






WHEREVER ONE travels throughout the
world (and be)'ond), magic itcms arc highly sought
aOcr lor Iheir benefils ooth small and large.

Advelllllrers seek oul magical treasures to help
thcm achic\'c Ihcir goals. Many orthosc trca....urcs
havc histories that illspirc rumors and spawn qucsts.

This chapter presents more magic items to fill Ollt

ad\cnturer'" wi"h lists.
+ Armor: Strong materials and prolcctivc magic

keep blades and arrows away from your flesh.
+ \"'eapons: Strike fear into your enemies when )'011

wield a weapon of powcr.
+ Ammunition: Arrows. bolts. and sling stones give

you a combat edgc at range.
+ Implements: I-Ioly s)'lllools. orbs. rods. staffs.

tomes, tOlems. and wands channel your magic and
grant special benefib.

+ Arms Siol Items: Shields to guard YOll <Ind
hracers to slllile your foes.

• Feet SlolltClllS: \"'hcll you need to movc quicker.
jUlllP farther. or dodge better. step into OIlC of
these items.

• Hands Slot Items: Mugic gloves ulld gauntlets nOI

only kecp your hands W<lrl11 but keep you alivc.
• Head Slot Items: Magic to bolster the mind, body,

and spirit.
• Neck Slot Items: Improve your defcnscs in style!
• IHngs: Jewelry imbued with powerful and varied

cllchantments.
• Waist Slot Items: These items can improve your

health and Increase your skills-as well as hold
your p"nt.s lip.

• Wondrous Items: Strange and fantastic items
wil h a wide range of uses.

• ).air Items: ew wondrous items to enhance your
base ofoperations.

+ Tattoos: The best thing aboutll1agic ofthe nesh
b Ihat it's inscparable from you.

+ Consumables: Use these onc·shot items to get
out ofa tough situalion.

Sc\'eral ofthe ilem descriptions are augmented by
sidebars that orrer lore or background about the
itcm, plU3 0111..' or more adventure hooks involving
the item and how the characters might acquire it.





Armor of Dark Deeds level 14+

No (II !tICk is '00 ,lemS'ClI ill8 '0 be 'limed Clside.

Armor of Enduring Health Lewl H~

325.000 gp
1.625.000 gp

325,000 gp
1,625,000 gp

+5
+6

+5
+6

Lvi 22
Lvi 27

Lvi n
Lvi 17

"'TiIfll'eIJ ill ,',is lallfTed bluek dafil. )'ou call briefly ITillI5form
illlo aflock of rIlI'fllS-

Lvl12 +3 13.000 gp
Lvf 17 +4 65,000 gp
Armor: Cloth
Enhancement: AC
Power (Daily): Immediate Reaction. TriMl"r. You take

damage from an allack. fffl"tt You fly 8 squares and be­
come insubstantial until the start of your next tum,

Lvi 7 ~ 2 2,600 gp
Lvl12 +3 13.000gp
Lvl17 +4 65.000 gp
Amlor: Scale, plate
Enhancement: AC
Power (Encounter~Minor Action, You end a mark on you

or an ally adjacent to you.

You sllru9 offdell/II)' Wllllilwns l'<Isily in dlis supple arnwr:

Lvi 3 +1 680 gp Lv'18 +4 85,000 gp
Lvi 8 +2 3,400 gp Lvi 23 +5 425,000 gp
Lvl13 +3 17,ooogp Lvl28 +6 2.125,Ooogp
Armor: (IOlh, leather
Enhancement: A(
Property; You gain a +1 item bonus to saving throws against

ongoing damage.
Power (Daily + Healing): Minor Action. You can use this

power when you're taking ongoing damage, The ongo·
ing damage ends, and you gain regeneration equal to
the amount of the ongOing damage until the end of the
encounter.

Armor of Sudden Recovery Level 1+

This l"ock)' il rnwr, uSlUIHy cnifred in 1111: dWCl n'ell style, is iI

fol'orire ,if '!WlI n'e'l l!(jl'luli'Ts,

Blackflock Robe Level 12 ..

\ \'hell )'011 l'xllorl )'vur ollics 10find coolll8e.JUlI find il )uursdf.

Lvl15 +3 25.000gp Lvl2S +5 625.ooogp
Lvl20 +4 125,000 gp Lvl30 +6 3.125.000 gp
Armor: Leather. chain
Enhancement; AC
Property: When you use a power that grants an ally a bonus

to any defense. you gain an equal bonus of the Silme type
to the S<J,me defense. This bonus lasts until the power's
effect ends Of" until the end of your next tum,

Bastion Armor Level 7 '"

Armor of Shared Valor Levell!)·

Armor of Shared Health lew!130

This 801c11!1l dlll;'1 t1lujf 8/01l's wirh dil'iJll' ener8)' rlwt 'wols),ou
II'hl'lI you help Olhl'rs.

Lvi 30 +6 3.125,000 gp
Armor: Chain
Enhancement: A(
Property: When you use a healing power that benefits an

ally. you also regain hit points equal to one-half the hit
points that ally regains.

525,000 gp
2,625,000 gp

+5
+6

Lvi 24
LvI 29

LvI 14 +3 21,000 gp
Lvi 19 +4 105,000 gp
Armor: Leather. hide
Enhancement: A(
Property: When you attack an enemy thilt is gr.mting

combat advantage 10 you, you gain concealment until the
end of your next tum.

I fecb of/II118j{alforre swirl around Ihisli8hl armor. CO<IIl!5(iIl8
to defltc' allach 11.'.lainsl JUll and J'l7UT wmpanions.

Lvl2 +1 520gp Lvl17 +4 65,OOOgp
Lvi 7 +2 2,600gp Lvl21 +S 3l5,000gp
Lvl12 +3 13.000 gp Lvi 27 +6 1.625,000 gp
Annor: Cloth, leather
Enhancement: A(
Power (Encounter~Immediale Interrupt. TriBiP'r. A crea­

ture)'Ou have marked with your oe8is ofshieldinB power
targets you and at least one of your allies with an attack.
f!Jecl: The damage of the triggering creature's attack
damage is reduced by 5 + the armor's enhancenlent
bonus.
level 12 or 17: 10 + enhancement bonus.
Leve' 22 or 2 7: 15 + enhancement bonus,

\ Vhill' 11'I'lIrillH rhis Ilrlllor. rOll clIn drllw morl' deeply on rour
i'lIIt'r resourres.

Armor of Aegis Expansion II."Yt'I }.

SwirlillH with shlllioll's. rhis IITlllOr musks J1JU from your
.. l1cmh's.

Armor is an intcgral part ofall)' ad\'cnturer's gear,
FrOlllthc \Vizard'~ robes and lhc barbarian's hide to
thc bard's eh'linmail and the paladin's plate, armor's
prolcction is a\'ailable to en:r)' hcro.

Enchantmcnts i mpro\'C lhe wcarer's Armor Class,
whethcr b)' Oiling plate armor's gap" with shields of
force or h<lrdcning leather armor into something thm
can stop a !><llIis,a shot. ScasonL"<1 adventurers can
dcpend 011 magk armor to pro'ect them c\'cn from
the 'eeth ofan ancicnt w)'rm.

At Icast somc ofthe limc.

Lvi 23 +5 425,000 gp Lvl18 +6 2,125,000 gp
Armor: Hide, chain
Enhancement: A(
Property: You can use your second wind one additional time

per encounter.



Counterstrike Armor I"wl 1o·

Death's Brink Armor Lev('17'"

CIlAPT"H 1 I MaVic ""''''$

Armor ofshare.1 valor

ARMOR OF SHARED VALOR
The ballad of Velira is also the legend of the armOr of
shared valor. A bard who came from across the sea when
the waters of the world were ice and the land was still
unformed, Velira brought the magic of fire and music to
the scattered tribes or humanoids and helped defend
them against aU invaders, Her most powerful tool was the
armor she created for herself: As she shielded an entire
tribe with the magic of her songs, she too became a more
powerful protector,

Suits of armor of shored volor exist today, but they're
thought to be lesser copies of the original.

Persuade a Bardic College: Bardic colleges u.sually
craft and control distribution or armOr ofshored volor. An
adventurer who seeks such an item must convince the
organization of his or her worthiness. True bardic colleges
are few and far between, but loose fellowships or wander·
ing bards are often called colleges as well. Obtaining their
approval requires getting references and traveling to meet
with scattered members.

Velira's People: The ballad of Velira Is regarded as a
fantasy by most, but it has a kernel of truth, The tribes
spoken of in it might yet exist, huddled along fjords and
wandering in arctic regions. Adventurers who locate. such
a hidden people might learn the secret or creating armor
of shared volar, or perhaps acquire. a suit that has been
stashed away since ancient times.

625.000 gp
3,125,000 gp

325.000 gp
1,625.000 gp

65.000 gp
325,000 gp

1.625.000gp

Lvi 22 +5
Lvi 27 +6

Lvi 25 +5
Lvi 30 +6

lvl17 +4
Lvl22 +5
Lvl27 +6

Lvi 7 +2 2,600 gp
Lvl12 +3 13,000 gp
Lvl17 +4 65,000 gp
Armor. Scale. plate
Enhancement: AC
Property: While you're dying, you doo't die until you rail

four death saving throws.
Power (Daily~ No Action. TrilJ8l!r: You roll a death saving

throw and dislike the result. Effect: You gain a +2 bonus
to the saving lhrow.
level J 2 or 17: +3 bonus.
level 12 or 27: +4 bonus.

Lvi 10 +2 5,000 gp
LvilS +3 2S,000gp
Lvl20 +4 125,000 gp
Armor: (10th. leather. hide
Enhancement: A(
Property: The first enemy that hilS you during an encounter

takes ongoing 5 damage: (save ends).
Uwf 20, 25, or 30: Ongoing 10 damage: (save ends).

Coruscating Armor It-\ej 1

hll'orrd by plllllllius of !'dor. lllis slliniuJ.l suil ofpclislrl.'d ",ilh·
fill plale slrellilllrclIsJUllr sJlirilllllll da:dl."Syourfoes.

Lvi 4 +1 840gp Lvl19 +4 105,000 gp
Lvi 9 +2 4.200 gp lvl24 +5 525.000 gp
Lvl14 +3 21.000 gp Lvl29 +6 2,625,000 gp
Armor: Plate
Enhancement: A(
Property: You gain a +2 item bonus to all defenses against

(harm. fear, and psychic effe<lS.
Power (DailY1 Minor Action, Each enemy adjacent to you

takes a +2 penalty to attack rolls (save ends).

TJiis bluck Illewl MlllOr hilS Ihi' hUll})!! i1 iUl Ollll"rUSl "(1",1
emb[azolled 011 ilS breasl.

Dauling Plate Leve14~

ThisIlIiUt'TiJl8 Sled armor masks )uur e.mCI localionfmlll en­
nllies Ihillll'OuM imped<,)1llL

Lvl1 +1 520gp
Lvi 7 +2 2.600 gp
Lvl12 +3 13.000 gp
Armor: Scale, plate
Enhancement: A(
Power (Daily): Minor Action. Until the end or your next

tum.)"Ou don', provoke opportunity auacks and can't be
grabbed. This power doesn't end an existing grab.

TIlt "'nnlinn olllhis amlor IIullislle:s llll.'}lrsl enl.'lllY 10 strike
,IOU in balde.
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(;"mbil <lrmor

,,
•i

, 05,000 gp
525.000 gp

1.625,000 gp

115.000 gp
1,125.000 gp

+'
+5
+6

+5
+6

lvl19
lvl24
lvl19

lvll1
lvl16

EI"1Il1'lIllillm('rjJll's rfpp!(' IhrouIJh lliis IlrlllOr. said 10 COllh\11I

lh" life CllerW oj((BI.'!lllSt.

lvl4 +1 840 gp
lvl9 +2 4,200gp
lvl14 +3 21.000 gp
Armor. leather. hide
Enhancement: AC
Property: This armor is attuned to one genasi elemental

manifestation (fOflCOJT£N RfALIls PIll)'l':'rs Guide, p<Jgc , 0)
chosen at the time the annor is created.

Power (Daily): Minor Action. Until the end of lhe encoun·
ler, you can use the racial encounter power associated
with the armor's elemental manifestation. If you already
have lhat racial power, you can use it a second time dur­
Ing this encounter.

lvl6 +2 1,800 gp
lvl11 +3 9,000 gp
lvl16 +4 45,000 gp
Annor. leather
Enhancement: AC
Property: When you make at least two saving throws. you

can choose 10 gain a +2 bonus to the first saving throw and
take a -2 penalty to the second.

Power (Daily): Immediate Interrupt. Tri88er: An enemy hits
you with an attack. Effect: The triggering enemy reroUs
the attack roll and must use the second result. If thaI
result is a hit, the att;lck scores a critical hit.

Gambler's Suit level 6

,\llldl'Jor 'hiIS(' who like 10 lake chllllCes ill bailie. lhis llrlllor lets
JUU risk Jour 0""1 SlIfel),Jor a bt'ller chalice 10 hanll Jourfoes.
lvl13 +3 17,000gp lvlH +5 415,DOOgp
lvl18 +4 85,ooogp lvl18 +6 1.ll5.DOOgp
Armor. Cloth, leather
Enhancement: AC
Property: When an enemy scores a critical hit against you,

you can score a critical hit on a roll of 17-10 on your next

atlaCk against that enemy before the end of your next tum.
Power (Daily + Stance): Minor Action. Until the stance

ends. you grant combat advantage and any creature you
attack grants combat advantage to you.

luck isJkHt. and this 5rylish St"I oJlelllll1'1"5 plll)'S oolh Silles of
dIe win.

Gambit Armor leH'1 13

Gallant Armor level 27

Genasi Soul Armor level <1'

fhls 1ll11,ljn!(lrClll sui! of llllllf mail rl'w,mls yuu for seljIessly
l('ndi118 you r COnlpi\ ulous.

lvl17 +6 1.625,000 gp
Armor: Plate
Enhancement: AC
Property: When you use the lay on hands polNer on an ally,

you also regain hit points equal to one·half your healing
surge v;lluc.

515.000 gp
1.615,000 gp

525,000 gp
2.625,000 gp

+5
+6

lvl24
lvl29

CIIAPTT.R I I "'<lSic hems

lv114 +3 21.000 gp
lvl19 +4 105,000 gp
Armor. Hide. chain
EnhancC'mC'nt: AC
PoWC'r (Daily~ ImmC'diate Interrupt. TriMer: An attack hilS

you and doesn't score a critical hit. F.ffl!Ct: The triggering
attack dC'als the minimum damagC'.

PkCl'ml'lll skIns, seales, Imll exosl.:e1elolls ofIII'mOils form a
frl1Jhrful bUI Sllm~' suir ofSCt111.' armor.

lvl9 +2 4.200 gp lvl24 +5
lvl14 +3 21.000 gp lvl 29 +6
lvl19 +4 105,OOOgp
Armor: Scale
Enhancement: AC
Power (Encounter): Immediate Interrupt. TriMer: You take

acid. cold. nre, or lightning damage. Effect; You gain reo
slst 5 to the triggerIng damage type until the end of the
encounter.
level 14 or 19: Resist 10.
level 24 or 29; Resist 15.

Demonscale le"c19'"

Formidable Armor level 14-

'\'Ilm Jllu 11(1 imll.' lllis (trlllor. ('ITn lhe minhliesf blow call do
lillIe morl' fhllll sera/ell Juur slrin.



Healer's Armor l('~d 5+

'nlis Slun!)' Ilnuor enhances )11Ur al1ility to IrCII! )T)llr aWl's.

Great Cat Armor U!'vcI19+

42S.000gp
2,125,000 gp

65.oo0gp <
325,000 gp

1.615.000 gp

Lvl23 +5
Lvl28 +6

Lvi 17 +4
Lvll1 +5
Lvl17 +6

Lvi 8 +2 3,400 gp
LvI 1l +] 17,000 gp
Lvl18 +4 85.000gp
Annor. Scale, plale
Enhancement: AC
Property: You gain a +4 Item bonus to all defenses against

polymorph effects.

Kemstone Armor Ll'\lpl R·

Holy Radiance Armor level 1 S+

l:ashiolled with lhe SlrollY bur lishr l-emlllS SIOflt'/ollrlll in
I'llrious Ilomi lIio!1S ofrill' ;\slml Sell. lITis arlllor srabili::l'S lIs
\\'e/lrers 1'55C'I1(e.

\\'Ilell )11U swear 1111 (NIdI 11.'IllillSI )'vur pre)'. divine Vr/lU perrne·

al<s lids (Irmor. I'rOlecfillH )'vu a8"illst illIll erellillre's 'lIIach.

Lvi] +1 680gp Lvl18 +4 85,000gp
Lvi 8 +2 ],4oogp lvlH +5 415.000gp
Lvl13 +] 17,000 gp lv128 +6 2.125.000 gp
Armor: Cloth
Enhancement: AC
Power (Daify~ Minor Action. Until the end of the encoun·

ter. you gain resistance to all damage against anacks by
your current oath ofenmity target equal to the armor's
enhancement bonus.

Holy Adversary's Armor Ievell.

Lvl2 +' 5l0gp
Lvi 7 +1 1.600 gp
Lvlll +3 13.000 gp
Armor: Chain
Enhilncement: AC
Property: When you spend an action point to take an extra

action. you also gain a +2 bonus to all defenses until the
end of your I1CXt tum.

Power (Daily • Heallng~ Free Acllon. TriMer: You spend
an action point. Effect: You forgo the bonus to all de·
fenses granted by Ihe armor's property. Instead, an ally
within 5 S<!uares of you uses his or her second wind as a
fr~ actiolT.

TIlis alea/lliny chaimnailsloll-'s "ith lhe mt/iallce of1111.' SUII.

LvllS +] 15,ooogp LvilS +5 62S.000gp
Lvl20 +4 125,000 gp Lvl30 +6 3.125.000 gp
Armor: Chain
EnhancenTellt: AC
Power (Daily. Healing): Minor Action. You expend your

use of a Chilnnel DIvinity power for this encounter and
shed bright lighl 20 squares in all directions. While with·
in the light, you and each ally gain regeneration] while
bloodied and a +2 power bonus to saving throws.

Hero's Armor Lt'~ell' '"This shirr of,qlimmerill.'l dHlitmurilforlifiesllrosc who wkC' bolc! :>
lIetiOIl irl baflle. ~

125,000 gp
62S.ooogp

].12S.ooogp

lvl20 +4
Lvl25 +5
LvI]O +6

Lvi 5 +1 lOOOgp
Lvll0 +2 S.Ooogp
LvilS +] l5,ooogp
Armor. Hide. chain
Enhancement: AC
Property: When you use a healing power. the target regains

additional hit points equal to the armor's enhancement
bonus.

HOLY RADIANCE ARMOR
Xelflde was a den of iniquity, sin, and debauchery. The
town, inhabited by villains, leeches, and other low char·
acters., existed outside the realm of law and decency. In
such a place. good had little chance to flourish.

Fifty years ago, a traveling cleric of Pelor known as
KasUn came to Xelfide with the Intention of purifying it.
His first attempt was met with outright resistance. vio·
lence, and theft. After that disaster. the c1eric's resolve
faltered-until he received a vision from Pelor that showed
him standing in the town square at noon and praying.

Koslin went to the square, obeying what he saw as
a mission from his god. At first. he attracted sneers and
laughs, but as he continued to pray, his armor began to
glow with increasing brilliance. This demonstration of
divine blessing won Koslin many converts to the wor­
ship of Pelor. Tragically, the cleric was slain by those who
still clung to their evil ways, but not before the town had
tumed to a righteous path. Holy radiance armor memorial­
izes this sacred act.

Purify Xelfide, Again: In the years since the death of
Koslin, Xelflde has slowly returned to its old ways. The
corrupt town leaders hold Koslin's armor and keep it
hidden in their stronghold. If a worthy hero can recover
the armor and wear it again in Pelor's name, the town
might return to the good.

Remnants of the Underbelly: A few ofXelflde's most
evil citizens fled to the frontier when Koslin converted the
town to the worship of Pelor. Before they left. they man­
aged to murder the cleric and plunder his armor; which
they buried in their encampment. Now, they plague the
town, paralyzing trade, and stealing and killing with no
remorse. The citizens seek aid from heroes who walk the
same path as Kaslin.

III Ihis sleek sui! ofhiele armor. you bou lid el remllel llrl' bm llefielil
like a poy''i'ifulfdillc.
lvl19 +4 105.000gp lvl19 +6 2,615.ooogp
lvl14 +5 525.000 gp
Armor: Hlde
Enhancement: AC
Property: When you shift. you can shih 1 addltionill square.
Power (Dilily): Move ACtion. You shift iI number of S<!uares

equillto twice the armOl"'s enhilncement bonus.

CHt\PT[1l I I Masie Iteons



lifefont Armor Level4~ Magnetic Armor Level 9 .

105.000gp
525.000 gp

2.625.000 gp

Marauder's Armor l("\.l('1 7-

Srud,lrd wilh '(HI~IOn~, Ilzis he(l\J' armor puUs erelllU res infO

JOIl r re"c/z.

525.000 gp
2.625.000 gp

Lvi 24 +5
Lvl29 +6

Lvi 9 +2 4.200gp
Lvl14 +] 21.000gp
Lvl19 +4 105.000 gp
Armar: Scale. plate
Enhancement: AC
Power (Dally): Minor Action. You pull one creature within

] squares of you 3 squares. If you pull it into a square
adjacent to you. it's also Immobilized (save ends}.
lewl14 or 19: One creature within 5 squares.
l.eve114 or 19: One creature within 10 squares. and you

pull it 5 squares.

Emlwt/ded wilh mrdellllllld powerjiil primal 'TlIlbo/s. ,his ar·
mor has wI'cd ,Ilr lift' ofIIwre I!WIl olle wardcll.

Lvi 4 +1 840gp Lvl19 +4
Lvi 9 +2 4.200 gp Lvl24 +5
Lvi 14 H 21.000 gp Lvi 29 +6
Armor: Hide
Enh..ncement; AC
Property: When you rllilke saving throws .. I the start of your

turn using the Foot of life class feature. you gain a +1 item
bonus to each saving throw.

Power (Daily): No Action. TrilJ8Cr. You slart your tum and
have the FOIll of Ufe class feature. Effect: You m.ake a sav·
Ing throw ag..lnst each effect that .. save Gin end innead
of just one.

Moon Armor Level]+

Mind Armor level 13'"

85.000 gp
425.000 gp

2.125,000 gp

325.ooogp
1.625.000 gp

Lvl18 +4
Lvi H +5
Lvl28 +6

Lvi 22 +5
Lvi 27 -6

'n,b (mnOr is IIlmlr from ,!eposils of" SlmnBe orc Ihal sollie
bdi....·l' ((llllefromllre moon.

Lvi] +1 680gp
Lvi 8 +2 ],400gp
Lvl13 +] 17,000 gp
Armor: Chain
Enh..ncement: AC
Property: While you're in darkness or dim light (including

starlJghl). you gain il +1 bonus to AC.

'111is hellry,fur·lined armor isfal'Ort'J ", baroori<lll pirales who
flIsh inlo lIlt fray.

Lvi 7 +2 2,600 gp
Lvl12 +] 13.000 gp
Lvl17 +4 65.000 gp
Armor. leather. hide
Enhancement: AC
Property: When you charge:. you gain a +1 bonus to AC until

the end of your next turn.
Level 12 or 17: +2 bonus.
lewl 22 or 17: +] bonus.

Power (Daily. Healing): Free Action. Tri&Jer. You hil with
a charge attack. Effect: You make a saving throw with a
bonus equal to the arnlOr's enhancement bonus. or you
spend a healing surge and regain additional hit points
e<lual to the armor's enhancement bonus.

At" rrumrelll's 'WHCl'. )UU wn surroulIl!lhis lIdalll(lnli ne IlfnJor
with II IlS)"Chicfidel Ilwl prolecls )UlI from l1Iemol U/focks.

Lv12] +5 41S.000gp Lvl28 +6 2.125.000gp
Armor: Scale, plilte
Enhancement: AC
Property; Vou gain resist 15 psychic.
Power (Dillly): Minor Action. Until the end of the encoun·

ter. ilny enemy that attacks you with il charm. fear. illu·
sian. psychiC. or sleep power rolls the auack roil twice
and must use the lower result.

RAT K1LLER'S COAT
The reclusive mage Sarkudo hid his laboratory deep
under the capital dty out of a desire for privacy. To his
chagrin. he discovered that by plying his trade in the
sewers. he had invited a dungeon to his doorstep. Dealing
with slimes, molds, vermin, giant bugs, and the like was
so frustrating and time-consuming that Sar\c:udo almost
gave up and left.

Sarkudo had long observed one of the dty's rat catch­
ers and was baffled as to how the man had survived so
long In such a dangerous place. armed with only a sharp
stick and a small but vldous dog. The wizard asked him
what his secret was. The rat catcher opened Sarkudo's
eyes by revealing the secret lore of the sewers and how
to live in harmony with the unique environment. Sarkudo
was so impressed that he hired the rat catcher to help
redesign his lab, and in short order. it was attracting much
less trouble.

The wizard also made a protective (oat for his assis­
tant, which the rat catcher in turn passed on to his heir.
The child aspired to a grander career. namely adventuring.
The coat served its wearer so well in battle that fellow
adventurers made versions of their own, and rat killer's
coots soon became popular.

The King of Cats: The King of Cats is a very specialized
shop. carrying special items such as silver weaponry. rat
poison. and exotic tools. Ruffians are extorting protection
money from the owner, who seeks assistance in stopping
them. She offers a rat killer's coot as a reward.

The Grieving Family: Sven is a hunter of vermin and
a minor adventurer. He entered the sewers over a week
ago and hasn't been seen since. His wife has given up
hope but wants someone to recover the body for a proper
burial. Whoever accomplishes this task can keep the tools
of Sven's trade, including his magic coat, if he's really

dead.

ClIAI'TEH 1 ,\1"8ic Jt .. ms
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Parchment Armor l{'vel 4'

Predator's Hide l~13-

Nightmare Ward Armor l('vcl 3 +-

"
~((
<85.000 gp

425,000 gp
2.125.000 gp

105.0oogp
525.000 gp

2.625.000 gp

lvl19 +4
Lvl24 +5
Lvi 29 +6

I1lis (Ir11101 is lIh1de of 1IU1.'1i((lI~' rei rifoI'Ctd pardl/nelll ill
scrib;>d "'illt arcane WTiliuS5.

Lvi 4 +1 840gp
lvl9 +2 4,2oogp
tvl '4 +3 21.000 gp
Armor: Cloth, leather
Enhancement: AC
Property: This armor contains a number of arcane charges

equal to its enhancemem bonus. Recharging the armor
requires an e~lcndcd rcst.

Power (At-Will): Free Action. Tri88er: YOu use an arcane
power and make an attack roiL £}Jecl: You spend any
number of unused charges from this annor and gain iI
power bonus to the attack roll for the triggering power
equillto the number of ch..rges spent.

The IIlislcniri8 blndz lIIall'M"l ojIIlis Ilrlllor, StTUII.!Jely wid 10 lhe
lOuch. rt'liab~' dl.'jll.'clS ,"('mal (Iulich

Lvi 3 +1 680gp lvl18 +4
lvlS +2 3.400 gp Lvl23 +S
lvl13 +3 HOOOgp lvt28 +6
Armor: leather. hide
Enhancement AC
Property: You gain resist 5 psychic..

levl!/l J or 18: Resist 10 psychic.
!£vellJ or 28: Resist' 5 psychic.

Property: Vou gOlin a +2 item bonus to saving throws against
charm, fear. or ~ychiC effects.

TIlis t18fT'S hide "farly nlllrh)1n1 as aJonllidablc hunrer:
lvi 3 +1 680 gp Lvi 18 +4 85.000 gp
Lvl8 +2 3.400gp Lvl23 +5 415.000gp
Lvl13 +3 17.000 gp Lv128 +6 2.125,000 gp
Annor: Hide
Enhancemenl: AC
Property: Whcn you hit a target you have dcsignated with

your Hunter's Quarry class fcature, you gain a +' bonus to
all defenses against att3Cks by the designated quarry until
the end of your next tum.
/..tYeIl J or 18: +1 bonus.
ltvd B or 28: +3 bonus.

Rat Killer's Coat ll'vel2
This}Ur·tnrmne,/jacrcr isfil\'Qrl?d by 0111<'110 nlllst deal wilh
J<U18rrous n·rmin.

85.000 gp
425.oo0gp

2,125,000 gp

\ Vlleli 1m I'lll'ltl.Y·s (If/,ld.. misses )'(>11, rll is bWowiu8 robe fOil'
JU5e5 IheJM 50 dial )VlI ranBrf away.
Lvi 3 +1 680gp lvl18 +4
Lvi 8 +1 3,400 gp Lvi 13 +5
Lvi 13 +3 17.000 gp Lvi 28 +6
Armor: (loth
Enhancement: AC
Power (Encounter): Immediate Reaction. Triaser. An

enemy misses you with a melee attack. £}Jecl: You shih
1 square.

Parchmcnt armor

Robe of Avoidance Lt,vt'13.65.000 gp
325.000gp

1,625,OOOgp

lvl17 +4
Lvi 22 +5
Lvi 27 +6

LvI 2 +1 S10gp
Lvi 7 +2 2.600 gp
lvl12 +3 13.000 gp
Armor. Cloth. leather
£nhancement: A(
Property. You gain resist 5 against damage from swarms'

attacks. In addition. you call move through a space
occupied by iI swarm, and your movement doesn't provoke
opportunity attacks from swarms..
1.Nd 12 01' 17: Resist 10.
Lewlll 01' 17: Resist 15,

,
•,
•
••,
•
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105.000 gp
525.ooogp

2.625.000 gp

105.000 gp
525.000 gp

2.625.000 gp

SANGUINE VESTMENTS
Avengers wear these magic robes to proclaim their
enmity for their chosen prey. Sanguine vestments are
dyed deep red, not only symboliZing the blood of those
the wearer slays but often incorporating it. However, the
garment often has sleeves or trim of pure white. After
a battle, the avenger wipes the foe's blood from his or
her weapon onto the white to demonstrate victory.
This action also reinforces the avenger's commitment to
destroy all enemies of his or her god.

Prove Yourself Worthy: The first step in acquiring so,,·
8uinevestments is to earn them through suitable actions.
The guardians of the monasteries that train avengers
bestow such a garment only on someone who defeats a
great enemy.

Red Thread of Bel Yasura: Far from any civilization,
across a dry. dangerous scrubland. stands the Bel Yasura
monastery. Here. priests, monks. and avengers-in-training
craft beautiful sonsuinevest:ments as a form of meditation.
using a unique type of red thread. Only those who swear
the order's vows of asceticism and immerse themselves
relentlessly in service to the god can learn the secret of
creating this raiment of the faithful.

Runic Armor Level] l-

rIll" Ilrnllll' siiji/s ("1Ii/fllI'l'd ou Ihis tlrmor 8'0\\' iu the Ilrl'5/?IICe of
1II1181ml elflllrllllloll$.

Scale of the Serpent level 4·

for81'd byfOlllorllll1SfrOIll a s/rlmgr 8rtrn orr ofIhe Fly"'i!.!!.
Ihis amwr lIla!.:es )"ou as slippery liS a Slla!.:e.

lvl4 +1 84081' Lvi 19 4
Lvi 9 +2 4.200 gp LvI 24 +5
Lvl14 +3 21.00081' lvl29 +6
Armor. Scale
Enhancement: AC
Property; You gain a +5 item bonus to checks to escape a

grab.
Power (Daily): Immediate Reaction. TrlB.ger: An effect

dazes. immobilizes. slows, or stuns you. Effect: You make
a saving throw ag;llnst the triggering effect. On a save.
that effect ends.

Serpentine Armor leVl,1 t·

Alelallie .makfS writ/II' II1on8 Ihe surface of this armor. rl'ady /0
strike III allYfoco tlult Inrs 10Brl ",.)VU.

lvl4 +1 84081' Lvl19 +4
lvl9 +2 4.200 gp Lvl24 +5
lvl14 +3 21,ooogp Lvl29 +6
Armor. Scale
Enhancement; AC
Property: You gain resist 5 poison.

l.e\.oel14 ur 19: Resist 10 poison.
levc/24 Dr 29: Resist 1 5 poison.

Power (Daily): Free Action. TriB.ger: An enemy adjacent
to you shifts. Effect: The triggering cncmy takes damage
equal to 5 + lhe armor's enhancement bonus.
level 14 or 19: 10 + enhancement bonus.
Lew" 14 01" 29: 15 + enhancement bonus.

Sanguine Vestments level 3+

Tile blOOlI of,,"oumled euelllics ollly smmi/llllms Ihis deep rell
8arrrH.'lll.

325.000 gp
1,625.000 gp

Lvl22 +5
Lvl27 +6

2.600 gp
13.0oogp
65.0oogp

Lvi 7 +2
Lvi 12 +3
lvl17 +4
Armor. Hide
Enhancement; AC
Power (Daily): Immediate Reaction, rrlB.9cr: You become

bloodied. Effect: You become insubstantial unlil the end
of your ne"t turn.

Shadow Hound Armor l{'wl 7·
Craft.·!! from lilt' hilli' ofII massi\"f' slllIIlow IIOUlld. Ihis armor
Ins)uu fade IIl'l"lJ)'frolll dall8ff wlltll )VU SUJfff II SM"OlIS

wound.

Shadow Warlock Armor LPv.·110·

85.000 gp
425.000gp

2J 25.000 gp

Lvl18 +4
LvlH +5
Lvl28 +6

680gp
3.400 gp

17.000 gp

Lvi 3 +1
Lvi 8 +2
Lvlll +3
Armor. Any
Enhancement: AC
Property; You gain an item bonus to Arcana checks equal to

the armor's enhancement bonus.
Property: When you use your se<ond wind. you also gain

a bonus 10 damage rolls with arcane attack powers equal
to the armor's enhancement bonus until the end of your
next turn.

625.000 gp
3,125,000 gp

\Vhili' w.:urillD lhis suil ofblack Irallter.)Uu WI! cloud Ihe lIIilUl
of II cursrJ elll'IIIY 50 dllll )uur altaclo Slrllon lrue.

Lvi 10 +2 5.000 gp Lvi 25 +5
Lvi 15 +3 25,000 gp Lvi 30 +6
Lvi 20 +4 125.000 gp
Armor: leather
Enhancement: AC
Property: While you have concealmcnt from your Shadow

Walk class feature. any creature affected by your Warlock's
Curse grants combat advantage to you.

85,000 gp
425.000 gp

2.125.000 gp

lvl18 +4
LvlH +5
Lvl28 +6

680gp
3.40081'

17.000 gp

lvl] +1
Lvi 8 +2
lvlll +3
Armor-Ooth
Enhancement: AC
Property; You gain a +1 bonus to all defenses while your

OIJlh ofenmity target is bloodied.

CII:\I·T~H. I ,uaai"""'IIIS



Slime Armor lnelll·

You con (aust "lis hrm)' armor to drip wilh lIddic 00::1' fhm

bums lllO,t' II'ho lOuch il.

Spiked Jacket h·wl]·

Spirit Armor level 14..

J!i(llIclt razor ~Iz(lrp spikes sprint! oul from lITI' ../bo",s. shoul i
das, alld sides of tITis jllckrt when SDrIll'rhiu8 8mbs JOu. 0::

Lvi 3 +1 680 gp Lvi 18 +4 85,000 gp <:
Lvi 8 +2 3,400gp Lvl23 +5 425.000gp
Lvl13 +3 17,ooOgp Lv128 +6 2.125.000gp
Armor: leather, hide
Enhancement: AC
Power (Daily): Standard Action. Tri88er. You are grabbed.

f.jJeC!: You escape the grab. i1nd the enemy that was grab·
bing you takes 1dG damage per plus.

425.000 gp
2.125,000 gp

Lvl23 +S
lll128 +6

Lvi 8 +2 3.400gp
Lvl13 +3 17,000 gp
lvl18 +4 85,000 gp
Armor. 5Glle. plate
Enhancement: AC
Power (Daily + Acid): Minor Ac;tion. Until the end of your

next tum. any creature that hilS you with a melee attilc;k
takes ongoing 5 acid damage (save ends).
leve' 13 or ,8: Ongoing 10 llcld damage (save ends).
lew/23 Of 28: Ongoing 15 acid damage (save ends~

525.000 gr
2,625,000 gp

Snaketongue Robe l~1 1j ..

:\ 1"'1Ii'J"1l of tin): .sdntiUolill8 scales COtTrs thl.' surfoce of Illis
100$/' 9arrnenl. Jjmnriny you Ihl.' qUlI/ilil.'S of1I serl"'nl.

lvl13 +3 17,000 gp Lvi 23 "·5 425,000 gp
lvl18 +4 85.000 gp Lvl28 +6 2.115.000 gp
Armor: Cloth
Enhancement: AC
Property. You gain a +2 item bOflus to Bluff chedcs.
~ You gain resist 5 poison.
Power (Daily): Move Actiofl. You shih a number of squares

equal to the armor's enhancement bonus.

111ls suif offille chaill has a 8JIOSdy s1II'M. and ilS mesh proltclS
JUU from rill' /wni:l.'115 of U11' Sl,irit I'l'vr/d,

Lvl14 +3 21.000gp LIII24 +5
lvl 19 +4 105,000 gp LII129 +6
Armor: Chain
Enhancement: AC
Power (At·WiII); Immediate Reaction. Tri88er: An insub­

stantial enemy adjac:ent to you hits you. Effect: The trig'
gering enemy loses lhe insubstantial quality (save ends~

You bc<ome insubstantial until the triggering enemy
saves against thi.. effect.

Sp~(tral Plate lewl 20+

TIlis dull block ,llllfe omlOr ls lIlode ofirall plales itifi/5('d ..ith
SIw,/mofeU essetICt', snulfillJj )llll \OTolith/ikr properties.

lvl20 +4 125,000 gp LII130 +6 3,125.000 gp
lvl25 +S 625,000 gp
Armor: Plllle
Enhancemellt: AC
Property: You ignore the speed and skill check ~nalties for

wearing plale armor.
Power (Daily): Move Action. You move your speed. In addi·

tion,)'OO become insubstantial and gain phasing until the
tOO of your tum.

