be used, it must
be placed on the stump of a left arm, where it will
instantly graft into place. Once in place, it can be
used as anormd hand, but aways retains its hor-
rid appearance. Like the eye of Vecna (see Eye),
once affixed, the hand is permanently attached
until the owner dies or it is forcibly removed. The
hand radiates powerful magical auras that cannot
be determined.

In his time perhaps the mightiest of al wiz-
ards, Vecna was master of a kingdom now logt in
the depths of the Flanaess's prehistory. Lord
Vecnas rule was not kind and just, for he was
filled with malevolence that, if known, would
make even the dread luz the Evil tremble. So
great awizard was Vecna that none within his
realm dared oppose him.

And s0 great was Vecnas power that when his
timeto die came, he escgped even that and became
an archlich more horrible than ever before, allow-
ing him to continue his reign of terror over the
land. In the end, though, his own lieutenant, Kas
(see Sword, ofKas), treacheroudly attacked the
lich and in the resulting battle both were utterly
destroyed—except for the archlich's hand and eye.
These dismembered parts have survived the mil-
lennia since Vecnas passing, retaining in them-
seves a small portion of Vecnas grest power.

Each time one of these artifacts has surfaced,
disaster and ruin have followed. Miro the paadin-
king was corrupted by the power of the hand.
Paddin the Vain used the hand to start the Insur-
rection of the Y aheetes, a rebellion the Emperor
of the Maachite Throne later crushed. With the
hand's power, the so-called Vecna Il held
monstrous sway overTyrus for 100 years. The
hand and eye have always failed their owners a
some crucial moment.

Over the years, a cult of worshipers has arisen
to venerate the vile Lord Vecna and work to pave
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~ Hand, Wonderful -

the way for his return. To the cult, the hand and
the eye are relics to be obtained at any cost. Their
servants watch for any reappearance of the eye or
hand, eager to track them down and snatch them.

The most recent of these reappearances
occurred only a few years past, just prior to the
great wars that engulfed the Flanaess, when both
the hand and eye fell into the clutches of the cult.
This event was scarred with foreboding—failures
of magic and evil omens spread across the land.
Fortunately, by all accounts, the hand and eye
were cast through the dimensional portal of
Tovag Baragu on the Dry Steppes and lost in
some unrecorded void of the Outer Planes.

Both the hand and eye of Vecna are s0 evil that
PCs should gain little good from either artifact.
Fill their minds with tales of the tragic deaths and
the dire fates of those foolish enough to presume
upon Vecnas power.

The most obvious goal is to keep these arti-
facts from falling into the clutches of the Cult of
Vecna. Both groups, PCs and cultists, arein a
race to follow a path of rumors and legend to the
end. Even if the characters succeed, they are still
left with the problem of what to do with the arti-
facts. The cultists will not rest until the items are
theirs. A variation on this is that the characters
"accidentally" find the eye or hand and must
destroy or hide the artifacts before the cultists do
them in.

An intriguing puzzle for the characters would
be to prevent a good NPC from using the arti-
facts, since this would doom the poor soul and
perhaps many others. The NPC, probably a petty
king or an emperor, is in great danger of being
overwhelmed by evil forces. Vecnas artifacts
might have the power to destroy these enemies—
but only by creating a worse evil. The players
have to find a way to prevent this and till save
the empire. Worse till, the ruler's advisor is urg-
ing him to take up the artifacts and smite the
kingdom's enemies. He may be a secret cultist or
he may believe the same of the PCs.

A greater challenge is that the player charac-
ters must defeat a foe already using the artifacts,
perhaps a depraved ruler within the borders of the
former Great Kingdom. Note that the PCs cannot
simply steal the devices—the enemy must be
confronted and defeated before dl is right again.

The hand and eye can function separately or
together. Both share the same curse, which inten-
sifies if both items are in the PCS possession.

Constant Powers: The user gains a 19
Strength, immunity to magic missiles, and inflicts
2d6 points of damage to plant-based creatures by
touch.

Invoked Powers: The user gains an instant
death touch (no saving throw, 1 per day).

Random Powers: Eight from Artifact Table
1-16: Minor Powers, seven from Table 1-15:
Major Powers, Thereisaunique gesture for each
power.

Resonating Powers: When joined with the eye
of Vecna, the user gains six random abilities (two
from Artifact Table 1-05: Detection, two from
Table 1-3: Protection, and two from Table 1-00:
Abjuration) and 70% magic resistance.

Curse Asthese were once the living tissue of
Vecna, every use requires a saving throw vs. spell
(-6 penalty if both hand and eye are owned) to
avoid artifact domination. The artifacts' goals are
to gain more magical power, establish an empire,
destroy the sword ofKas, and summon Vecna to
Oerth.

Suggested M eans of Destruction:
Vecnamust be irrevocably destroyed.
It must be cast into the heart of Oerth's sun.
Every shade of Vecna's victims must be sent
to a peaceful rest.

Wonderful

XPValue 1,400 GP Value: 16,500
The Magister
Also known as a hand of remote action, this
unusual creation is actually two devices—a
gauntlet of steel that changes size to fit the hand
of any wearer (halfling through human), and a
"hand" of solid steel which is identical to the
gauntlet in size and appearance. The two items
are magically linked, so that the hand mimics all
actions of the gauntlet from a distance of 10 feet
per point of Wisdom possessed by the wearer.
Thus, the wearer of the gauntlet may grasp at
empty air and the hand, some distance away, will
grasp a an enemy. The positioning and move-
ment of the hand are under the complete control
of the gauntlet wearer as long as the hand is
within the maximum allowable distance and
within sight of the wearer. Otherwise, it falls to
the ground until both conditions are fulfilled
again.

All attacks made by the hand are at -1 to attack
due to the difficulty of accurately judging dis-
tances from afar. The hand may transport weap-

1923

J

565

A



Handkerchief of Flirting

M

ons, but cannot be used to wield them or hurl
them; its chief use is in the manipulation of traps
and locks from a distance. As such, it is particu-
larly suited for use by thieves, athough members
of al classes may usethisitem.

The hand, unless its speed is markedly
increased (by telekinesis or other means), does
1d8 points of damage per blow. For purposes of
bending bars, opening doors, etc., it has the
same effective strength as the gauntlet wearer. It
cannot be destroyed by physical attacks, but
becomes inert if it takes cumulative blows
amounting to 20 points of damage. It can be
"recharged," negating all damage it may have
suffered, by bringing it into contact with the
gauntlet before the 20-point limit is reached. If
it falls inert, either from damage or by moving
out of sight of or too far away from the gauntlet
wearer, it must be "replenished" by keeping it
within the maximum distance for a period of
one day for each day (or fraction thereof) it was
inert; thus even a momentary loss of control
over the hand causes it to be useless for one day
after that. The gauntlet and hand cannot be
employed with any other magical gauntlets. The
hand cannot be controlled when the bearer is
being psionically attacked, or is the target of
some form of mind control magic; however, it
remains functional, and can be used again as
soon as the wearer is no longer under mental
attack.

The hand cannot be damaged by fire, heat,
cold, or electricity, but if it is hit by a magical
force of one of these sorts, the spell effect is
transmitted at half-strength to the wearer. For
instance, if the hand is hit by afireball of 8d6
strength, the gauntlet wearer takes 4d6 of dam-
age, or 2d6 if a saving throw is made. The gaunt-
let and the hand are not subject to any form of
rust or corrosion, including such forces as the
attack of arust mongter.

Handker chief

Magical handkerchiefs are smple squares of silk
cloth. Their power is activated when they are
dropped, held to the nostrils, passed over the eyes,
or pulled from the pocket. Often, a command
word must be spoken as well. If exposed to nor-
mal or magical fire, the hankerchiefs save with a
+2 bonus.

of Flirting

XPValue 400 GP Value: 2,000
The Book of Marvelous Magic
When this simple silken scarf is dropped within
30 feet of any creature of the opposite sex and
the command word spoken, the chosen victim
becomes enamored of the user (no saving
throw) for one to four rounds, plus one round
per point of the user's Charisma score. The user
must respond (or find excuses not to) or the
effect is dispelled; afew simple kisses maintain
the effect. Creatures of dubious gender are not
affected.