Supporting Armor Level 4 ~

'1'11;5 "eal')' iron armor llbwrbs till: ,hock ofJa rrill8 ollacks.

lvlS +1 1,000gp lv120 +4 125.0oogp
Lvll0 +2 5.000gp Lvl25 +5 625.0oogp
Lvl15 +J 25,000 gp Lvi 30 +6 3,125.000 gp
Armor: Scale, plate
Enhancement: AC
Power (Daily): No ActioJl. Tri88cr: An eUect daleS or sluns

you. Effect: You mllke a saving throw against Ihe trigger·
ing erfcet. On a save. the effect ends.

SNAKETONGUE ROBE
Spiderweb Robes levelS' Human worshipers of the serpent god Zehir, known as

snaketongue cultists, perform dreadful rituals to trans·
form themselves Into more snakelike forms. Snaketonsue
robes enhance the efficacy of these rituals. Yuan·ti Create
the robes for cultists who have perfonned exceptional
deeds in Zehir's name.

Celebrants of Zehlr. Some snaketongue celebrants
(Monster Manual, page 273) wear snaketOM8ue robes to
even more closely resemble the serpent god and his
yuan·tJ emissaries. These cultists are of high rank and are
protected by many snaketongue zealots and warriors.

Serpent Cr-ypt: Yuan·ti have been weaving snake·
tanSue robes since their empire was in full bloom. The
garments were originally worn only by nobles. and royal
crypts within ruined yuarHi cities or under ancient pyra·
mids still hold these treasures of former rulers.

425,000gp
2,125,OOOgp

Lvi H +5
Lvi 28 +6

TIlis /i8111, thi tl robe is \1"01'ell from spiller silk allli (ll rrJl.'S a Ilinl
oftilt' /'Ol'w ofamcJlIlids.

lvl8 +2 3,400 gp
lvl13 +3 17,000 gp
lvl18 +4 85.000 gp
Armor. Cloth
Enhancement: AC
Property: You gain resist 5 Ix.lson.

lewl13 or 18: Resist 10 poison.
lOO 23 Of 28: Resist 15 poison.

Power (Daily): Immediate Reaaion. Tri.qser: An enemy
adjacent to you hilS you with a melee allac:k. EJfcc:t:
The triggering enemy is restrained until the end of its
next turn.

CHAPTl:.l1 I I ,\I<IoSlc Iteltls



Translocating Armor Level 14---

CliAI'TFR 1 I "'''Si.: It"'ms

Time link arm"r

,
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425,000 gp
2,115,000 gp

85.000 gp
425.000gp

2.125.000 gp

525.000gp
1,615,000 gp

+5
+6

lvlH
Lvi 28

17.000 gp
85,000 gp

lvl13 +3
Lvl18 +4
Armor: Any
Enhancement: AC
Propert),: You gain an item bonus to Athletics checks to

jump e'lual to the armor's enhancement bonus.
Power (Dally): Move Action. You fly your speed. You must

begin and end this move on a solid surface. You also gain
a +2 power bonus to all defenses until the end of your
next turn.

Warmage's Uniform Level 3+

Winged Armor Level13-+-

GloriOllS 11ll,(jl'lir It'ill8s sprOll1 from tliis (irilwr III )"OU r
co III III (lI1(!.

Wall Armor Level 3...
This armor seemsfilr hcalier than irs Wll5li'uenl mau'linl. "
bccOIllO' as ul!fllrgiliny as n bricl> ",aU at a mortlenl's nOlkt.

Lvl 3 +1 680 gp Lvi 18 +4 85.000 gp
Lvl8 +1 3,400 gp Lvi 13 +5 415,000 gp
Lvl13 +3 17,ooogp Lvl28 +6 1.115.ooogp
AITIlOr. All)'
Enhancement: AC
Power (Dall)'): Immediate Reaction. Tril.J8tr. An enem)' hilS

or misses you with a bull rush or charge attack. Effect:
The triggering enemy takes 1d6 damage per plus and is
knocked prone.

AJlf!lf ofplmlllr Cllfrar sllrrmmds rids armor. Jfan CllelllY fails
ro hil yOU,)Vll call It'lt.'llOrl OUI of irs reach.

lvl14 +3 11.000gp lvl24 +5
Lvi 19 +4 105,000 gp lvl19 +6
Armor: Any
Enham::ement: AC
Power (Encounter + Teleportation): Immediate Reaction.

Tri88er: An enem), misses you with an attack. Effect:. You
teleport 3 squares.

TIlts/! ,kcorllledHrt'<I,coots co",.. in II nuiel}' ofstylI'S. but all
'tml rIlilildl)' mi8'11 to thrir Ml'arers.

Lvi 3 +1 680gp Lvl18 +4
Lvi 8 +2 3,400 gp lvlH +5
Lvi 13 +3 17.000 gp lvl18 +6
Armor: Cloth, leather
Enhancement: AC
Power (Dail)'): Free Action. TrlBJjer: You hit an enemy with

an arcane aHack I>ower. Efftc!: Until the end of your next
turn. one ally within 5 squares of that enemy gains a
power bonus to attack rolls against the enemy equal to
the armor's enhancement I>onus.

105.000 gp
515.000gp

2,615,000 gp

315,OOOgp
1,625.000 gp

+5
+6

+.
+5
+6

lvl19
lvl24
Lvi 19

Lvi 21
lvl27

840gp
4.200 gp

21,000 gp

Lvi '12 +3 13,000 gp
Lvi 17 +4 65,000 gp
Armor: Scale, plate
Enhancement: AC
PoW(!r (Dally + Teleportation~ Move Action. You teleport

a Jlumber of squares equal to twice the armor's ~nhance·

ment bonus.

Teleporting Armor Level 12-

A srrlCll1 tcl.,>porllltlOll circle is embluzonCII on lhc breu,fp/(I/C of
this !lrmor.

Time link Armor level 4 '

\\'OI'CIi frlHll shim lIll'rirlJJ ClJS!!I!' Ihis liJllli elwin suit ill1l'ro\'(')
rQUr rfllcriol1 lill1r.

lvl4 +1
lvl9 +2
Lvi 14 +3
Armor: Chain
Enhancement: AC
Property: You gain an item bonus to iniliative chedts equal

to the armor's enhancement bonus.
Power (Dail)'): No Action. Triaser. Yoo roll initiative and

dislike the result. Effect:. You reroll initiative bUI must use
the second resull.
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WEAPONS ~

There's no pro/ecliol! ill rile It'orlel rlrm can SlOp ,his cullin8
ed,ge. Or 0111 of Ihe lI'orlc!. jilT !har ilia fIcr.

Along with armor and neck slot items. weapons arc
central 10 an adventurer"s gcar. E'-en the most dip­
lomatic ••d,-elllllrcr knows Ihal when dc/cn...e isn't
enough. there's no SlIbSlilulC for 11 good offensc.

Aftershock Weapon Levell ~

This l\'l'''II()ll sends ril'l,ll's offorce IOmJrd nearbyfileS.

Lvi 2 +1 510 gp Lvl17 +4 65,000 gp
Lvi? +2 2.600gp Lvt12 +5 325,000gp
Lvl12 +3 13,OOOgp Lvl27 +6 1.61S.000gp
Weapon: Any
Enhancement: Attack rolls and damage rolls
Critical: +1d6 damage per plus. and each enemy adjacent to

the target of the critiCal hit Is knocked prone.

Alfsair Spear level 3...

85.000 gp
425,OOOgp

2.125.000gp

85.000 gp
425.000gp

2.125.000 gp

Aegis Blade Lt'\I"'! 3-
This hlatk alloM'S)VU 10 pilletyour (I('Si5 011 ullllcarl,Ioes lIilh
II 51118/1' word ofp0\t'f'r.

Lvi 3 +1 680gp lvl18 +4
Lvi 8 +2 3.400 gp lv113 +S
Lvl13 +3 17.000gp Lvll8 +6
Weapon: Heavy blade. light blade
Enhancement: Allack rolls and damage rolls
Critical: +ld6 damage ptt plus
Power (Daily); Minor Action. Mark each enemy within il

close burst 3 (save ends).. Ifyou have the Swordmage
Aegis class feature. treat each lIlark as if you applied it
with your chosen aegis.

Tilis Spt'll r is II fin'orill' druillll"a,JOn.

Lvi 3 +1 680gp Lvl18 +4
Lvi 8 +2 3,400 gp Lvl23 +5
Lvl13 +J 17,000 gp Lvi 28 +6
Weapon: Spear
Enhancement: Attack rolls and damage rolls
Critical: +1d8 psychic and polson damage per plus
Property: You gain an Ilem bonus 10 Natu~ chedcs equal to

the spear's enhancement bonus..
Property: Classes that use totems can use this spear as an

Implement for class poweo: and paragon path powers.
Power (Daily + Polson, Psychic): No Action. Tria.qer. You

score a critical hit against an enemy with this spear.
Effect; The enemy hit by the triggering attack is dazed
unlil the end of its next turn.

Avalanc.he Hammer level 44

Aura Killer Weapon Level 3+

"I11i' dllTk Ilurple lIl11sie ,mUin8 in lhis weapon's wake shuts
do"'" )'VIlr enemyssublle sllt'/1s 111111 illstirlah-c poliTI'S.

Lvl3 +1 680gp LvilS +4 85.000gp
LvlS +2 3.400gp Lvl23 +5 425.000gp
Lvl13 +3 17,000 gp Lvi 28 +6 2.125.000 gp
Weapon: Any melee
Enhancement: Attack rolls and damage rolls
Critical: +1 d6 damage per plus
Power (Daily): Frcc Action. Tri88er. You usc this weapon to

hit an cncmy Ihal has an aura. Effect: The enemy's aura
ends, and the enemy can't reactivate it (save ends).

105,000 gp
525,OOOgp

2.625,000 gp

Lvl19 +4
Lvi 24 +5
Lvi 29 +6

[nchn mel/willi llie essence ofdClllelllllJ earth, chis h(J III mer
slril.:l'~fot'S like atl (lI'ulflnch/,.

Lvi 4 +1 840 gp
Lvi 9 +2 4.200gp
Lvi 14 +3 21.000 gp
Weapon: Hammer
Enhancement: Attack rolls and damage rolls
Critical: +1dl 0 damage per plus. and the target is knocked

prone.
Property; When you charge an enemy and hil with a melee

basic attack using this weapon, the attack deals 1 [WI
extra damage.

Where the Dayforge Mountains meet the pines of the
Winterbole Forest. small copses of strange twisting
coniferous trees called alfsairs grow in remote glens.
Sometimes called wisewood by the druids and shamans
of the north, the fight and remarkably strong wood of this
tree constantly elCudes a sticky, sweet-smelling sap that
some tribes use for primal communion.

Druids carefully harvest and prepare the warped
branches of these trees and shape them into seemingly
awkward but surprisingly functional spears. Through
clever crafting and enchanting, wIelders are able to can·
trol the flow of the sap. focusIng It for their own benefit
and to their enemies' detriment.

Vanishing Wisdom: An old shaman is in trouble. He's
slowly being driven insane by a tormenting trio of spirits

only he can see. According to the shaman, the torment­

ing spirits can be banished only by the touch of an alfsair

spear. He will be grateful to any adventurer who can come
to his aid with one of these spears.

Roof of the World: AJfsair spears are mystical weapons.

Legends tell that the most powerful aren't crafted at all,

but grow from the top of the world's highest mountain.

As the story goes. every 76 years, on the longest day of

the year and when the Dragontooth wandering star is

visible in the night sky, a new alfsair spear appears on the

summit of the Roof of the World Mountain.

ALFSA1R SPEAR

CIIAPTER I I ;\I<lSic hUllS



525,000 gp
2,625,000 gp

Blood Drinker levcl9+

Battle Spirit Weapon Levell 5~

•,

525,ooogp
2.625,000 gp

Lvl 24 +5
Lvl 29 +6

rOll know Whefl to fi'ed J1JUr ""apo'l. betalISe' i. BWwls Whl!fl it's
hUI1i1'J:

Lvi 9 +2 4.200gp
Lvl14 +3 21.000gp
Lvl19 +4 105,OOOgp
Weapon: Axe, heavy blade
Enhancement: AttOKk rolls and damage rolls
Critlal: +1 d6 damage per plus
Property; If you make an attack using this weapon and miss

all targets. the blood drinker deals 5 damage to you. and
the next attack you make before the end of your next tum
deals 2d6 ext,.. damage to the flrst target it hits.
l.eve'14 or 19: The weapon deals 10 damage to you, and
your next attack deals 3d6 ext,.. damage.
level 14 or 29: The weapon deals 1 5 damage to you. and
your next attack deals 4d8 ext,.. damage.

'BATTLE SPIRIT WEAPON

hifused willI rhe Sl'ril of (I Sill'flne I\·ilrrior. lilis ,,'('O/JOt! i}i\'e5 JVlI
Blrosr!)' IJOltws whcn drar;<Jin8.

Lvt15 +3 25,000gp Lvl25 +5 625.000gp
Lvl20 +4 125.000gp Lv130 +6 ),125,000gp
Weapon: Axe, flail, hammer. heavy blade, ma<;e. spear
Enhan<::ement: Auack rolls and damage rolls
Critical: +1d6 damage per plus. or +1 dl 0 damage per plus

on a charge
Property: While charging, you are insubstantial and

GIn move through squares occupied by enemies. Your
movement provokes opportunity attacks as normal.

Sometimes a warrior's legacy is so potent, her deeds so

extraordinary, that some part of her spirit lives on after

death. These spirit fragments are sometimes drawn to the

weapon the warrior used In life. or some similar martIal

instrument. Often they cling to the weapon, Infusing It

with power without need of a ritual or outside interven·

tlon. When the connection is weaker, a ritual can be used

to fuse a spirit into steel.

Once fused, the spirit fragment allows the wielder of

the battle spirit weapon to transform Into a ghostly mist

when charging. Barbarians believe that this transforma·

tion allows a warrior to step brieRy into the realm of the

ancestors, and many warriors claim to have received Iife­

changing visions and messages from their ancestors while

charging Into battle.
The Reforging: A barbarian tribe has carried a par­

ticular battle spirit weapon since the days of its founding.

Infused with the spirit of the tribe's founder, the weapon

was the symbol of the chief's power and led the tribe to

many victories. Recently, an evil warlock stole into the

tribe's camp, slew the chief, and sundered the. weapon. He

bound the founder's spirit fragment into another vessel

and is using it to guIde a construct he created that is now

ravaging the countryside. According to the tribe's beliefs,

the person who can free the spirit from the construct and

reforge the weapon will earn the right to wield it.

Lvl14 +3 21,000 gp Lvl24 +5
Lvi 19 +4 105,000 gp Lvi 29 +6
Weapon: Heavy blade, light blade
Enhancement: Attack rolls and damage rolls
Critical: +1 d6 damage per plus, or +1d8 per plus when

used as an implement for an arcane power
Power(Daily. Teleportiltion): Free Action. Tri88er: Using

this weapon, you hit an enemy with an arcane attack
power that pulls, pushes. slides, or teleports the target.
Effect: Instead of being pushed, pulled. slid. Of teleponed.
that enemy disappears. At the end of the enemy's next
turn. it reappears in the space it left. If that space is
occupied, it appears in the nearest unoccupied spae:e
(your cholce~

8e1t/le spirit we<ll'on

A I'0l<'eiflll CIie/Wlll mrnl p/o("rrl on rhis blmle fl1l01l'S JVu 10 se·
,!uester afor fvr a srwrr OI1l(JImt vflime.

Banishing Spellblade Level 14

-,
••



Blood Fury Weapon level 3+ '"Z
o
Q.

65.000gp ~
325,000gp 3:

1,625,000 gp

Lvl17 H
Lvi 22 +5
Lvl17 +6

Duelist's Bow lev,", 1+

Earth·Wrou hI Hammer Levell.,.

Lvi 2 +1 520gp
LvI] +2 2,600 gp
LvI 12 +3 13.000 gp
Weapon: Bow
Enhancement: Attack rolls and dilmage rolls
CritiGilI: +1 d6 damage per plus
Property: When you hit an enemy wilh thiS weapon, that

enemy takes a -2 penalty to ranged and area attack rolls
until the end of YOllr next turn.

\Vit II lids mi8h1y 1wallO't Illi tIlmitt8 CIS )11U relea:>e ltTTOW afler
arrow, encmy lIfelters f/,u cerlllin lIefI'm.

85,000 gp
425,000 gp

2,125,000 gp

Lvl18 +4
Lvi 23 +5
Lvl28 +6

Oftell ilecorlllt'd Wilh blOQdstones, lhesl' blude5 or uxes (lrt fu­
I'ore,l by llr'l8QIlOOrli bu r/nlrlu tiS.

Lvi 3 +1 680gp
Lvi 8 +2 3,400 gp
Lvi 13 +3 17,000 gp
Weapon: Axe, heavy blade
Enhantement: Attack rolls and damage rolls
Critical: +1 d8 damage per plus, or +1 d12 damage while

you're bloodied
Power (Encounter): Minor Action, YOli are considered

bloodied for all purposes (including beneficial effects
such as the Dragonbom Fury racial trait) until the end of
your next turn,

325.000 gp
1,625,000 gp

Entrapping Weapon Level 2+

Echoing Songblade Level 4.,.
TIte echon ofJuur spells rel'erwmle in Iht blade. hopill8 to iIoI'
ulileashed.

65,000 gp
325,000 gp

1,625,000 gp

45.000 gp
225.000 gp

1.125.000 gp

105.000 gp
525,000 gp

2,625,000 gp

Lvl17 +4
Lvi 22 +S
LvI 27 +6

Lvl16 +4
Lvi 21 +5
L.... 26 +6

All arrow fired from lhis ",,'Upon keel'S Jour enemyfrol11 It'(lU·
r1erin8 off.

Lvl2 +1 520 gp
LvI] +2 2,600 gp
LvI 12 +3 13.000 gp
Weapon: Bow, crossbow
Enhancement: Attack rolls and damage rolls
Critical: +1 d6 damage per plus, or the target is restrained

until the end of YOllr next turn,

Lvi 4 +1 840gp Lvl19 +4
Lvi 9 +2 4,200 gp Lvl24 +5
Lvl14 +3 21,000gp Lvl29 +6
Weapon: Heavy blade. light blade
Enhancement: Attack rolls aod damage rolls
CritiGilI: +1d6 damage per plus, and If the attack was a bard

em:ounter power. YOll can use that power one more time
on your next tllrn against a Single target with a -2 penalty
to the attack roll (you must stili use the appropriate action
to use the power).

Property: Bards can use this weapon as an implement for
bard powers and bard paragon path powers.

TIll> hamml"T appears to bt> can'l'd from a sinB'e piece ofSlone.
Iholl811 ii's no he,nier dill" II1l0rmal Wl"apo". BUI il hits Juur
en"mies lil:e a ootlerin8 mm.

L.... l +1 360gp
lvl6 +2 1,800 gp
l .... 11 +3 9,000gp
Weapon: Hammer
Enhancement: Attack rolls and damage rolls
CritiGilI: The target is knocked prone.

rOll puu dlt lrls8er. sprllrins s/Iards III )vur f«S.

Lvi ] +2 2,600 gp L 22 +5
Lvl12 +3 13,000 gp L 27 +6
Lvl1] +4 65.000 gp
Weapon: CrosWow
En~ncement: Attack rolls and dilmage rotls
Critial; +1d6 damage per plus
Power (Daily): 5tandard Action. Make a ranged basic

altack using this crossbow against each creature in a
close: bbst 3,
lew/17 or 22: Close blast 5: a creature hit is also pushed

2 squares.
Lew127: Oose blast 7: a creature hit is also pushed

2 squares.

rllis weapon knows "'hen you kill (l h<11l'dj(lf', klling you s!rifl
111<'(1)' 10filce a new el1Ctll)~

lvlB +5 425,000 gp Lvl28 +6 2,125,000 gp
Weapon: Any
Enhancement: Attack rolls and damage rolls
Critical: +1 d6 damage per plus, or +1 dl1 damage per pIllS

against an enemy marked by you
Power (At·WiII): Free Action, TriH8f!r. YOll lise this weapon

to reduce an enemy that is marked by YOll to 0 hit points.
Effect: YOll shift a number of squares up to your speed.

Boltshard Crossbow Level7~

Challenge·Seeking Weapon lpvell ~

Death Mark Weapon LcvclB"-

This ""eupoll is uhmys e,lytr to "" inlroduced 10 llfres/, cncmy

lvll +1 360gp Lvl16 +4 45,000gp
Lvi 6 + 2 1,800 gp LvI 21 +5 225,000 gp
Lvlll +3 9,OOOgp Lvl26 +6 1,125,000gp
Weapon: Any melee
Enhancement: Attack rolls and damage rolls
Critical: None
Prol'Crty: You deal 1d6 extra damage when you hit enemies

that arc at maximum hit points with this weapon.
Level 11 or 16: Deal 2d6 extra damage.
!.eve121 or 26: Deal3d6 extra damage.

CHAPTI:.R 1 [M<lSlc hurl.S



S5,000 gp
425,000 gp

2.125,000 gp

65.000 gp
325,000 gp

1.625.000 gp

Farbond Spellblade [('vel1+

\Vhctl bOllded 10 YOU. this spcllb/lule rClllrns to your flund fil5ter
mul from far/her disl<lttWS.

Lvi 2 +1 520 gp lvl17 +4
Lvi? +2 2,600 gr lvl22 +5
lvll1 +3 13,000gp lvl27 +6
Weapon: He,IVy blade. light blade
Enhancement: Attack rolls and damage rolls
Critical: +1 d6 damage per plus, or +1d8 per plus when

used as an implement for an arcane power
Property: This weapon can be used as a heavy thrown

weapon with a range of 5/1 0, If you have the 5wordbond
class feature, you can calilhis weapon to your hand from
up to a mile away.

Flesh Grinder Level 3 ~

Tllis wellpOll screeches lIS its sermfCc! cdac biles thrOlfRh j/l'sh.
bOHe. lind stcel.

Lvi 3 +1 680gp Lvl1S +4
Lvi 8 +2 3,400 gp Lvl23 +S
lvl13 +3 1?,000gp lvl18 +6
Weapon: Axe, heavy blade, polearm
Enhancement: Attack rolls and damage rolls
Critical: +1d1 0 damage per plus
Power (Daily): Free Action. Tr;a8er. You make an attack

with this weapon that targets AC. Effect: The triggering
attack targets Fortitude instead and deills 1d6 extra
damage on a hit.
Leve/13 or 18: 1d6 extra damage.
leve/23 or 28: 3d6 extra damage.

FARBOND SPELLBLADE Frost Fury Waraxe level 3"'"

Great Hunger Weapon level 3·
This wcaron's lIormalloll' IWl'llilla Wiles buil,l in ro II 8'''111 howl
when it ellfJllR'" ill bMlle.

•
•,,,
••,
•

S5,000 gp
425.000 gp

2,125.000 gp

85.000 gp
425,000 gp

2,125.000 gp

lvl18 +4
Lvi 23 +5
Lvi 28 +6

Lvi) +1 680gp
Lvi 8 +2 3,400 gp
Lvl13 +3 17,000gp
Weapon: Any melee
Enhancement: Attack rolls :lIld damage rolls
Critical: +1d8 damage per plus
Property: When you score a critical hit using this weapon

scores. the damage of the next critical hit you score with
this weapon increases by 1[W]. This effect is cumulative
until the end of the encounter.

Power (Daily): Immediate Reaction. Tri88er. An enemy ad­
jacent to you scores a critical hit against you. Effect: Roll
this weapon's critical damage dice (including any extra
damage from the weapon's property) and deal that much
damage [0 the triggering enemy.

\VII('II rIlls \\"eupoll's wielder is bloodied. the IIxe blilile becomes
icy llml promises a cold deadl widl eCid, switlfl.

Lvi) +1 680gp Lvl18 +4
lvl8 +2 3,400 gp Lvl13 +5
lvl13 +3 17,000gp Lvl18 +6
Weapon: Axe
Enhancement: Attack rolls and damage rolls
Critical: +1d6 cold damage pcr plus. or +1 d1 0 cold damage

pcr plus while you're bloodied
Property; While you're bloodied, this axe deals extra cold

damage equal to your Constitution modifier.

CHAI'TEK 1 I MUlj;" Il""'~

There's an ancient story about a war between an enclave
ofeladrin and a kingdom of dragonborn, Much of the war
is forgotten, and its cause is obscured by allusion and mis­
information, but how it ends is the stuff of legend.

During the last days of the war, an eladrin prince and
his escort approached the dragonborn king's fortress and
called for parley. The prince claimed to have the authority
to negotiate a stalemate that would restore the peace and
the borders before the war. The king invited the eladrin
embassy into his fortress. Once inside. the eladrin were
assaulted, blinded, and thrown into the dungeon.

The dragonborn king had hoped to ransom the prince's
life for political gain, but the prince and his fellow prisoners
arranged their own "ransom" the first night. The prince and
his companions. all elite sword mages trained in the art of
blind fighting, called their farbond spellblades from beyond
the walls of the fortress and fought their way free. The
treacherous dragonborn king didn't survive the night.

Benefit of Membership: A conclave of swordmages
connected to the local wizards' college grants a farbond
spellblade to each new member as a symbol of acceptance.
Membership isn't easily gained. Applicants must first prove
their worth by passing three tests and accomplishing at least
one great deed chosen by the masters of the college.

A Strange Find: Rumors say that if you search the
grounds around a tyrant's castle, you might find a farbond
spellblade secreted behind a bush or under a rock.



FLESH GRINDER
A horrific weapon created from nightmare, the flesh
Winder is alive with malevolence, filled with an unspeak­
able thirst for blood and flesh. A flesh arinder has the
general shape and size of an ordinary weapon of Its make,
but in place of a smooth cutting edge, it has a toothy row
of jagged barbs. Old blood mixed with dark grease oozes
from the barbs, and when the weapon is swung In battle,
the serrated edge rocks back and forth to chew through
flesh and bone, spewing noxious smoke into the air.

Flesh arinder weapons were born in the bowels of the
Abyss, fashioned by demonic hands and Infused with all
the hate, bile, and violence bubbling up from that dire
realm. The demons hoped to use these weapons to cut
through the eldritch chains binding a forgotten god long
confined to the plane's shadowy depths. Some believe that

the flesh arinders in the world are remnants of the ancient
demonic weapons, and even those fashioned by mortal
hands are in fact the demon-created weapons reborn
in form. legend holds that when a certain number (the

exact quantity is lost to history) of flesh arinder weapons
are recovered, the chains binding the dark god will loosen
and unleash an evil the world has never before seen.

Defeat the Twisted Spiral Cult: The Chained God
locked away in the Abyss has numerous cults and ser­
vants in the mort<ll world, many of which assume a
variety of names and attribute innumerable person<lS to
the Chained God, e<lch more frightful and insane than the
I<lst. Cults devoted to this fallen god seek items associ­
ated with his dread name and prize the flesh arinder <IS a
physical symbol of their deity's malicious intent against
those who stand <lgainst his designs. Finding and elimi­
nating one of these cults is bound to reveal <I JleshBrinder
weapon.

Navigate the Endless Maze: Baphomet rules the End·
less Maze in the Abyss, a near"infinite layer of tunnels,
passages, traps, and horrors, each of which lie in wait to
snatch a hapless traveler and subject him to indescribable
torments. Simply surviving the Endless Maze is an achieve­
ment in its own right, but actually navigating its tricks,
traps, and guardians provides a nearly certain means to

obtain all sorts of sinister items, including a flesh winder,
This said, such weapons are rarely left lying about, and
adventurers will likely have to pry them from the cold,

dead fingers of their previous owners.

Guardian's Brand Level 3+ Harmonic Songblade Lt'veI2+

This W{'(IPOll bUnls whire wirh hmrcd when ir's ncar a "'Imlen's
lIlarked 1'111'11I),

The only rlrinnlfllll rooks worse rlra n this ua'y wl'a pOll is )T)ur
encmy when) ~)U're d'JIle with il.

Hideous Weapon Level 8+

A5 well as dranndillB your h(lrd Sf/ells, lhis hlil/le yh'cs <11 music
rhat swirls away IV encircle (I nd empower oue ofJT)ur allies.

Lvi 2 +1 520gp Lvl17 +4 65,000gp
Lvi 7 +2 1,600 gp Lvl21 +S 315,000 gp
Lvl12 +3 13,000 gp Lvl27 +6 1.625,000 gp
Weapon: Heavy blade, light blade
Enhancement: Attack rolls and damage rolls
Critical: +1d6 damage per plus
Property: Bards can use this weapon as all implement for

bard powers and bard paragon palh powers,
Power (Daily): Minor Action. One ally within 5 squares of

you gains a +2 power bonus to attack rolls and all de­
fenses until the start of your next turn.

85,000 gp
415,000 gp

2,125.000 gp

Lvi 18 +4
Lvl23 +5
Lvl28 +6

Lvi 3 +1 680gp
Lvi 8 +1. 3,400 gp
lvl13 +3 17.000 gp
Weapon: AllY melee
Enhancement: Attack rolls and damage rolls
Critical: +1 d6 fire damage, or +1d1 afire damage while

you're in a guardian form
Power (Daily • Fire): Free Action. Tri88cr. You hit all en·

emy with your warden's fury power using this weapon.
Effect: That enemy takes ongoing fir~ damage equal to 5
+ your Strength modifier.
levcl 13 or 18: Ongoing fire damage equallo 10 + your

Strength modifier.
level 23 or 28: Ongoing fire damage equallO 1S + your

Strength modifier.

Guardian's Call Levell ..

Dccormell with rhc sinils oj lhc wind and rhe m&. rhis wellp,m
increasesyonr defenses wit ill' you' re ill you r Illumjia II form.

415,000 gp
2.125.000 gp

Lvi 23 +5
Lvi 28 +6

LvlS +2 3,400 gp
Lvi 13 +3 17,000 gp
Lvl18 +4 85,000 gp
Weapon: Flail, hammer. pick
Enhancement: Attack rolls and damage rolls
Critical: +' d6 damage per plus
Property: You g<lin an item oonus to Intimidate checks

equal to this weapon's enhancement bonus,
Power (Daily. Fear, Weapon): Free Action. Tri88er: You

use this weapon to reduce an enemy 10 0 hil points.
Effect: You make all attack against each enemy in a close
burst 2; Charisma + 2 + the weapon's enhancement
bonus vs. Will; on a hit, the target takes a -2 penally to
attack rolls and if the target ends its turn in a square ad·
jacent to you, it becomes dazed until the end of its next
turn (.save ends both).

65,000 gp
315,000 gp

1,625,000 gp

Lvl17 +4
Lvln +S
Lvi 27 +6

Lvi 1. +1 51.0gp
Lvi 7 +2 2,600 gp
Lvi 11. +3 13.000 gp
Weapon: Any melee
Enhancement: Attack rolls and damage rolls
Critical: +1 d6 damage per plus, or +1 d1 0 dam<lge per plus

while you're in a guardian form
Property: Whell you assume a guardian form. pick one

defense other th<lll AC You gain <I +2 bonus to that
defense while you're in th<lt guardian form.

CH" I'TFH 1 I ,llayie hems



105.000 gp
515.000gp

1,625.000 gp

Impaler's Pick ll,,'l.f·

ntis bGrbed wl'ap<1" CIInlron' u :;horl-!h-c.'J mo,qical n'J,lica of
ilsl'if in )lIUr enemy 1/1 "'rrp if pimu·llllmm.

LvI 4 +1 840gp Lvl19 +4
Lvi 9 +2 4.200 gp Lvl14 +5
Lvl14 +3 21.000 gp Lv129 +6
Weapon: Pick
Enhancement; Attack rolls and damage rolls
Critical; +1 d6 damage per plus, and the target is restl"3incd

by a m<lgical duplicate of lhis weapon (SOlve ends).
Aftereff«l: 10 damage.
level 14 or 19: Aftereffect: , 5 damage.
level 14 or 19: Aftereff('a; 20 damage.

Incisive Dagger Lcvc19 ..

Incish'" daBB..r

Master's Blade tevel4'

105,000 gp
525,000 gJ>

1.625.000 gp

Lvl19 +4
Lvi 24 +5
Lvl29 +6

£1l81l11'ed widl Ihe !,rilllal ru 111.' ofdIe de'i·oun:r. lhis wellpo"
lnrreases)Ullr dllm'lye "'hi/e JUU'((" in i1BUan'iall form.

Lvl4 +1 840 gp Lvl19 +4 105.000 gp
lvl9 +2 4.200 gp Lvl24 +5 515,000 81'
Lvl14 +3 21,000gp lvl29 +6 1.625.000gp
Weapon: Any mfllce
Enhancement: Auack rolls and damilgc rolls
Critical: +1d6 damage per plus
Property: This weapon deals cxtl"3 damage equal to your

Constilutlon modifier while you're in a guardian IOrm.

Maw or the Guardian Level 4+

's1'l'lI1i1l8Jr impossible feals 11 re flossible for ill/ISler lmrriors.
llllll for II11lSL' who wieltllliis !,l'I"fl'Clly lIt'5i8nl'jll\l~lIpoll.

Lvi 4 +1 840 gp Lvl19 +4 105.000 gp
lvl9 +2 4,200gp Lvl14 +5 525,OOOgp
Lvl14 +3 nooo gp Lvl19 +6 2.615.000 gp
Weapon: Heavy blade. light blade
Enhancement: Attack rolls and damage rolls
Critical: +1 d6 damage per plus
Property: While you're using a stance power, yoo gain a +1

bonus to attack rolls on melee basic attacks and at·will
attacks with this weapon.

Power (Daily): Minor Actk>n. Until the end of the en­
wumer. while you wield lhis weapon. you can nave lWO
stances active at the Silme time.

This "'C'1lp<111 bill21'S with irmer 11O,,'('r dlill enhances )1)ur (mHO­
in,'J effL'Cts.

Lvi 4 +1 840gp
Lvl9 +1 4.20081'
Lvl14 +3 21.000 gp
Weapon: Any
Enhancement: Attack rolls and damage rolls
Critical: +1 d6 dam<lge per plus. or +1 d1 0 damage per plus

on attacks lhat deal ongoing damage
Property: When you use lhis weapon to hit with an attack

that deals Oflgoing damage. the ongoing damage increases
by an amoum equal to the weapon's enhancement bonus.

Intensifying Weapon Lt'vel4+

CHA I'TER I I M"yie J' .. 1I15

lNC1SlVE DAGGER

You CUt dlrouHh SJJ(lct as I'II5i1y IU JIII.I cut lIuwJlh jl£sh.
Lvi 9 +2 4.200 gp Lvl14 +5 515,000 gp
Lvi 14 +3 21,000 gp Lvl29 +6 1.625,000 gp
Lvi 19 +01 105,000 gp
Weapon: Dagger
Enhancement; Attack rolls and damage rolls
Critical: +1 d6 damage per plus
Property: You can use this weapon as a focus when

performing a tl"3vel ritual thatln\/Qlves creating and moving
through portals. You can add the dagger's enhancement
bonus <IS an ilem bonus 10 any skill checks related to the
ritual's performance.

Property: When you use iI ldeportation power. the distance
you can teleport increases by a number or squares equal to
the dagger's enhancement bonus.

Power (Dally + Teleportation): Minor Action. You teleport
5 squares.
Level 14 or 19: 10 squares.
level 24 or 29: 10 squares. and you don't need 10 be able

10 see the destination square.

This stiletto's blue-black blade is razor-sharp and extends

from a guard that resembles two screaming faces twisted

in pain. The handle is short, as if designed for a small
hand, and bloodstained leather covers Its cold steel. The

pommel is a smooth orb of black stone with golden flecks

that glitter in the moonlight.

Modeled on a more powerful knife said to be able to

cut through anything, the incisive dower lacks that famed

blade's superior cuulng ability. It does help its wielder

move through space and access different portals.

Defeat the Ghost Thief: In the hands of the wrong

person, an incisive daBBer can prove an invaluable tool

for criminal enterprises. Such a weapon came into the

possession of an ambitious thief whose exploits eamed

her the moniker "Ghost Thief." The authorities have no

clues to how the elusive thief manages her daring crimes,

because no one has everspoued her and no security mea­

sure has proved secure enough to stop her. But someone

must know something. since there is general agreement

that the Ghost Thief Is a female.



l'01l memlllO do fhal. No. reafly.

Ravenclaw Warblade LewIB-

Quicksilver Blade Lf'vt'l ']~

415.000 gp
2.125.000gp

105.000gp
525.000gp

2.615.000 gp

+S
+6

+,
+S
+6

LvI 23
lvl28

Lvi 19
Lvi 14
Lvi 19

Lvl13 +3 17.000gp
Lvl18 +4 85.000 gp
Weapon: Bow. crossbow
Enhancement: Attack rolk and damage rolls
Critical: +1 d6 damage per plus
Property: Bards can uS(' this weapon as an implement for

bard powers and bard paragon path powers.
Power (Daily + Fear): Free Action. Tri88er. You hit an en'

emy with a bard attack power using this weapon. Effect:
That enemy moves a number of squares away from you
equal to your Charisma modifier. avoiding opportunity
attacks and unsafe squares if possible

Lvl4 +1 B40 gp
lvl9 +2 4,200 gp
Lvl14 +3 11.000gp
Weapon: Bow
Enhancement: Attack rolls and damage rolls
Critical: +1d6 thunder damage per plus
Property: When you use this weapon 10 hit an enemy with

an attack power thaI doesn'l have a damage type. the
attack deals thunder damage. and the enemy is deafened
untillhe end of your next turn.

Power (Daily); Free Action. Tri88er. You hit an enemy with
this weapon. Effect: That enemy gains V\Jlnerable 5 thun­
der (save ends). Each creature adjacent to lhat enemy is
deafened and gains vulnerable 5 thunder umil the end of
your next turn.
level 14 or 19: The enemy gains vulnerable 10 thunder

(save ends).
leve/14 or 19: The enemy gains vulnerable 10 thunder

(save ends).

Shadowrift Blade Levet 12+

You CilII pClSS r!troIlY/l th(' S"{lIllmjrll to u nl'llrby loculion II'hen
yau USI.' this hlm/e.lllIr dotll8 so ((/SIS rOil (I bit of)'our lifefora'.

lvl12 +] 13.000 gp Lvl22 +5 325.000 gp
LvI 17 +4 65,000 gp Lvl27 +6 1.625.000 gp
Weapon: Ught blade
Enhancement: Attack rolls and damage rolls
Critical: +1 d6 damage per plus
Power (At-Will + Teleportation); Free Action. Tri88er.

You hIt an enemy that is granting you combilt advantage.
Effect: You take 5 damage and teleport 1 squares.
Level 17 or 22: Take 10 damage and leleporl 3 squares.
Level 27: Take 1 5 damage and teleport 4 square:>.

Shrieking Songbow lewI13+
TIle s()Iltul ofunbridl{',f fea r Inll't'ls (lions wi"l each ofyour
slwls.

Screaming Bow L"Vf'14-

'V1Im IWHills CIS /I low 11I00n rises to /III eurspli/lillH shriell as lhl'
(Irrow Sfe"s 0111 its tlHlrk.

115.000 gp
625.000 gp

3,125,000 gp

425.000 gp
2.125.000 gp

65,000 gp
315,000 gp

1.615,000 gp

65,OOOgp
325,OOOgp

1,625,000 gp

+,
+S
+6

+S
+6

+,
+S
+6

Lvl17
Lvi 22
Lvi 27

Lvi 23
Lvi 28

Lvi 1 7

Lvi 22
Lvi 27

lvl2 +1 520~p

Lvi 7 +2 2,600 gp
lvl11 +] 13.000gp
Weapon: Any ranged
EnhalKement:. Attack rolls and damage rolls
CritiGiIl: +1d6 damage pet" plus
Power (ElKounter): Free Action. Tri88er. You auack an ene­

my with this weapon and miss. Effect: You make a ranged
basic aHack against a different enemy within 5 squares
of thai enemy.

l1Jis "'l'lIpon is f'r1smlTd widl IIII11It!AlUS arrallf' TUlles and siSils
rhals'a,," 1I'llen masic(lll'IIIllflllfiollS 11 rr tll'ar.

Lvi 5 +1 1.000 gp Lvl20 +4
Lvl10 +2 5,OOOgp lvl25 +5
Lvl15 +] 25.000 gp Lvl]O +6
Weapon: Any
EnhalKemenl: Attack roUs and damage rolls
(riticill: +1 d6 damage per plus
Property; When you hit wilh an arcane po""!r using this

weapon. you gain temporary hft poims equal to the
weapon's enhancemenl bonus.

Lvi 8 +2 3.400 gp
Lvi13 +3 17.000 gp
Lvi 18 +4 85,000 gp
Weapon: HeiJ\/)' blade
Enhancement: Auack rolls and damage rolls
Critical: +1d6 damage per plus. or +1 d1 0 damage per plus

while you're bloodied
Property: When you usc this weapon to reduce a non'

minion enemy to 0 hit poinls. you can either spend a
healing surge 01" make a saving throw.

Thf~ It't'ilpotl Sf:elllS ro 1Il01'!! roo qUfcJdy 10 iH' seen. lind il illl
pilrls Ihm nbiUry ro )1'11.

Lvi 2 +1 520gp
Lvi 7 +2 2.600 gp
Lvl12 +] 13.000 gp
Weapon: Light blade
Enhancement:. Ana<:.k rolls and damage mils
Critkal: +1d6 damage per plu:-
Property: You gain an item bonus to fnitlative checks equal

to the blade's enhancement bonus.
Power (Daily~ Free Action. Tri88er. You score a critical hit

with this weapon. Effecl: You gain a In()\/(! action Ihat you
must use before the end of your turn.

Runic Weapon Lewl 5-

17lis sllum becomes more I'0wrrfulll'hm irs ldrlllrr or his ('".
mltrs are fir IImlll's door.

Rebounding Weapon levd 2+

CHAI'TER I I M"Hie lIem5



Scr~<Imin8 bow '.

". .•.'

SCREAM1NG BOW
Assembled from overlapping pieces of yew,lemonwood,
hom, and other materials bound together with soverejan
S'ue. a scream;na bow would pass for any other high·quality
longbow except for the silver eagle talons mounted at
either end to hold its golden bowstring taut. Arrows fitted
onto the string and drawn are transformed. the arrowhead
stretching and contorting Into the likeness of a screaming
eagle's head. Once the arrow flies, it sounds a high-pitched
screech that grows louder the closer it comes to its target
until suddenly becoming silent on impact.

Each screamins bow is said to contain a soul fragment
from an elf warrior slain in battle. who, through Corellon's
grace, was given another chance to carryon the lifelong
struggle against his or her people's enemies. Only those
chosen to reside in Arvandor with their god can provide
a portion of their soul to reside within a screamins bow,
and then only when the bow is fashioned by an eladrin
or elf mage.

Aerie of Griffons: Local legend claims that a band of
heroes ascended into the mountains to assault a moun­
tain fastness and defeat a tyrannical giant who dwelled
there. Of those who ascended, none returned, but tales
are still told around hearths about these lost heroes and
the screamins bow that one of them possessed.

Avenge the Elven People: Orcs, goblins, and other
despicable humanoids wage war against the sylvan folk
in both the mortal world and the Feywild beyond. Many
communities see to their own defenses and resent inter­
ference from outsiders. but a hero who proves herself
an ally and fights in the name of good folk might gain a
5l:reamins bow as a token of friendship.

CHAPTER 1 I MaHir hems

Songbow of lullabies level 9+
Thc I'rojc(lil.. fired from dlis ...·e'lpon sillYs wflly In a miu fllaf
it> ""Wlfinds mosl SOOtllill8'

lvl9 +2 4,200gp lvl24 +5 S25.000gp
Lvl14 +J 21,OOOgp lvl29 +6 2.625.000gp
lvl19 +4 105.000 gp
Weapon: Bow. crossbow
Enhancement: Attack rolls and damage rolls
Critical: +1 d6 damage per plus
Property; Bards can use this weapon as an implement for

bard powers and bard paragon path powers.
Power (Daily + Charm~ Free Actioll. Trl88er: You hit an

enemy with a bard <:hann power using this weapon.
Effea: Thai enemy is slowed (save ends} Firsl Foiled
Sovin8 Throw: The enemy is immobili~ed (save ends}
Second Failed SavinS Throw: The enemy is knocked un<:on­
sc:ious (save ends}

Songbow of Summoning Lt'vell S+
\ \'llt'll illis WealNJl1 fir/'!;. all andClI1 paean SUII8 by conquI'TilI8
pooples ri!l85 OUI and calls your lillies JtI for tIle kill.
lvl15 +3 25.000gp lvl2S +5 625.000gp
Lvi 20 +4 125,000 gp lvl30 +6 3.125.000 gp
Weapon: Bow, crossbow
Enhan<:ement: Attack rolls and damage rolls
Critical: +1 d6 damage per plus
Property: Bards can use this weapon as an implement fOf

bard powers and bard paragon path powers.
Power (Daily + Teleportation); Free Action. Trjooer: You

hil an enemy with a bard power using this weapon.
Effect: Each ally wilhin 5 squares of)'Ou or within 5
S(IUareS of that enemy can teleport to a square adjacent
to the enemy as a free aClion.

•••,
•
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Songbow of Vanishment l<-vd 3+

Soul Drinker Weapon Level 14+

If (his 111'llpOtl dorm'( tllllke u kill, it wkt's irsJnulrluiou ou ( on
)'lJU.

SHADOWRIFT BLADE

85.000 gp
425.000gp

2,115,000 gp

525.000 gp
2,625.000 gp

Lvi 18 -4
LvlB +5
Lvl28 +6

Lvi 24 +5
Lvi 29 +6

Lvi 3 +1 680gp
Lvi 8 +2 3.400gp
Lvl13 +3 17,000 gp
Wupon: Bow. crossbow
Enhi!ntemenl: Attack rolls and damage rolls
Critiall: +1 d6 damage ~r plus
Prop61.y. Bards can use this weapon as ,III implement for

bard powers and bard paragon path powers.
Power (Daily + Illusion): Free Action. Triaser. You hit

an enemy with a bard power using this weapon. Effect:
You're invisible to that enemy until the end of your
next tlIm.

LvI 1'1 +3 21.000 gp
Lvl19 +4 105,000 gp
Weapon: Any melee
EnhatlCement: Attack rolls and damage rolls
Critkal: +1 d6 neuotic damage per plus
Power (Encounter + Neuotic): Free Action. Triaser.

You hit an enemy with this weapon. Effect: You deal
2dlO eJ(tril necroUc damage to that enemy. Ir this hit
doesn't reduce the enemy to 0 hit points' you take
2d12 damage.
Lewl24 01' 29: Deal 3d1 0 necrotic damage, and take

3d 12 damage if [he hit doesn't reduce the enemy to
ohit points.

Your IlUl8ic l4'hiSpcr5 in die minds o!)'ourJoer., cQllI'incirl8 rlil'm
yvu'll' dsel4'l1erl'.

105.000 gp
525.0oogp

2.625.000 gp

<,,

Space-Bending Weapon L"veI19·

nlis II'l'1lflOIl llhl"llys seemsfimller {Iway til/ill it (lctuully is.

Lvl19 +4 105.000gp Lvl29 +6 2.625,OOOgp
Lv124 +5 525.000gp
Weapon: Heavy blade. light blade
Enhancement: Attack rolls and damage rolls
Critical: +1 d6 damage per plus
Power (Dally): Minor Action. The flcxt enenlY you target

with this weapoll can be up to 5 squares aWilY from you:
)'Qu attack that cnemy as if you were adjacent to il.
Level 24 or 29: Up to 10 squares away.

Stormbiter Warbfade level 4·

Glisrtuilllj Wi"l rI('clric·blu/'! e-!llrildl ('Utrm: llris \Wllpoll'S blade
pilcks" srorfl~I' pUlldl.

Lvi 4 +1 840gp Lvl19 +4
Lvi 9 +2 4,200 gp Lvl24 +5
l"'14 +3 21,000 gp Lvl29 +6
Weapon: Heavy blade. light blade
Enhotntemenl: Attack rolls and damage rolls
Critial: +1d6 Ihunder and lightning damage per plus
Power (Daily + lightning); Free Action. Triooer. You hit

an enemy with a lightning power or a thunder power
using this weapon. Efft'Cl: That enemy is knocked prone.
It's also deafened and takes ongoing 5 lightning damage
(save ends both~
Level 14 or 19: Dcafcned and ongOing 10 lightning

d;unage (save cnds both).
level 24 or 29: Deafened and ongOing 1 5 lightning

damage (save ends both).

Eladrin and even some elves consider it distasteful­

almost taboo-to carry a shadowrift blade. The reason for

this prohibition is unclear, because no three eladrin can
agree on It,

Some claim that the blades are treacherous gifts of

the draw. Others that the str.:lnge gr.:ly-green metal of the

weapons comes fram a corner of the Far Realm where

time and space conspire to produce spiraling insanity. And

a few hint that the secrets of making shadowrift blades
were given to the eladrin by an exarch of Gruumsh.

Whatever origin one might favor, eladrin sages and

elders agree that these weapons are somehow cursed or

corrupted, existing only to bleed the Shadowfell into the

Feywild. To those who use a shadowrift blade. the eladrin's

claims serve as the only evidence for any taint.

Zerth's New Blade: A rogue gfthzerai zerth has been

tormenting a small. peaceful settlement. The leader of

the town describes the powerful teleporting sword the

zerth wields and promises that the blade's value alone is

worth the effort of getting rid of his githzer.:li problem.

Save My Daughter (the Hard Way~An eladrin scholar
is worried about her daughter, an errant sword mage_ She

has picked up a shadowrift blade to aid in her endeavors,

ignoring her people's concerns about such weapons. The

scholar is looking for someone to convince her daughter

!o give up the blade and is afraid that a sword duel-a

combat in which the winner takes the sword of the

vanqUished-might be the only way.

CtlAI'TER 1 I "'nnic J'CIIIS



Targeting Weapon Level J+

Totemic Spear Levell ..

\\ihen the bolt flies from your weapoll, il shows Ill" way to
l'klory

85,000 gp
425,000 gp

2,1 25,000 gp

65,000 gp
315,000 gp

1.625,000 gp

Lvl18 +4
LvlH +5
Lvi 28 +6

This s/lear's power eXlcllds inlO Ih", spiril world.

LvI 2 +1 520gp Lvl17 +4
Lvi 7 +2 2,600 gp Lvi 22 +S
Lvl12 +3 13,OOOgp Lvl27 +6
Weapon: 5pear
Enhancement: Attack rolls and damage rolls
Critical: +ld6 damage per plus
Property: Shamilns can use this weapon as an implement

for shaman powers and shaman paragon path powers.
Property: You can targel any enemy within 2 squares of

)'Our spirit companion with attacks lhal have a range of
~Melee spirit.~

Lvi 3 +1 680gp
Lvi 8 +2 3,400 gp
Lvl13 +3 17,000 gp
Weapon: Bow, crossbow
Enhancement: Attack rolls and damage rolls
Critical: +1d6 damage per plus, and the largel granlS

combat advantage until the end of )'Our next turn.
Power (Daily): Free Action. Tri8i./er: You hit an enemy with

an attack using this weapon. Effect: Until the end of your
neXI turn, you and your allies can roll twice on attack
roUs against that enemy and use either result.

Storm lIiter \V/lrll1",1"

STORMBlTER \liARBLADE

CHAI'TEH I I "'''/J;c ll"ms

Supreme Skirmisher's Bow Level 10+

Supremely Vicious Weapon Level 2+

••<
<,
",
••

Heur-Ket, a vicious primordial of gale and thunder, was
defeated in the first war, but echoes of the primordial's
howling winds live on_ The primordial's essence was
scattered throughout the world, the Shadowfell, and the
Feywild.

According to the histories and legends of early
empires, certain locations retained Heur-Ket's stormy
nature. Weapons created near those locations became
infused with the primordial's essence, becoming the first
stormbiter worblodes, Now the formula for making these

weapons is commonly known, but the most potent of
them are those first made after Heur-Ket's fall at a site

where the entity's essence collected, or those crafted
using a piece of One of the original weapons as a focus
for the ritual,

Artificer's Endeavor. Artificers and others interested
in the creation of magic weapons are always on the look­
out for fragments of the original stormbiter warblades, or
for a location where Heur-Ket's essence is present_ Often
they purchase this information with the promise of a
weapOn crafted from Heur-Ket's power.

Forge of the Landfall: Deep in the Feywild's Under­
dark is a cyclops forge built on a site containing Heur-Ket's
essence. The cyclopes are difficult to deal with and stingy
with their creations, so the Court of Stars often com­
missions raids to plunder the site, and even provides
teleportation magic to aid in these raids_

625,000 gp
3,125,000 gp

65,000 gp
325,000 gp

1,625,000 gr

Lvi 25 +5
Lvi 30 +6

Lvi 17 +4
Lvi 22 +5
Lvi 27 +6

Pure lelhuliry.

Lvi 2 +1 520gp
Lvi 7 +2 1,600 gp
Lvl12 +3 13,000gp
Weapon: Any
Enhancement: Au.ack rolls and damilge rolls
Critical: +1 d8 damage per plus, and you can choose to reroll

any or all of your critical damage dice, but you must take
the second result of each die.

Perfcclly Iml/llJ(cd und blessed wi III powers 111M help slllipe cadl
ofyour motiom, this bow UUOIVS you 10fiHh/ \Vilh U1ll1lUlc!Je,1
wuce.
LvI 10 +2 5,000 gp
Lvl15 +3 25,000gp
Lvi 20 +4 125,000 gp
Weap<ln: Bow
Enhancement: Attack rolls and damage rolls
Critkal: +1d6 damage per plus
Power (Encounter); Free Action. Tri8J.jer: You make a

ranged basic attack using this weapon. Effect; You make a
ranged at-will attack using Ihis weapon instead.



Totemic Wardub Level 21

Weapon of Oaths Fulfilled Il·W'14+

Unforgettable Cudgel L...vt'18~

z
oUNFORGETTABLE CUDGEL

An unforaettoble cudaeJ features a sturdy haft cut from ~

hickory and wrapped with red cord around a handle Z

capped in iron wrought to resemble a stem face with ~

a spadelike beard. The business end is a flanged mace ~

head capped with a smoothed, convex steel ferrule. Each

flange fonns a wedge-shaped point. and there are seven
flanges in all.

The weapon is fashioned as a religious icon in the

image of a weapon wielded by an ancient saint, a

righteous servant of the gods who fought against tyranny

and injustice and sought the rule of dMne law. It contains

a portion of his holy essence. making It a highly sought·

after item by divine servants the world over. Clerics and

other divine heroes seek out the unforaettob!e cud8el for

its ability to pass divine judgment by reminding those it

strikes of their past crimes and wicked deeds. Few have

the courage to withstand such a psychic assault.

Atonement: The gods of order and goodness some­

times bestow holy objects to those who have walked the

road of shadow and resisted its temptations, returning to

the light with all the fervor of the most devoted paladins.

It takes a great ad of self-sacriflce and penance for the

gods to bequeath such an item, but those who truly and

deeply atone might find themselves gifted with an icon
such as an unforyeu()ble cudael.

Writhing Vine Weapon (evE-18·

Lhin,9 11nl'S wrilhe and consma llround rids wl'apon whell ir's
III resl. but t/uy8fi1sP at and harry)uurfoes widll'ach SWillS'

lvl8 +2 3,400 gp Lvi 23 +5 425.000 gp
lvllJ +3 17,000 gp Lvi 28 +6 2.125.000 gp
lvl18 +4 85.000 gp
Weapon; Any melee
Enhancement: Auack rolls and damage rolls
Critical: +1 d6 damage per plus
Property: When you immobilize a target with a melee

attack USing this weapon. thilt target granlS combat
advantage to you until the end of your next turn.

Powcr (Daily): Minor Action. Make an attack: Close burst
3: targct one enemy in burst: ConstitutiOn + this weap­
on's enhancement bonus vs. Fortitude; on a hit. you pull
that enemy 3 squares.

65.000 gp
325.000 gp

1625.0oogp

425.000 gp
2,125.000 gp

105.000 gp
525.000gp

2.625.000 gp

Lvl17 +4
Lvi 22 +5
Lvi 27 +6

Lvi H +5
lvl28 +6

Some of the J7<lwer im'l?5!1'11 in )1Jur ~pirir compalliml IllsoJ10l1'~

Ihroll,ljh rhis wurdub.

Lvi 2 +1 520gp
Lvi] +2 2.600 gp
Lvl12 +J 13.000 gp
Wupon:Mace
Enh.mcement: Attack rolls and damage rolls
Critical: +1 d6 damage per plus
~rty: Shamans <.an use this weapon as an Implement

fOf shaman powers and shaman par.agon path powers.
Property: When you use thi~ weapon as an implement for a

power that has a range of kMelee splrit.~ you Gin choose to
use your square as the origin square of the power.

lvl8 +2 3,400 gp
lvl13 +3 17.000 gp
lvl18 +4 85.000 gp
Weapon: Mace
Enhancement: Attack rolls and damage rolls
Critical: +1d6 damage per plus. or the target Is dazed

(save ends)
Property: Divine characters can use this mace as a holy

symbol implement for divine powers.
Property: You can score a critical hit with this weapon on a

roll of 19-20 when it is used as a weapon or an implement
for a divine melee attack power.

t\~ )'OUr "II'l'<lpon 5111)'$ )uur deity's eJll'my. )1Jufed II sUfBe of
I'iflllil)' dlllt allOll1' )"011 to keepflahtill9'

lvl4 +1 840gp Lvl19 +4
lvl9 +2 4.200gp Lvl24 +5
lvl14 +] 21.000gp Lvl29 +6
Weapon: Any melee
Enhancement: Attack rolls and damage rolls
Critical: +1d6 damage per plus
Property: Avengers can use this weal>Oll as;1n Implement

for avcnger powers and avenger pilragon path powers.
Propcrty: When you reduce the target of your ooth ofcnmity

to 0 hit polnlS. the next attack you milke with this weapon
before the end of your next turn deals 1d6 extra damage
per plus.

1\ "11'0:11 plllccil >trike wirh ihis 1II11Cl.' 8CX'S 11 IOtlB 1<"(1)' !011'lm!
slzoll'ilt8 1m ellem)' rhe error of irs I<"llrS.

Whistling Songbow Ll"VE'12-

The effectiveness ofa ranSl'd weapon dl!pends all aim, bill

dOll'! discowu its pa)'lQ{ul.

ClIAI'"l'1:H I I ,\IlI»l.: Ilcm.'!

Enchanted arrows. bolts. and sling bullets c<:ln be
acti\'ated and fired rrom ranged wcapons to acllieve
exceptional rcsults. YOll must load magic ammunition
berorc you can ;Ictivate and nre it (..pending whatc\'cr

action is nccess.1ry to do so), and it's u~d up when

fired. \Vhen used with powers 111m farget multiple ene·
mies. magic ammunition affects only the flrsl attack

roll or target arter it's loaded. III certain cirCUlIlstances

._---------- -~-----_.-

AMMUN1Tl0N -'
65.000 gp

325.000 gp
1.625.000 gp

lvl17 +4
LvI 22 +S
Lvl27 +6

Pro¥rtlll'S !aunelll'dfrom this '11'('1111011 wllistle as Ihl')' 5111'011

rOlnm' thrir lar8l.'f.

lvl2 +1 520gp
lvf] +2 2.600 gp
lvf 12 +3 13.000 gp
Weapon: Bow. crossbow
Enhanc:ement; Attack rolls and damage rolls
Critical: +1 d6 damage per plus
Property: Bards can use this weapon as an implement for

bard powen: and bard paragon path powers.
Power (Daily): Free Action. Tri88er: You allack an enemy

with a bard attack power using this weapon. Effect: Each
ally within 5 squares of thilt enemy gains a +2 power
bonus to attack rolls against the enemy until the end of
your next turn.



Bolt of Clumsiness LE'veI8+

Bolt of Transit Level 8...
Uw flris 1i8hlllill,q·shul'r,/ boll to 11I0\'1.' dosl.'r 10 your llfryl.

Lvi 8 +1 11 5 gp Lvi 23 +5 17.000 gp
Lvl13 +3 6S0gp Lvl28 +6 8S.000gp
Lvi 18 +4 3,400 gp
Ammunition
Enhilllcement: Attack rolls and damage rolls
Property: When you hit all enemy with an attack using this

ammunition, you Ciln teleport 10 a spiKe adjacent to that
enemy.

17,000 gp
85.000 gp

+5
+6

Lvi 23
Lvi 18

lHgp
650gp

3,400 gp

A viclim oj this malformed quarrel is 100 un8aiuly 10 amid
invilin8 allacils.

Lvl8 +1
Lvl13 +3
Lvt18 +4
Ammunition
Enhan<ement: Attack rolls and damage rolls
Property: When you hit an enemy with an attack using this

ammunition. thai enemy can'l shift untillhe end of its next
turn.

(slIch as wht:n loading is ,I free action), however. a
nlllged attacker can load rnore magic ammunition
during an aHack againstllluhipic targets ifdesired.

Ammunition 'Ipplie." an enhancement bonus to
an allack roll and damage 1'011 \\ hen used. If the
projeclile weapon is magical. usc the ammuni-
tion's enhancemcllI bonlls in place ofthe weapon's
enhancement bonus. The weapon's critical bonu... and
the properlies from both lhe weapon and the ammu­
nition still apply. Using magic ammunition doesn't
prevent you from acth'ating a magic \\'eapon's powt:rs.

You can fire magic amlllunition willlOut activat·
ing il. using your weapon's ell hancement bonus and
receiving no hellenl from Ihe ammunition's magic.
The ammunition is still expended.

Amlllunition names arc keyed to certain mlltll\llli­
t ion types. but any of' Ihe enchant menls descrihed in
Ihis section can be placed 011 any Iype ofamlllulli­
lion: for instance. it's possihle 10 crcalc or acquire an
arrow or a sling bullcllhat has the altrihutcs ofa bolt
ofdwusiuess.

11.000 gp
105,000 gp

Arrow of Revelation h'Vt,1 <j.

10ulI's C)l.' marh this briY/ll ,wI/ow arrow.

Lvi 9 +1 160gp Lvl14 +5
Lvl14 +3 800gp Lvl19-6
Lvl19 +4 4.100gp
Ammunition
Enhan<ement; Anack rolls and damage rolls
Property; When you hit an e~mywith an attack using this

ammunilion. that enemy doesn't bcncfh from invisibility
until the end of your next turn.

Dispelling Bolt levelS·

'nlis jill! b!ael: quarrel extill8uislll'S co.yumfiolls and Wiles.

Lvi 8 +1 nsgp Lvl13 +5 17,ooOgp
Lvl13 +3 650 gp Lvt 18 +6 85.000 gp
Lvl18 +4 3.400 gp
Ammunition
Enhan<ement Attack rolls and damage rolls
Property: When you hit an enemy with an attack using this

ammunition, you can end one conjuration or zone that
enemy has created,

Bendin Bullet [pwlo;·

Attention-Stealing Bullet Level3t

'nfi~ brinhf re,1 slin,9 51011" drdll'SJuur Inr8"t's illlllll.'diafl.'
IIlI"lllioll,

n'lfisper a din-awn 10 I/,is w'lrpeJ bulla. lllld il bends around
OOsladt'S.

11,000gp
, 05.000 gp

Lvl14 +5
Lvl19 +6

160gp
800gp

4.100 gp

Lv19 +1
Lvt 14 +3
Lvl19 +4
Ammunition
Enhancement: Attack rolls and damage rolls
Property; When you hit an enemy with an altack using Ihis

ammunilion. thai enemy can't telepon until the end of its
next lum. and no creature can tdepon 10 a space within 1
squares of that target until the end of its next tum.

"'IC drarred wood oj lhis drrow s('('tIlS 10 sJlimrner wilh heal.

Lvi 3 +1 30gp Lvl18 +4 3.400gp
Lvi 8 +2 12Sgp Lvl13 +S 17.000gp
Lvl13 +3 650gp Lvl28 +6 8S.000gp
Ammunition
Enhancement: Atlack rolls and damage rolls
Property: When you hit an enemy with an attack using this

'1I1l111unition. Ihal enemy and each creature adjacent to it
lake 1d6 extra fire damage per plus.

lH('portalion becomes more d!.OkullW!WII fhis 0011 slrikrs ifS
lIlurk.

Forbiddance Bolt Level 9+

Firestorm Arrow Lellt'13·

3,400 gp
17.000 gp
85.000 gp

5.000 gp
15.000 gp

11S.000 gp

Lvl10 +4
Lvl15 +5
Lvl30 +6

Lvl18 +4
Lvl23 +5
Lvi 28 +6

30 gp
115 gp
650 gp

SOgp
l00gp

1,000 gp

Lvi 5 +1
Lvi 10 +1
LvilS +3

Lvi 3 +1
Lvi 8 +1
Lvl13 +3
Ammunition
Enhancement: Attack rolls :lnd dam:lge rolls
Property: When you hit an enemy with :In attack using

this ammunition. you mark that enemy unlil the end of
its next turn. While marked by you in thiS manner, when
the enemy makes an attack that doesn'l indude you as a
target, the ammunition strikes that target again for 1d6
damage per plus.

Ammunition
Enhancement: Attack rolls and damage rolls
Property; While you have line of effecllo a square adjacent

10 an enemy, you can anack that enemy using this
ammunition. Treat the enemy as haVing cover.

CIIAI'TEK 1 I M"III(' II"ms



•

•

I'luuillH arrow

Freezing Arrow level 3t- Phasing Arrow level 25+

3.400 gp
17.000 gp
85.000 gp

The Sllllft of fhis II rroll' is dIU I'eli from ullmd/inn lce.

Lvi] +1 30gp Lvl18 +4
LvlS +2 125 gp Lvi 2l +S
Lvi 1] +] 650 gp till 28 +6
Ammunition
Enhancement Attack rolls and damage rolls
Property; When you hil an enemy with an attack using this

ammunition, that enemy lakes 1d6 extra cold damage ~r
plus and is slowed umilthe end of its next turn.

Epllctllcml injlJ}}hl. rllis arrow strikes if5 rafJlel s(llidl)~

tvl25 +5 25.000 gp Lvi 30 +6 125,000 gp
Ammunition
Enhancement: Attack rolls and d3mage rolls
Property: When you altack USing this ammunition. you

don', need line of effect 10 the target. and your allack roll
takes no penalty from cover 01'" superiOf cover.

Space-Shifting Bolt LevelS-

II htning Arrow h'veI3+
Wrouahr ill fill rlne/rill .lcsiiJll. rhis sizzling bolt rc/cI'0rlsl)zosc
it hits.

Spider Bolt Lt'VeI3+

17.000 gp
85.000 gp

+s
+6

Lvi 23
Lvi 28

125 gp
650gp

3,400 gp

LvlS +2
Lvl13 +3
Lvl18 +4
Ammunition
Enham::ement: Attack rolls and damage rolls
Property: When you hit an enemy with an attack using this

ammunition. you te1epon that enemy 1 square.

l1Iis urrow's blue lind while slreaks Ihrum wilh ellerw:

Lvi] +1 30gp Lvl18 +4 3,400gp
LvIS +2 125 gp Lvi 23 +5 17,000 gp
LvIB +3 650 gp Lv128 +6 85,000 gp
Ammunition
Enhancement: Auack rolls and d.Jmage rolls
Property: When you hit an enemy with an attack using this

ammunition, that enemy takes 1d6 extra lightning damage
per plus and is da~ed until the end of its next turn.

••,
•,
•

~

Onslaught Arrow Levd 2+

l11i5 bl"ck Ilrrow Imils" bri,,:!ht 1Ii?IlIIC1ut.j1(18i/iuJj ilS f(\lyl'l.

Lvi 2 +1 25gp Lvl17 +4 1.600gp
Lvi 7 +1 100 gp Lvi 22 +5 13.000 gp
Lvl12 +] 500 gp Lvl17 +6 65,000 gp
Ammunition
Enhancement: Attack rolls and damage rolls
Property: When you hit an enemy with an attack using this

ammunition. each ally that can see that enemy gains a +1
item bonus to attack rolls against It until the end of your
neXllurn.

This web-strewn 11urJrrd elll'clops Ihe ('t!elllY whell il hi IS.

Lvl3 +1 30gp Lvl18 +4 3.400gp
Lvi 8 +2 125gp Lvl23 +5 17,OOOgp
Lvl13 +3 650gp Lvt28 +6 85,OOOgp
Ammunition
Enhancement: Attack rolls and damage rolls
Propeny: When you hit an enemy with an attack using this

ammunition, that enemy and each enemy adjacent to it is
slowed until the end of your next tum.

CIIAPTEH I I ,\I"11io; Ijem~



Summoning Bullet I ev( lis·

Ust: this IIUl811l?l'ic Imll4!11O briny 1111 al!r closer to)uurfoe.

LI/t8 +2 125gp Lvl23 +5 17.ooogp
Lvt 13 +3 650 gp Lvi 28 6 85.000 gp
Lvl 18 +4 3,400 gp
Ammunition
Enhancement: AUOJoCk rolls and damage rolls
Property: When you hit an enemy with an attack using this

ammunition, one ally within 3 squares of that enemy can
teleport to a sp<1ce adjacent to it.

enhancement honus to the attack rolls and the damage
rolls ofall)' ofyour powers from that class th;'ll havc
the implemcnt ke),word. and )'011 can me a symbol's
properties and powers. Members ofother classes g:lin
no bencfit from wearing or holding a holy symbol.

YOIl can'l mak~ melee attacks with a holys)'mool.
Unlike olher implements, )'OU IIccd onl), wear:t

holy s)'lIIool for ilS property or power 10 function,
If)'011 arc wcaring or holding morc than OIlC holy
symbol. none ofyour symbol .. fUllction.

Surprise Bullet Levd 3+

This winlli1l}J bullft blinks ill lIIul ou r, so )1Jur lar8ef call" see il
wrn11l8'

V,Ilwret'er form il wkes. rIle symbol ofII/J()(j ht'15 power. Of
courSt'. (111 eIlCh(11lfe,j holy symbol llils el'('1l1ll0re polI'er,

. ._.__.~-.-._._-.----.--,----

HOLY SYMBOLS ~

425.000 gp
2.125.ooogp

Lvi B +5
Lvl28 +6

This ~'ml)/)l is a CIlrl'ir19 oja haud 8raSpill!} (III arcane illll,ll"
mellr. " (1lIol<'s )1JU 10 Wllwrl sollie of)tJUr III"(a III' IJOIi'l'r inlo
hcaliflJl.

Lvi 13 +3 17.000 gp
Lvl18 +4 85.000 gp
Implement(Holy Symbol)
Enhancement: Atlack rolls and damage rolls
Critical: +1d6 damage per plus
Property; Arcane casters can wield this holy symbol in one

hand to use it as an implement for arcane powers. Choose
the type of arcane implement when the symbol is created,

Power (Dally + Healing): Minor Action, You expend an
arcane daily auack power, One ally you can see wilhill
10 squares of you regains hit poinlS as Ihough he or
she had spent a healing surge, plus additional hit points
equal to the level of the expended power.

Convert's Symbol Level 13

3.400 gp
17.000 gp
85.000 gp

Lvl18 +4
Lvl23 +5
LI/I 28 +6

30gp
125gp
650gp

Lvi] +1
Lvi 8 +2
LvllJ +3
Ammunition
Enhancement:; Attack rolls and damage rolls
Property; When you attack an enemy using this

ammunition. that enemy grants combat adl/antage to you
for (hal attack.

65.000 gp
325.000 SP

1,62S.000gp

A hoi)' s)'mbol rcpr~!>entsyour deit)' and takes the
shape ofan a!>lX'ct oft he god. \Vhat~vcr the symbol
itsclfsa)'s about its wielder, enchantments are neu·
Iral and can be tmll!>ferrcd from One hoi)' symbol to
another 10 octter suit a new owner (o,;cc the Transfer
Enchantment ritual, page 199 ofi\lh'eflfurcr's VOIIII).

If)'Oll arc a member ora class that can lise a holy
symbol as an implement. you can apply t he symbol's

lOUN STONE OF
DlVlNE KNOWLEDGE

The most powerful worshipers of loun use enchanted
floating stones as holy symbols. The small number of
these stones that exist in the world were passed down
by loun herself. and a small fragment of her knowledge
permeates each one. Some histortans consider them to
be the first, or at least the only true, loun stones.

Become an Exalted Eye: loun's most prominent priests
are known as the Exalted Eyesofloun, and each wears an
loun stone of divine I<nowledae. A hero who proves his or
her valor to loun by reclaiming vast stores of lost knowl­
edge or uncovering secrets held by Vecna's followers
might be allowed Into the ranks of the Exalted Eyes.

Undertake loun's Test: loun keeps many loun stones
of divine know/edae within her swan tower Kerith·Ald,
but they're reserved for only the most worthy and most
knowledgeable. One who performs great deeds can earn
an audience with loun or one of her aspects but must still
prove that he or she has earned such a magnificent gift.

Cllt\PTrn I I ,\lttsic II .. m,

loun Stone of Divine Knowledge Level 15 .
Tllis allliKr splwlT u;lh a red iJI!'" ill lIS cell/eT s1rn"y orbits
)"our hl'ad, 11"0\;118 a rmil ofIwinHhl8 tfOId,'ll liShrs.

Lv125 +5 625.000 gp Lvi 30 +6 3.125,000 gp
Implement (Holy Symbol)
Item Slot: Head
Enhancement: Attack mils and damage mils
Critical: +1d6 damilge per plus
Property; Dil/ine characters can use Ihls item as a holy

symbol implement for divine powers.
Property: Vou gain an item bonus to Insight checks and

Religion clH~cks equal to the symbol's enhancement bonus,
and an Hem bol1uS 10 other Intelligence·based skill checks
equal to one-half ilS enhancemenl bonus.

Power (Daily): Free Action. TriBSCr: You hit an enemy
with a divine altOJoCk power using this holy symboL Effect:
You learn whether each of the other defenses of thai
enemy is higher or lower than the defense hit by this
attack. In addilion. the enemy grants combat advantage
(save ends~

loun·Blessed Symbol I,·wl]·

TIlis symbol. b1l.'SSf'11 willi 10u/I's low ofllllowleJse. is a slelllirr
lenylll of ivory l..rllt 01lly /I sllMesrioll Diller icon.

LI/12 +1 520gp Lvl17 +4
Lvi 7 +2 2,600 gp lvl22 +5
Lvi 12 +3 13.000 gp Lvi 27 +6
Implement (Holy Symbol)
Enhancement: Attack rolls and damage rolls
Critical: +1 d8 damage per plus
Property: Arcane characlers can wield this holy symbol

in one hand to use it as a wand implement for arcane
powe~.



Symbol of Brawn Levt'13+

Symbol of Daring Lt'veI5-

Symbol of Defense leV'l'l 18-

fI
65.000 gp

32S.000gp
1.625.000 gp

Lvl17 +4
Lvi 22 +5
Lvl27 +6

lvl2 +1 520gp
Lvi 7 +2 2.600 gp
Lvl12 +3 13,000 gp
Implement (Holy Symbol)
Enhancement: Anack rolls and damilge rolls
Critical: +1d6 force damage per plus
Power (Oilily): Free Action. Tri88tt You hil an enemy with

a divine attack power using this holy symbol. fffec~ You
push that enemy a number of squares eljual to the sym­
bol's enhancement bonus.

'ne fiercc r.ulimlce uf rhis symbol is the mille oifolil owuures
IIIl1I mll'r bt-i1r slIlIlinhL

Lvl'7 +4 6S.oo0gp lvl27 +6 '.62S.000gp
lvl22 +5 315.000 gp
Implement (Holy Symbol)
Enhancement: Attack rolls and damage rolls
Critical: +' d6 radiant damage per plus
Property: AllY creature wllhin 5 5(lllares of you that has

vulnerability to rildiant damage has that vulnel'ilbillty
increased by S.

Symbol of Divine light level 17"

Legend tells of a lone warlock named Celia, usually said
to be human but sometimes a halRing, who quested deep
in the Astral Sea for secrets left over from the wars of cre·
atlon. Celia wasn't following the commands of any divine
patron; she served only herself, fascinated by the powers
that had fought long ago. Her quests reaped a treasury of
ancient knowledge, which she hoarded jealously.

During her adventures. Celia often received welcome
and shelter. At some point, not even realizing she had
changed. she decided to repay such kindness with some
of the knowledge she had gained in her quests. Celia used
her hard-won secrets to help her friends: anything from
curing a plague to finding an astral weapon to fighting off
the ships of githyanki raiders.