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

This simple silk hanky is worth 3,000 gp if sold,
but it can have far more value when properly
used. Anyone able to detect invisible things can,
upon careful examination, find a word woven into
the design. If the handkerchief is placed in any
pocket and the word spoken, the user can then
pull out a 50-foot-long, multicolored, silk rope,
which can be used in the same way as a normal
rope. The rope rewinds automatically when
stuffed back into a pocket and becomes the hand-
kerchief again. The item has an encumbrance of
only 0.1 pounds in handkerchief form and 2.5
pounds (half normal) in rope form.

of Sneezing
XPValue — GP Value 1,000
The Book of Marvelous Magic

This item looks like and functions as a handker-
chief of length. However, while pulling it from the
pocket, a user starts to sneeze. If the user stops
and uses the handkerchief for two rounds, there
are no further ill effects, and the item may be
used in rope form. If the handkerchief is not
immediately used to stop sneezing, avictim con-

tinues to sneeze for one turn, is unable to cast

gpells or attack, and suffers a+2 penalty to Armor

Class. The victim may then make a saving throw

vs. spell to stop sneezing—failure indicates
another turn of sneezing. Thereafter, the victim

may make another saving throw after each turn of

sneezing. Remove curse, cast by a 15th or higher

level caster, stops the sneezing, but aso destroys

the handkerchief.
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Harness, Spider

Har ness

A harness is a combination of straps, bands,
collars, and other components commonly used
to hitch teams of draft animals to carts, wagons,
and plows. Some magical harnesses are
designed to aid humanoid creatures to preform
certain tasks.

of Seker

XPValue: 500 GPValue 2,500
Oasis of the White Palm
This magical item, a gift from the god Seker, is
granted in times of great need. It is shaped like
aglove with holes for fingers and a harness that
extends down the wrist and forearm. The har-
ness is of neutral good alignment and anyone
not of good alignment takes 14 points of dam-
age per round that the harness is worn. It only
obeys the commands of good-aligned priests.
The palm of the harness bears the symbol of
Seker.

The harness vibrates when undead creatures
are near. If apriest extends his or her arm, the
harness will detect dl undead in the direction the
arm is pointed, to arange of 30 feet.

The harness can discharge a 30-foot bolt that
causes 40 points of damage, no saving throw, to
any undead cresture. The wearer Smply pointsan
arm at an undead creature within sight and range
and says the word "Seker." Each bolt uses one
charge.

The harness is given by Seker to help good
priests destroy the undead. The gift requires the
temporary sacrifice of amagica item on an atar
of Seker. The sacrifice must be a magical rod,
staff, wand, or weapon. The sacrifice disappears
when placed on Seker's altar, and the harness
appears. The harness has a number of charges
equa to the number of charges in the rod, staff, or
wand, or equa to the highest plus of the magical
weapon. However, the harness of Seker never has
more than five charges.

When all of the charges have been used, the
magical weapon or item sacrificed reappears in
the hand of the person who sacrificed the item.
The item is in the same condition as when it was
offered. When the sacrifice is returned, the har-
ness disappears. No one can receive a harness of
Seker more than once.

XPValue 2,000

GP Value 10,000
New Item
Aninvaluable tool for thieves and housebreakers,
the spider harness appears to be an ordinary black
harness with bands to fasten it on the wearer. How-
ever, its leather interior is carved with mystic runes
and circles, and eight straight lines protrude from its
center. The harness is best worn over any clothing,
for when the command word is spoken, the harness
instantly sprouts four black, hairy spider legs of a
Sze that gpproximately matches those of the wearer.
The legstear through any clothing or armor, no mat-
ter the material, to reach full extension.

The legs function as directed by the wearer of
the spider harness, though they take some getting
used to. It takes 20 rounds, minus the user's Dex-
terity to master the harness. Though the legs are
ugly, they provide a useful function. They alow
the user to spider climb for two turns every two
hours, after which time the legs retract back into
the harness. The user can also voluntarily retract
the legs, and use the remaining time later.

Thelegs are AC 4, and take 15 hp each before
being destroyed. As long as the harness has at
least one leg left, the magic of the item ill func-
tions. Once al the legs are destroyed, the harness

becomes inert, and is forever destroyed.
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Harpoon

The harpoon is a hunting tool that in times of
duress may be used for defense. It was devel-
oped for hunting marine mammals and large
fish. The first harpoons were merely pointed
sticks. Later they became sticks with heads of
bone or stone. The heads have hooked barbs to
increase damage and to hold the harpoon fast in
the target's flesh.