Years passed in this way. During a later journey, Celia
overheard people in one of her adopted homes speaking
of the ~wandering saint." a woman who served loun by
finding hidden items and bringing them to where they
were most needed. With a shock, Celia realized they were
talking about her. Recognizing the truth laid before her.
she adopted loun as her divine patron.

The final piece of the legend states that Celia opened
a way for other practitioners of arcane power to touch the
divine, through the convert's symbol.

Rampaging Cultists: Cultists of Vecna are terrorizing
people within a few days' journey of one of their hidden
temples, mutilating innocents by cunlng one eye and one
hand from each. The cultists have made the mistake of
attacking one of the communities that used to be under
Celia's protection. A priest of loun asks for aid, offering a
convert's symbol to help In the cause.

CONVERrSSYMBOL

Throll811 this S)'fJlboI. JVlI b.il fer fotS witll )'vur relenlltss
comietion.

Symbol of Divine Force Levell·

, 25.000 gp
625.000 gp

3.125.000 gp

85.000 gp
415,000 gp

2.125,000 gp

325.oo0gp
1.625.000 gp

lvl20 +4
lvl25 +5
lvl30 +6

lvi'8 +4
lvlH +5
Lvl28 +6

lvl22 +5
lvl27 +6

II'llttl )'VII wield ,Ilis symbul. )vur i1IliI'S lIre 1t1Sl'iretlro Slrll.:e
boIJlv.

Lvi 5 +' 1,000 gp
LvilO +2 5.000 gp
tvl15 +3 25.000gp
lmpll,'ment (Holy Symbol)
Enh'lllcement:. Attack rolls and damage rolls
Critical: +1d6 damage per plus. or +' d' 2 radiant damage

per plus with auacks made when you spend an ilctlon
point

Property; When any ally within S squares of you spends an
action palm to make an anack. he or she gains a bonus
to damage rolls ()fI th.u attack eljual to (he symbol's
enhancemenl bonus.

tvl 3 -,.] 680 gp
lvl8 +2 3.400gp
LvI'3 +3 17.000 gp
Implement (Holy Symbol)
Enhancement: Attack roUs and damage rolls
Critical: +1 d6 dilmage per plus
Power (Daily): Free Action. Tri~r: You hit with a divine

attack power using this holy symbol. Effect:. Make a melee
basic auack. If the attack hil..'l; a creature marked by you,
itdl,'als 1d'0CXU3damagc.
1.ewl13 or 18: 2d, 0 extra damage.
lewl23 or 28: 3d' 0 extra damage.

Symbol of Branding L~Hil1-

LvI'8 +4 85.000gp lvl28 +6 1,' 2S.000 gp
Lvi B +5 425.000 gp
Implement (Holy Symbol)
Enhancement: Attack rolls and damage rolls
Critical: + ld6 force damage per plus
Power (Daily): Immediate Interrupt. Tri88tt An allack

hilS an ally you can see. Effect:. The ally gains a +5 power
oonus to an defenses against the triggering attack.

J'~~(al slrell8lh and IlOly Ilcmlion arc oolli "lIl1ancell by rhis
QJllmllllfitll' holy ~'fJlboI.

On WIIlr!l(l!llL Ihis symbol fjl'l1enul'S II llwlllle offorce ro d4eml
a comradc.

:\5JtllI IIlter If prlf.Il!T. this symbolJlaTt's to St'ar Juur 80lfs icon
into theforrh ..ad ofyollrfOl'.

Lvl12 +3 , 3.000 gp
tvl17 +4 65.000 gp
Implement (Holy Symbol)
Enhancement: Attack rolls and damage rolls
Critical: +1 d6 radiant damage per plus
Power (OOlily}; Free Action. Tri!JgeT: You hit an enemy with
a divine attack power using this holy symbol. fJJec~ Until
the end of the encounter. when that enemy Lilkes radiant
damage from your divine chall"nae or divine sanction. it
takes 5 eKtra radiant damage.
level Z2 01" 27:' 0 extra radiant damage.



Symbol of Fire and Fury Le"eI9+ Symbol of Reflection IeVI"l ] 4·

Symbol of Protection Level 10+

Symbol of Prayers Recovered Level 18+

325.000 gp
1.615.000 gp

Lvi 7 +2 2,600 gp
Lvl12 +3 13,000 gp
Lvi 17 +4 65.000 gp
Implement (Holy Symbol)
Enhancement: Attack rolls and damage rolls
Critical: +1d6 dilmage per plus
Power (Daily + Healing): Free Action. TrilUJer: You usc

your second wind. or you use a power that allows you to
spend a healing surge to regain hit points. ElJeC!: One ally
within 5 squares of you can spend a healing surge.

Symbol of Shared Healing Level 7+

\VhileJOu wear tlzis symb,,1.y(lur WI! Ileal all ally CI'eIlIlS you
lell/llo )vlIr aII'll lI'ollmls.

As )1JU prcscllIlllis J:lliuerhlfl symbol. dil'ine power lunlS your
cllclIliei (l//(Icks back IlJjllil1H them,

Lvl24 +5 525,000gp lvl29 +6 2.625.000gp
Implement (Holy Symbol)
Enhancement: Attack rolls and damage rolls
Critical: +1d8 damage per plus
Powcr (Daily): Immediate Interrupt. Triaaer. An ellemy lar·

gelS you with a ranged attack. Effcct: You gain a +3 power
bonus to all defenses against the triggering enemy's
atlack. If the attack misses you. the triggering cnemy
repeats the attilck against itself.

SYMBOL OF THE
RADIANT FLAME

Eons ago, a faith existed whose adherents followed both
the paths set forth by the gods and the lore of natural
powers. Known as the followers of the Radiant Flame,
they rejected the idea of a strict division between primal
and divine power.

Other priests considered their beliefs blasphemous
and tried to strike down the Radiant Flame. The followers
of that faith responded by creating magic symbols that
embodied their ideals. In the great battle that followed,
they bore this symbol to proclaim that all power in the
world came from the same source. Even today, the symbol
ofthe Radiant Flame unites small sects of worshipers who
hold both the divine and the primal in equal reverence.

Reconcile the Faiths: A conclave is gathering to
celebrate the Radiant Flame. Its members have invited
members of other faiths to witness the ceremony but fear
reprisal from those offended by their religious syncretism.
They plan to bestow symbols of the Radiant Flame upon
those who demonstrate openness to new possibilities.

Protect the Faithful: Followers of the Radiant Flame
are being assassinated and harassed by those who dis­
agree with their beliefs. The survivors are looking for
champions of faith and conviction to protect them and
are willing to reward their defenders with a symbol ofthe
Radiant Flame.

615,000 gp
3,125,000 gp

525.000 gp
2,625.000 gp

315,000 gp
1,625,000 gp

Lvl14 +5
Lvi 29 +6

Lvi 9 +2 4,200gp
Lvt14 +3 2l.000gp
Lvi 19 +4 10S,OOOgp
Implement (Holy Symbol)
Enhancement: Attack rolls and damagc rolls
Critical: +1d6 firc damage per plus, and each other enemy

within 5 squares of you takes fire damage equal to your
Charisma modifier.

Property: When you hit an enemy marked by you with a
divine atwck power using this holy symbol. that enemy
takes 1d6 extra fire damage, or 1dl 0 fire damage while
you're bloodied.
Level 19 or 24: 2d6 or 2d1 0 extra fire damage.
Level 29: 3d6 or 3dl 0 extra firc damage.

Tllis symbol liliait's YOll 10 shield II (OUlpllIlion from the Ih r('llts
ofyourfoes.

Lvi 10 +2 5.000 gp
Lvl15 +3 25,000gp
Lvi 20 +4 125.000 gp
Implement (Holy Symbol)
Enhancement: Attack rolls and damage rolls
Critical: +1 d6 damage per plus
Power (Daily): Free Action. Tri88er. You hit an enemy

with a divine attack power using this holy symbol. Effecl:
Choose one ally within 5 squar<'s of you. Until the end of
your next turn, the enemy you hit can't attack that ally.

Your pmyers are mrely wasred while you wellr rhis holy symbol.

LvllS +4 85.000gp Lvl18 +6 2.115,000gp
Lvi 23 +5 425,000 gp
Implement (Holy Symbol)
Enhancement: Attack rolls and damage rolls
Critical: +1d6 damage per plus
Power (Daily): Free Action. TriiJ8er. You miss all targelS

with a divine encounter attack power using this holy
symbol. Effect: The power isn't expended.

Symbol of Foe Turning Lellel 7·

·/lti• •ymhal is made of red iron srreilked wirllfier), hi}}'lt
metill. \.vhHI'you "'I'ur it, you WIl blasr your foes with riilllreolls
jlllllll'.

Til r01l8h tlli. symbol. yOll WIl I'U t1 i.h .pc,ij"k l~t1emies ofyour
fllirllllS well ilS rile undead.

LvI 7 +2 2.600 gp
Lvl11 +3 13.000gp
LvI 17 +4 65.000 gp
Implement (Holy Symbol)
Enhancement: Attack rolls and damage rolls
Critical: +1d6 damage per plus
Property: When this item is created, choose angel, demon,

devil, dragon. or giallt. When you use your rurn undead
power, you can target creatures of the chosen kind instead
of undead creatures.

CI-IAPTEH I I Ma8ic lterns



65.000gp
325,000 gp

1,615,000 gp

Symbol ofIhe cham,'ions COl'Jl'

SYMBOL OF THE
CHAMP10N'S CODE

Every paladin follows a code. whether written or internal·
ized. The symbol of the champion's code was designed to
help paladins keep their code in mind at all times. It mys·
tically enforces whatever oath is written upon it. making
the paladin's challenge even more painful to refuse.

Introspective paladins follow a personal code, believ·
ing that only through adherence to the tenets of faith
can one truly follow a deity's path. When such a paladin
wears this holy symbol, he or she radiates firmness and
resolve. Dogmatic paladins believe that their code should
apply to everyone. not just themselves. and they enforce
its tenets no matter what resistance they face. On them.
this symbol magnifies an already intimidating aspect.

Oaths of Aggression: A hobgoblin paladin has sent
forth goblin warriors loyal to him, ordering them to kill
in Bane's name. He carries a symbol ofthe champion's code
covered with sinister oaths to foment war and wrath.
Those who can defeat him might be able to erase the
Slain of his cruel acts by transforming his symbol into one
holding less destructive precepts.

Symbol of the Self. Although any ritual caster can
learn to craft a symbol ofthe champion's code, doing so Is an
intense, personal experience. The creator gathers mate­
rials and tools that are Important to his or her faith and
conducts the ritual in a private. sacred place. For example,
a paladin of Bahamut might craft a symbol from platinum
gathered from a dragon's hoard, while a follower of Corel­
Ion might perform the ritual at the top of a giant tree in
the deep forest where it reaches into the Feywild. A quest
to locate the proper materials and site might encompass
many adventures.

Symbol of the Champion's Code levelS....
A c(Uk oJlwlIor is ill><:ribed 011 this symbol. rehiforcill8 JrJur
cOlnJllitml'nl to JOlJr 800 and makillH ),our challen,ge irrtru"libll'.
Lvi 8 +1 3,400 gp Lvl13 +S 415.000 gp
Lvl13 +3 17.000 gp Lvi 28 +6 2.125.000 gp
Lvi 18 +4 85.000 gp
Implement (Holy Symbol)
Enhancement: Attack rolls 'dnd d<Jmagc roUs
Critical: +1d6 damage per plus
Property: When a creature takes radiant damage from your

divine dUll/ell8l! or divine s<Jnction, it takes extra r.ldiant
damage equal to the symbol's enhancement bonus­

Power (Daily): Minor AClion. You choose an enemy
marked by you. Until the end of your ne.t turn, that
enemy can'l make an altack thaI includes any creature
other than you as a target.

Symbol of the First Spirits Level}-
I\U CHull ,lj,II·/ficalioll 10 Ille n<!lllml spirilS ojdIe lmrld i$ ill'
s.::rilH:d infille scriplllpon litis ",(.IOdetl holy symbol.
Lvl2 +1 S20gp lvl17 +4
LvI 7 +2 2.600 gp lvl12 +5
lvl12 +3 13.000 gp Lvi 27 +6
Implement (Holy Symbol)
Enhancement: AttitCk rolls and damage rolls
Critical: +1d8 damage per plus
Property: Primal characters can wield this holy symbol

in one hand to use il as a totem impremem for primal
powers.

SYMBOL OF FlRE AND FURY
The dwarven city C1oudgate, built deep inside a fog·
shrouded mountain, and the human settlement South
Gwyvar. in the valley below the mountain, had a long
history of animosity. But when word arrived that a
hobgoblin army was marching on them. the two cities
banded together. Dwarf clerics of Moradin and human
champions of Kord worked together to turn the cities'
longstanding conflict to a positive end. creating symbols
offire andfury.

Find a Priest-Smith: The art of making symbols of
fire and fury is practiced mainly by dwarf priest-smiths.
Trained in both item crafting and religious lore, they have
preserved the details of creating these special symbols.
locating a priest-smith can be difficult, because they usu·
ally live in secluded villages and monasteries.

Take the Test of Two: A few scriptures detail the Test
of Two, devised by the clerics of C10udgate and South
Gwyvar. This challenge identifies those worthy of carrying
symbols offire andfury against threats similar in scope to
the hobgoblin invasion. Only a candidate filled with both
divine might and great endurance and physical strength
can pctss the test.. By finding a cleric to administer the trial
a hero might be able to win a symbol offire andfury.

-o
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Symbol ofIht 1101.1 n imbuJ<

Symbol of Unified Defense Level 9·

l11is SJ'moo/ is errSTaved widl Sl'l'em/ rilles lirrl:l'd irr a ci,dl'.
repf'l'Sf'llIill,9 Ihl' irlfrrdepmJerrce ofyuu lind Juur comrades.

lvl9 +2 4.200gp LIII24 +5 525,ooogp
lvl14 +3 21,000 gp Lvl29 +6 2.625,000 gp
lvl 19 +4 , 05,000 gp
Implement (Holy Symbol)
Enhancement AUClCk rolls and damage rolls
Critical: +1 d6 damage per plus
Power (Daily): Immediale Interrupt. Tri88l'r: An enemy

targets you and ar least one ally wilh an attack. Effecr;
You ilnd your allies' defense against the triggering en·
emy's attack is the highest appropriate score among all of
you being atracked. For example, if the attack is against
Renex and the highest Renex among you and your allies
is 25, you all have Renex 25 against the attack.

Symbol of the Radiant Flame l1"Vl.'18+

Symbol of the Holy Nimbus l"l'i 4· This 5)'rrrbol rL'wlInIs Jvur Hood "ealrh ~dlh dh'ine lilia/II.

I.vl7 +2 2.600gp Lvl22 +5 32S.ooogp
Lvl12 +3 , 3.000 gp Lvi 27 +6 1,625.000 gp
lvl17 +4 65,000 gp
Implement (Holy Symbol)
Enhancement Attack rolls and damage rolls
Critical: +1 d6 damage per plus. or +' d1 2 damage per plus

while you're at maximum hit polllls
Property: You gain a +' bonus to attack rolls made uslllg

this holy symbol while you're at maximum hit points.

Symbol of Vigor le"",l 7·

Aoon! afl else, Ue cart>ful1101 fO sel )'Ollr orb dOWll 011 ajIm.
inclined surfilcl!.

.---- ---_.__._..---- -_.__.-

ORBS J

105,000 gp
525,OOOgp

2,625,000 gp

+'
+5
+6

Lvi 19
Lvi 24
Lvi 29

This symbol (ombi,U"S dU" imC/atS ojsun ",uf ",OOlL \Vh..n
,lUll sp€'all a word ofhtalin8'Juu andJour aI/itS art oorhed ill
rt5JorinaIiH'I'.

Lvi 4 +1 840gp
Lvi 9 +2 4,200 gp
Lvl14 +3 21.000gp
Implement (Holy Symbol)
Enhancement: Attack rolls and damage rolls
Critical: +1d6 damage per plus, and you or an ally within 5

squares of you can spend a healing surge.
ProJM!rty: When you use lhe heCllill8 word power during a

combat encounter, you and each ally within 5 sqllilres of
you also gain temporary hit points equal to)"OUr Charisma
modifier + the symbol's enhancement bonus.

'11lis 5)'mbol aJ'JX'''rs'o Iw mm/.. oJbriRianf li\illHftl1l hUllB on
o chain of IIIl1/lt'll meloJ, bul if daesu'r bllm Juur skin.

lll18 +2 3,400gp LvlH +5 425.000gp
llll13 +3 17.000 gp Lv128 +6 2,125.000 gp
lll118 +4 85.000 gp
Implement (Holy Symbol)
Enhancement: Attack rolls ilnd dilmilge rolls
Critical: +1d6 nre and radiilnt damage per plus, and each

ally within 5 squares of you gains a bonus to damage rolls
equal to the symbol's enhancement bonus until the end of
your next turn. The bonus damage is fire and radiant.

Property. Primal charaders com wield this holy symbo' in one
hand to use it as a tOlem implement for primal powers.

Power (DClily): Free Action. TrilJ8f!r: You score a critical hit
with an attack power using this holy symbol. Effect: The
bonus to allies' damage rolls when you score a critical hit
with this symbol lasts until the end of the encounter.

CHAPTtR 1 MaBle"u,u

The orb rcpresents clarity of will. fine control of
magiC. and command o\'er the creatures YOli targel

with magic. \'Vizards who want l(l ensure lhat their
magic cndures wield orbs, and
thc addiliolml cm.:hal11ll1cnls

on most magic orbs aid

lhat goal.

If)'Oll are"

member ora
class that can

wield all orb as
an implement.

rOll can add the

orb's enhance·

mcnt bonus to

the aLlack rolls

and the damage rolls of

implement powers frolll
that class Ih;ll yOll lise

through the orh. and YOll
call use its properties and

powers. Mcmhers ofother

classes gain 110 bencfit from
wielding an orb.

•,,



Orb of Distance Denial level 20~

Orb of Petrification l('vel 2()+

o

425.000 gp
1.115.000 gp

+5
+6

lvlH
Lvi 28

lvl13 +3 17,000 gp
Lvl18 +4 8S.oo0gp
Implement (Orb)
Enhancement Altack rolls and dilmilge rolls
Critical: +1dB damage per plus
Power (Daily): Free Action. TriMer: You hit an enemy with

an arcane attack power lIsing this orb. Effrcl: You regain
tile use of your Orb of Imposition class feature if you
have i1lready used il during this encounter.

'1111. I'Ulied lIlrquoise orb lllcrra54'S fIJrfrequerKJ l!f)uur /In:anr
imposilioll.

Orb of Repeated Imposition Lt"vt!113-

515.000 gp
1.615,000 gp

lvl14 +5
lvl19 +6

lvll4 +-l 11.000 gp
lvll9 +4 105.000gp
Implement (Orb)
Enhancement: Attack rolls and damage rolls
Critical: +' d6 damage per plus. or +1 d11 per plus against

enemies lhat are invisible or Ihat have conccalment or
tOlal COll(calmenl from you

Property: Whcn you use an arcane attack power through
this orb, you tilkc a -1 penalty (insteild of -1) to attilck rolls
against enemies tholt havc concealment from you, and iI -3
penally (insleild of -5) 10 allack rolls agillnst cm:mies that
haY{! lotal conce<lhnem from you.

Orb of Heightened Imposition level 12+

Composed ofnumerous snwller orbsfused Inlo all" spherical
mm,. Ihis orb hampers an enemf's raltJ:/ed allad~s.

Lvl10 +4 125.000 gp lvl30 +6 3.125,000 gp
lvllS +5 625,000 gp
Implement (Orb)
Enhancement: Attack rolls and damage rolls
Critical: +1 d6 dam<lge per plus
Power (Daily): Free Action. Tri88er. You hit an enemy wllh

an il!'Cane ,mack power using Ihis orb. Effect; That enemy
can't target ilny creature more th,1Il 3 squares i1WilY from
it (save ends).

"[his8ret'l1/juart;;: orb e.Wl'fIJS dIe IIUrilliOIl ofJIOlIwful SIH'Ils.

lvl12 +3 13.000gp lvl22 +5 31S.000gp
LvlI7 +4 65.000gp Lv12] +6 1.615.oo0gp
Implement (Orb)
Enhancement Attack rolls and damage rolls
(ritial: + ld6 damage per plus
Property: Your Orb of Imposition class fealure can extend

the duration of an effect create<! by an encounter power
you usc through this orb that would otherwise end OIl the
end of your current lurn. TIle effect instead ends ilt the
end of your next turn. You call still use Orb of IlllfJOsition
only once per encounter.

Orb of Accuracy level 14·

11I0u,.,11 Jour opponelll alfenll'lS 10 lIide. "lis sill't'r"Uflell, try-s­
lullin, orb enablesJVU 10 pt"ft"eh't" ilS Iocalion.

Orb of Resilient Tenacity Level 1-

65,000gp
325,000 gp

1.625,000 gp

+"
+5
+6

lvl17
Lvi 22
lvl27

'1111' COI15l1ll1t bU:zillll wllisfI'!'" (hat issuesfrom filis amefhYSI orb
rt:irifol"(t5Juur \~i".

Lvl2 +1 S20gp
Lvi 7 +2 1,600 gp
Lvl12 +3 13.oo0gp
Implement (Orb)
Enhancement: Attack rolls ilnd damage rolls
Critical: +1 d6 dilrnage per plus, and you or an ally within 5

S<luares of you gains a power bonus to Solving throws equill
to the enhilncement bonus of the orb against one effect
untillhat effect ends.

Power (Daily): Minor Action. You or an ally within 5
squares of you gains a power bonus to saving throws
cqu.al to the enhancement bonus of the orb against one
effect until that effe<:t ends.

nIls Ju118Tl1Y yrallill.' orb Braws yvur tllc:mil."S in II SlolIY
rnrltrllU.

LYl10 +4 125.000 gp lvllO +6 3.125.000 gp
Lvl15 +5 625,000 gp
Implement (Orb)
Enhancement Attack rolls and damage rolls
Critial: +' d6 damage per plus, and the target Is slowed

until the cnd of your next tum.
Power (Daily): Free AClion. Tri88er. You hit an enemy with

an arcane attack power using this orb. £ffl.'Cf; That enemy
is petrified (save ends).

1
<,
<•



315.000 gp
1,625.000 gp

Orb of Supplementary Force level] ..
This sphere ofKarlel 8/lISS pulses \i'ill] barel)' wllfrolled ellerw:

Lvi 3 +1 68081' Lvl18 +4 85,000gp
Lvi 8 +2 3.400 gp LvlH +5 425,000 gr
Lvl13 +3 17.00081' Lvl28 +6 2.l25,000gp
Implement (Orb)
Enhancement: Attack rolls and damage rolls
Critical: +1 d6 force damage per plus. and the target is

koockcd prone.
Power (Daily): Minor AClion. Until the end of yotJr tum.

each enemy yotJ hit with an arcane dose blast attack
power using this orb is koocked prone olfter all other ef·
fects of the olttack are resolved.

Orb of Visionary Pr-otection level 12 f

I1lis Iranslurenl orb s\\'ir15 wilh polelllialfulures. Mrh Imili"B
for )UU 10 Srasl' aUll btnd il to )uur will.

Lvl12 +3 13.000gp lvl22 +5
Lvl17 +4 65.000 gp Lvl17 +6
Implement (Orb)
Enhancement Attack rolls olnd damage rolls
Critical: +1 d6 dilmagc per plus
Power (Daily): Immediate Interrupt. TritJ8er. You are sub­

jeet<'d to an effecllhat ol Sit¥'C can end. Eifert: You can
expend yotJr Orb of Imposition class feature to make a
saving throw against that effect instead of gaining the
feature's normal benefit.

----- ~._- ---_._- ----_.-

RODS ~

Battle-Pact Rod Level 18+

This hell\~' rud,<jeJ (llt] he used as boTh a lI'(Ir1ock's rod (Illd II
\\,('ilIHlJ1.

Lvi 18 +4 85.000 gp Lvl18 +6 2.125,000 gp
Lvi 23 +5 415.000 gp
Implement (Rod)
Enhancement: Allilck rolls and damage rolls
Critical: +1 d8 damage per plus
Property: This rod call be used as a melee weapon.

functioning as a mace, You add its enhancement bonus to
allack rolls and damage rolls of melee weapon auacks.

Power (Daily): Free Action. Triaaer. You place your
Warlock's Curse ()fl an enemy, EJfl!Cl: That enemy is also
marked until the end of the encounter. When a creature
marked by yotJ in this way makes an attack that doesn"t
include yotJ as a target. it takes your Warlock's Curse
extra damage.

Darkspiral Rod l£ve14-

1111: Jarhl'iral aum dIal exemplifiesJwr .I....·Olion 10 rJJj' darll
/1IJet (oalesces inlo a Mad! cloud around lllis imillemeltl,

Lvi 4 +1 840 gp lvl19 +4 105,000 gp
Lvi 9 +2 4.100 gp Lv124 +5 525.000 gp
Lvl14 +3 21,OOOgp Lv129 +6 2,625,ooogp
Implement (Rod)
Enhancement: AllilCk rolls and damage rolls
Critical: +1 d6 ne<rotic and psychic damage per plus
Property: When yotJ hit an enemy affected by your

Wilrlock's Curse with a warlock attack power using this
rod, yotJ deal CXlra dam<lgc equ<llto the value of your
Darkspiral Aura class feature to the enemy.

Heavier tlrall /1 Il'lItld, smaller lhall a Sf/lff.lfyoululI'c 10

/lsk whaf mllki'S it differcllt. )'ou'llnel"er NIlOII'.

Hexer's Rod Level J-

Crafle.1 by8<Jhlins. tlris rod chC/llllcls lheir trick): ulldcrllCltulel1
1Il111l1'-

Rod of Burgeoning Memory level 2+

"Ilw IIS/r(11 t'_~.'I'nn' in Ihis rod liesJOu more li8'nl)' 10),our elldler
Ih't'S 115 o1llem.

65,000gp
315.000gp

1.625.000 gp

85.000 gp
415.000 gp

1.115.000 gp

+4
+5
+6

+4
+5
+6

Lvi 18
Lvi 23
Lvi 18

Lvl17
LlIll1
LvI 17

Lvi 3 +1 680gp
LvlS +1 3.400gp
Lvi 13 +3 17,000 gp
Implement (Rod)
Enhancement: Attack rolls and damage rolls
Critical: +ld6 Jamagt! per plus
Power (Dally): Free Action. Tri881!r. You hit an ellcmy with

an allack powcr using this rod. EJICCl: The nexl time that
enemy misses you with an atlack. you can shift 3 squares
as an immediate reaction. and you gain concealment
against that enemy unliltht! end of your Ilext turn.

Lvi 2 +1 520 gp
Lvi 7 +2 2,600 gp
Lvi 12 +3 13,000 gp
Implement (Rod)
Enhancement: Auack rolls <lnd Jilmilge rolls
Critical: "" 1d6 damage per plus
Property; When yotJ usc your memory ofa tOOusond lifetimes

racial power to improve the auack roll of a divine attack
power you use through this rod. add -1 to the d6 roll.

\Varlocks. im'okers, and artil'icers channel their

power through rmls. Somc rods identify I!lei I'

intended user.; clearly by refercncing speciOc class
features or powers. Others havc a broader appcal.

Except in rarc cases, a rod is nol robust cnough 10

be Llscd :IS a II'capoll. If:l rod c;m funclion as eithcr

a wcapOn or an implcmelll. tlwl facl is notcd in thc
item's dcscriptioll.

Ifyoll a rc a lncmbcr of;1 class t Il<\t can wield a

rod as an implement. you can add thc rod's cnhance­

ment bOlllls (0 Ihe aHack rolls and thc damagc rolls

ofjmplcl1lclll powers from thm class lhat )'OliIlSC
through thc rod, and YOLl can usc its propertics and

powers, Members ofother c1asscs gain no hencl'il

from wielding a rod.



625.000 gp
3.125.000gp

An innJlr.,r "'ilb 1'Ienly ofrods allb.. read,}'

Rod of Devilry t~ll0·

Rod of Obliterating Wrath lcvel9"
CI'dJlt'd [0 CTl'ute as mudl deslructioll as possible. Ihis rod lets
JOlll,irru JourJoe;' defellSeS and deslroy STOUps oft"""~

Lvi 9 +2 4,200 gp Lvi 24 +5 525.000 gp
Lvl14 +3 21.00081' Lvl29 +6 2.625.000gp
Lvl19 +4 105,000 gp
Implement(Rod)
Enhancement: Attack rolls ilnd damage roils
Critical: +1d6 damage per plus
Property: When an enem{s resistances reduce the damage

of any invoker attack power you use through thiS rod, that
cnemy's resistance to that attack is reduced by an ilmount
equal to this rod's enhancement bonus until the end of
your next turn.

Power (Daily): Minor Action. You gain a +2 power bonus
to attack rolls with the nelCt invoker attack p<lW(!r you
use lhroogh this rod.

Rod of Silver Rain L{'wl t ')~

Thi~ rod a",,,,ars w be m"d..JTO'" lIIolrell sill'f'r. "{lJll malt
clouds /lUll rain si/H"r Upoll ll,e balllejlfld.

Lvl15 +3 25.000gp Lv125 +5
Lvl20 +4 125.0oogp Lvl30 +6
Implement (Rod)
Enhancement: Attack rolls and damage rolls
Critical: +1dB damage pcr plus. or +1d12 damage pcr plus

i1gainst fey creatures
Power (Daily);: Minor Action. Make an attack: Area burst

3 within 20 squares. Each enemy in the burst that is
affected by your Warlock's Curse takes ongoing 10
damage and grants comoot advantage (save ends both).
If the target is a fey creilture, add your Charisma modifier
to the ongoing damage.
Levd 25 or 30: Ongoing 15 damage.

Rod of Divinity l.ew./ 3+

325,000 gp
1.625,000 gp

• 5
+6

Lvi 22
tvl27

LIII 7 +2 2.600 gp
LIII12 +3 13.000 gp
Lvl17 +4 65.000 gp
Implenlent (Rod)
Enhancement: Attack rolls and damage rolls
Critical: +1d6 radiant and necrolic damage per plus
Property: When you hit an undead enemy affected by your

WilrIock's Curse with an attack power using this rod. you
dNI an elCtra die of Wilrlodc:'s Curse damage against that
enemy.

Power (At·WiII + Radiant): Minor Aaion. The nen ne­
crotic or poison power you use through this rod deals
radiant damage instead of necrOtic damage or poison
damage.

Rod of Stolen Starlight I ..vl:'! 7·
AI Jour command. Ihis rod irifuscs)lIUr SIIt/lldrhUshl from
lI1ys[l'riolls Slars.625.000gp

3.115.000 gp

85,000 gp
425,000 gp

2:125,000 gp

+5
+6

+4
+5
+6

LvI 25
tvl30

Lvi 18
Lvi 23
tvl28

IIl(rrn,d JJO\'l'rjlOll~ IhrouS" lhis rod. swuri'\9 JourJ(J(>S "'ill,
b"'I(lIl'.

t~tO +1 5.000gp
tvl t 5 +3 25.000 gp
tvl10 +4 115,000 gp
Implcmcnt (Rod)
Enhanccment: Attack rolls and damage rolls
Critkal: +1d6 fire damage pcr plus. or +1d1 0 fire dilrnilge

per plus against a bloodied target
Property: If you're a tiefling. when you usc: an attack power

through this rod, your bonus to attack rolls from your
bIoodhunl racial trait increases by 1.

Property: When you hit a bloodied enemy affected by your
Wariock's Curse with an aUilCk power using this rod, It takes
extra fire damage equal to this rod's enhancement bonus.

This dc/lrlll" sih-er n:wl/",s JOu cJllIr1lld Jour deily's l/o1l'("r bad.'
[i)yourSt"!f

Lvi 3 +1 680gp
tvl8 +2 3,400gp
Lvlt3 +3 17,OOOgp
Implement (Rod)
Enhancement: Attack rolls and damage rolls
Critical: +1 d6 damage per plus
Power (Dally): Free Adion. TriBBer: You hit with a divine

~ attack power using this rod. Effect:. You g<lin one elCtra
use of your Channel Divinity class feature during this
encoonter.



Rod of the Fickle Servant Levell'"

ROD OF SILVER RAlN

l11is spt'cilll rod 8il"/:5}VU UCCe'$S lO II djff<.>t1'lIf '·e:sfiye wllCH JOlI
111'1:11 iI.

525,000 gp
2,625,000 gp

105.000 gp
525,000 gp

2,625.000 gp

Lvi 24 +5
Lvl29 +6

Lvi 19 +4
Lvi 24 +5
Lvi 29 +6

Lvi 14 +3 21,000 gp
Lvl19 +4 105,000 gp
Implement (Rod)
Enhancement: Attack rolls and damage rolls
Critical: +1 d6 psychic damage per plus
Power (Daily): Free Action. Tri88er. You hit an enemy af­

fected by your Warlock's Curse with an attack power
using this rod. Effect: That enemy takes extra d.lmage
equal to this rod's enhancement bonus and is dazed until
Ihe end of your nl'lift (Urn.

lhl olllh ifls<ribl.'d on ,iris rollIJil't's you quick {l(USS III orre of
you r !'..sl i!Jt' I'lIlrons.

lll14 +1 840gp
lll19 +2 4.200 gp
lvl14 +3 21.000 gp
Implement (Rod)
Enhancement: Allack rolls and damage rolls
Critical: +1 d6 damage per plus
Property: When you acquire a rod of Ihis sort, choose one

daily power you know that has a veslige pact entry: this
choice can't be changed laler. The vestige associated with
that power becomes bound to this rod.

Power (Daily): Free Aclion. TriMer: You hil an enemy af·
feeled by your Wariock's Curse with an atta<k power us­
ing this rod. Effect: The vestige bound to the rod becomes
your active vestige:.

ROD OF STOLEN STARLIGHT

Rod of the Pactbinder Lellel4+

Rod of the Hag Le\lt'114'

This slernler obs-illiml rod is lOpped with (l h118's 1')1' "11I1 OpellS
,dletl )VII use )U1lr powers. fl'rr!f),jIl8 )Vllrfoe.

When a draw city was beset by hordes of undead, even
the most powerful dark pact warlocks found their spells
ineffective. Willing to go to any lengths to stop the inva­
sion. these warlocks sent false diplomats to find star pact
warlocks from whom they could steal power. With their
newfound knowledge, they created the first rods ofstolen
starli8ht, which were powerful weapons in the battle
against undead.

Scions of the Stars: Sometimes. the remains of dedi·
cated star pact warlocks develop cysts that swell until
creatures of the Far Realm burst forth. Rumors abound of
places where this has happened and aberrant creatures
are attacking the local populace. Heroes who follow these
rumors and defeat those creatures might find a rod of
stolen storli8ht.

The Demon Prince's Draw: Some draw take up the
worship of arcus, which displeases the powers of dark­
ness. Followers of those entities might give a rod ofstoren

starliaht to a group of heroes to help them destroy these
arcus-worshiping drow and their undead followers.

65.000 gp
325.000 gp

1,625.000 gp

lvl17 +4
lvl12 +S
Lvi 27 +6

Lvl2 +1 510gp
Lvi 7 +2 2.600 gp
lvl12 +] 13.000 gp
Implement (Rod)
Enhancement; Attack rolls and damage rolls
Critical: +1d6 damal':e per plus
Power (Daily): Free Action. Trl88€'"= You hit an enemy af·

fected by your W.lrlock's Curse with an attack powcr us­
Ing this rod. E/fect: You make one of your primary vestiges
your active vestige (Arcone Power, page 72).

Every fifty years. a supernatural rain falls across the Fey­
wild. It coats the land in silver. causing feelings of great
celebration among the goodly fey, who see it as an aus­
picious sign, and feelings of dread among the wicked.
malicious dark fey. who hate the silver rain.

At one point, an eladrin warlock named Suzasha
decided to collect the rain and transform it into a rod,
using it as a tool to both celebrate the land and fight
against the romorians and other dark fey. The rod created
a silver cloud that burned the minds ofSuzasha's foes and

aided her allies. Not surprisingly, the evil fey crafted a plan
to remove the threat of the rod.

The fomerians dispatched their lackeys to steal the
rod from Suzasha under cover of night. The thieves were
successful and returned the rod to their dark stronghold,
where the fomorlans unsuccessfully attempted to disen­
chant the item. Pained by its proximity, they cast it Into
the Shadowfell.lesser copies have been created, but the
eladrin have been searching for the original ever since.

Shadowfell Search: Adventurers have sought the
original rod in the Shadowfell to no avail. Only one
creature knows where it lies hidden-a fomorian wretch
named Kruvthos. He claims to have been banished from
the fomonan realms and is threatening to gain revenge
by revealing the rod's location to those who will help
him. But none so far have been willing to trust the fomo­
rian, since lies and deception are a part of a fomorian's
very essence. and any help that Kruvthos gives will come
at a cost.

The Queen of Air and Darkness: The Queen of Air
and Darkness, an evil ruler of wicked fey, lives in exile,
holding a rod of silver rain in her court. She keeps it in a
vault that shields her courtiers from its harmful effects.
Rumors suggest that the Queen is away petitioning to
return to the Feywild, making this the perfect time to
steal her rod.

CllAP'Il:H I MUII;e flcm,;



Spider Rod I t'V('1 13+

425,OOOgp
2,125,000 gp

Lvi 2J +5
Lvl28 +6

TIlls wuy mrlal rod is COl"l'red willt II web ofmiilmtlSludlled
wirlt "'ad ony'" spidcrs.

Lvi13 +3 17.000 gp
Lvl18 +4 85.000gp
Implement (Rod)
Enhancement: Attack rolls and damage rolls
Crillcal: Ongoing 10 poison damage (SOlve ends)

/..eve, 13 Of" 28: Ongoing 15 poison damage (save ends)
Property: When you hit with an attack that deals ongoing

necrotic Of' ongoing poison damage using this rod, the
ongoing damage increases by an amount equal to the rod's
enhancement bonus,

Power (Daily + Poison): Minor Action, You choose an
enemy within 20 squares of you that is affected by an
effect you created that a save can end. The effect gains
"AfWrL1Jecl: The target takes ongoing 5 poison damage
(save ends),W

Ll!vel23 or 18: Ongoing 10 poison c.Jamage (save ends).