Rall Harpoon Type
01-50  One-handed
51-00  Two-handed
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Howling

XPValue: 1,000 GP Value: 5,000
Otherlands

This weapon is enchanted with a+3 bonus. When
hurled, it creates a horrifying howl that emanates
in a cone-shaped configuration, 40 feet long and
30 feet wide at its far end. All victims in the cone
must roll successful saving throws vs. paralyza-
tion or run as far as possible from the harpoon's
thrower for 2d6 turns. The harpoon wails for 1d4
rounds. Any victims who stay in the cone of noise
must roll saving throws each round. If the har-
poon hits its intended target but does not kill it,

~ Harpoon, Howling ~

the target gets no saving throw and must immedi-

ately flee. The harpoon remains in the victim,

which sometimes results in the unwilling creature
driving away its comrades as well asitself! The
howling harpoon works well against large groups
of enemies.

Magical
XPVaue GPValue
+1: 400 2,000
+2:800 4,000
+3:1,600 8,000
Cursed-1: 1,000
War Captain's Companion :

Magical harpoons are large, barbed spears shot
by ballistae to impale or grapple another vessel or
cregture. They can have magical bonuses from +1
to +3. A 100- to 600-foot rope is attached to an
eye at the end of the harpoon, so that the target
can be pulled in after it has been hit. Barbs & the
front end of the harpoon render it very difficult to
remove.

Against spelljamming ships, amagical har-
poon causes no damage, and is used mainly asa
grappling weapon. Against creatures and crews, -
however, the harpoon becomes a very lethal
weapon. It causes 1d10 points of damage to its
target (plus bonus), and another 1410 when it is
removed. If more than one harpoon per 5 Hit
Dice is wedged into a creature, the creature can-
not escape without outside assistance. The har-
poon is the preferred weapon of those who hunt
kindori and krajen.

Hasp
A hasp is a small metallic object used as a clasp
to secure a door or the lid of a chest. Usually
made of brass, hasps often have hoops that alow
owners to secure them with padlocks, nails, or
other appropriate devices to hinder easy access.
Hasps are commonly found on treasure chests,
curio boxes, bedside strongboxes, and wardrobes.

of Locking
XPVadue: 500 GPVdue: 2,500
The Book of Marvelous Magic
When placed on any door (normal or secret, con-
cealed or magical), this hasp wizard locks it at a
level of magic equd to the user's level. It unlocks
on command.
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- at, Cyclocone -

of Reloading

XPVaue: 650 GPVaue 2,750
The Book of Marvelous Magic
When placed on a bow or crossbow, this hasp
attaches itself on command; a second command
releases it. If amissile is shot from the device
whilethe hasp isin place, it causes another arrow
or quarrel to disappear from the user's quiver and
reappear in the weapon, nocked and ready to fire.
When used on a crossbow, the hasp cocks it so
the user need only pull the trigger to fire. The
hasp does not load magic missiles and can load
only those missiles carried by the user of the bow
or crosshow.

Hat

Magica hats may actually be almost any type of
headgear. They shrink or expand to fit any size
head. To use a hat, the user must have a head of
some sort. Inthis case, a"head" isany appendage
that houses organs for at least half of the standard
senses or contains at least half of a creature's
thought processing center.

Roll Hat
01-06 Cap
07-12 Caul
1318  Chapeau
1924  Coif
2529 Cone
3035 Dehy
36-41 Fez
42-47 Ha
4853 Helmet
54-59 Hood
60-65 Jedter'scap
66-71  Jingasa
72-76  Keffiyeh
77-82 Liripipe
8388 Miter
89394  Skullcap
95-00 Turban
of Command
XPVaue: 1,000 GPValue: 5,000

Dungeonland
A wearer of this hat is self-assured and possesses
an overwhelming desire to take charge. (A DM
should simply begin directing questions to the
individual, urging the player to give the other
players the benefit of his or her thinking, com-
ment favorably on whatever is said, or make a

pronouncement.) Encourage the assumption of
leadership by character, especially where it is
obviously going to cause the party to act in an
unfavorable manner. At the same time, the char-
acter's Intelligence and Wisdom drop by four
points each, and Charismabecomes 18. Any loss
of spells is temporary, and the drop does not
affect class and profession. The hat can be
removed in one round by any other character;
when it is taken off, the wearer returnsto his or
her prior statigtics.