Torch ofmisery

Rod ofthe Risen Dead l('vt'I17

Jllis (Ielieale el)")ud rod allows you 10 lake c(Jl!rrol "fdlr mimI
and boll)' ofusIa in foe.

Lvl27 +6 1,625,000 gp
Implemetll (Rod)
Enhancement: Allack rolls and damage rolls
Critial: +1d6 psychic: damage per plus
Power (Daily + Charm): Free AakJo, Tri~ You use this

rod to reduce an enemy affected by youe Warlock's CUBe

to 0 hil points. Effect: Thai enemy is dominated until the
end of lIS next turn, After that, the enemy is killed Of"

kOO(ked unconscious, as normal.

TORCH OF MISERY
Both infernal warlocks and star pact warlocks use larches
of miseI)', which are created to mock the warmth and
comfort of light and flame, These rods carry a legacy of
torture and death, They gained infamy in the hands of
cambion warlocks called the Princes of Misery, who used
them to terrorize the enemies of the Nine Hells.

Hellish Trophies: Devils hate few things more than
those who use the devils' own power against them. In the
Nine Hells (or other devilish enclaves). the Implements of
infernal pact warlocks who fought against the devils are
used as deCoration. The devils convert them into torches
cf misery to light their halls, usually pinning the former
owner's dismembered head or hand to the wall with the
im!Hement. Any heroes brave enough to venture Into one
of these domains can claim one ofthese rods and put its
former owner to rest,

Prince Gonia's Torch: Corzla the Despised, one of
the Princes of Misery, was defeated by a group of human

wizards working in concert. His torch of misery is said to
rest in his tower on the inhospitable HaifbHght Peak.
Whoever survives the dangerous journey to the peak,
passes the defenses left by the wizard, and contends with
the occupant (who might be living, dead, or undead) can
find Gonia's powerful implement.

f,

Torch of Misery Level 10+

HaUlt'S encircle 1"1' !'ud of rlris bl'IC/r alld 801d "'olllll.

lvl10 +2 5,OOOgp I.vl25 +5 625.oo0gp
lvl15 +3 25,ooOgp lv130 +6 ],125.oo0gp
Lvi 20 +4 125,000 gp
Implement (Rod)
Enhancement: Attack rolls and damage rolls
Critical: +1d6 fire damage pet" plus
Property: When)"OU hit an enemy wilh a Ore Of" radiant

attack power using this rod and deal damage to it. that
enemy granlS combat advantage to you on your next
allack against it.

Power (At·WiII): Minor Action. Green flame bursu from
the end of the rod, illuminating the area around you like
a torch. You can end this effect as a free acllon.

.__.--._--_.------- --~.-

STAFFS ~

j\iJuirldillc ill 'he GmywaldllltCHlIla! Oil dCit!illJj lI'idr pris­
oilers re(lds, "Nel'er leave (It! old milt! or a Irm'elcr Iris slaff.
No exeqllimls,w

A tradilional implcment for old, wise spellc:lsters,
the staffscn'e.. as a l>erfect channel for powcr. yct
remains seemingly innocuous. It can be difficult
to lake a walking stafffrom someonc who looks
harmless.

Bcyond I heir cnhancemcnt bonuses, slaffs OftCIl
hold dcfcnsh'e powers. as befits thcir inoffcnsi\·e
appearance, but they're by no means limited to defen­
si\'C magic.

Ifyoll are a member ofa class that C:'In wield a staff
as an implemcnt, you can add the ..talr) enlumce­
menl bOil us to the attack rolls and Ihe damage roll ..
ofilllplcmcllI pOwers from that class thaI )'OllIlSC

throunh the staff. :lIld you can lise its properties :lIId
powcrs. J'v!clnber.. of ot her c1asse." ga in no belJefil
l'rom Wielding a Staff.

CIlA!' I EK 1 1"'''Hie Items



325.000 gp
1.625,000 gp

MOONSILVER STAFF
Hundred5 of years ago, the evil gods conspired to cover
the world in darkness. Their followers unleashed magic
from powerful items, masking the sun and the moon from
view. The plants began to die. and people grew sick. The
darltness drove Iycanthropes into a supernatural madness.
They rampaged across the land, slaughtering anyone they
encountered.

Asorcerer and devotee ofSehanine quested to recover
an ancient staff sacred to her deity. Her band braved
countless dangers before they found a sacred glade.
When they arrived, a shaft of moonlight pierced the deep
blackness, leaving a staff behind where it had struck the
ground.

With the help of the staff. the band destroyed many
of the wild Iycanthropes, as well as the objects that had
plunged the world into darkness. Its task complete. the
staff turned into moonlight once again, waiting to be
rediscovered by a mortal in need. It has since reappeared
from time to time, in forms of varying power.

Darkness Returns: The forces ofevil conspire to bathe
the land in darkness once again. Heroes are needed to
find a holy place of Sehanine where a moomi/ver sioff
waits and banish this evil.

Society ofSilver: The Society of Silver, an organization
made up of members of many races, has been fighting a
drawn-out, bloody campaign to eliminate Iycanthropes.
They continually seek new adventurers to join their cause
and have been known to award a moonsilver Slaffto those
who prove themselves worthy.

Moonsilver Staff level 7+

TlliS pak"uOO staffis 101'Pi'd lI'ilh (/ moollstone sphere. II
Il(lrms I)"ctlru/lropes Wilh radiam Ctl("rro~

Lvl7 +2 2.600gp lvl22 +5
Lvlll +3 13.000 gp Lvi 27 +6
Lvl17 +4 65.000 gp
Implement (Staff)
Enhancement; Attack rolls and damage rolls
CritiGlI: + 1d6 radian! damage per plus
Property: Treat this staff as silvered (PI£l)'I'Ts Haoobook. page

220) for the purpose of implement and weapon auack
powers made using it.

Power (Daily): Fret': Action. Trlooer: You hit an enemy with
an an:;ane radiant power and deal damage to it using this
staff. Effect: Tholl enemy takes extra radiant damage equal
to 5 + the staff's enhanc~men! bonus.

Spellshaper's Staff Level 18+

This lllalU'8i1 tly Slliffends hi II complex seri,'s offlrecisc~'
mIa/I'd I."'ml>.

Lvl18 +4 85.000gp Lvl28 +6 2.125.000gp
Lvi B +5 425.000gp
Implement (Staff)
Enhancement: Attack rolls and damage rolls
Critical: +1 d6 damage per plus
Power (Daily): Free Action. TriOOer: You use an arcane area

burst attack power through this staff. EJJec.(; The attack
becomes an area wall in a number of squares equal to
the burst's size + 5 (for example. an area burst 2 within
20 bee:omes an area wall 7 within 20~The wall is 2
squares high. This effect doesn't change the duration Of

other attributes of the power.

Staff of Divinity level 1+

CHAPTl-;H I ,ua8ie ltc"'~

Blastwarp Staff Level HJ'

'11w CJ'OlI'npil'U ofsilver and 8011I dlllllOpS Ihis SII!ffI'xII'IlfIs
ar'c,ml' power awund irs witMer.

105.000 gp
525.000 gp

2.625.000 gp

'''''illltlle aiei of lhis iron Slaff )vur hrlllirlj} IIrtiflCf$ also IOllJ.lh·
('11 rour 1I1Iy's sl.:i1\. IIlIlI.:i118 il r/'SiS-lam 10 eilllllaye.

Lvi 4 +1 840gp lvl19 +4
Lvi 9 +2 4.200gp Lvl24 +5
Lvl14 +3 21.000gp Lv129 +6
Implement (Staff)
Enhancement; Attack rolls and damage rolls
Critical: +1 d6 damage per plus
Property: When you use your Healing Infusion class feature

on an ally. that ally gains resistance to ali damage equal
to the staff's enhancement bonus until the end of your
next turn.

Power (Daily): Minor Action. An ally within 10 squares of
you gains resistance to all damage equal to your Wisdom
modlfler + the staff's enhancement bonus until the end
of your next turn.

flit' 8'0"'1118 symbol ofa tleily mls alop IIlis lIlajeslic slaff

Lvi 2 +1 520 gp Lvl17 +4 65.000 gp
Lvi 7 +2 2.600gp Lvi n +5 n5.000gp
Lvt12 +3 13.000gp Lvl27 +6 l625,000gp
Implement (Staff)
Enhancement: Attack rolls and damage rolls
Critical: +1d8 damage per plus
Property: Divine charact~rs can use this staff as a holy

symbol implemenl for divine powers.

Staff of Iron Infusion Level 4•

625.000 gp
3.125.000 gp

lvl25 +5
Lvl30 +6

Lvi 10 +2 5.000 gp
Lvl15 +3 25.000gp
Lvi 20 +4 125.000 gp
Implement (Staff)
Enhancement: Attack rolls and damage rolls
Critleal: +1d6 force damage per plus
Property: When you hit at least three targets with a close

attack power using this staff. you gain combat advantage
on your next allack before the end of your next turn.

Power (Daily): Free Action. Tri88er: You use an arcane close
blast attack power through this staff. Effect: The attack
becomes a close burst 2 squares smaller than the blast.
to a minimum of 1 (for example. a close blast 5 becomes
a close burst 3~



Staff of Knives levt.'1 h Staff of Resilience Level 3+

Thb 5lfl.'l8TllY woodrn slaff IMnsJorllls ;1110 a slrd hunll<'OOtl
~Il c!ll!m('r all comllUuul.

85.000 gp
425.000 gp

2.125.000 gp

+.
+5
+6

Lvl18
LvlB
Lvi 28

Lvi 3 +1 680gp
LvI 8 +2 3.400 gp
Lvl13 +3 17,000gp
Implement (Staff)
Enhancement: Allack rolls ilnd damage rolls
Critical: +1d6 damage per plus
Power (Daily): Minor AClion. You spend a healing surge

but regain nu hillX)ints. Instead. you gain temporary hit
points equal to twice your healing surge value.

This blaclillsh slaffcall absorb SOIll(' o/rour life force and IUn!
il ;'1/0 "llllJlerli,·t' aura.

65.000 gp
325.000 gp

1.625.000 gp

+4
+5
+6

Lvi 17
Lvi 22
Lvi 27

Lvi 2 +1 520gp
Lvi 7 +2 2.600 gp
Lvl12 +3 13.000 gp
Implement (Staff)
Enhancement: Attack rolls and damage rolls
Critical: +' d6 damage per plus. or +1 d11 damage per plus

when used as a melee weapon
Powe:r(At.Will): Minor ACllon. You transform this item

from a staff Into a dagger or from a dagger Into a staff.

Staff of luck and Skill Level 23+ Staff of Sleep and Charm Level 3t

85,000 gp
425,000 gp

2.125,000 gp

+.
+5
+6

Lvl18
lvlB
lvl28

'11,,, cr.rStd I"yl' llIol' this dU$lIy vi rdl Slllff j!tJ!I(l1ICI!S spells IflU!

fartIct 111"miud.

Lvi 3 +1 680 gp
Lvi 8 +2 3,400 gp
Lvl13 +3 17.000gp
Implement (Staff)
Enhancement: Attack rolls and damage rolls
Critical: +' d6 damage per plus
Property: You gain a +1 Item bonus 10 attack rolls with

arcane charm or sl.eep attack powers.
level 13 or 18: +2 Item bonus.
levelB or 18: +3 item bonus.

II'!lOCl'fr wields this blo1ll1rl'w staffCIIl'iw!i::fS 011 bOl" luck
mId skill.

Lvl23 +5 425,OOOgp Lv128 +6 2.115.000gp
Implement (Staff)
Enhancement: Attack rolls and damage rolls
Critical: +1 d6 damage per plus. and you gJin a cumulative

+1 bonus (up to a ma.imum of the staff's enhancement
bonus) to all defenses each time you score a critical hit
until the end of the encounter.

Power (Daily): Minor Action. The first time you roll an
attack roll of 17 or higher with an attack power using
this staff before the end of the encounter, you score a
critical hil with that attack.

-
•<
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Staff of Spell Blasting Levt'114 I

Bou"d ill sikrr. dlis poli:du'd l'tlle filii slaff\'iolfrllly chrllmels
arrallf t'"er8):

65,000 gp
315,000 gp

1,615.000 gp

125,000 gp
625,000 gp

3,125,000 gp

41.5,000 gp
2,125,000 gp

315.000 gp
1,615.000 gp

Lvl17 +4
lvl21 +5
lvl17 +6

Lvl21 +5
lvl27 +6

lvl10 +4
Lvi 25 +5
Lvl30 +6

lvl2 +1 520gp
Lvi 7 +2 1,600 gp
Lvi 11 +3 13.000 gp
Implement (Staff)
Enhancement: Attack rolls and damage rolls
Critical: +1 d8 damage l>er plus
Property: Primal characters can usc this starr as a totem

Implement ror primal powers.

Lvi 7 +2 1,600 gp
LvI 11 +3 13.000 gp
Lvl17 +4 65,000 gp
Implement (Staff)
Enhancement: Attack rolls and damage rolls
Critical: +1d6 damage per plus, or +1 dl 0 damage per plus

ir a creature you summoned scored the critical hil
Property: When an enemy attacks a creature you

summoned and misses. you or an ally within 5 squares of
the summoned creature gains temporary hit points equal
to S + the staff's enhancement bonus.

Power (Dally): Immediilte lmerrupt. Trina€r: An enemy hits
iI creature you summoned. Effe<l: The triggering enemy
remUs the attack roll and must use the second result.

Lvi 5 +1 1,000 gp
Lvl10 +1 5.000gp
Lvl15 +3 15.000 gp
Implement (Staff)
Enhancement: Attack rolls and damage rolls
Critical: +1d6 damage per plus
Power (Daily): Minor Action. Make an attack: Close blast

5; targets each creature in blast: llltelligencc or Charismil
¥s. Fortitude; on a hit, the target is pushed a number or
squares equal to the enhancement bonus or the starr and
knocked prone.

Verdant Staff Ln-e11-

Staff of the Faithful Arcanist Lewl~-

Summoner's Staff Lev('1 7·

This Ititll'fhorn Slllff is ('118Ti1 \"i,i!lI'ith rIte imu8<'S ofdozen, of
dilfereltl (T('tltures,

TIlls fralher·li,<jill slllffof(/oudy crysllll illlO\>'SJUU fa COllftllllll.1
IIJe air.

Staff of Wind Levd ~-

ntis Illabustcr slllffis lopl'fd wilh a driIY's symbolfor IhIM M'ho
consider III1~ir 11010"<'1'5 ro be d 8ifl from Ihl.'ir tJOd,
Lvi 8 +2 3,400 gp Lvi H +5
Lvi 13 +3 17,000 gp Lvl18 +6
Lvi 18 +4 85,000 gp
Implement (Staff)
Prerequisite: You must have the Initiate or the Faith reat.
Enhancement: Attack rolls and damage rolls
Critical: +1 d6 dama~ per plus
Power (Daily + Divine, Healing): Minor Action. As the

cleric's h(.'(llin8 word power (Player's Handbook, page 62).

This lI'ril'Iin8 Sli!iJ is composed ofIIlin ~illes I'I/If COllstllllll".
flouri,l, mul whher.

525,000 gp
2,615,000 gp

Lvl14 +5
Lvl19 +6

Lvl14 +3 21.000 gp
Lvi 19 +4 105,000 gp
Implement (Stilff)
Enhilncement: Attack rolls and damage rolls
Critical: +1 d6 damage per plus
Property: When you use an arcane ranged or area anack

power through this staff, you don't provoke opportunity
attacks rrom enemies adjacent to you that are targeted by
the attack.

Power (Daily): Frce Action, Trinacr: You usc <11\ at·will
arcane ranged ilttack power, EffKt: The anilck becomes a
dose blast 3 instead,

STAFF OF SPELL BLAST1NG
Morgrale the Brilliant was an ogre of rare wisdom. It was
said that he could curse in fouf languages and even sign
his own name. He was such a prodigy that he sought
training in matters arcane. AI> the story goes, he found
Tucius, a dark wizard who was amused by the idea of a
spellcasting ogre and took Morgrale as an apprentice. In
time, lucius came to regret that decision.

When Tucius had taught the ogre all he cared to, he
sent Morgrale away. Soon, the ogre became a lieutenant
for an oni warlord, establishing a reputation as a mighty
combat leader. A staff of his own invention became a
symbol of fear among his enemies, for he was equally
adept at calling down magical fire as he was at leaping
Into melee and blasting foes up dose.

When Morgrale's master commanded him to conquer
lucius's estate, the ogre didn't hesitate. After a successful
conquest, Morgrale gained riches and contentment. No
longer desiring to venture into battle, he became lord of a
number of slaves and warriors. He reproduced his magic
staff and granted copies to his underlings, sending them
out to pillage and subjugate others in his name.

Morgrale's Grasp: Nearby ogres have come under the
command ofan ani mage carrying a standard of Morgrale.
They're Invading their neighbors in the name of their
master. There are too many ogres to turn away; only
taking the flght to Morgrale, who still keeps the original
staffofspell blast/na, will end his ambitions.

Vengeance Before Death: The wizard Gharlteban
the Betrayer got his nickname from turning his back
on Morgrale. Years after swearing fealty to the ogre,
Gharheban switched sides and began worked against
his former master. He has grown old and frail, however,
and now seeks Morgrale's flnal defeat before he is no
longer able to appreciate it fully. He's looking for others
to accomplish this task and is offering his stoff ofspell
blastins in exchange.

CIIAPTI:H I I <lI<lSlc .,,. ....



325,OOOgp
1,625,000 gp

--- --- ----- -- --------.~._._-

TOMES ~

Srcrels are llOwu/ willrill Ihest' JNllJes lIull only die frue
masters of IIlCl8ie (all knoll',

Most lomes cOlltain one or Illore wizard spdls. oliell
supplemcl1tcd by information on improving fhe
spells' c(fcclh'cnc<;s. YOIl C<lIl"' make melee iIltilCK.o;
with a lome.

Ifyou arc it member ofa da$s thai can wield a tome
asan implemeili. rOll call ..dd the IOme's enhance­
mCIII bonus to the alwd: rolls and the damab'C rolls
ofimplclllcllt powers from Iha. class thm YOll use
through Ihe lome. and )'011 can usc its properties and
powers. Members ofother classes gaillllo benefit from
wiekling it lome.

Confounding Tome Lnc! 28
'~c10Ih (On', of lhis 10111<' Is insuibed "'illl a rl'JK'tlfiIl8 ",lIZ-t'­
lih> pal/l'nI.

Lvll8 +6 2.125.000 gp
Implement (Tome)
Enhancement: AUoiIck rolls and dam..ge rolls
(ritial; +1 d6 psychk damage per plus
Pmperty. When you use the maze power through this tome,

the target rolls twke when making Intelligence checks
to escOlpe the maze and can escape only if both checks
succeed.

Power (Daily~ Free Action. You expend an unused wizard
daily attack power of level 25 or higher and gain the
use of the moze power (Players Handbook, page 168).
The power is lost If you don't use it before the end of the
encounter.

Deck of Spells level 14"'-

Allyour sildls ure wrillell atl rllcsc £11 rils. whose illlIst mlions
depict )"011 crushi 118}iles wir Ii )"ollr pOll'l1/ urrl1lIC tlrS"CIiU r.
Lvl14 +3 21,OOOgp Lvl24 +5 525,000gp
lvl19 +4 105,000 gp Lvi 29 +6 2,625,000 gp
Implement (Tome)
Enhancement: Attack rolls alld darl1ag~ mils
Critical: +1d6 damOlge per plus
Property: WlzOlrds c<ln use this lome as a spellbook.
Property: When you prepOIre your arcane powers, you can

choose onc Wi1..1N daily attack power from your spellbook
at random. You must prepare th£! randomly chosen power
before you prepare any others. You gain a +2 bonus to
attack rolls wilh Ihat power until you lake an extended rest.

Power (Daily~ Free Action. You choose a wizard daily
alfaCk power in your spellbook that you didn't prepare
today and expend an unused wizard daily attack power
of an equal or higher level. You gain the use of the cho·
sen power, wIth 01+2 bonus to attack rolls with that
power, untUlhe eJlCl of the encounter. The power is lost if
)"OU don't use it before the end of the enCOUnter.

Dispellin Tome levelll

'1111s thill /l1IIll' hdl's )'VII Imbi luI rJJu,9iCII1 Cll'Idl(lrls.

Lvi 1 +2 2,600 gp Lvi 22 +5
Lvl12 +3 13.000 gl' Lvi 27 +6
Lvi 17 +4 65.000 gp
Implement (Tome)
Enhanc('m('nt: Attack rolls and damage rolls
Critical: +1<16 damage per plus
Property: When you use Ih£! dispel moBK power through this

tOIllC, you can target two conjurations or zones instead
of one, and you gain a +2 item bonus to attack rolls to
destroy Ih('m.

PoW('r (Oaily~ Free Action. You expend an unused wizard
utility power of l('vel6 or higher and gain the use of the
dj~1mOBic pov.'er (Players Handbook. page 162~ The
power Is lost if you don't use it befor(' the end of the
encOllnl('r.

Frozen Tome Ll"Y('118 ...

Tnl'lOWT aflMs ,Irick lame 'IIlEJears ro be modefrom solid 1(1'.

Irs cool/a tlle lOudl but d0('5I1', melf,

lvl18 +4 85,000 gp Lvi 28 +6 2.125.000 gp
lvlH +5 425,000 gp
Implem('nt (Tome)
Enhancement: Attack rolls 0100 damage rolls
Critical: +1 d6 cold damage per plus
Property: Wh('n you use the won a/ice power through

this tome, the wall can be up to 15 squares long and 10
squares high.

Power (Daily~ Free Action. You expend an unused wizard
utility power of levc;1 15 or higher and gain Ihe usc of
the wall a/ile power (PIayt1r's HOlldbook. page 165).
The power is lost if you don't use it before the end of the
enCOUlller.

DECK OF SPELLS
Although wizards have a reputation for being ponder·

ous and analytical, not all of them are sensible or sane.

Amproemus was one most kindly described as eccentric,

and his Inventions are a testament to the best and worst

traits of humanity. His deck of spells can bestow great

power on a wielder, but it can't be controlled,

No authoritative story tells how the deck came to be.

Some say that Amproemus meant to create a spellbook

thai let its user cast spells more often and that random­

ness was a side effect, while othersdaim the item was the

product of a deranged mind. A few believe Amproemus

simply lost a bet.

The Unassuming Deck: There are many decks ofspells
in the world, and not all are possessed by wizards. In fact,

someone who doesn't understand arcane magic might be
using one simply as an ornate deck for card games. Gam­

blers swear by them as "lucky decks"-some might give

them up for money, but a superstitious gambler might

demand a contest ofThree·Dru80nAnte or another game
of chance.



Gossamer Tome le"d 8+ Tome of Crushing Force It'Vf''19~

Mordenkainen's Tome LewJ 13,
This rOllle's COI'ff is hrscribcd wirh a sllirllllli'rinll si/r{'f' sword.

GOSSAMER TOME

525,000 gp
2.625,000 gp

525.000 gp
2,625.000 gr

+5
+6

Lvi 24 +5
Lvi 29 +6

Lvi 24
LvI 29

This jt't "'acl/Jolnt> is hl~ l\'irli Sl!\'erol1 InOOllSlOlles and rodi­
ares power.

Tome of Striking Ughtning Lf'VE'14~

LvI 9 +2 4,200 gp
Lvl14 +3 21,000gp
Lvi 19 +4 105.000 gp
Implement (Tome)
Enhancement: Attack rolls and damage roils
Critical: +1 d6 force doImage pcr plus
Property: When you use a wizard force power through

this tOme that allads Reflex. you can choose to have the
power allack Fortitude instead.

Property: This tome cOJltains two wizard daily force powers.
Both powcrs must be of a level equal to or lower than that
of tht! tome. You must choose these powers when you
acquire the tome; they Gln't be changed later, You GIn add
these powers to your spcllbook.

Power (Daily~ Free Action. You choose a power contained
in the tomc ami expend an unused wizard daily altack
power or an cqual or higher level. You gain the use or the
chosen power. The power is lost if you don't use it before
the end of the encounter.

Your SUInmon!!,1 CIl'glllres are IIIon' dumble wIll'll JUU wind thiS
lel,thcr-bOlllultome,

Lv114 +3 21.000 gp
Lvi 19 +4 105.000 gp
Implement (Tome)
Enhancement: Attack rolls and damage rolls
CritiGlI: +ld6 damage per plus
Property: When )"OU hit with a wizard attack power using

this tome. a creature you summoned gains temporary hit
points equal to 2 + the tome's enhancement bonus.

Power (Daily): Free Action, Trieser: You use a wizard SUln'

moning power, Effect: A creature you sumllloned gains
a +2 power bonus to all d~fenses until the end of tile
encounter or until the crealure is dismissed.

Sparh lrnll (",·tltw•• llrr (O\'erS ofrhis (OPIler bound 101lle.

Lvl4 +1 840gp Lvi 19 +4 105,000gp
Lvl9 +2 4,200 gp Lvi 24 +5 525.000 gp
Lvl14 +3 21.000gp Lvt29 '16 2.625.oo0gp
Implement (Tome)
Enhancement: Attack rolls and damage rolls
CrltiOlI: +1d6 lightning damage per plus
Property: When you use a wizard lightning attack power

through this tome, you can score a critical hit on a roll of
19-20.

Property: This tome contains two wi~ard daily lightning
powers. Both powers must be or a level equal to or lower
lhan that of the tome. You must choose these powers
when you ~quire the tome; they Gln't be changed later.
You can add these powers to your spellbook.

Power (Dally): Free Action. You choose a power contailled
in the tome and expend an unused wi~ard daily attack
power of an equal or higher level. You gain the use of the
chosen power. The power is lost if you don't use it before
the end of the encounter.

Tome of Enduring Creation Levt'114-

425.000 gp
2.125,000 gp

425,000 gp
2.125,000 gp

Lvi 23 +5
Lvi 28 +6

Lvl13 +3 17.000gp
Lvi 18 +4 85,000 gr
Implement (Tome)
Enhancement: Auack rolls and d.l.nage rolls
Critical: +1d6 force dam.lge per plus
Property: When you use the Mordenkoinen's sworn power

through this tome. the sword deals eXira force damage
equal to the tome's enhancement bonus.

Power (Dally): Free Action. You expend an ullused wi~"Ird

utility power of level 9 or higher and gain the use of the
Mordenkainens sword power (Player's Handbook, page
163). The power Is lost if you don't use it before the end
of the encounter,

'l1Jis lome is con~l"Cd in wt'bs inftsud ". Illyriad riny spidel'S dial
Slrarm 01"1'1' your 'rllnds bur rtM"t'I' birr.

Lvi 8 +2 3,400 gp Lvi 23 +5
Lvl13 +3 17.000gp Lvl28 +6
LvI 18 +4 85,000 gp
Implement (Tome)
Enhancement: Attack rolls and diunage rolls
Critkal: +1d6 damage per plus
Property: When you use the web power through this tome,

any creature that ends its move in the zone of webs is
restrained Instead ofimmobillzed.

Power (Dally): Free Action. Yuu expend an unused wizard
utility power of levelS or higher and gain the use uf the
web power (Players Handbook. page 161). The power is
lost if you don't use It before the end of the eocounler.

Drow spellcasters have perfected a technique of craft­

ing magic tomes from spider webs. They fold layer after

layer of webbing into sheets, then treat the pages with

alchemical substances. These tomes enhance the creation

of magical webs and are highly prized among wiLlrds.

Gossamer tomes have become a symbol of the Venom

Tongue, a cabal of mostly drow wizards who transform
their bodies into vessels through dark rituals, Their pre­

served flesh hosts swarms of grmesque. blood'gorged

spiders.

Web Weaver Contest: A local wizard's guild is holding

an annual competition to determine who can make best

use of the web spell. Competitors might create webs to

trap rats. to conflne other contestants in a maze, or simply

to support the most weight. The winner receives a 80s­

somer tome stolen from the drow (who might want to get
it back).

Drow Bandits: Some Venom Tongue drow have been

raiding shipments traveling between towns that lie above

a drow city, Their handiwork is easy to see: They leave

behind the caravan merchants and guards, suffocated or

starved, tangled in thick sticky webs. The people of the

towns want the dark elves rooted out and slain_

CHAI'TEIt 1 I MflJjic Irc"u



Bloodhunter Totem Il'wl s-

Dire Totem Lew110+

I

615,Ooogp
3,125,000 gp

125.000 gp
625.000 gp

3.125.000 gp

+4
+5
+6

Lvi 20
Lvi 25
Lvi 30

AsJUu umleryo Ihr lrallsjommtiall inlO bel.l5lforru.)uur bod)'
8rows far8fT.11('(l\'irr, omlf<Jr moll:' dUll8CTOIlS.

Lvll0 +1 5,OOOgp Lvl25 +5
Lvl15 +3 25.ooogp Lvl30 +6
Lvl10 +4 115,000 gp
Implement (Totem)
Enhancement: Attack rolls and damage rolls
Critkal: +1 d6 damage per plus
Power (Daily): Free Action. Tri,98€f= You use your wild shope

power (P1(.1)'£r's Handbook 2. page 84) to assume your
beast form. Effect; While you are in beast form, your sile
is Large, and you gain a power bollUS to damage rolls
using beast form powers through this totem equal to the
tOlem's enhancement bonus.

Lvi 5 "'1 1.000 gp
Lvl10 +2 5.000gp
Lvl15 +3 15.000 gp
Implement (Totem)
Enhancement: Attack rolls and damage rolls
Critical: +1 d6 damage per plus., or'"1d1 0 damage per plus

against a bloodied target
Property; You gain a +1 bonus to attack rolls using this

totem agilinst bloodied creatures.

Bronzewood Coils Totem Levt'll]-

Boar's Charge Totem Lev\'I]+

..Vhell )11li yr,ISp thislxmr's t/lsk. Juur heart mcl'S "'illlfera/
l'XC iWfIICIII ,md JUH throw )'OU rsel{he(l(Umt8 i rllo bmllc.

Lvi] +1 680 gp LII118 +4 85,000 gp
LvI 8 ~. 2 3.400 gp LIII 23 +5 415,000 gp
Lvl13 +3 17,000 gp LvI 28 " 6 2.125,000 gp
Implement (Totem)
Enhancement: Attack rolls and damage rolls
Critical: +1 d6 damage per plus
Property: When charging while you are in beast rorm. you

gain a +1 bonus to speed.
Power (Oaily~ Free Action. Tri,g,ger: You hit an enemy with

a charge altack using this tot.em while you are in beast
form. Effect: You push that enemy 1 square and can shift
into the space it vacated.

'nlis 10lem is cnr\'Cjj from 0 I'Clrififd hear/, ",hidl bealS ",hen
lIlt' lole", is dose 10 \\'uunded pre)'.

\Vilh Ihis Imolled seTpt'lIlIOIt'lfl rrafted ofbron:ewood.Juu call
8mlll Juur spiril cotll",uJliOll an IlSpccl of the "\'orl" ~1I.

LIIIH +3 17,OOOgp LIIIH +5 41S,000gp
LIII18 +4 85.000gp LIII18 +6 2,1 15,000 gp
Implement (Totem)
Enhancement: Attack rolls and damage rolls
Critical: +1 d6 damage per plus
Power (Oaily~ Free Action. Tri88er: You hit an enemy with

the spirtl's fan8s power (Player's Ham/book 2, pase 120)
usIng this totem. EJJecl; Thal enemy Is grilbbed by your
spirit companIon. When the enemy allempts to escape
lhegr... b. you can hav~ it make the Acrobiltics check
or Athletics check against your Will instead of your
Fortitude or Reflex.

Toxic Tome lE'\It'I14+

,\ tOlem is a short length of wood or 001le carved to

resemble patron spirits, which an: gencrally ancestors
or animals. Strip" of hides. tecth. small boncs, and
the like hang from olle end. The symbolism ofl1lt~

can'Cd image. combined with I he alt,lched items. give
the tOle.l11 itS power. You can't make melee attacks
wilh a lotem.

If )'OU arc a llIember ofa class thm can \\ icld a
totem as an implement, you can add the totem's
enhancement bonus to the attack rolls and the
damage rol1s ofimplcmellt powers from that class
thaI you usc through the totem. and you can ttSC its
ProlX'rtics ,I lid powcrs. Members ofother c1assc.'i gain
no bencl'lt from wielding a tOlem.

(OU811 r bOlle, pylllOll II ille. wereIl'O!(IOcs-n till ,Icml jocs.

rOlir s/,inl wrlll'itrrioll dmws powerfrom Iii i5 jalJ.'Jed S/Oll(' 10

h'm 10 !x'Wl1tll115 IUlSI0I'I'IlVle as II lomls/ille.

Lvll9 +4 l05,OOOgp Lvl19 +6 2,625.000gp
Lv124 +5 525,000 gp
Implement (Totem)
Enl\ancement: Attack rolls and damage rolls
(ritical: +1 d6 damage per plus, and you push the target 1

square per plus.
Property: Your spirit companion ignores difficult terrain

when it nlOlleS.

Power (Dilily~ Free Action. Trl8lJf1r. You hit with an attack
through )'Our spirit companion using this totem. Effect:.
beh enemy adjacent to your spirit companion is slowed
until the end of your next turn.

Avalanche's Wake Totem le~119+

Thb sl1aJlt'sllin boulld Willi' 8in'5 offa s/i8/ll arrld SCIl'III.

biN +5 525.000 gp LII119 +6 1,615,000 gp
Impkment (Tome)
Enhancement: Attack rolls and damage rolls
(ritig): +1 d6 poison damage per plus
Propeny; When you use the cloudkill power through this

tome, you can move the cloud 3 squares as part of the
minor action to sust<Jin the power.

Power (Daily~ Free Action, You expend an unused wiz.lrd
utility power of level 19 or higher and gain the use of the
doudkill power (PI(.l)'£r·s Handbook. page 166~ The power
is lost if you don't me it before the end of the encounter.

-- - -- - _._-- _._-- -.--- - -_._.-

TOTEMS ~



Earthfall Totem level 7 ~ life River Totem Level 13-

Alllleks with this rouyJI.lwlI'll ,lone IO!C11l IlIlrk II Iwwl~jill

plitleli.
\Vhilc you' rl' armed willz rhis jJrecll \\'ool!IO!I'IlI, you r8rouP
eryors 8'l'llIl'irality 1'1'1'11 in rhe filee afdeadlY mlrersily.

425.000 gp
2.125.000 gp

Lvi 23 +5
Lvi 28 +6

Lvi 13 +3 17,000 gp
Lvl18 +4 85.000 gp
Implement (Totem)
Enham;emcnt: Aflack rolls ,lnd damage rolls
Critical: +1d6 damage per plus
Property: When you hit with a primal attack power using

this totem, you or <IllY ally adjacent to you who spends
a healing surge before the end or your next turn regains
additional hit points equal to the totem's enhancement
bonus.

325,000 gp
1.625,000 gp

+5
+6

lvl22
Lvi 27

Lvi? +2 2.600gp
Lvl12 +3 13,000gp
Lvll? +4 65.000 gp
Implement (Totem)
Enhancement; Atlack rolls and damage rolls
Critical: +1 d6 damage per plus
Propert),: When ),ou use a primal att.lck power through this

totem thilt pushes or slides a creature or knocks a creature
prone, you deal 1d6 extra damage to each creature that
was pushed. slid. or knocked prone.
Levell?, 22, or 27: 2d6 extra d<lmage.

Flameheart Totem level 10+

Fell Beast Totem Level 3+

Th is lolem is i!ifused will! l'ellOm ex/mctell from COrrlwt prel/a·
tors oftlH' sWlImp.

Nine Furies Totem Level 10+

This tolem is [roffel! ofhom, wood. alld si lIeII'. Iljlo res witlr
pOwt'r as II'llrrior spi ri ts irlI'iijomle you r Will rililes ill 1m Itie.
Lvl20 +4 125,OOOgp Lvl30 +6 3.125.000gp
Lvl25 +5 625,000 gp
Implement (Totem)
Enhancement: Attack rolls and damage rolls
Critical; +1d6 damage per plus
Propert)': When you grant temporary hit points to your

allies with a shaman power, one aUy gains additional
temporary hit points equal to the totem's enhancement
bonus.

Power (Dail)'): Immediate Reaction, Triwer: An ally you
can see becomes bloodied. Ejfcrt Eilch ally you call sec
gilins temporary hit points equal to twice the totem's
enhancement bonus. These temporary hit points stack
with any existing temporar)' hit points.

85.000 gp
425,000 gp

2,125.000 gp

+4
+5
+6

Lvi 18
LvlB
Lvi 28

Lvi 3 +1 680gp
Lvi 8 +2 3.400gp
Lvl13 -13 1 7.000 gp
Implement (Totem)
Enhancement: Attack rolls and uilmilge rolls
Critical: +1d6 poison damage l>er plus
Power (Dail)' + Poison): Free Action. The next time you

use a primal attack power through this totem during this
turn. e<lch creature hit by the <ltt<lck takes ongOing 5 poi·
son damage (save ends).
Level 13 or 18: Ongoing 10 poison damage (SiIVC cnds).
LevdB or 28: Ongoing 15 poison damage (save ends).

;\ wnSllHltly smolderillB more ofjllllllC do 'W/es frolll this totl'ltl
llIuf ilifilSl'S rour el'OC'ltioIlS wilhJlery power. TOTEM OF NEW BEG1NNlNGS

Iron Bear Totem level 8+

Civilization's bones litter the world: crumbling cities,

fallen towers, and moss·covered stones that were once

statues celebrating mighty heroes. Nature eventually

reclaims the resources that mortals have stolen, and

something new always arises from the wreckage of the

old. This is life's cycle. New growth and new possibilities
can exist only through death.

A totem ofnew beainnin8s draws power from this natu­
ral rhythm, In a wielder's hand, the totem briefly spurs

innovation and creativity, those sensations withering soon

after they bloom. Experienced wielders learn to harness

this ebb and flow to channel primal energy at the right
moment.

Returning Home: As a unique event, a hero might

discover a totem ofnew be8innin8s growing in a hard·to­

reach location associated with his or her previous life, For

instance, if a hero lived for several years in an urban or

built-up area that has since been reclaimed by the wilder­

ness, especially as a consequence of war or a battle with

primal powers. that hero might stumble upon a living

branch that can function as a totem of new be81nnin8s
while returning to visit the ruined homeland. Perhaps

it's growing from a ruined doorframe of an old home or

at the grave of the hero's parents.

625.000 gp
3,125,000 gp

425.000 gp
2,125.000 gp

Lvi 2S +5
Lvl30 +6

Th is bloek irOIl rod. bound with bcarfu r. cm/Wlrers your spirir
wmpUllion 10 bolsfer nearby fillies.

Lvl8 +2 3,400gp LvlB +5
Lvl13 +3 17,OOOgp Lvl28 +6
Lvi 18 +4 85,000 gp
Implement (Totem)
Enham;ement: Attack rolls and damage rolls
Critical: +ld6 dam<lgc per plus
Power (Daily): Minor Action. Until the end of your next

turn, any ally gains iI +2 bonus to all defellses while adja­
cem to your spirit cumpanion.

Lvi 10 +2 5,000 gp
Lvi 15 +3 25,OOOgp
Lvi 20 +4 125.000 gp
Implement (Totem)
Enhancement: Attack rolls and uilmage rolls
Critical: +1d6 (jre damage per plus
Property: When you hit a creature that is granting combat

advantage to )'ou using a primal aUack power thmugh this
totem, that creature takes 1d6 extra fire damage.

Power (Dail)' + Fire~ Free Action. The next time you use
a primal attack power through this totem during this
turn. each creature hit by the attack takes ongOing 5 fire
damage (save ends).
Leve/15 or 20: Ongoing 10 (jre Jam<lge (save ends),
Level 15 or 30: Ongoing 1 5 fire damage (save ends).

CllAPTJ..:H I I M<l9i.: II<!ms



Panther Totem [eveI9· Roaring Bear Totem levcll+

Can'eJfrom Ihe weal claw vJa dire /x'ar, fhis lolem WOlds like
Ihar JIlj9ilty bellst Will'll Jtlll dill rmel primal power 1l1rou8h il.

Lvi 2 +1 520gp Lvl17 +4 65,OOOgp
LvI 7 +2 2,600gp Lv/22 +5 325,000gp
Lvl12 +3 13,OOOgp Lv/V 6 1.61S.000gp
Implement (Totem)
Enhancement: Attack rolls and damage rolls
Critical: +1d6 damage per plus
Power (Daily~ Free Action. TriiJ8fT. You hit an enemy with

a primal attack power using this totem. E/fec.t: You knock
the cnemy prone.

525.000 gp
2.625,000 gp

Lvl14 +5
lvl29 +6

(on'l'd in Ihe shupe afu panlhIT 1lll/lm/ornell willt fa1l95. Ilris

lofl'llliVlllI/S if5 U5I.'r felitH' s"'alth.

Lvl9 +2 4.200gp
Lvl14 +3 2l000gp
Lvl19 +4 105.000 gp
Implement (Totem)
EnkarKement: Anac.k rolls and damage rolls
Ctiwl: +ld6 damage per plus, or +1 dl 0 damage per plus

against it target granting t:ombat advantage 10 you
Power (Daily + lI1usion~ Minor At:tion. Until the end of

)'OtIr next tum, you are invisible to enemiesm~ than 5
loquares away from you.

Razor Talon Totem level 14,

NlNE FUR1ES TOTEM

FeslOOrlc,1 wilh !illons. d.lIWS. ondJIII18s. Ihis lOl.l·1Il Illlll;fS Jour

ilIlilrks itl MaSl form 1II01l' dllllyerous.

Totem of Nature's Balm Lcvo:llO'"

When )11U Imn' lllis Illlem. dewraled willi tided herbs. healin8
IiBhl 511'1',11I15 from JlJur spiril wlIlpanlon into )11ur allies.

lvll0 +2 5.000gp Lvl2S +S 625.000gp
LvI 1 S +3 25.000 gp Lvi 30 +6 3,125.000 gp
Lvi 20 +4 125.000 gp
Implement (Totem)
Enhancement: Attack rolls and damage mils
Critical: +1 d6 damage per plus. and onc ally you can see

within 10 squares of)'Ou can spend" healing surge.
Power (Dally): Free Action. Tri8JlCr: You hit with a primal

attack puwer using this totem. Effecl: Each ally wtthin 2
squares of you or your spirit companion makes a saving
throw with a power bonus equal to the totem's enhant:e·
ment bonus.

525.000 gp
2.625,000 gp

Lvi 24 +5
Lvi 29 +6

lvl14 +3 21.000gp
lv!19 +4 105.000gp
Implement (Totem)
Enhancement: Attack rolls and damage rolls
CritiCilI: +1d6 damage per plus. or +1 d8 damage per plus

while)'Ou are in beast form
Property: When you use a beast form attack power through

this totem, you can score a critical hit on a roll of 19-20.

525.000gp
2,625.000 gp

On the Stormkissed Plain. in the shadow of the Moon

Peaks, nine warriors stood. They were called the Nine

Furies; each was the greatest of his or her tribe and gifted

with quickness. talent, wisdom, and strength. They gath­

ered to confront Borstod the Blasphemer. a catastrophic

dragon of great age and power. As the dragon neared. the

Furies' peoples fled into the mountains, depending on

their champions to buy them time to escape.

For nine days and nights the Furies fought the andent

wyrm, each dawn marking a champion's end until only

one remained. Although that champion's companions no

longer lived, their devoted spirits continued the fight at

her side. With their support, she spent her remaining life

force in a final attack and drove her axe into the dragon's

skull. The cruel voice of the dragon was silenced forever.

A Nine Furies totem captures the noble deeds of these

mighty champions. Each totem contains the essence of one

Fu~ and on moonless nights its wielder might just spy a

spectral hero and dragon battling in the sky. Those lNho bran­

dish one of these totems in battle can draw on a measure of

that fabled po'o'IIer to aid them against superior foes.

The Centaurs' Secrets: Some sages believe that the

centaurs were the first to craft these totems and that they

alone know the method of their manufacture. To acquire

such an item, a hero must seek out a tribe of centaurs and

prow: his or her \NOrth by defeating a dragon in battle. Suc­

~ eams not only a Nine Furies tolem, but also the potential

to unearth other long-guarded secrets and forgotten lore.

Ninth Fury: Conventional legend holds that all the

champions perished, but some tales suggest that the

ninth survived and might live still. If she can be found.

she might grant her totem to a worthy bearer.

Totem of New Beginnings L('v('114·

l11is belli'tolem 8radulll~' chall8~ (olor in )"Ur hands. s/.ifiirI8
from8rrrn 10 81U)' 10 blac!: to f/rt.'t'n l!flain.

Lvl14 +3 21,OOOgp lvl24 +5
Lvi 19 +4 105.000 gp Lvi 29 +6
Implement (Totem)
Enhancement: Allack rolls and damage rolls
Critical: +1 d6 damage per plus
Power (Daily): No Adion. TriBBer: You use a primal daily

attack power through this totem and miss all targets.
Effect: One aUy within S squares of you regains lhe use
of an expended encounter power of the lotem's le~1

or lower.

Totem of the Awakened Bear IeVE'l 13+

C'lrI'Cr! ill Iltefarm of iI ynwn[nn benSI. lhi> IlIll'm rvU5I.'S your
Sl,jrit wlIl/1aniorr lI8ainSf opponenlS that rlriI\\' your alternioll.

LvI 13 +3 17.000gp LvlB +5 42S.000gp
Lvil8 +4 85,OOOgp Lv128 +6 2,12S.000gp
Implement (Totem)
Enhancement: Attack rolls and damage rolls
Critical: 1d6 damage per plus. or +1 d1 0 damage per plus

while you're bloodied
Power (Dally~ Free Action. TriBlJer. You hit an enemy with

your spirils shi4?1d power (Ployer's Hondbook 2. page 121).
Effea: That enemy grants combat advantage until the end
of your next tum.

CII/\I'TI,H 1 I .\taOle Irll"U



Totem of the Ha,.rier's Claws Level 11.<.

TI,is 101l'lI! ojblacllelled wooil is slwpeillike a slylized bat/mil

(ll/ows you (0 pierce lI,e wi! oj lIi,ljhl.

lvlll +3 13.0oogp Lvl22 +5 325.000gp

Lvl17 +4 65.000 gp Lv12] +6 1,615.000 gp

Implemenl (Torem)

Enhancement: Attack rolls and damilge rolls

Critical: +1 d6 damage per plus

Property: You gain low·Ughl vision. tr you already have low·

lighl vision. you inste..d gain darkvision.

Power (D.. i1y): Minor Action. Until the cnd of your lurn.

your attacks using Ihis tOlem ignore cover and conceal·

menl. but not superior cover or lotal concealment. c

Totem of the Night level 11*

TO'em of the ni/JIIl

315,000 gp
l615,Ooogp

625,000 gp
3,125.000 gp

Lvl25 +S
Lvi 30 +6

lvllS +3 2S.000gp
Lvl20 +4 125.000 gp

Implement (Totem)

Enhancement: Att3Ck rolls and damage rolls

Critical: +1d6 damage per plus. and you push the targel 1

S<luare per plus.
Property: When you push a creature with a primal attack

power using Ihis talem, thc distance of the push increases

by 1 square.
Power (Daily): Free AClion. Tri98er: You push an cnemy

with a primal attack power using this totem. fffec:r; That

enemy grants combat advantage until the end of your

nexl turn.

This IO/('rll. COlwell in 0"'/ jemhers allllrillolls, BTII 11 rs you rhe

ferocity oja IlIUl/iIlS bini uSllinsr "'I:'akCJled t'ny.

Lvlll +3 13.000 gp Lvll1 +S

Lv11] +4 65,000 gp Lvl17 +6

Implement (Totem)

Enhancement: Attack rolls and damage rolls

Critical: +1 d6 damage: per plus

Property: Crealures laking ongoing damage grant combat

advantage 10 you.

The Endless Swamp is so large and its growth so lush

that the canopy in its deepest sections blocks the light of

day. In those dark places the spirits of night are strongest.

From there the legendary Circle of the Bat protet:ts the

land and gains strange powers of augury from the swamp

spirits the Circle members revere.

Although totems ofthe nisht are made of cypress wood,

the druids and shamans of the Circle claim that they're

actually the bodies of bats that live deep within the End­

less Swamp. According to this tale, a bat sometimes flies

too high during daylight and breaks through the thick

canopy. When touched by the rays of the sun, it turns

to wood and falls to the swamp floor, where its body is

harvested to create one ofthese totems.

The Hag's Coven: A group of hags dwelling at the

southern end of the Endless Swamp is constantly at war

with the Circle of the Bat. These powerful fey have felled

a number of shamans and druids, collecting each victim's

totem of the night as a trophy of the kill. The Circle has

asked for assistance In destroying the hags.

Nightheart Cave: This grotto lies near the edge of

the Endless Swamp. Within is the Heart of Night, a black

flame that must be extinguished on each winter solstice

to prevent the opening of a permanent portal into the

Shadowfell. It Is taboo for members of the Circle of the

Bat to enter the Nightheart Cave, so they must seek a

champion from outside their order to perform this task,

The CIrcle is willing to arm that champion with a totem

ofthe night.

WTEM OF THE N1GHT

CIIAI'TI:R I I ,u"nic "",ms
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Totem of the Crashing Tide l{'vl'llS+

,\ loiSlure conli tllllllly he'llis over rIll' coJ)ch shelllhilljlmns rllis

IOlem arid dll'7l cl'apomles. rrjlec:riny rhr lides in wllidl il vtlC~

lil'cd.



Totem of the Ravenous Beast lc ...c19+

Totem of the Satyr's Dance level8~

65.000gp
3l5.oo0gp

1.615,000 gp

1\ sl)'liud filll!. (1In'l'd illfo lIzi5 IOletll ollimllfes willi un anH'),
BflJw/IO n!Duff IIwO<! who hurrn )'OIIT nllies.

lvll +1 520gp l l17 +4
lvl7 +1 1.600 gp L I n +5
l ...lll +3 13.000 gp lvl27 +6
Implement (Totem)
Enhancement: Attack roIb and damage rolls
Critical: +1 d6 thunder damage per plus
Power (Daily + Thunder); Immediate Reaction. TrlBB€r:

An enemy hits your spirit companion or an ally within 5
squares of you with a melee auack. Eff~ The triggering
enemy takes thunder damage e<jual to your Wisdom
modifier. In addition. you push it a number of squares
equal to Ihe totem's enhancement bonus.

Totem of Thonder's Keeper It'Vt'1 J+

515,000 gp
2.625.000 gp

+S
T6

L I24
L 119

nli. hi,/eolU bl(loJ,fnhled Wh'lIt sorses ifselfOil Iltt life ellerll!'
r1your fOl.'S.

Lvi 9 +2 4.200gp
Lvl14 +3 21.000gp
Lvl19 +4 105.000gp
Implement (Totem)
Enhancement: Attack rolls .md damage rolls
Critical: +1d6 damage per plus, Of" +1d1 0 damage per plus

against a target granting combat advantage to you
Power (Daily); Free! Action. Tri8!Jer: You reduce an enemy

100 hit points with a primal power using this totem.
f[fecl: You lake a move actioo.

415.000 gp
2,115.000 gp

Totem of Winter's Scorn It:'v..19''"

Wildfire Totem It've!4,.

Vengeful Spirit Totem l, vd 8·

525.000 gp
1.615,000 gp

+S
+6

Lvi 14
lvl29

('llTI'cdfllllll II Immdz ofwimcrfi r ITl'.... Ilris IOlC!n dlllllllds Ille
[,itla cold of Ihc IUllllru.

lvl9 +2 4.200gp
Lvl14 +3 21.000 gp
lvl19 +4 105.000 gp
Implement (Totem)
Enhancement: Attack rolls and damage rolls
Critical: +1d6 cold damage per plus. and Ihe target is

slowed umll,he end of your next turn.
Power (Dally); Free! Action. Tri8ger: You hi, an enemy with

a primal cold power using this tolem. Effect: That enemy
is immobili~cd and grants combat advantage (save ends).

llifuscil "'ilh dIe m8e ofa lhousand \'irioIIS bC'aSrs, rhis 10t"'lII
n\llkrs jVlIr spirit roll/panion inlilllidalinJl in burd....

lvt 8 +2 3,400 gp lvl13 +5 415.000 gp
Lvl13 +3 17.000gp lvl18 +6 1.115.00081'
Lvl18 +4 85,OOOgp
Implement (Tolem)
Enhancement: Attack rolls and damage: rolls
Critical: +1 d6 damage per plus. or +1d1 0 per plus with a

primal splril allack power
Power (Dally): Minor Action. Until the end of Ihe encoun'

te:r. ellch e:nemy lldjacent In your spirit companion takes
a -I pCnillty to attack foils.

111i,snarll.'ll brmlch. carved 10 1001.: liIw 11 hom. rhl1lltlrls lire
frenelic darrcr ofrerrll118 Slll)'T SI'iriIS.

L...18 +1 HOOgp lvl23 +5
Lvl13 +3 17,000 gp Lvl18 +6
Lvl18 +4 85.000 gp
Implement (Totem)
Enhancement: Attack rolls :lnd damage rolls
(rWcal: +1 d6 damage per plus
Property: When an ally regains hit points from a primal

power used through this lotem. he Of" she gains a +1 bonus
to speed untilihe end of his or her next turn.

Power (Daily); Free Action. Tri88€r: You hit with a primal
attack power using this totem. f-fJoct: An ally you can
see within 10 squares of you gains a +1 power bonus to
speed until the end of the encounter.

l'$(',1 b)'lleser, dwdlin8 (('nraur IriM. IIlis 1011'11I shup<'d from
X1udslOlJl.' SUlIIllWIlS rhr pcwrr of rhe leniDl... 5illloolll.

lvl15 +3 25.000gp lvl15 +5 625,000gp
lvl20 +4 125.000 gp Lvi 30 +6 3.115,000 gp
Implement (Totem)
Enhancement: Allack rolls and damage rolls
Critical: +1 d6 damage per plus, and the larger takes

ongOing 10 damage (save cnds).
lever 25 or 30: OngOing 1 5 damage (S.1\fC ends).

Power (Dally): Standard Action. You Ilush each creature
that Is adj.lCcnt to you 2 squares. Until the end of your
ne~t turn. you gain a +2 power bonus to all defenses
againSt ranged and area attacks.

Totem of the Scouring Wind I. ~ ..I 1S-

105.000 gp
515.oo0gp

2.615.000 gp

+4
+S
+6

Lvl19
Lvi 24
Lvi 29

11lis r1I11Tl'I'd fOl(IIl ,l/fOWS hoI 10 rile lauch liS )T)Ur I'I1CIllY f'l'1I/l15

in llllflyrrjlaml'S.

lvl4 +1 840gp
lvl9 +2 4.100 gp
lvl14 +3 21.000 gp
Implement (Totem)
Enhancement: Attack roUs ;md damage rolls
Critial: +1 d6 fire damage per plus
Property: You gain a +1 bonus to sa...ing throws against

ongoing fire damage.
Power (Dally + Are); Free! Action. TrilJ9€r: You hit an

enemy with a primal fire power using this totem. EJfKt.:
Each enemy adjacent to you takes ongoing 5 fire damage
(save ends).
Level 14 or 19: Ongoing 10 fire damage (save e.nds).
level 14 or 29: OngOing 15 fire damage (save ends).

Totem of the World Tree l('wl 10

nIl' rich wood (If dIU Wlem is \I'llrlll 10 IIIl! louth. \'011 CIlflf...r1
lht lifl! of tllC "wid pub-ins dlflJuSh il.

Lvl20 +4 115,000 gp Lvl30 +6 3.115.000 gp
lvl25 +5 625,000 gp
Implement (Totem)
Enhancement: Attack rolls and damage rolls
(ritical: Each ally within 3 squares of you gains 1d6

femporary hit points per plus (roll once and apply the
result 10 each ally).

Puwer (Daily); Free! Action. Tri~You hit an enemy with
a primal attack power using this totem. Effect: You Of" an
ally wilhln 3 squares of you makes a saving throw with a
bonus equal to the totem's enhancemenr bonus.

CH/\I'TEH I I M"llle 11<l"'~



\Villlerwood 1011'111

Cursing Wand Level 14-
You CUTSe you rfoe wllt'll you dwlltll'l yOIl r spite Ihroush this
dark yew 11'llT111.

525,000 gp
2,625,000 gp

Lv12'1 +5
Lvl29 +6

lvl14 +3 21,000 gp
lvl19 +4 105,OOOgp
Implement (Wand)
Enhancement: Allack rolls and damage rolls
Critical: +1 d6 damage per plus
Property: When you score a critical hit with the un/uck

power using this w..nd, the tilrget also takes a -2 penalty
to i1ttack rolls, skill checks, ability checks, and saving
throws (save ends).

Power (Daily + Arcane, Implement. Necrotic): Standard
Action. As the bard's 1I1lluck power (Player's Handbook 2,
page 72).

Ifyou are a member of a class that can wield
a wand as an implement, )'011 can add the wand's
enhancement bon liS to the attack rolls and the
damage rolls ofimplemellt powers from that class
that yOll lise through the wand, and yOll can lise its
properties and powcrs, Mcmbers ofother classcs gain
no bencfit frolll wielding a wand,

..

CURS1NG \\lAND

105.000 gp
525.000gp

2,625.000 gp

Winterwood Totem Level 4·
FashioJled from IreI's Ilt:rpl'tuully COlI led in pri Ilwl frosl, this
Wfelll i~ surrmmr!i'1! by a cloud offrl'ezitlfJ misl.

Lvi 4 +1 840gp Lvl19 +4
Lvl9 +2 4,200 gp Lv12'1 +5
Lvi 14 +3 21,000 gp Lvl29 +6
Implement (Totem)
Enhancement: Attack rolls and damage rolls
Critical: +ld6 cold dam..ge per plus
Power (Daily): Free Action, Tri88er: You hit an enemy with

a primal cold power using this totem ..nd deal damage
to it. Effect: That enemy gains vulnerable 3 cold until the
end of your Ilext turn.
level 14 or 19: Vulnerable 5 cold.
level 24 or 29: VulneralJle 10 cold.

.--_._._.__.- _.__._._- --.----.-

WANDS ~

Wallds only loo~ !i~e rhey'rc too fmfJile to be "cw/ly.

\Vands are oftell considered lhc most popular arullle
implements because nearly a II arcane heroes ea II lise
them.

\'Vands are used (0 store spells, but they call a1.~o

Illodif)' the spells cast through them, Perhaps the
best aspect to these implements is their versatility,
since they allow a bard and a wi'Lard, for example, Lo
explore each other's magic,

Except ill rare cases, a wand is not large enough or
strong el10llgh to be used as a weapon, lfa wand GIll
fililetion liS either a weapon or an itllple.1llCllt.Lhat
Jact is noted in the item's description,

CIIAPTER 1 I MlIa;e Items

This wand is cut from yew wood and stained black with
the ashes of those who suffered accidental deaths, A
string of curses crawls around the implement, spiraling
toward its tip. Starting with large lettering in the lokharic
script, the words gradually shrink until they can be seen
only through dose inspection, The curses themselves
change with the reader, pinpointing the wielder's flaws.
fears, and failures.

The cursin8 wand originated in the hands of a jilted
lover-a young minstrel spurned for another, younger
woman, Her heart broken, she poured all her malice
and hate into her wand. imbUing it with the darkest
and most sinister curses imaginable, With the imple­
ment complete, she hunted down her former paramour
and put a curse on him that turned everything he
touched to ash until the day he died under mysterious
circumstances,

The cursin8 wands found in the world today are
reproductions of the original and, although potentially
powerful in their own right, lack the full weight of the
original creator's malevolence. Still, things have a way of
going wrong when a cursin8 wand is present.

Defeat the Renegade Minstrel: Zasterly. a middling
performer of little talent, holds a town hostage, living
as a lord and compelling the locals to leap to his every
whim. Those who have refused have found themselves
the targets of his acid tongue alld cruel spells delivered
through a cursin8 wand. Over time, each of Zasterly's
enemies has died in a lethal accident. The townsfolk are
terrified of the minstrel and will pay someone well to
remove him from power.

§,
•



Diamond Wand ll'V¥14*

This jym Ioppt'd "'(lud'sjmBi!£: (lppellfllllcr belies irs slrrtlJ:llh.

lvl4 +1 840 gp lvi19 +4 105,000 gp
lvl9 +1 4.200gp lv124 +5 525,000gp
lvl14 +3 1l,000 gp Lvl29 +6 2.625,000 gp
Implement (Wand)
Enhancement: Attack rolls and damage rolls
Critical: +1 d6 damage per plus
Property: When you hit an enemy with an arcane force

power using this wand, the next attack that hits that
enemy deals 1 extra force damage.
lrvr/140( 19; 2 extr.l fon::e damage.
ltvrI14 0( 19; J extra fOf'Ce damage.

Po-r (Daily): Standard Action. As the artiflCer's Spilce wire
power (f!u:AAr.w PllJ)ICr's Guitk, page 48). which is repro·
duced below.

Spike Wire Artificer Attack 1
I'UlI 1IlroW II lJU1llUl~ lifborbed wire Ihm bileS ill W )llUr ellcmy's
jlrsh. lliBBhl8 deelJt.'r lIlHI dec!"'r.

Encounter + Arcane. Fon::e, Implement
Standard Action Rangw 10
Target; One creature
Attack: Intelligence \'S. Fortitude
Hit: ld8 + Intelligence modifier force damage. Until the

end of your next turn. any attack deals extra damage to
the target ('qual to your Wisdom modifier.

Hawthorn Wand level 9 .
rllis pille lI'll1ld IlIlnles,..s j(lle mid millll.'S' II your sermlil.

lvl9 +2 4.200gp lvlH +S 515.000gp
Lvl14 +3 21.000 gp LIII 29 +6 2.625.000 RP
Lvl19 +4 105,000 gp
Impkment (Wand)
Ennancement: Attack rolls aod damage rolls
CritiCilI: + 1d6 damage per plus
Property: When you use an arcane power through this

wand to gr.lnl yourself or an ally a bonus to saving throws
and the saving throw mil is lower than this wand's
enhancernem bonus, you or the ally can rerollthc sailing
throw and use either result.

Power (Daily~ Standard Action. As the artificer's ultered
lude power (fllflUlON Players Guide. page: 49), which is
reproduced below.

Altered Luck Artificer Auack. 3
\('our mosil: blo15lS (III enem), (llId mmsfi>r5 ils Iud: 10 0 Il<'orl" allf

Encounter + Arcane, Implement
StOindard ActiOfl Area burst 2 within 10 squares
Target: One creature In burst
AttOlck: Intelligence vs. Will
Hit: 1dG + Intelligence modifier damage. and the target

takes a -2 penalty to sailing throws until the end of your
next turn.

Effect: One ally within the burst gains temporary hit points
equal 10 S + your Wisdom modifier and a +1 bonus to an
attilCk roll. a skill che<k. an ability check. or a saving throw
before the end of your Il6t turn. The ally Ciln use the
bonus aher delermining the result of a mil.

Iron Wand Lcvcl14-

This llikk pry bar does double "UI)' 115 (I I\'I"Uf'Orllllld lUI

illlpl""lefll.

Lvi 24 +S 525,000 gp Lvi 29 +6 2,625,000 gp
Implement (Wand)
Enhancement: Allack rolls and damage rolls
Critical: +1 d6 damage per plus
Property: You gain an item bonus 10 Strength checks

to break open doors or chests e<luallo the wand's
enhancement bonus.

Property: This wand can be used as a melee weapon.
functioning as a mace. You Ciln add its enhancement bonus
to the attack rolls and damage: rolls of melee weapon
attacks.

Power (Daily): Minor Action. A5 the artUker's iron·hide
infusion power (E8£RIION Playt'rs Guide, page 53). which is
reproduced below.

Iron-Hide Infusion Artificer Utillty 16

You crush a bit ojirorr in Jour huml. iI!fi1sin8 it willi protl\,th'c
mauie. You Ihl'll Cilstllle dust orrto )1Iur allies' annor.

Encounter + Arcane
Minor Action Close burst S
Target: You and each ally in burst
Effect: Each target gains a +4 bonus to AC until the cod of

your next tum.

lRON \\lAND
A thick length of iron easily mistaken for a pry bar, an

iron wand is an unlikely implement. The wand's tip is a

flattened wedge with a notch in the middle; its base is a

hooked wedge ideal for prying open doors, chests, and

just about anything else that needs opening. An iron wand
can also be used as a weapon, since its weight and size

are perfed for clobbering enemies.

For the mage who divides her time between Oinging

spells at enemies and building servants to fight on her

behalf, an iron wand is an invaluable accessory, useful for

battering enemies and focusing one's concentration when

working with arcane magic.

Defeat the Iron Mage: A warforged artificer known

only as the Iron Mage wields an iron wand in battle to

great effect. Surrounded by a legion of lesser warforged,

golems, and other constructs, he resides in a great fortress

in the heart of a blasted wilderness where nothing grows

and the corpses of those who oppose him swell beneath

a merciless sun. Adventurers who defeat him can wrest

control over his followers and his wand.

Join the Forgesmlths: The Forgesmiths were the first

artificers to fashion iron wands. Shunned by their fellows

for their dubious experiments in blending flesh with

machines, the Forgesmiths developed these wands as a

means of protection against assassins and hostile rivals.

Although the tensions between them and their peers

have cooled somewhat, the Forgesmiths are famously

xenophobic and reluctant to admit new members into

their secretive society. Still, those who do join are often

given their own iron wands.

CllAl'rEIl I I "'" ... ie Items



Master's Wand of Illusory Ambush ll"Vt'14

Illusory Ambush Wizard Anack 1

••,
•;,
••<
•<•
<•

105,000 gp
525,000 gp

2.625,000 gp

lvt19 +4
lvl24 +5
lvl29 +6

l",14 +1 840 gp
l",19 of 2 4.200 gp
Lvi 14 +] 21.000 gp
Implement (Wand)
Enhancement Attack rolls and damage rolls
Critical: +1 dB damOige per plus
Property: Afler you hit OIn enemy with the illusory ambush

power using this wand, when that enemy attacks while It's
taking the penalty to attack rolls. it takes psychic damage
equal to 3 + (his wand·s enhancement bonus.

Power (Encounter): Standard Action, As the wizard's i/.
luwry ambush power (Arcone Power, page 101), which is
reproduced below,

You creah' etrl ilIusloli ofsWlrlirtiJ sjll'ctml aSSaililtllS dUll S\\'(lT/1I

OI'1'r J"Ollr CIlC"I)~

This ('bony lI,atHI Sfrikes J1111r f<lTjJclS willI ,11'\"lSf<lfiu8 !,ower.

L",14 +1 840gp Lvl19 +4 105.000gp
Lvi 9 +2 4,200gp L",124 +5 525.000gp
lvl14 +3 21.Ooogp L",129 +6 2.625,OOOgp
Implemellt (Wolnd)
Enhancement: Attack rolls and damage rolls
Critical: .·ldS dam<lge per plus
Property: When you hit with the (yes oflhe vest;ye power

using Ihis wand. the second CrColture can be within S
squares of the larget inslead of 3 squares. olnd you gain oil

+1 bonus to your Warlock's Curse extra damage for that
attack.

Power (Encounter): Siandilrd Action. As the warlock's eyes
ofthe vestige power (A/COliC Power, page 73). which is
reproduced below.

\'Oll r cncnl)'s (')1'S 810\\' wilh (Ill dilri/(h lilJhlllS JUllr I'CSt ilJ"
l(l kes '10M /tIlil scours tluu foe's 11I11111 Wlli/(' JlIU curse illiDllI"r
ncar",/Qt.,

At-Will + AT'Cilne. Implement, Psychic; Varies
Standard Action Ranged 10
Target: One creature
Attack: Constitution \'5. Will
Hit: 1d6 + Constitution modifier psychic damage. Choose

the target or a creature within] squares of the target
and wilhin the target's line of sight. You place your
Warlock's Curse on that creature; if the creollUre is al·
ready cursed by you. you can deal your Warlock's Curse
extra damage to that crealure Irlslead of to the larget.
Lewlll: 2d6 + ConstitUllon modifier psychic damage.

At·WiII + Art:ane, Illusion, Implement, Psychic
Standard Action Ranged 10
Target: One creature
Attack: Intelligence vs. Will
Hit: 1d6 + Intelligence modifier psychic damage, and the

largettakcs a -2 penalty to attack rolls unlil the end of
your IlClCt turn.
Level 21: 2d6 + Intelligence modifier psychic damage.

Eyes of the Vestige Warlock Attack 1

Master's Wand of Eyes of the Vestige 1,.",e-14·

\Vitll Illis fl.'ll palm 11'IIll/1. your 1,lumlollls COIl/ hllle 10 ItliTIISS
)"our ('nFmies.

HAWTHORN WAND
Where hawthorn grows, evil fears to tread. Favored by the
fey spirits, hawthorn wood is reputed to be a great con­
duit for arcane energy-some of the best wands are made
from this wood. A hawthorn wond is an l8-inch wand that
tapers to a flne point. Varnished to give the implement
an amber finish. it's smooth to the touch. When use<! in
an implement, the wood grows warm and a faint light
shines from within, revealing great power.

Simply carrying a hawthorn wand brings about good
fortune in subtle ways. An owner might win a few extra
hands in a game of Three-Dragon Ante or receive a small
windfall in coin or opportunity. The wand's true power,
however. is to bend reality in its wielder's favor so that
he or she can slip free from dire situations.

Befriend the Green Sisters: The most famous makers
of hawthorn wands are the Green Sisters. a small circle of

dryads who dwell deep in the Western Wood. One who

stumbles across the dryads are certain to find death,

unless the hapless traveler sings a song that moves the

trees themselves. If the singer succeeds, the dryads have

been known to bestow a boon in the form of a hawthorn

wand to the performer who so impressed them.
Save the Famous Minstrel: AloysiUS, a famous war­

rior and minstrel, Is a bard of unequaled skJII and daring,

When not confronting dragons with his keen wit and

keener blade. he entertains kings and emperors, and he

is a favored presence in any court. For all his success. he

has also gained a number of enemies who would gladly

see him brought low, So when he went missing. a call rose

up through the land to find the legendary singer and bring

him back to safety, The king has promised to bestow a

hawthorn wand to whomever brings back the bard, or at

least proof of his death.



Master's Wand of Phantom Bolt lpwl4+

Master's Wand of Misdirected Mark Lf'IIl'14· '"o
7
<..

105,000 gp
S25,000 gp

2,625.000 gp

lll119 +4
LIII14 +5
LII119 +6

\ Viddifl!:l this liackbl.'flY walld slwrprflsJUIIT fOl1gue am' hOlies
your wir.

LII14 +1 840 gp
LII19 +1 4.200gp
LIII14 +3 11.000 gp
Implement (Wand)
Enhancement: Attack rolls and damage rolls
Critical: +ld8 damage per plus
Property: When you hil with the vklous mockery power

using this wand, choose a different enemy within 2
squares of tile target. That enemy takes a penalty 10 attack
rolls equal to your Intelligence modifier until the end of
your nexlturn.

Power (Encounter + Arcane, Charm, Implement,
Psychic): Standard Action. As the bard's lIicious mockery
power (Player's Hondbook 2, pilge 69).

Spiteful Glamor Warlock (Dark) Attack 1

CIIAI' tl:H I I Manic ',ellu

DlAMOND WAND
A sparkling diamond the size of a human's thumb caps
the base ofthis wand. The smooth holly wood tapers from
the gemstone until it terminates at a slightly rounded tip.
The gem glimmers with faint light when the wand focuses
arcane energy. and shines brightly when used with a spell
that creates and manipulates force.

A cabal of artificers first created this wand as a means
to focus their concentration when manipulating arcane
energy Into the solid material they called force. The dia­
mond aids in this process. helping the wand wielder adapt
his or her magical creations to meet most circumstances
on the battlefield. For this reason, diamond wands were
valued among battlesmith artificers.

Join an Artificer Guild: One of the best ways to
acquire the implements of artificers is to join one of their
societies. Artificers who gather into academies and labo­
ratories to combine their efforts sometimes provide items.
such as diamond wands, to new members, The common
test for admission is to create an item the group deems
worthy of its respect.

Trawl a Battlefield: Avyn Waste!' a gnome artiAcer of
some fame, took part in the Banle of Nine Stal'5, a tenible
conflict that lakl waste to nearly a square mile ofcountryside.
Wastelled a detachment ofwannages against a host ofhkl­
eous creatures born from the nine fallen stars. Stopping the
threat cost Avyn and his cohorts their lives, and their bodies
were never recovered. The battlefleld might still contain their
weapons and gear, including Wasters diamond wand,

Thl.' fIIt'Tt siiJhl ofJUlI is anathema faJour eflerll)'­

At-Will + Arcane, Implement, Psychic
St.mdard Action Ranged 10
Target: One creoalUre
Attack: Charisma liS. Will
Hit: 1d8 + Charisma modifier psychic damage, or 1d12 +

Charisma modifier psychic damage to a target at maxi­
mum hil points.
Ll!Vi?1 21: 1d8 + Charisma modifier psychic damage. or

2d12 + Charisma modifier psychic dilmilge to iI target
at IThIximum hit points.

Master's Wand of Vicious Mockery L(>\t{'14.

105.000 gp
525.ooogp

2,625,000 gp

105,000 gp
515,000 gr

2,61 5.000 gp

llll19 +4
llll14 +5
lll129 +6

LII119 +4
Lilt 24 +5
Lvi 29 +6

LIIl4·'" 840 gp
Lvl9 +2 4,200 gp
Lvl14 +3 21,000gp
Implement (Wand)
Enhancement: Attack rolls and damage rolls
Critical: +1 d8 psychic damage per plus
Property: When you hit afl enemy at maximum hit points

that is affected by your Warlock's Curse with the spiuful
SlartlOl'" power using this woand, you deal an extra die of
Warlock's Curse damage to that enemy.

Powoer (Encounter): Standard Action. As tile warlock's
spiufulglal11Ol' power (FoK.omH RlALws P1~s Guide,
page ]S~ which is reproduced bekMt.

Lvi 4 +1 840gp
Lvl9 +2 4,200 gp
Lvl14 +3 11.000 gp
Implement (Wand)
Enhanament; Attack rolls and damage rolls
Critical: +1d8 damage per plus
Property: When you hil an enemy with the phantom bolt

power using this wand, you can slide that enemy 1 extra
square,

Power (Encounter): Standard Action. As Ihe wizard's
phantom bolt power (Arwne Power. page 101 ~ which is
reproduced below.

YOllr illusory bolts bewnu' more ornillous willI lllis smoky Iml'

bl!rwalld.

Master's Wand of Spiteful Glamor It'1IC14-

Phantom Bolt Wizard Attack 1

This "'(1m' is l!S"I'ecially ,Ietldly to Cl'l.'tlflll'l'$ )VU IWI'efl' f h"rlllfli
)1"1.

You "'a\'r)vur IIIIl1d. (llld yr)llrfoe SCC'S (I boll offir,. Sll'l'ukin8
WII'<lrd if. The erlemy dh~ (lM'ayfrom llw- imagined tlJI'l'd/.

At·WiIl + Arcane, illusion, Implement, Psychic
Standard Action Rangw 10
T;wget; One creature
Attack: Intelligence liS. Will
Hit: 1d8 + Intelligence modifier psychic damage, and you

slide the target 1 square,
Ll!Vf121: 2d8 + Intt!J1igence modifier psychic damage,

Disasltr awaits lhose ~Iilaf~ this Cl'ooh'J hickory ,,'and.

Lvi 4 +1 840 gp lll119 +4 105.000 gp
Lvl9 +2 4.2oogp lll124 +5 525.oo0gp
Lvl14 +3 11,000 gp lll119 +6 1.625.000 gp
Implement (Wand)
Enhancement: Attack rolls and damage rolls
Critical: +1 d8 damage per plus
Property: When you hit with the misdirected mark power

using this wand. the ally that marked a target gains a +1
bonus 10 attack rolls against that target until the end of
your next turn.

Powoer (Encounter + Arcane, Implement): Standard
Action. As the bard's misdirM:ed mork power (P1~s
HDndbooJc: 1, p.1ge 68).