Conical
XPVaue — GP Value: 2,000
Black Courser
This conical hat is made of iron pyrite (fool's
gold). Any person putting it on loses 1d6 points

of Intelligence permanently.

Cyclocone

GPValue: 15,000
Unearthed Arcana
Appearing as an ordinary, pointed hat, this magical
device radiates a dim dweomer of evocation. Any
wizard who owns this item can cause its power to
function by pointing the small end of the cone
toward the ground and then tossing the cyclocone
forward with a spinning mation imparted by oppo-
site movement of the palms of the hands. When
thus set in motion, the cone begins to rotate at blur-
ring speed and grows into a miniature but excep-
tionally powerful whirlwind. The whirlwind is 5
feet wide a itsbase, 15 feet wide at itstop, and as
much as 45 feet high (depending upon ceiling
height or some other limiting factor). It appears a
the beginning of the next round after the cyclocone
is cast forth. It sweeps ahead in a straight line at a
movement rate of 18, proceeding for one full
round or until a solid, sturdy object destroys it—a
stone wall or avery thick, large wooden mass

XPValue: 3,000

* causesiit to break up. (Note that aliving thing that

serves to break up the whirlwind in this fashion
takes the damage described below.) Any crestures
of less than 2+1 Hit Dice caught within the whirl-
wind when it forms or touched by it along its
movement path are killed instantly by the force
and carried along by the whirlwind. Other crea
tures caught within the whirlwind or touched by it
take 4d4 points of damage, and those within 5 feet
of its outer edge when it forms take 2d4 points of
damage. The cyclocone is not reusable; theitem is

destroyed when the whirlwind dissipates.
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Hat of Difference
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of Difference
XPValue: 1,000 GP Value: 8,000

Unearthed Arcana
When this magical chapeau is worn, the wearer
is able to assume the role of a character of any
class other than that he or she actually practices.
This magical headgear only empowers assump-
tion of 14 level, but aslong as it is worn, the
possessor is able to act as a member of the
named class. Any experience gained is in the
assumed role only, but it is cumulative, o if in
several wearings the individual actually goes to
2nd level, then he or she retains that level when-
ever the hat isworn and the new class is assumed.
Such progress may continue indefinitely, but if
the hat is discarded, lost or stolen, or not within a
one-mile radius of its owner for any 24-hour
period, then all experience in the different class
is lost. The hit points of the character are always
those actually possessed, just as all ability scores
are those of the actual character.

of Disguise

XPValue: 500 GP Value: 2,500
The Book of Marvelous Magic
When this hat is worn and the command word
spoken, the hat ofdisguise alters the wearer's
facial features into any desired likeness It cannot
bestow special abilities other than appearance
change.

of Disguise I
XPValue: 600 GP Value: 5,000
Dungeonland

When tossed by the wearer, this head cover
matches that of the opponent, or else it turns
itself into some smal item that will be unnotice-
able 90% of the time. On the following round it
begins to function under its own power, making

the wearer appear to be something or someone
else. Thus, a character may appear to be a hatter,

another character, a duchess, a cook, and 0 on (a
DM's cleverness here can [and should] cause
massive confusion). The hat may be removed by
anyone, but the wearer always sees himself or
herself naturally, and is unlikely to remove the

unnoticed headgear. If and when the hat is
removed, it remains in hat form until it is unob-

served, then changes to a comb, ribbon, or any

similar item.

of Disguise I1 ,
XPValue: 1,000 GP Value: 7,500
DUNGEON MASTER Guide
This normal looking chapeau contains a powerful
enchantment that allows its wearer to ater his or
her appearance as follows:

Height: +25% of actual height.
Weight: +50% of actua weight.
Sex: Mae or female.

Hair: Any color.

Eyes: Any color.

Complexion: Any color.

Facial Features: Highly mutable.

Thus, the wearer could appear as a comely
woman, a half-orc, or possibly even agnome. If
the hat is removed, the dweomer is instantly dis-
pelled as far as the disguise is concerned. Note
that the hat can be changed to appear as a comb,
ribbon, head band, fillet, cap, coif, hood, helmet,
or similar item.