Sharpshooter's Wand IpwllO Wand of Aptitude le~110'

Shielding Wand t,,, I 4

625,000 gp
3.125,000 gp

Lvl25 +S
Lvi 30 +6

Wand of Thunderous Anguish Level 14 +

Af'''')tnl USt' this buzz!IlH redwood wand. (/ crack of thulll!('T
iudic.lIes dUll )t:lur 1I1<l8ical tffeclll'JJlaills 011 au erlerll):

Lvl14 +3 HOODgp Lvf24 +S S25,OOOgp
Lvl19 +4 10S,000gp Lvf29 +6 2,625,OOOgp
Implement (Wand)
Enhancement: Anack mils and damage mils
Crltleal: +1 d6 thunder damage per plus
Property: When you hit an enemy with il thunder power

using this wand. umil the end of your nellt tum that enemy
takes thunder damage equal to this wand's enhancerncm
bonus whenever one of your allies hits il.

Power (Dally + Arcane, Impkment, Thunder): Stand,lrd
Action. As the baed's distroctirlS shout power (P1a)'f'r's
Handbook 1. page 72~

\\'hCl JUll i1iff'rl your allies "'ilh Ihis lac('\O'OO(1 wand.•he,' warh
m,'OIlJ llleir Jlorlllal Jimiflllio'lS.

Lvl10 +2 5,000gp
Lvl15 +3 15,000gp
lvl20 +4 115,OOOgp
Implement (Wand)
Enhancement: Attack mils and damage rolls
Critical: +1 d6 damage per plus
Property: When you U~ the inspire competence power

through this w.md. each affected ally adds this wand's
enhancement bonus to skill checks made with the skill you
selected.

Power (Dally + Arcane): Minor Action. As the bard's
inspire compelence power (Player's Handbook 1, page 70).

625.000 gp
3,125.000 gp

105.000 gp
525.000 gp

2,625,000 gp

+5
+6

Lvi 25
Lvi 30

YOII filii shrinlllht' 51:'" ofJour a/lueFs arf'O with Ihis Inmd.
mallin8 it more prwSt'.

Lvl10 +2 S,OOOgp
Lvl1S +3 2S,OOOgp
Lvi 20 +4 125,000 gp
Implement (Wand)
Enhancement: Attack rolls and damag~ rolls
Critical: +1 d6 damage per plus
Power (Encounter~Minor Action. The next area burst

ilttOlck power you u~ through this wand has its area
changed to 1 square (within the same range). and you
gain a +2 po-:!r bonus to the ilttack roll.

Po-:!r(Daily + Arcane, Implement, lightning~Standard
Action. As the wizard's slwck sphere power (Player's
Handbook. page 161).

As )uur speD oblill'Talt"SJour ('TIl'''!): Ihis healyjunipt'T wamf
crearts a shimmeriIl8I'mlecti\'l! shield.

Lvl4 +1 840gp Lvl19 +4
Lvl9 +2 4,200gp Lvl24 +5
Lvl14 +3 21.000gp Lvl29 +6
Implement (Wand)
Enhancement: Anack rolls lind damage rolls
Critical: +1d6 damage per plus
Property: When you score a critical hit with an artificer

attack power using this wand, you or one ally within 5
squares of you gains a +2 bonus to A( until the end of your
next turn.

Power (Daily): Standard Action. As the artificers shiddin8
cube power (fBCRRON prayer's Guide. page 48), which Is
reproduced below.

CIl,\l'rrR I MaHic Hems

Wand of Allure It'Vt'1 ~.

\ V/lIuJ of /I!lure /lnd wand of rhull/leraus /I "IJuish

Thc most iconic hcroes :lrc nel'cr sccn withoul their
shields, and bracers scn'c as a lesser defense for war­

rior.. who necd their armo;; unfcttered.

Enchantments 011 ~hicld .. magni(y lheir purpose,
granting their wielders superior dcfcnscs. Some draw

Shiellls (lncl bmceN lire /Iefellsiw tools. bUI ill ,he lauBllaae
ofmaJjic. shields defend 1111/1 bmcers destTU)'.

._-_.__._-.---_._--_.__ .__.-

ARMSSLOT1TEMS J

105,000 gp
525,000 gil

2,615,000 gp

+'
+5
+6

Lvl19
lvl24
Lvi 29

(harms cast ,hrou8" rllis 'willHi'W noLlen walld re<lcll Ihe 1II0S1

di,fcInloffoes.

lvl4 +1 840gp
lvl9 +2 4.200gp
lvl 14 +3 21.000 gp
Implement (Wand)
Enhancement: Allack mils and damage rolls
Critical: +1 d6 damage per plus
Property: When you use a ranged arcane chann power

through this wand, the power's range increases by 2
squares, and you ignore cover and concealment.
levt!114 or 19: 5 squares.
level 24 or 19: 10 squares.

Power (Daily + Arcane, Charm. Implement): Standard
Action. As the bard's fast friends power (PIO)'I!"s
Handbook 1. page 69~

lou IlirrCl a millurr cubto col'ereJ ill TUIlt'S into the fm): Al
IhOll8h slIIall. ill<' cubto COJllllillS aforce IIml bas/INfOt'S IlIIlI

sllidds ullirs.

Encounter + Arcane, Force, Implement
Standard Action Ranged 10
Target: One creature
A.ttack: Intelligence vs. Reflex
Hit: 2d6 + Intelligence modifier foece damage.
Effect: Until the end of your next turn, allY ally gains a +1

power bonus to A( while adjacent to the target.

Shielding Cube Artifker Attack 1



adragon's breath into th('l\l 10 spare allies. while
others guard their holders with a lilrser shield of
force that faUs whell pierced. A sci of qualities that
pcrtainsloa magic ~hield can be applied to a light
shield. a heav)' shield, or an)' shield. as noled in each
item's dcscripl ion.

Bracers grant t hei I' "'carers greater dcrtllcss in
combat, adding power where there is already grace.
and turning a simple wOllnd inlo a falal blo\\'. Thcy
arc lIlorc offensively oriClllcd 1han shields.

Absorbing Shield Level 17

11ris sut! ~hirlJ absorbs 11ll! pO"'t'r from allach. prolcctiJljJ bolh
~'OU unJ .\tlllr ullits.

It~m Slot: Arms 65.000 gp
Shield: Any
Power(At.Will~ Immediate InlerrupL Tri88""'= An al1!a

attack misses you and hits an ally, Effett The lriggering
att.lCk instead misses the ally.

Ankhmon's Bracers level 19

Th&- p1arinum broUTS arr l'l'lllrowJ l\'ilh lJ SJ'IIlOOI of(lF1 eJl'
'otTl',lllll'llln flames.

II~m Slot: Arms 105.000 gp
Property. When you hit an enemy that is granting combal
advantage 10 you with an arcane attack power. the attack
deals ld1 0 extra dalnage against the enemy. You also
regain a number or hit poinlS equal to the extra damage
roll result.

ANKHMON'S BRACERS
When Ihe lich Ankhmon was preparing his undead army
to fight the army known as the Celestial Company. he
created a pair of bracers thai allowed him 10 channel his
tactical knowledge into powerful attacks that harmed
his enemies and healed him. Ankhmon was eventually
d~feated, but his essence survived as a powerful vestige,
granting power to a number of warlocks,

A lich named Revadal, who derives his power from a
pact with Ankhmon, seeks the bracers but has yet to find
them, He has assembled a new army of undead and has
become a scourge in the soulh. Scholars theorize that
the bracers aren't inherently malevolent, simply acting
as channels for the wielder's own magic, so if someone
aside from Revadal acquired them. they could be used
without taint.

Thwart Revadal: Revadal doesn't have Ankhmon's
bracers, bUI divinations have revealed that he is using his
army 10 search for them. Some scholars worry that the
btacers might be a key component in freeing the vestige
of Ankhmon from its eternal bondage. They seek heroes
to find Ihe bracers first before Revadal can perform this
tenible deed.

Bloodhound braurs

Barrage Bracers level 10

\\'hile )utl Iwar rhtse bTdUTS. wIlen )lIU (mud.. rupilll): )lIU can
foclJ$ moll' poWfI" into)VUr nllMb.

Item Slol; AmlS 5.000 gp
Property; When you hit an enemy wilh a melee allack, you

gain a +' bonus to atlack rolls against that tar~1 untillhe
end or your Illrn.

Bloodhound Bracers Level 13
YOII '1111 rrucI.-' (l IO'OtUllicd fot' ami slril.-'" it dowll when il's IIIOSI
I'Illneruble.

Item Slot: Arms 17,000 gp
Property: (reatures that are taking ongOing damage gram

combat advantage to YOIl.
Power (Daily~ Free Action, Trioocr: You bloody an enemy,

Effecl: That enemy takes ongOing 5 damage (save ends~

Charm Bracelet Level 8+

Tilis simple ~raCl'll'l wirli rillY arc/lilt' symbols tlallylillyfwlIl ir
leiS )'011 slum' ill yourJtJl~iyood lurl!.

Lvi 8 3,400 gp LvI 18 85.000 gp
Item Slot: Arms
Property: You gain a 11 item bonus 10 saving throws against

ongoing damage.
Level 18: +2 item bonus.

Power (Dally~ Immediate Reaction. Tri88cr: An enemy you
can see succeeds on a saving throw. Effect: You make a
saving throw,

Climber's Bracers Levt'116

Your hallds arf as l'jJecth'(' as (1/1 anlmn/'s dllll'S Ul dilllbirljJ
whilr "'mriU8 "lese r01l8" leillllfr braefrs.

Item Slot Arms 45,000 gp
P~r(Daily~ Minor AClion, You gain a climb speed equal

to )'Our speed unlillhe end or the encounter.

•

CIIAPI HI 1 "lanle'lt.'nas -
. 53



Deathward Shield level 15+

This ebollY sllic1r1 with ml'llll(llll ifle Sl uds I'roleCl5 yOll fr<Jm ,lork
<,nerail'S.

lvl15 25.000 gp Lvi 25 625.000 gp
Item Slot: Arms
Shield: Any
Property: You gain resist 10 necrotic.

level 25: Resist 15 necrotic.
Power (At-Will): Immediate Interrupt. Tri8.'ler: You are

targeted by a necrotic anack. Effect: All other targets of
that attack gain resist 10 necrotic against the attack, and
you lose resist necrotic for the attack.
levc125: Resist 15 necrotic.

Executioner's Bracers level 3->-

Th"se ommlicll/{lln0lcl brucers help you 10 hi I harder.

Lvi 3 680 gp lvl23 425.000 gp
Lvi 13 17,000 gp

Item Slot: Arms
Property: When you score a Crilical hit. the attack deals 1<16

extra damage.
LevelB: 2d6 extra damage.
level 23: 3d6 extra damage.

Flameward Shield level 16+

Slylized Baldell}lllll/es IIIlom lhis ,leep re,l sllic1d.

Lvi 16 45.000 gp Lvi 26 1.125,000 gp
[tern Slot: Arms
Shield: Any
Property: You gain resist 10 fire.

Level 26: Resist 15 firc.
Power (At-Will): Immediate Interrupt. Tri81Jer: You are

targeted by a fire attack. Effect: All other t.lrgcts of that
attack gain reSist 10 (irc against the attack.
level 26: Resist 15 fire.

ClIAI'TEK 1 M"1Ii.-lf"",s
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LUN1A'S BRACELET

Thousands of years ago, a being known as lunia (different
stories say she was a goddess. an exarch ofSehanine, or a
primal champion) blessed her followers with the ability
to fight evillycallthropes. She led them in battle against
an army of werewolves that were plaguing the forest. In
that conflict, an exarch of Yeenoghu was summoned to
fight lunia, and the two engaged in a massive battle. In
the end, lunia sacrificed herself in a burst of moonlight
that destroyed the exarch and removed lycanthropy from
the werewolves' bloodlines.

Some of lunia's followers managed to capture a frac­
tion of her light and turn it into a small charm bracelet.
The bracelet helped them in their battle against evil
Iycanthropes. Though she is largely forgotten now, some
still worship or pay homage to lunia.

Stop the lycanthropes: A small army of Iycanthropes
has found an ancient relic of a lost faith. The item is said
to be a great bane to them. so they're trying to keep it
out of the hands of their enemies. The werewolves are
encroaching on civilization and are getting increasingly
aggressive. local leaders have put out a call for heroes to
drive the werewolves back, possibly by claiming the item,
which is said to be a bracelet.

Holy Pilgrimage: Divinations by worshipers ofSehanine
have revealed that an ancient relic oflunia lies in a temple
that is under siege by werewolves. Sehanine's people say
that temple priests are seeking the aid of heroes who will
repel the attack and are offering the item in return.

Force Shield l~vel 11

This 1,lrnl' .~hidd appears 10 be coI!lJ/{lsed emirdy 0fforce. It
proleosyOll II u/i! YOll' re 51 ruck by III! allack.

Item Slot: Arms 9.000 gp
Shield: Heilvy
Property: Al the start of eilch encounter. you gilin iI +1

bonus to AC and Reflex until you're hit by an attack.

Frost Charger Bracers level 13

These I/lI'l(ll (Inri fcalher bmcers lul\'l! 'I WnSlatll slwen offrasl.

Item Slot: Arms 17,000 gp
Property: When you hit iln enemy with a charge ilUack,

enemies adjacent to thilt enemy take cold damage e<luil1
[Q your Strength modifier.

Keeper's Shield level 9

This b!i!ck iTilt! shidd wilh 8i1t edws ,IUO\\,S your ullit's 10 tllrlke
/o1l8·rartae allaclls wilh [,:ss risk.

Item Slot: Arms 4,200 gp
Shield: Heilvy
Property: Allies adjacent to you gain a +2 shield bonus 10

AC ilnd Reflex against opportunity illlilCks provoked by
using ranged or area powers.

Power (Daily): Immediate Interrupt. Triaaa: An ally ad­
jacent to you provokes an opportunity attack by using
a ranged or area power. Effect: The opportunity attack
targets you instead.



,

Lunia's Bracelet level]

fni.> silwr bmce/CI con[llill5 (/lIlrltlS /1stIlTS II tI,1 tIlOOll5 tlull
nold powf'r ayairlSI lyHllllhwl'f's.

Item Slot: Anns 680 gp
Property: Treill WCilpons you wield (including ilmmunilion,

thrown weilpons, and the like) as silvered (Player's
Handbook, page 220).

Power (Daily): Free Action. Tri88f'r. You hit a shapechanger
with a weapon attack. Effect: The creature reverts
to ilS IliILUral form and can'l use polymorph powers
(~ends~

Preservation Shield levell
ntis liShl IItJoIl sllidd dl51'lays 1lI1 In,I,lInia oj111'0 crosscd ,Ir·
TC/ll'S. om'j1nchtcl,llff'eTl aud thl' oth..,. red.

Item Slot: Anns 520 gp
Shield: light
Power (Dally~ Minor Action. You and each ally within 5

squares of you gain temporary hil points equal to the
number of healing surges you have remaining.

Rhino Bracers Levell S

These8m)' lemhI'( !>racers 11'1 )'OU ella rHe wi III 1lie ,trelly,II of
II W"tll heasl. IIshl.'} more powerful utlUcks th'lIl )1)U ordinarii)'
muM.

Item Slot: Anns 25,000 gp
Power (Encounter); Free Action. Triaaer. You charge iln

enemy. Effect: You can use an at·will melee attack power
inSlead of a melee basic attack <Ig<linst that enemy.

Serpentine Bracers level 18
ResemblilliJ coiled slwkes, [hes.' br,lrf'TS '"lUrp ill you r \'i"Im
w"ell)VII lll/lIck WI[h mrl'rise.

Item Slot: Arms 85.000 gp
Property: While you're hidden from the Iilrget of your

attack, you deal 1dB Clltra poison damage on attacks
against lhat target.

Shield of Silver light l{,~1·14

'I"l~ poli51lt'd shit'l" ylealllS nidt lIIolmliyht. n'f'lI III lhe tIlllMle
of [he ,'uy.

Item Slot: Arms 840 gp
Shield: Any
Power (At·WiII): Minor Action. The shield sheds bt-Ight

lighl 5 squares In all directions. You can end this effect as
a minor ilclion. You and your alties within Ihe light treill
your weapons (including ammunillon. thrown weapons,
and Ihe like) as silvered (Player's Handbook, page 220).

Shield of Ultimate Protection l('II't'! lO

ntis 801d and slil...... slzldJ prol«ISJtlU from nTIJ' allack
11I1<lnlliable.

Item Slot: Arms 3,125.000 gp
Shield: Any
Property: You gain a +1 shield bonus 10 FOftltude and Will.

If this item Is a heavy shield. the shield bonus increases
10 +2.

Power (Daily): Minor Action. You gain a +5 bonus to all
defenses umH the end of the encounter.
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Stormward Shield lewl H,-

Trimm('11 if! copper, lllis II:U re shield Illpers 10 II sllllrp point.

Lvi 16 45,000 gp Lvi 26 1,125,000 gp
Item Slot: Arms
Shield: Any
Property: You g<lin resist 10 lightning.

Level 26; Resist 1S lightning.
Power(At-Will~ Immediate Interrupt. Tri~r; A lightning

attack t,lrgets you. Effect; All other targets of the trigger'
ing attack gain reslsl 5 lightning against thal attack.
level 26: Reslsl 10 lighlnlng.

Trapping Shield llf'Vel14

nib shield opel!) like a 1101'1111 al Jvur (omm(lllll. briefly Imp
J,iIlH rour enemy !lrsil/c.

Item Slot; Arms 525.000 gp
Shield: Any
Property: When you grab a creature. il takes a -2 penalty to

Athlellcs checks or Acrobatics chedu to esc<Ipe the grab
and 10 attack rolls against largets other than )'Ou.

Power (Oaily~ Immediate Reaction. Tri88cr; An enemy
adjacent to you misses you with a melec att,lCk. Effect:
TIle triggering cnemy disappears ulltilthe end of its ne~1

Illrn. TIlen it reappears In any unoccupied space of its
choice within 5 squares of you.

Sl-llELD OF SlLVER UGl-lT
The township of Brocada was being preyed upon by
lycanthropes who controlled the sewers and who had
managed to capture most of the city's silver supply. A
group of halfling heroes descended into the sewers to
face the beasts, and one of them created this shield as

their ace in the hole.
After their success. the creator of the shield set it aside

as a curiosity, thinking it was too specialized to be of much
use to anyone else. It sat on a shelf for many years, and

likely would have been forgotten. But a vengeful wererat
stole It and was about to kill its creator when a handful

of knights who had been pursuing the beast rescued the
old halfllng. In the aftermath, they found out about the
shield, and the halfling was surprised at how enthusiastic

these adventurers were to see it replicated.
By Sliver Command: A local bandit is using a shield of

silver /lSht to keep his werewolf underlings in line. and they
have been very successful in their raids. Claiming the shield

would be only one reward for stopping these bandits.
The Wererats Return: Brocada is once again menaced

bywererats. The city gates have been dosed, and its citizens
live in fear. A descendant of the original shield's creator has

a map to a cache of silver weapons, one of which is a shield
ofsilver /isht, stashed in the sewers below the dty. He will
give the map to heroes who pledge to end the menace.

\IllNTER\IlARD Sl-llELD
The Snowfang tribe lived in the far north, free to roam
the ice without fear or constraint. That changed when a
white dragon began to raid their homes, usually claiming
their wealth. but sometimes kidnapping and eating their
children. A courageous band of tribesfolk led by the hero

Ice Elk took the fight to the dragon.
The heroes struck great blows. but eventually the

dragon released his powerful breath. In an act of self·sacri­
fice,lce Elk held forth his shield, protecting his companions
from the brunt of the blast but taking it upon himself. Ice
Elk was frozen solid. but his sacrifice gave his companions
time to land a killing blow on the dragon. and hIs shield

was returned to the village as a tribute to his courage.
Slay the Dragon: The Snowfang tribe is now gone. and

rumor says the shield was reclaimed by another white

wyrm. This dragon is plagUing the scattered tribes that
arose from the remnants of the Snowfang people, taunt­

ing them with the knowledge that he possesses a symbol
of their diminished culture. He has even gone so far as to

defile some of the ancient cairns of the people. They are
again looking for heroes to defeat the wyrm and restore
their glory.

Vortex Shield level 14

:\rralle rUllI'S form (I sfliral fllllH.·TIl 011 lIre surface of lhis shidd,
which SI'TWS 10 tim", 1(1'81' llllllCk$ loword if.

Item Slot:. Arms 21,000 gp
Shield: Any
Power (Daily): Immediate Interrupt. Tri~r; An enemy

targels you with a burst or blast attack. Effecl; The trig.
gering enemy takes a -4 penalty 10 attack rolls against <III

Olher targelS of the attack.

WintefWard Shield leH,116-

Tllis ky whill! sllidilwillJ 0 silver rilll is dliIJ iii til(' /Ouch (IS il
dTilll'5lhe wid 10 iISl'!f

lvl16 45.000 gp Lvi 26 1.125,000 gp
Item Slot: Arms
Shield; Any
Property: You gain res1st 10 cold.

Level 26: Resist 15 cold.
Power (At-WiII~ Immediate Interrupt. Tri88cr; You are

largeted by a cold attack. Effecl; AU other targets of the
attack gain resist 10 cold <lgainst thai anack. and you
lose your resistance to cold for the attack.
Level 16; Resist 15 cold.
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FEET SLOT lTEMS ..J

FOOISl'lir lIIi,9hl nculralize impediments or slepyou IhmuSh
lilnl', bUI/he lIesl OOoIS (1/50 II/al.-e (I fashion stalelllCIiI .

.\Iagic fOOl gear almost always affects .\j>ced or Illon=·
melll. Whether your boots. !>hocs. or sandals lei )'ou
dash aw,l)' when wOllnded or m'oid opportunil)'
attacks, they do their job by gelt illg yOll around Ihe
battlefield.

Boots of Blood lewl 1l.,
'111('Sf red !l'a Iher /mots come ILlh'c 1<'/1('11 you r blood is s"mcil.
Item Slot: Feet 45.000 gp
Property: You gain a +1 item bonus to Refle.x.
Power (Daily): Immediate Reaction. Tri8JJ8"= An enemy

bloodies you. Effecl: You shih your speed.

Boots of Bounding level 6
Th~ liShn."i8hl (minIS bools an.- perfect for adllelcs.sreall)
in(rt'usilllllhc Irlll/lli OJ/l'llIIS.

Item Slot: Feet 1.800 gp
Property: You gain a +2 Item bonus to Athletic; <;hecks to

jump.
Power (Encounter); Move Action. You make an Athletics

check to Jump as if you had a running start, You add 3
squares 10 the distance jUIllI>cd for a long Jump, or 2
squares for a high jump.

Boots of Rapid Motion Level 'j

\\'illl lIlies.> ,,,,lislu'llleadler boolS, )Ull are il,mllO slow dow",
11M! Sial: Feet 1000 gp
Power (Incounter~ Immediate Reaction. Tritmer. An effect

slows you. Effect: You make a saving throw against the
triggering effect. On a save. the effect ends.

Power (Daily); Minor Action. You gain a +1 power bonus
10 speed until the end of the encounter.

MUll!( b"."S collie III a lIlultirudc oJstyit's

Boots of Surging Speed level 7
These SprillW' boots let )tlll BCI our o!IlIlrm's lI'i1y whl'll JOu
IWI'1! fo (judI )"ur brl'il/h.
Item Slot: Feet 2,600 gp
Property: When you use your sc<ond wind, you can shift 1

squares.

Boots of Unchecked Passage level 11
\'ourfoes lI'iU lila!:!" wayfor you "'Ilile )"u'll' w!"arill8 Iln'S(' slcrl
boofS.

Item Slot: Feet 13.000 gp
Power (Daily~ MillO( Action. Until the end of your tum,

you can move through enemy spaces. and you don't pro·
voke opportunity allacks when mOVing.

Clearing Cleats level 26
llre54' Imoblry-·soled hoou II'tIlpomrll)' warp the urrain around
)"fl, r1l'llrinB all eUS)' palh.

Item SIal: Feet 1,125,000 gP
Property: You Ignore difficult terrain.
Power (Daily); Minor Action. Each ally within S squares of

you ignores diffICult terrain until the end of the encoun­
ter, even if that ally moves more than 5 squares from you.

CI-IAI'TER I I Manic Items



Fey Warrior's Boots I.evel24
Slep i t1 utid ou f Ifle Feywild with this II'afwl'i8Iu ji)()IWellr.

Item Slot: Feet 525.000 gp
Property: Vou gain a +2 item bonus to Reflex.
Power (At·WiII+ Teleportation); Immediate Reaction.

TriMer: An attack misscs you. Effect: You leleport 3
squares.

Greaves of Fortunate Falling levelS

TlJne I'lu it1 Drily bmlds lJII ide your Imldi/lf) \I'llI'll )'Oll fOl'l'le.

Item Slot: Feet 3.400 gp
Property: When you're knocked prone (including when you

fall unconscious), you can fall into any unoccupied adjacent
space instead of your currenl space. Being prone docs nol
grant enemies combat advamage.

Riding Boots level 4

'j'hese stylish Imee·hiiJh boots le[ you look iJood while tiny spur
Jour steell.

Item Slot: Feet 840 gp
Property: While you ride a moum, it gains a +1 item bonus

to speed.

Sandwalker Boots level 14
These supple buckskin boo!s let youn/ide Illrouflh Ihe deserl
sand Ji/w II ilv/phill [hrou[lh Wluer.

Item Slot: Feet 21,000 gp
Property: You gain a burrow speed of 6 in sand. You can

breathe sand as if it were air.

SAND\\IALKER BOOTS
Deep below the Endless Desert are the remnants of an
ancient civilization. At its height, the area was the center
of a fruitful nation in a verdant valley. Then, the mountains
were pulled down upon it and the life force ofthe land
was drained by the inhabitants' own magic.

Determined to find the ruins of this ancient civilization
and study its culture, the adventurer and self-styled arche·
ologist Thaigan Thornburn led an expedition to the Endless
Desert. He had boots crafted for the trek that would allow
him to swim through the sand like it was water.

Thaigan led his expedition into the desert and was
never heard from again. Some believe that the group was
waylaid by bandits. Others think that the archeologist was
slain by one of his guards for his new boots.

Thornburn, I Presume: The explorers who went
searching for the ancient civilization are most likely dead,
but their loved ones have promised a reward to anyone
who brings back the bodies, or at least locates them. They
have implied that the explorer owned a powerful item
that allowed its wearer to master the desert. Perhaps that
item was a pair of sandwalker boots.

Capture the Murderer: Thaigan Thornburn's murderer

is rumored to have escaped the desert with the archeolo­
gist's sandwalker boots. Whoever hunts down this murderer
can avenge the explorer's death, prevent the killer from

perpetrating further evil, and lay claim to the magic

boo".

Survivor's Boots Level 16
Tlrese rollfllr Ilidc !JlIOIS erre dearly well used. bllT Ihey nel'a
\\'I'tlr oul.

Item Slot: Feet 45.000 gp
Property: While bloodied, you don't provoke opportunity

attacks when moving, using ranged powers. or using
area powers.

- -_.--.- - --.-._-_.__ .__.-

HANDS SLOT lTEMS -'

I\ll annml Ufer's nlows do 1I10re thall jusl keep Iter Jfiluds
warm.

An)' task performed WillI [he handsean be improved
with magical handwcClr. Enchanted gallt1r1cl.~allow
warriors 10 un leash devastating attacks or disrupt
those ofenemies. Magic gloves have many purposes
but oliell improve the use of skills that require fine
control or subtlety Of help wit h tasks that reqnife [he
hands, such as healing.

Feinting Gloves level 7
Tlwsc black silk HIMes Irelp you misdircc[ yOllr 01'I,onelll 's
allen/ion.

Item Slot: Hands 2.600 gp
Property: You gain a +2 item bonus to Bluff checks 10 gain

combat advantage.
Power (Oaily~ Minor Action. You gain combat advantage

against thc next creature you attack this !Urn.

Gauntlets of Blood Level 4-
'1111' billdil of WOli rulell fOL'S S[ remllS a/OUJI rhejoillfs of these
rus[y-tilokiIlD sleellJ(llI rulers.

Lvi 4 840 gp Lvi 24 525,000 gp
Lvi 14 21,000 gp

Item Slot: Hands
Property: You gain a +2 honus to damage rolls against

bloodied targets.
Levcl14; +4 bonus.
Level 24; +6 bonus.

Gauntlets of Discontinuity level 13
A rCll th' 1'1I<'r1O' am:k1es Ol'er [lh~se ~JIlull/le[s. disrupti 118
[dep0rlillioll.

Item Slot: Hands 17,000 gp
Power (Daily): Immediate Interrupt. Tri88er. An enemy

within 2 squares of you teleports. Effect: You negale the
teleport, and the triggering enemy call't teleport until the
end of your next cum.

Gloves of Dimensional Grasp level 16
\Vitll 11U'se ski IHi~Jh [ JJI()~'e, rOll WI! erell!e (I smull porlu!
[!trallf./h which 10 ltlCltlil'lI/lIJi' ol~ee[s.

Item Slot: Hands 45.000 gp
Property; Yuu gain a +4 itcm bonus to Thievery checks.
Power (Oaily~ Standard Action. You make a Thievery

check against a target up to 5 squares away from you.
You must have line of Sight to the target.

CHAI'TElt 1 I MU8;e Ifems
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Gloves of Grace I~vel S

\\ ltilr wfarina 111I!sr 8'01'1'5. JVU lTd" a coml'IlmiOll recOl'cr
(1llicklJ Willi 11111 II IOuch.

Item Slot: Hands 1.000 gp
Power (Daily): Minor Action. An ally adjacent to you

makes a saving throw.

Gloves of Ice LClid 11

F.ncrusted willi clemI'll/III ice. 1!t1'S/! 8'01'cs dOll'l fTl!cU you r
IUlIhls wllile WOnT.

Lvi" 9.000 gp Lvi 2' 22 5.000 gp
hem Slot Hands
Property: Choose one: Your cokl attacb gain a +2 bonus to

damage rolls. or your cold attacks ignore 5 of the target's
resistaoce to cold. You can switch between properties as a
minor action.
level 11: +4 bonus, or ignore 10 resistance to cold.

Gloves of Missile Avoidance Levt'l 11
ThGt' blad.. lrllllleT Slol'l's are linmrd wilh /III aum of/orce !lUll

sJIlIIICT'S or d")1IT(s projrCliles aimed al )ULl.

Ilem Slot: Hands 9.000 gp
Power (Daily~ Immediate InterrupL Tri88er: A ranged

attack that targets AC or Reflex hits you. Effect: You gain
a +4 power bonus to AC and Reflex against the triggering
auack.

Great Hero's Gauntlets LI'vl,j J7

Thfost hrmJ' sreelsaullllrts reward 8rtal risk alii' heroism,

Item Slot: Hands 1.625,000 gp
Property: When you spend an ilction point to make .111

attack. you gain a +2 bonus to attack rolls for that aHack.
Property: When you spend an action point to make an

attack and Ihe attack deals damage. you gain temporary
hit points equal 10 your healing surge value.

Griuly Gauntlets Level 8

These 8uunrlcfs. corerI'd lI'illr bearfur, mal<e Jl.llIr lJmb al lll<h
(Illd rs((/I'es lIIore effI'Cli\'l'.

Item Slot: Hands 3.400 gp
Property: You gain a +3 item bonus to Slrength checb

10 grab a creature and to Athletics checb or Acrobatics
checks 10 escape a grab.

Hero's Gauntlets levf'l 17

TilesI' Sled lJU unl!efS I"ClI'fml risk flnrl/leToism.

Item Slot: Hands 65.000 gp
Property: When you spend an action point to make an

mack, you gain a +1 bonus to attack rolls for that attack.
Property: When you spend an action point to make an

allack and the auack deals damage, you gain temporary
hil points equal to one·half your healing surge value.

HROTHMAR'S GAUNTLETS
DUring the ancient war between the primordials and
the gods, the mammoth titan Hrothmar was a powerful
weapon. He could take the form of a comet, slamming
into the ground to disrupt the divine forces with tremen·
dous earthquakes.

The gods couldn't win without eliminating Hrothmar,
but they were unable to defeat him in combat. So they
devised a magic trap that contained the titan in his comet
form, transforming him into a meteorite. They forged
magic gauntlets from the meteorite's metal, then distrib­
uted them among their forces. Thus equipped, the front
lines of the divine army started battles by slamming their
gauntleted fists against the earth, sending shock waves
through the primordial troops.

Since the end of the war, the gauntlets are thought
to have been lost. but rumors abound that some have
survived, Some warlocks of the vestige pact (see Arcane
Power) believe a shred of Hrothmar's sentience stilJ exists,

and they seek these gauntlets in an attempt to contact
him as a vestige.

Investigate the Ruins: Divinations have revealed that

a set of Hrothmar's9auntlets might be buried in a city that
was destroyed by a meteorite strike centuries ago, Other
treasure hunters have heard the same rumors. Only the
first to arrive can claim the prize.

Rumors of War: A band of primordial worshipers seek
to rekindle the conAict between their kind and those who

worship the gods. They have been terrorizing towns, using
an item that causes minor earthquakes. Preventing war
requires confronting the band and wresting away the
Item, a set of Hrothmar's Baundets.

CHAPTFR I I "'aIJie llf"ms



ILLUSIONISTS GLOVES
Many illusionists are content to spend their lives perform­
ingsirnple tricks. whether to cheat and steal or to amuse
people for profit. Zalian, one of these minor wizards.
owned a pair of magic gloves handed down through his
family from a powerful illusionist of ages past. However,
being far less skilled at magic than his talented ancestor.
Zalian earned a meager living.

Kellevec was a traveling illusionist who sought inexpe­
rienced spellcasters to exploit. He noticed lallan's gloves
and coveted them. KeUevec trapped the lesser illusionist
in a maze of false visions, where lalian wandered until
he collapsed from dehydration and starvation. Kcllevec
stole the l/Iusionist's8'oves and what little coin his victim
had amassed, then moved on with his ill-gonen prize.

Find Kellevec Although lallan was a minor wiurd,
the story of his robbery has become well known. Kellevec:
is rumored to be in the local area, committing more thefts
with the help of the Illusionist's s'aves. He has yet to be
caught, but if someone were to take his magic gloves, he'd
have a harder time escaping,

A Greater Master. Kellevec was secretly working for a
shadowy drow mage who seeks magic to boost his own
spells. The draw runs a criminal organi.tation in a nearby
city and is an even more formidable challenge now that
he has the gloves.

Hrothmar's Gauntlets level 18
l1tese mll~in', ltltld: illl1l8l1unllels lire dolled willi red mell,1
slmls. Tiley crellle slll)(1.: lmn'S dUll hurlJoes 10 die around.

Item Slot: Harnh 85.000 gp
Property: Prone creatures don't gain the nomlal +2 bonus

to all defenses against your ranged allacks.
Power (Daily); Minor Action. Make an atlack: Close bUr'St

5: targets each enemy In burst: Constitution or Charisma
+4 vs. Reflex: on a hit. you knock the target prone. You
gain an additional +2 bonus to the attack roll against any
target affected by your Warlock's Curse.

Illusionist's Gloves Lewl9

Thest sllirlllJlerifl8 8'0\'15 el1hmlCt Jour illusion spells IllIII ler
)nu quickly aller (Ill illusion rlhll I\'ollill Ollrl'rwlse lte irHfftUh'c.

Item Slot: Hands 4,200 gp
Property: When you hit an enemy granting combat

advantage 10 you with an illusion altack power. that enemy
G1kcs a -2 penalty to saving throws against the power's
effec:ts.

Power (Daily):: Free AClion. Triooer: You miss with an Illu­
sion altack power. E!feel.: You rerollthe attack roll and
must use the second result.

<
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Many-Fingered Gloves Lt'wllO

YOll seelll ro hlll'e 1Il0re rlUl tl Ihe lIormll/ (11101 rtletll ojj1 nyers
,,"!li!e II'l'lIrilly IheSt' simllle slm·es.

Item Slot: Hands 125.000 gp
Pn:Jpf'rty: You can wear and gain the beneflt of one

additional magic ring while wearing these gloves.

Poison Gloves level 4

leu "Ill 510re a IIIISI)' 5urprise in dlC'Se pluill-loo1>illH yfm'es to
tnrm,mr (I M"l"lIfJQII at II rnollletll's IIOfiu.

Item Slot: Hands 840 gp
Power (At·WiII): Standard Action. You store one dose of

poison that can be i1pplled to a weapon in these gloves.
The gloves can hold only one dose of poison at a time_

Power (At-Will): Minor ActiOfl. Yoo apply the stored poi·
son to a weapon you're holding; doing so consumes that
dose of poison.

- --.~._._.-. _.-.-- .~.---

HEAD SLOT lTEMS ...J

1\ rirdrl 10 clear Ihe mind. a helmel 10 colllHlalfi1 rile

ll'eIl~·wille". ill( lou II shme 10 9'lllllesorl'ric IJO\\'{'fs-lhc
possibilil ies (Ire nearly limirless.

The head holds lhe mind and rhe majoril)' of the

senses. and magic itcms that take up the head slot
follow lllat thellle. }\mollg other t h Ifigs. they ilnprove

an are<lnlst's focus on lll'lgie, protcct (l hero from
mental intrusions. or bear teslament to the wearer's

nobilit}' and glor}"

Bear Headdress level 9
This lallll..d IIIrd lIlre,1 bear Ilead allisJOu ,,"IIi1e)lJll are
11llRiJorrntd.

Item Slot: Head 4.200 gp
Property: You gilin a +2 item bonus to Nature checks.
Property: While you're affected by a primal polymorph

power. you gain a +1 bonus to Will.

Chimera Headdress h·...t·j If>

Thru rninialUrt' ''''ads oja dlimerll 5fiHl.' oulJrom rIlls head
war. 8rHtllirrtl )"011 rll(' lIIUIr!faceled Ilbilil it'S oj Ihal !JellSf.

Item Slot: Head 45.000 gp
Pn:Jpf'rty: Yoo can U'!'e only one of the headdress's POW('(S

each day.
Power (Daily): free Action. Tri~ You score a crllical hil

against an enemy. Effect; That enemy takes ongOing 1 0
damage (save ends).

Power (Dally); Free Action. TriMer. You hit Wifh a charge
a!tack. Effect: The charge attack deals 2dl 0 exira
damage.

Power (Daily): Minor AClion. You gain resist 15 acid. resist
15 cold, resist 15 Ilghlning, or resist 15 poison (chosen
when the item Is created) until the end of the encounter.