Fez of Disguise
XPValue: 1,000 GP Value: 7,500
A Dozen and One Adventures
This fez operates as a hat of disguise (DM's
choice).

of Fools
XPVaue — GPValue: 1,000
Dungeonland
This item takes the form of a hat or cap worn by
clowns, jesters, jugglers, and the like. The wearer
immediately begins to caper and prance, amost
as if he or she were affected by an Otto's irre-
sistible dance spell. All other charactersin the
party must save vs. paralysis or fall into fits of
helpless mirth for 1d4 rounds. Only one such roll
is hecessary, however, and any character who suc-
ceeds in resisting the dweomer can, as his or her
other action for the next round, remove the head-
gear. This breaks the spell and ends the mirth
immediately.

Ghaash's Hat of Stupidity
XPValue — GP Vaue 1,000
1993 Collector Card 355
Gnhaash's hat of stupidity is different from the
more typical magical item because the level of
the wearer's Intelligence fluctuates rather than

simply drops. The wesarer of the hat till believes
1942
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that the hat is a beneficial magical item, but the
Intelligence score of that individual either drops
(90% chance) or rises (10% chance) by 2d4
points (18 maximum, 3 minimum). Each situa-
tion lasts for 24 hours and then a new score is
determined, calculated from the wearer's original
Intelligence score.

of Hairiness

XPValue: 500 GPValue 3500
The Book of Marvelous Magic
This hat is identical to a hat of disguise but,
when commanded to function, it makes the
wearer's hair grow profusely. The wearer thinks
the disguise is working nevertheless. The extra
hair provides the wearer with a +2 bonus to all
saving throws against cold, lightning, and most
other physical effects except fire—against
which the user's saving throws are penalized by
-2. If the excess hair is cut off within a week,
no ill effects occur; but if left for more than that
time, dl the hair falls out, leaving the user com-
pletely bald. The hair grows back within 3d6
months.

of Hairlessness

XPValue: 500 GP Value: 2,500

The Book of Marvelous Magic
This hat is identical to a hat ofdisguise, but when
commanded to function, it makes all of the user's
hair fall out, including beard, leg and arm hair,
etc. The hat is easily removed, but thevictim's
hair takes 3d6 months to return in full.

of Headlessness

XPValue: 500 GPValue 2,500
The Book of Marvelous Magic
This hat appears to be a hat of disguise but,
when commanded to function, it causes the
user's head to disappear. The wearer thinks the
disguise is working nevertheless. This hat has
some real value, however, in that the wearer
gains a +4 bonus on al saving throws against
gaze effects.

of Holding
XP Value GPValue
501bs.: 1,000 5,000
100 Ibs.: 2,000 10,000
150 Ibs.: 3,000 15,000
2001bs.: 4,000 20,000
250 1bs.: 5,000 25,000
500 Ibs.: 7,500 37,500
1,000 Ibs.: 10,000 50,000
1500 Ibs:: 12,500 65,200
2,000 Ibs.: 15,000 70,000

Dungeonland

In appearance, this is atypical, common hat.

The hat ofholding, however, allows its owner to
hold items as though it were a bag of holding.

The hat opens into a extra-dimensional space,

and inside it is larger than outside. No matter
what is put into it, the hat always weighs the
same amount. This weight, the hat's weight

limit for contents, and the volume limits are

determined by a percentile roll and consulting

the table below:

Roll  Weight Weight Limit
01-28 % 1b. 50 Ibs
2873 1b. 10lbs
4457  1lb. 150 Ibs
5869 1. 200 Ibs
7079 1l 250 Ibs
8087 b 500 Ibs
8393 2 Ibs 1000 Ibs
997 3 s 1500 Ibs
9800 5 Ibs 2,000 Ibs.

If overloaded, or if sharp objects pierce it
(from inside or outside), the hat can rupture and
become useless. The contents are then lost for-
ever in the vortices of nilspace. The user of ahat
ofholding can wear the hat while using it's hold-
ing capabilities.

I mprisonment

XPValue: 1,000 GP Value 5,000
Dungeonland
This hat enlarges to cover the target character
completely. It cannot be removed on the round,
but after that the trapped character has the same
chance for removing it as he or she has of open-
ing doors. Note that associates can aid a trapped
individual.
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Occupation
XPValue: 2,000 GP Vaue 10,000
Dungeonland
This type of headgear causes the wearer to
believe that he or she is of the class indicated by
the hat (note that this might not contradict the
actua class of the player). Hat types are:

Roall Hat Type

1 Miter of Clericalism
2 Hemet of Fighting
3 Cone of Dweomercraft
4 Hood of Thievery

Classes and subclasses not covered (druids,
rangers, paladins, illusionists, assassins, monks,
bards) are affected adversely, though the degree
of effect varies. The hat may be removed only
after one round, only by another character, and
without any cooperation from the wearer.

of Stupidity

GP Value: 1,000
DUNGEON MASTER Guide
This hat is indistinguishable from any other mag-
ical hat, even when gone over most carefully
using magical detection methods. Only by plac-
ing it upon one's head can its powers be deter-
mined. Of course, once on the head, a wearer
believes that the hat is abeneficia item, for he or
she is overcome by stupidity. Intelligence is low-
eredto 7, or by -1 if the wearer has a 7 or lower
Intelligence normally. The wearer always wants
the hat on—especially when engaging in any
activity that requires thinking, spellcasting, or
mental concentration. Without the benefit of a
remove curse spell or similar magic, the wearer
can never be free of the magic of the hat. If
released, the wearer's Intelligence returns to its
normd level.

XPValue —

Headband
Headbands are smple constructs that are wrapped
around the forehead and tied securely in the back
or on the side of the head. They can be made from
fur, cloth, or woven plant fibers. Headbands usu-
ally are used as decorations or to keep sweat and
stray hair out of the wearer's eyes.

of the Corusk Mountains
XPValue 1,800 GPVaue 18,000
GREYHAWK Adventures

Carved from the skull of an ancient white dragon,
this headband was enchanted by a powerful wiz-
ard who sought to drive the mountain dwarves
from their homes and rich mines. Though the
wizard died in a cloud of throwing axes launched
by a dwarven army, the item was never recovered,
and remains lost (or possibly in someone's pos-
session) in the Corusk Mountains. The headband
allows the wearer to affect white dragons as a
potion ofwhite dragon control, and aso grants
the airborne riding proficiency with white
dragons a a-2 die roll modifier. The wearer is
totally resistant to white dragon breath and all
effects of cold attacks (from spells, abilities, and
natura weather conditions).

of the Jotens
GP Value 4,500

GREYHAWK Adventures
This strip of elk fur was enchanted to insure the
safety of travelers in the Jotens Mountains. When
worn around a character's head, the item allows
its wearer to understand the psychology of hill
giants. If the wearer can communicate with hill
giants, he or she receives any reaction modifier
desired, down to -60% or up to 26%. Once per
day the character can inspire one of the following
emotions in agroup of hill giants:
Courage: +4 morale bonus.
Fear: +20% morale penalty.
Anger: -8 reaction modifier, +2 to attack and
+2 damage against the object of anger.
These emotions can be inspired in any group
of 12 or fewer hill giants, including friendly ones.
The emotions last 2d8 turns and must affect a sin-
gle group within sight of the wearer.

Headdr ess of
Peaceful Contact
XPValue 750 GPVaue 3,750
DRAGON Magazine 189
This elaborate headdress, made of feathers, teeth,
beadwork, and leather, gives the savage priest who
wears it severa benefits when speaking to intelli-
gent sylvan creatures. Faerie races (brownies, pix-
ies, sylphs), unicorns, centaurs, and dryads, are
automatically friendly to the wearer, as though
they were under an animal friendship spell. A

wearer is able to converse in a creature's language
1952

XPValue: 800
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and is not subject to a creature's voluntary or invol-
untary harmful effects. Thus, the wearer would not
have to make a saving throw if a nymph is seen,
nor would adryad try to charmhim. Upto 2 HD of
beings per level of the wearer are affected; others
areinitialy disinclined to harm the wearer, though
they aren't under the headdress' effect.

Should the wearer ever try to abuse the power
of the headdress, its power will be destroyed, and
the wearer cursed S0 that any sylvan cresture now
has a hostile reaction.

Heart
A magical heart is usually a small piece of gold
jewelry, ¥z to 1-inch across, and is ordinarily
found mounted on athin, decorative chain;
although the heart may be of any material, even
stone. It must be worn and a command word spo-
ken by the wearer to begin any magica effect.

Beating
XPValue 400 GP Value: 2,000
The Book of Marvelous Magic
On command, this heart stores the life essence of
the wearer. This causes the loss of 1 hit point
immediately, which is transferred into the heart;
the item then glows a soft red, flashing in time
with the user's heartbeat. The user isthen immune

to possession (including magicjar spells) and al

forms of leve draining; if reduced to O hit points
or less, the user can be revived with the 1 hit
point contained in the heart by use of any cure
wounds spell. A second cure wounds negates the
effect, returning the hit point to the user. The
heart offers no protection againgt death from poi-

son, however. If the heart is damaged while con-
taining the life essence, the victim dies, suddenly

reduced to O hit points. The heart may be used

only once a day, for up to one turn per use.

Chicken
XPValue: 200 GPVadue 1,000
The Book of Marvelous Magic

This heart is identical to most other magical
hearts, especially the lion heart. However,
athough the wearer feels courageous, any saving
throw againstfear automatically fails. When the
command word is spoken, the victim becomes
very nervous, fainthearted, and fearful, running
from any opponent, no matter how harmless or
friendly, for at least 104+ rounds.

of Hearing
XPValue: 600 GP Value: 3,000
The Book of Marvelous Magic
This heart enables the wearer to hear noise as a
16th-level thief. However, there is one chance in Sx
that it may malfunction; if so, the wearer hearsthe
snoring of a deeping giant or dragon. The heart of
hearing functions continuoudy when worn.

Iron
XPValue: 1,000 GP Value: 5,000
The Complete Wizard's Handbook

This isamechanicd heart, magicaly powered and
capable of replacing a damaged or aging human

heart. No surgery is required; the mechanica heart

is merely placed on the recipient's chest and is
absorbed into the body. This heart should increase
the owner's endurance and res stance to disease.

of Kazgaroth

GPValue 10,000

Hall of Heroes

When Hobarth came to Corwell, he was drawn
to the heart of Kazgaroth. This is the stony,
black heart of the avatar—all that is left after
Tristan dew him. The heart of Kazgaroth acts as
adirect channel to Bhaal. It confers no further
spells on its wielder, who must be a priest of

XPValue: 2,000
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Bhaal, but it allows the priest to use any spell
without forgetting it.

The stone calls appropriate priests to itself if it
is not in the right hands. All plant and smdl ani-
mal life within 15 feet of the stone withers and
dieswithin aday. If Bhaal wishes to give specific
commands to his priest, the stone implants
images of the command in the priest's mind.

Lion
XPValue: 1,200 GP Vaue 6,000
The Book of Marvelous Magic

When commanded, this heart gives the wearer
courage. The user gains a+6 bonusto all saving
throws vs. fear and may make a normal saving
throw against fear when usually there is none.
The lion heart functions three times per day for
one turn per use. If worn by an NPC, the charac-
ter's base mora e score immediately becomes 20.

Royal

XPVaue 2,500 GPVaue 12,000

The Book of Marvelous Magic
Thisheart functionsasalion heartin dl repects. In
addition, it enables the wearer to perform certain
acts as if of roya birth, such as using a throne of
power. Furthermore, while talking with any castle
owner, the wearer is effective as though he or she
had a Charismaof 18. These"royd" effects are con-
tinuous and apply whenever the royal heart isworn;
the bonus against feer can be used three times a day
for one turn per use, aswith alion heart.

Shekinester's Crysalline
XPValue: 1,000 GP Value: 7,500
Monster Mythology
Shekinester's avatar has a crystaline heart that, if
taken from her body, alows the user to cast div-
ination once per week and legend lore onee per
day—»but the user is 1% likely each day to suffer
an alignment change to chaotic evil, 2% if the

userismae.

of Stone
XPValue: 800 GP Value: 6,000
The Book of Marvelous Magic

This heart appears to be and functions as a beat-
ing heart. However, when the user activates this
heart, a saving throw vs. turn to stone must be
made; if it fails, 