Cirdet of Continuity leV'Clll

This 1'/MillulIl blUld 5pllrkles wilh emlJ..ili/i'd BoMell wpaz('$,
811unliny aBailiSI mellf(lI,lisruIJlioll.

hem Slot: Head 9.000 &p

Property: You gain a +2 item bonus lO saving throws against
daZing or stunning effe<K

Power (Encounter): No Action. TriB8er: You are dazed or
stunned at the start of your turn. Effect; You sustain iI

power that normally requires a minor action 10 sustain.

Crown of Equilibrium l.evel11
1\5 yrmrJOI'.S s/lllke offdbabli "8 I'ffecls. rlris lhick WI'llI'r head·
balld IJTll/lISyou r Illlirs shull" r relief

Item 5101: Head 13.000 gp
Property: When an enemy saves against an effect you

crealed. this ilem's power recharges.
Power (Daily): Minor Action. An ally you can see wilhin 10

squares of yOll makes a saving lhrow.

Crown of Victory Lt>vI I n
'I1Jis majeslic I,lil rirlltlfl CTlI1t11 isj1r onl)'for lhe i:/reUIn-f oj
hert:lN.

Item 510t: Head 2.625.000 gp
Property. You can spend two action points In <111 encounter.

Cydops Helm It VI I 1S

TIll' s'-'lI1l1l.:.. I'Je til/II Slml"SJrom lhl' brow of llrisj1ndy wrouJJllI
lIlilllml helm (('1,£,,,15 ",Iwi is hiddl'n.

Item Slot: Head 85.000 gp
Property: You gain a +4 item bonus to Perception che<:ks.
Power (Daily): Minor Action. You can see invisible crea·

tures unlil the end of your neXlturn. Also, choose one in-
visible creature thai you can see. That creature becomes
visiole and can't I~come invisible <lgilin until the end of
your nut turn.

Essence of the Wisp Level 11

"JJ'owirI8 ball afll8hl /lu= around )tlur hl'ad. druwin8 in
jews tll/Il1lf1<l(k rouJrom II diSlau'e.

Item Slot: Head 21 5.000 gp
Property: You gain a +2 item bonus to Will.
Power (At-Will): Immediate Reaction. Tri88£r. An enemy

hits you with a ranged allac:k. Effect: You pull the trigger­
ing enemy 2 squares.

Chimer" he"d,freu

CIIAPTI.H 1 I Ma8ie IlenoJ



Encncc of the wisl'

GlBBER1NG LUMP
A floating mass of twisting flesh, this grotesque item
continually reshapes itself, growing eyes and mouths and
losing them just as quickly. A rambling stream of nonsense
words spouts from its mouths; baleful stars issue from its
eyes. These features give the item an appearance of life,
but it lacks even the twisted intelligence of a gibbering
beast.

Those who wear a gibbering lump are often thought
mad, though some adventurers acquire one for just that
purpose.

Gibbering Marauders: Several gibbering abomina­
tions have been wreaking havoc across a wide peninsula,
moving randomly between the scattered settlements
and ruins. A group of slaads follows them, reveling in the
chaos being created. If those dangers can be overcome,
it's said that slicing off a bit of flesh from an abomination
creates a gibbering lump.

Escapees from the Far Realm: Stories tell of a sporadic
portal to the Far Realm that opens atop a mountain in the
Underdark of the Feywl1d, in an area stripped of life by
fomorians. The chaotic material of the Far Realm is said
to spew from that portal, along with aberrant creatures,
bizarre oozes, and scraps offlesh. A gibbering lump might
be found among the leaVings. Regardless, sealing the
portal is probably best for air.

CI-IAl-'TEH I I AI<lj/ic Ilems

Fey-Blessed Circlet levelS

This slender sUVl.'r mul mOOIlSIOlle drdel wonts JVll (i small
mCilsure offt')' 8rac£'.

Item Slot: Head 3,400 gp
Propeny. At the slart of each encounter, you gain temporary

hit points equal to your Charisma modifier.

Firebird Level 17
A sma 11 fiery bird orbits YOllr sJzoulders. wardilltl ilfJ.lillSI j1iltue
(/Jul bu mil1# lllOse wllo Slrike you (II rimye.

Item Slot: Head 1,625,000 gp
Propeny: You gain a +4 item bonus to d<lm<lge rolls widl fire

implement attack pOWNS.

Propeny: Any enemy that hits you with a "lngI'd i1ttack
takes 1d12 fire damage.

Gibbering Lump Level 20...

This Iin)' lUI tlk of mot/led jlesll warps WUSIU tllly. wowiJlfllltid
losillg eyes ilnd nwullls us il sils ul0l'your head.

Lvi 20 125,000 gp Lvi 30 3.125,000 gp
Item Slot: Head
Property: You gain a +1 item bonus to Will.

level 30: +2 item bonus.
Power (Encounter. Psychic): Immediate Reaction.

Tri8J.ler: An enemy hits you with an attack that targets
Will for the first time in an encounter. Effect: The trigger­
ing enemy lakcs 2d1 2 psychic damage.
level 30: 3d1 2 psychic damilge.

Lenses of the Luminary level 23
TI1('se l'il riwlored letlses orbil around your llemI (I ( LTc lew!.
improviutl your ,'isiOiI as needed.

Item Slot: Head 425.000 gp
Property: You gain darkvision and a +S item bonus to

Perception checks.
Property: You can usc these lenses as a focus for scrying

rltu<lls that require a focus wonh 425,000 gp or less.
Power (At-Will, 3 Charges/Day): Minor Action. You spend

the number of charges indiC<lted and gain the special
sense described until the end of the encounter.
Charges Sense

1 You learn the resistances and vulnerabilities
of any creature you look at (but not the villues
of those resistances or vulnerabilities).

1 You gain a +5 power bonus to Perception
checks to spot traps.

2 You gain truesight 10.

Philosopher's Crown level 7+
Til is in lricale Bolden crOWl! etlsu res lhm the breadth of)1mr
ktlOwleline is unparalleled.

lvl7 2,600 gp Lvi 27 1,625.000 gp
Lvl17 65,000 gp

Item Slot: Head
Property: You gain a +1 itcm bonus to Arcana.

Dungeoneering, History, Nilture, and Religion checks.
level 17: +2 Item bonus.
Level 27: +3 item bonus.

Power (Daily): Free Action. Tri8J.ler. You milke an Arcana,
Dungeoneering, History, Nature, or Religion check and
dislike the result. Effect: You reroll the check and use
either result. <

<,
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Amulet of Double Fortune l('vvll'"

Amulet of Vigor lewl9'"

Amulet of Elegy level 2 l'

525.000 gp
2,615.000 gp

65.000 gp
325.000 gp

1,625.000 gp

Lvi 24 +5
lvl19 +6

lvl17 +4
lvl12 +5
Lvl27 +6

This sih-I'J' a IUlllel bears Oil CJI8M1'('(1 pro)'("/"for Ileal/II (llllI helll­
ilia 011 lis Imel.:.
Lvi 9 +2 4,200gp
Lvi 14 +3 21.000 gr
lvl19 ..4 105.0oogp
Item Slot; Neck
Enhancement: Fortitudc, ReflcliC. and Will
Property: Your healing surge value increases by an amount

equal 10 the amulet's enhancement bonus -1.
Power (Daily + Healing): fret! Aclion. Trl88er: You spend

a healing surge to regain hil points. Effret: You regain
additional hit points as if you had spenl anOlher healing
surge.

Amulet of Warding level 1-

Good lurl.: VCIJ"IS I~I'(,II vella lucl.: 11'111.'11 )1lU \\-rtl r lhis mlluln

lvl2 +1 520gp lvl17 +4 65,000gp
Lvi 7 +1 2.6oogp Lvl12 +5 n5.0oogp
lvl12 +3 13.0oogp lvl27 "-6 1.625,OOOgp
Item Slot: Neck
Enhancement: Fortitude, RefleliC, and Will
Property: When you score a critical hit. you make a Silving

throw against one effcct that a SilVC can end. You gain an
item bonus to Ihat saving Ihrow equal 10 the amulet's
enhancemenl bonus.

TI,is IUllule! a/1011'S )VI1 10 irifuseJour \'(lite \\'illl II SQIIIlCSS lIuli
HOPS fhe hearts ofJuurfr;ws..

lvl2 +1 520gp
Lvi 7 +2 2,600 gp
Lvl12 +3 13,000 gp
Item 510t: Ncck
Enhancement: Fonllude. Reflex. and Will
Power (Daily): Free Action. Tri.aser: You use a power 10

produce an effea that a save can end. EJJecl: Each Iargel
of the powcr takes a penalty to ilS firsl saving throw
against the effect e1lual to the amulcl's cnh,lIlCernellI
bonus.

This ..../rile porrl'lill II IIlIISI.: with SO'd illlay is thl' ""lle ofulllirl/li.

hem 5101: Head 3.400 gp
Pmpeny; When you use a Channel DivinilY class feature.

until the end of your neliCl turn. you deal 1d6 eliClI'il radiant
damage against undead cncmies and can scorc a criliCOlI
hit against undead enemies on a mil of 18-20.

Sacred Mask level 8

LENSES OF THE LUM1NARY
In all of Bael Turath, the great library at Taru Maaj held
the most extensive store of knowledge. The tleflings jeal­
ously guarded their knowledge and entrusted a figure
they called the luminary with the job of gatekeeper of
the library. The lenses ofthe Luminary were originally cre­
ated to allow this august personage to see through the
disguises of anyone who tried to sneak in. This item was
presented to the luminary by a school of tiefling magi·
cal crafters. Over time, more lenses were added to suit
different needs. Eventually, a plethora of different lenses,
composed of special types of glass and crystal. made up
the array.

After the fall of Bael Turath, the library at Taru Maaj
was lost-buried. burned, oc perhaps even ripped from the
world and hidden on another plane. legend has it that
the lenses ofthe Luminary sUivived.

Loot the Lumina~The Luminary was an enigmatic
figure who lived a long life. Some ret:ords say the librarian
lives still. guarding the repository (or what remains of it~

Heroes who find the library might be able to steal or win
the lenses of the Luminary.

Gather the Lenses: An old tiefling has been tellJng
a story about a vault hidden near where the lenses of
tM Luminary are kept. He says the lenses have been
dismantled and concealed in a chamber full of valuable
gemstones, all similar in appearance to the lenses. For a
share of gems, he's willing to reveal the vault's location,
but solving the riddle of which lenses are true and ret:on·
structing them is a job for heroes.

85.000 gp
425.000 gp

2.125,000 gp

Polisftl'd (0 a 11I1rmr fl"i5h. /his bron=.e disk n:j1ecl5 /iShr UpIlII
rh05t' dosesl/oJUu. "'omillS thrm (lyairt5f donner;

lvlJ +1 680gp lvl18 +4
lvl8 +2 3,400 gr lvl23 +5
lvl13 +3 17,000 gr Lvi 28 +6
Item Swt: Neck
Enhancement: FonilUde. Renex, and Will
Power (Daily): Immediale Interrupt. Trieser: An ally ad·

jacent 10 you is hit by an attack. E!Ject: The ally gains J
power bonus to all defenses equJI to Ihe amulcl's en·
hJncement bonus untillhe start of your neliCt lurn.

\lost people neyer realiLe the great \',,)IIC ofa Simple
clOak or amilicl. Such magic items arc 1>ccond ollly
to magic artrlor ill ICflllS of defensive worlh. Thc
tnhallcelllellt bOllus ofncck slot item.; improves For·
titllde. HeOex. and \ Viii. and Illost ilems olTer other
benefits related 10 dcfcn!>e or health.

:\.dortlllleni or life 5lI1'i1l.9 music? ('un't ir be boll,!

--- -- -_._-- -_._._--- -_._--

NECK SLOT lTEMS .J
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BADGE OF THE BERSERKER
This tangled knot of teeth, bone, and leathery flesh forms
a screaming savage's face, twisted in insane wrath. Each
piece captures the essence of fallen warriors famed for
their reckless courage and thirst for violence. When
pinned to clothing or armor; the spirit the badge contains
transfers to the wearer, protecting her from the blades
and arrows of lesser foes as she seeks an enemy worthy
of her attention.

Among cellain primitive tribes, shamans fashion these
badges to protect their favored champions, binding the spir­
its of fallen warriors into the fetishes to lend their strength
and insight to that war leader. The badges are worn with
honor, marking that warrior's duty to the tribe.

Explore the Khittean Barrows: In bygone times,
once each generation, the Khittean clans formed into
vast hordes and spread across the land to slaughter all in
their path. Surviving warriors returned with the corpses
of their greatest champions and interred them in great
tombs. It's said that the remains of those warriors can
be used to create a potent badae ofthe berserker, but the
barrows have remained untouched for centuries, because
the champions' spirits guard the dead.

Defeat a Tribal Champion: The Skulltakerclan gained
its name from the members' habit of cutting off the heads
of their victims for perverse rituals. The clan's greatest
warrior is Tusk, a vile ore said to have ogre blood in his
veins, Stories say that when he charges into battle, no
weapon can touch him. They also say that he wears a
badae of the berserker.

CHAPTER 1 I Ma8ie hems

Assassin's Cloak Level 14+

This I'OJumiIl(Jll.~ doal< swallowsyou up, delldellin8 tire sounds
you mal<e <lIltl COIl[eaJiIlH your lII</1'enll'llIS.

Lvi 14 +3 21,000 gp Lvl24 +5 525,000 gp
Lvi 19 +4 105,000gp Lvi 29 +6 2,625,000gp
Item Slot: Neck
Enhancement; Fortitude, Reflex, and Will
Property: When you make a Stealth check, you rolf twice

and use either result.
Power (Daily + Illusion): Minor Actioll. Make an attack:

Close burst 2; Charisma + the amulet's enhancement
bonus vs. Will; on a hit. you're invisible to the target
(save ends).

Badge of the Berserker level 2-

Tltl, feur501ue /Jwlt/l'. mifted from bits ofbollt' aud leMhery
flesh, i,j(ll'ored by those who ,il\'Or /tll<illil lhefin'll to the
euemy.

LvI 2 +1 S20gp Lvl17 +4 6S,000gp
Lvi 7 +2 2,600gp Lvl22 +5 325,000gp
Lvl12 +3 13,000gp Lvl27 +6 1,625.000gp
Item Slot: Neck
Enhancement: Fortitude. Reflex, and Will
Property: When you charge, your movement made as pan

of the charge doesn't provoke opportunity attacks.

,,
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S25.000gp
2.625,000 gp

Bloodgem Shard 11"Vf'll0-

This bloOO·rrd crysfalabsorbs IIle lifrforce ofJvur defeated foes,
boIsfffilr8 )vur dt'ft!ll$CS,

Lvl20 +4 125,000 gp lvl30 +6 3,125,000 gp
Lvl25 +5 625,000 gp
Item Slot: Neck
Enhancement: Fortitude, Reflex, and Will
Property: When you reduce a nonminlon creature to 0 hit

points, you gain a cumulative +1 item bonus to Fortitude.
Reflex, and Will (maximum +3) until the end of the
encounter.

Bralani Cloak Lcvt'! 10+

This dool: lets )',,\1 slip "lrtJu8h "Ie fo/"'i1r1 and ("II IlllOn its
winds ta ilion')UlI ajf tltc8rolllld.

lvl20 +4 125,000gp Lvl30 +6 3.125,OOOgp
lvl15 +5 625.000gp
Item Slot: Neck
Enhancement: Fortitude, Reflex. and Will
Property: You gain resist 15 psychic.

level 30: Resist 20 psychic.
Power (Daily + Teleponation): Move Action. You teleport

a number of squares equal 10 your speed + this cloak's
enharn:ement bonus. You don '( have (0 end the teleport
on the groulld, You gain a fly speed of B (hover) unlit the
end of your IleJlt turn.

Chaos Cloak I",wi 14-

Thi> dook is bnshlly colored and c(J'I'('J'fd in nodules.liuthr
s"in ofa dalld. and its effects an"just as CMolie,

lvl14 +3 21.000gp Lv124 +5
Lvl19 +4 105,000 gp Lvi 29 +6
Item Slot: Neck
Enhancement: Fortitude, Reflex, and Will
Property: You gain resist 10 to all damage. from elemental

creatures.
lM/24 or 29: Resist 15 (0 all damage from elemental

creatures.
Power (Dally + Teleportation): Immediate Rl!action.

Tri88er. An enemy hits you with an attack that targets
Fortitude. Reflex, or Will. Effect: Roll a d6 and apply lhe
appropriate result.

1-2: You take half damage from Ihe triggering enemy's
anack.

3-4: You teleport 1dB squares.
5-6: The triggering enemy takes damage equal to the

damage it dealt you.

ChaosdOdk

Cloak of the Desert l"vtI13.

TIlb tan doa1: blt'llds in peifwl)' widl lht' Jeserl s(lIld.

Lvl13 +3 17.000 gp Lvi 23 +5 425,000 gp
Lvi 18 +4 85,000 gp Lvl28 +6 2.125,000 gp
hem Slot: Necl<
Enhancement: Fortitude, Renex, and Will
Power (Daily): Minor Action, You gain concealment until

the end of the encounter ilS sand swirls around you. Until
lhe end of the encounter, you can unleash the sand in
an attack: Standard action; Close burSt 3: targets each
enemy In hurst; Constitution + the cloak's enhance­
ment bonus vs. Fortitude; on a hit. the target takes 1d6
damage I>cr plus and is blinded until the end of its next
turn, If you make this attack, the concealment granted by
this power ends.

Cloak of the Shadowthief level 19+

Cloak of the Bat 1t'W114-

CllAPTEH 1 I ,\laHi,;: Jrc",~

This cloak t'lIwr'lllS )VU in a l"t'iI ofshadows. !l('epins )vur ('n­
emil'S COnSIClll/~' 8uessirIB.

Lvl19 +4 105,ooogp Lvl29 +6 2.625,OOOgp
Lvl24 +5 525,000 gp
Item Slot: Neck
Enhancement: Fortitude, Reflex, and Will
Power (Encounter): Minor Action. Until the end of your

next tum, eilch enemy thaI you have concealment or
cover against grants combat 3dvi1ntage to you.

525,000 gp
2.625,000 gp

+,
+6

Lvi 24
Lvi 29

J)cmlill8 tllis ,'ark hro....n cillO!: leIS )VU p..--rrl.'il'l' the nurld from
II dilferrnt perspt'Cfh"t'.

Lvl14 +3 2looogp
lvl19 +4 105,OOOgp
Item Slot: Neck

Enhancement: Fortitude. Reflex, and Will
Power (Daily + Polymorph): Standard Action. You assume

the form of an ordinary bat and gain a fly speed equal to
your speed until the end of the encounter or until you
end the effect as a minor action. You can't attack, carry
anything. or manipulate objects while in this form. If you
end this effect while you're still airborne. you float to the
ground without taking falling damage.

,
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Cloak of Translocation l ........19·

Courtier's Cape leu·1 S-

MEDALLION OF THE MIND
Medollions ofthe mind were first fashioned by the mystiCS

of Tel lac Moh, an order of psychics and sages devoted to

unlocking the mysteries of the mind. Designed as small

pendants fashioned from nickel-silver with a stylized

eye set with an amethyst disk for the pupil, the medal­

lions were given to acolytes as tools to aid the wearers in

learning the order's methods and practices. They were

reportedly all lost when Tellac Moo was reduced to rubble

and ash, but a few have surfaced now and then, each a

cherished prize from an enlightened time.

Defeat a Mastermind; Though it's unknown how they

acqUire them, mind f1ayers often give medallions of the

mind as rewards to particularly useful servants. Finding

and defeating a mind flayer infiltrator or; better yet, a

mind f1ayer mastermind. would be a way to acqUire such

an amulet.
Locate the Dream of Tellac Moh: Although Tellac

Moh is no more, its dream lives on. Sequestered away in

a dim corner of the Plane of Dreams are the dreams of the

order's finest minds. each held in perfect stasis. Explorers

who reach this distant plane sometimes leave tokens of

respect for their fallen heroes_ It's said that those who

reside there sometimes give a medallion of the mind to

heroes who survive the journey.

425.000 gp
2,125.000 gp

525.000gp
2,625.000 gp

LvlH +5
lvl28 +6

Tlrb .ill'er·whire dO<l~ BUmmers alld .himmer> wlll'n you rele­

porr. lia ml'i?ri tin your enemy'. ahilily 10 locale )1lU.

Lvl9 +2 4.200gp Lvl24 +5

Lvl14 +3 21.000 gp Lvi 29 "'-6

Lvl19 +4 105.000 gp
Item Slot: Neck
Enhancement: Fortitude. Rcfle~, and Will

Property: When you use a telcportatlon power. you gain a

+2 bonus to AC and Refle~ untillhe end of )'Our next rum.

Power (Daily): Minor Action. You regain the use of an en·

coumer teleponalion power thilt you have a'~ady used

during Ihis encounter.

You IUH't' lmmlllllwn co,ifldence while "Ii. >harl si~ cape rull1Hs

from )vur shoulll(·rs.

Lvi S +2 3,400 gp
Lvl13 +3 17.000gp
Lvl1S +4 S5.000gp
Item Slot: Neck
Enhancement: Fonilude. Reflex. and Will

Property: You gain a +2 item bonus 10 saving throws ,Igainsl

charm and fear effects.
Power (Daily + Charm): Immediate Interrupt. TriBBer: An

enemy targets you with a charm or fear power. Effect:

You change the target of that power from yourself to any

other creature within 5 squares of you.

Frostwolf Pelt l1"1It'14~

Demon Amulet l~114·

TIlis ~imple "'Ilulet COIl~isI5 ofII com wrapped lIf'OUlIIll1 chuII,,"

lifWIll! or IlOrtlfrom 11 clemoll.
525.000 gp

2.625.000 gp
Lvi 24 +5
Lvl29 +6

Lvl14 +3 21.000gp
lvl19 +4 105.000 gp
Item Slot: Neck
Enhancement: Fortilude. Reflcx. and Will
Power (Daily~ Minor Action, Choose acid. cold. fire.

lightning. or thunder. You gain ~slst 10 to the chosen

damage Iype unlll the end of the encounter.

The ky whilefur ,iftllis cloak prOle"s Juri ,wlinsr frost.

LvI 4 +1 840 gp lvl19 +4 105.000 gp

lvl9 +2 4.200 gp lvl24 +5 525.000 gp

Lvl14 +3 21.oo0gp Lvl29 +6 2.625.oo0gp

Item Slot: Neck
Enhancement: Fortitude. Rcflex. and Will

Property: You gain reSiST 5 cold.
l£Wl14 or 19: Resisl 10 cold.
l.evcl24 or 19: Rcsisl 15 cold.

Power (Daily): Immediate Reaction. TriBBer: An enemy

adjacent to you hits you. Effl!cr: The triggcring enemy is

knocked pronc.

The Empire of Sand. which ruled over the great desert,

greatly abused the nomadIc tribes that traveled in its

lands. Out of this abuse was born the nomadic people's

greatest hero. Shelani. She rose from a destitute back­

ground to become the most desirable courtesan in the

empire. From this exalted position. she hatched the plot

that brought down the empire and all ofits abuses.

When all the Imperial Mages were gathered in front of

the emperor, Shelani struck with a secret weapon made

for her by the desert witches. Her cloak transformed her

into a swirling sandstorm that flayed the flesh from the

emperor and the mages. With the mages' demise, the

magic that protected the empire from the encroaching

desert was released, and the empire, along with Shelani

and her cloak. was buried under millions of tons of sand.

lamia lair: A group of lamias has taken up residence

in the desert above the buried empire. The lamias have

found Shelani's cloak of the desert and are using it to flay

the flesh of any who come near their lair. Several mer·

chants who have lost caravans to the lamias are looking

to hire someone to take care ofthe problem.

Thaigan's Research: The explorer Thaigan Thorn­

burn learned about a group of ruins on the edge of the

desert. He was on his way to another site and never got

to explore the ruins, but he made notes that both magic

and monsters thrived in the area, including rumors of a

cloak of the desert.

CLOAK OF THE DESERT

ellAt'l "It 1 ,A1081c fle,ns



425,000gp
2,125.000 gp

105,000 gp
525.000gp

2.625.000 gp

85,000 gp
425.000gp 0

2.125,000 gp

+4
+5
+6

+5
+6

Lvi 19
Lvi 24
Lvi 29

LvlB
Lvi 28

llw bllick 8l'm all rhi> thin ii/rer dUlill lurll.S w'lite when Jou're
eXllOSed 10 IllOisolL

Lvl4 +1 840gp
Lvi 9 +2 4.20081'
Lvl14 +3 21.ooogp
Item Slot: Neck
Enhancement: Fortitude, Reflex. and Will
Property: Yoo gain resist 5 polson.

level 14 or 19: Resist 10 poison.
leve' 14 or 29: Resist 20 polson.

Power (Daily): Immediate Interrupt_ Tri88er. Yoo take
damage from a poison auack. Effect: Yoor resistance to
poison increases by 1 5 until the cnd of your next turn.

Pel'"iapt of Wound Closure lcvt'I1'>~

liach hy rli remleli 1IIrOUJJ'1 tills lelillier cord neck/lIce can unlock
II porrlil. 1"1'("0 Orl(" )'I)U hawlI't dl"tt"£led)\'1.

Lvi 3 +1 680gp Lvl18 +4
Lvl8 +2 HOOgp Lvl23 +5
Lvl13 +3 17.000gp lvl28 +6
hem Slot: Neck
Enhancement: Fortitude, Reflex, and Will
Property: You gain an item bonus to Thievery checks to

open locks equal to the necklace's enhancement bonus.
Power (Daily. Teleportation): Minor Action. If you're

grabbed or restrained. you can telepon 3 squares.
level 13 or 18: Teleport 5 squares.
Level 23 or 28: Teleport 10 squares.

Necklace of Keys Lcwll

Orc's-E)'e Amulet LevelS·

Periapt of Proof against Poison Lewl4·

TliiS brinhl re" ,fOlie 011" Holden elwin bleellsJTf'Cly \\'11/'11 )UII
OI'ef{Olne" lerrible il~lll)~

Lvl25 +5 625,000 gp Lvi 30 +6 3.125.000 gp
Item Slot: Neck
Enhancement: Fortitude. ReAex. and Will
Property: You gain an Item bonus to saving throws

against untyped ongoing damage equal to the periapt's
enhancement bonus.

Power (Daily. Healing): No Action. Trl88er. An attack
reduces you to a hit points or fewer. Effect: You spend a
healillg surge and reg<Jin additional hit points equal to
your healing surge value + 10.
leve' 30: Your healing surge value + 15.

11lis amuler. ClJtTsi,ti lin oja "ulnk ere WIlhill II dodl IWUC", IhI,
du- 1~'eT" 10Jorrif')' rou.
Lvl8 +2 3,400 gp
Lvl13 +3 17,000 gp
LvI 18 +4 85.000 gp
Item Slot: Neck
Enhilncement: Fortitude, Reflex. ilnd Will
Power (Encounter): Immediate Reaction. Tri88er: An ally

within 10 squares of you bloodies an enemy. Effect: 1111"
any gains t('mporary hit points equal to 3 + the amulet's
enhancement bonus...
lewl18 or 23: 6 + the amulet's enhancement bonus.
leve' 28: 9 + the amulet's enhancement bonus.

525,000 gp
2,625.000 gp

105,000 gp
525.000 gp

2,625.000 gp

+4
+5
+6

Lvi 24 +5
Lvl29 +6

Lvi 19
Lvi 24
LvI 29

Lvl9 +2 4.200 gp
Lvl14 +3 21,OOOgp
Lvl19 +4 105.000 gp
Item Slot: Neck
Enhancement: Fortitude, Renelf. and Will
Property: You gain an item bonus to Heal checks equal to

the amulet's enhancemelll bonus.
Propeny: When you use a healing power on an ally or

succeed on a Heal check to perform first aid on an ally,
that ally also makes a saving throw agaitlst an ongoing
damage effect.

nit' allll'lhJst pl/l'iI ou tllis nH'dII1li01l8'ows soJ"y when ),our
Ihou8hlS III.h· rool ill lhe mind, ojIhost' IIround )'VU.
Lvl14 +3 21,OOOgp Lvt24 +5 525.000gp
Lvl19 +4 105,000 gp LvI 19 +6 1,625,000 gp
hem Slot: Neck
Enhancement: Fonitude, Renex, ilnd Will
Property: You gain an item bonus 10 Insight checks equal to

the medallion's enhancement bonus.
Property: You can communicate telepathically with any

creature you can see. Those willing to communicate with
you can send thooghts back to you, allowing two·way
comlnunication. This telepathiC communication fulfills the
requirement of a class feature or power that a target be
able to hear you.

Power (Daily): Free Action. TrilJW;'r. An enemy you grant
combat advantage to hilS Of" misses you. Effect: The trig­
gering enemy grants combat advantage to your allies
until the start of your next turn.

Medic's Amulet levt;>19.

lucky Charm l('vel 4-

Medallion of the Mind levl'l 14-

lifesavin Brooch L"vt>ll-
TIlis small while II ud red llitl helllS dlO5f' who St'ek 10 IIhl JUli.
Lvi 2 +1 520gp Lvl17 -'-4 65,OOOgp
Lvi 7 +2 2,600 gp Lvi 12 +5 325,000 gp
Lvl12 +3 13.000gp Lvl2l +6 1,615,OOOgp
Item Slot: Neck
Enhancement: Fortitude, Rcnex, and Will
Propeny: Allies gaiu a +5 bonus to Heal checks to

administer firsl aid to you.

.\Iuukc)"s paw or "'lbMI'SJoot, IhIs lud:)' dlllrm hell's )UTI sn(lfch
\i(lory"jrom Ihe jaws ojdifeal.
Lvi 4 +1 840gp
Lvi 9 +2 4.200 gp
Lvi 14 +3 21,000 gp
Ikm Slot: Neck
Enhancement: Fonitude, Re(lex, and Will
Power (Daily~ No Action. Tri88er. You miss with an auack

or fail a skill check, ability check, or saving throw. Effect:
Roll a d6 and add the result to the attack roll, skill che<k,
ability check, or saving throw.
level 14 01' 19: Roll a d6 twice ilnd add either result.
level 24 or 29: Roll a d6 three times and add any of those

results.



T1MELESS LOCKET ORC'S-EYE AMULET

Shroud of Ravens level13~

PullllllJ rlris dmll/5 bladl 1i(",,11 [m'r )'OH r IWIIIII r'tIlsforms ),ou

illlo a murder of ravells.

415.000 gp
2,125.000 gp

Lvl23 +5
Lvl28 +6

Lvl13 +J 17.000 gp
Lvl18 +4 85.000 gp
Item Slvt: Neck
Enhancement: Fortitude, Reflex. and Will
Power (Daily + Polymorph): Immcdiate Reaction, TrJlJJjer:

You take damage from an atlilck. Effect: You transform
into a cloud of screaming ravens until the stan of your
next turn. Whilc transformed, you become insubstantial
and gain a ny speed equal to your speed. In addition, you
shift a number of squares equal to the shroud's enhance­
ment bonus.

A follower of Gruumsh might pluck out an eye to look
more like the ore deity. By ritually treating a removed
eye, an orc can turn it into a useful magic item and an
even stronger symbol of devotion to Gruumsh. Orcs
waste no words on creatures bearing one of these amu·
lets who aren't followers of Gruumsh-they speak with
their blades.

Slay an Eye ofGruumsh: Ore raiders led by an eye of
Gruumsh who has an orc's·eye amulet are causing trouble
for a nearby village. Heroes are needed to slay the orc
leader, a deed that will earn the amulet but also the
enmity of his tribe and family.

Adventuring Trophy: Word on the street says that a
local adventurer who is a great ore hunter took an orc's­
eye amulet as a trophy from a nearby arc clan. She might
be willing to sell it, or she might be "persuaded" to give
it up.

This platinum disk features numeric engravings, geomet­
ric shapes, and arcing lines on both sides. Opening a clasp
at the bottom reveals a glass face atop a set of gauges.
Each gauge is a circle of runes and numbers arranged
around a central post that has moving hands attached to
it, which point to arone, sigil, or number. Dials set around
the edges allow the user to adjust the hands to different
positions as desired.

A timeless locket is an accurate timepiece that shows
what time it is in the user's location. The locket also steals
a bit of time each day, storing those borrowed moments
for use when the owner needs them most.

Explore the TImeless Sanctuary: According to sages,
the Timeless was an order of mages who had th€ power
to move backward and forward through time. watching or
altering events to suit their purposes. Some calamity wiped
out the order, but stories say that the mages' abandoned
dominions floating in the Astral Sea stll1 exist, and that
limeless 'ockets have been recovered from some of them.

Reach the Plane of Moments: In addition to the Plane
of Dreams, the Plane of Mirrors, and the Far Realm, there
are a myriad of strange realities, pocket dimensions, and
alternate worlds where the impossible becomes possible.
legends speak of one such world where countless golden
threads stretch across inflnity, each a reality in itself. and
the march of history can be seen by reading these strands.
In the thickest tangles, representing those monumental
events that shape the world and reality, strange and terrible
guardians are said to safeguard the strands from tampering.
These beings reputedly guard lost treasures from another
time, including such items as a timeless locket.

Possum Amulet level 23+

Seashimmer Cloak level 13+
Phalllo", ril'ulelS ofWiller slream Iioll'n 1I11s c1odl. and ",III'I!
)uu'rt' su/)/neryel!, Ihe cloall i5 illdislllltluis/Ulblefrom Ihe "·,ll('r
amllllllli.

Death giants and death titans are known for their soul
shrouds, composed of souls they have torn from fallen
foes. Small pieces of a slain death giant's or death titan's
armor can be enchanted to make soul shard talismans,
which emulate the nature of the soul shroud. When an
enemy of a talisman's wearer falls in combat. its soul is
temporarily trapped inside the talisman. This is both a
boon and a burden to the wearer. The talisman's wearer
can release the soul to heal himself. But until he does so,
unpleasant mental Impressions from the trapped soul
seep through the amulet into the wearer's mind, ending
only when the soul is released.

Shard for Sale: Markets in the Shadowfell carry exotic
assortments of goods, including relics of battles both
ancient and recent. Interested parties can track down a
sou/shard talisman by asking the right people, though the
denizens of the Shadowfell aren't too chatty with strang·
ers (or anyone, for that matter).

SOUL SHARD TALlSMAN

415.000gp
2.125,000 gp

Lvi 23 +5
Lvl18 +6

lvl13 +J 17,000 gp
Lvl18 +4 85,000 RP
Item Slot: Neck
Enhancement: Fortitude, Reflex, and Will
Property: You gain a swim speed equal to your speed and

can breathe underwater.
Power(Daily): Immediate Interrupt. TriiJ8f'r: An enemy hits

you. Effect: You become insubstantial until the start of
your next turn.

\VhclI ),ou.rt" defply wVllllllcd. 11115 olllulel sIems "Ifflo", of
blood 10 I,m'enl )uufrom dyillY.

lvl23 +5 425,OOOgp lvl28 +6 2.l25,OOOgp
Item Slot: Neck
Enhanc~ment: Fortitude, Rcnex. and Will
Power (Daily~ No Action. Tri88er: An attack redlKcs you

to a hit points or fewer. E/feet: You are Instead reduced
to 1 hit point and knocked prone. Enemies believe that
you have been reduced to a hit points. and you gain total
con<:ealment from them until the end of your next lurn.

ellAl' ft'.H I I Malf;': lU'ns



Soul Shard Talisman LcvE'l 24+
Ilcul" for ils size, lhis blad.. IIIi'MI pendam l'maruill'S d lOisp ofblur smollc 11'111.'11 d SOIlI is Irappel! inside II.
Lvl14 "'5 525,000 gp lvl19 +6 2.625,000 gpItem Slot: Neck
Enhancement: Fortitude, Reflex, and Will
Property: Whcn you reducc a nonminiOfl enemy to 0 hitpoints. this taUsman gains a charge, There is no limil 10the number of charges it cao gain. but it resets to 1 chargeafter an extended rest.
Power (Dally + Healing): Minor ACtion, You expend 1charge from this talisman and regain 3d6 hit points plusadditional hit points equal to 4 times the number ofcharges remaining in the talisman.
level 29: 3d8 hit points plus 6 times the number ofcharges remaining in the talisman.

Talisman of Terror Lf'V,,17'
This amull'l/lepiCls (.I face ",illl an erllll'~iollflf II bjl'ci Il'TrOr.
Lv! 7 +2 2,600 gp Lvi 22 +5 325,000 gpLv!12 +3 13.000gp lvl17 +6 1,625,000gpLv! 17 +4 65.000 gp
Ilem Slot: Neck
Enhancement: Fortitude, Reflex, and Will
Property: When you usc a fear power, each largellakes a -1penalty to saving throws against any ongoing effects of thepow,,,.
leve/12 or T7: -2 penalty.
leve/22 or 27: -3 penalty.

Timeless locket level 14-
This8oldl'n lod/I'I IlrI'IS)111l makr rIJI' mosl 0111 of1'/1(11 11101111.'111.
Lv!14 +l 21.0OOgp Lvt24 +5 52S,000gpLvl19 +4 105,OOOgp Lvl29 +6 2,62S.000gpIlem Slot: Neck
Enhancement; Fortitude, Reflex. and Will
Property: You gain an item bonus 10 iniliiltive che<ks equal10 lhe locket's enhancemenl bonus.
Power (Daily~ Minor Action, You take a standard action.

--- --- -_.__ .__.-.-----

R1NGS
l\jlf!r c1lOosilllJ 111'0 rill85 ofpower mreflllly, aclvl'llfurersofren II'l'ar II number ofodler '1OIlIllllt/iml rillBs fa c1issuise/hrfacl rlUll lire)' /1 re III11HicallJ' e{lui",,!.'''.

A magic ring is unobtrusive, easily e~pl::lincd ilWil)' asmere jewelry. and portahle,
Most rings ha\'c a property or a power Ihal

impro\'es whelllhc wearer reaches a milestone.
Beyond that. rings vary widd)'_

Alliance Band Lt vt'l 1'>
This sihv riny is II15el uidl ((.Implex inlcrlocbl'8 /Ieconll iansand "rol'ian he/IU1I8 10your (11lil'5..
Item Slot: Ring 25,000 gp
Property: When you use your second wind, onc allyadjacent to you regains 10 hil points.
Power (Daily + Healing): Minor Action. You spend ahealing surge but regain no hit points. Instead, one allyadjacenl to you regains hit points equal to your healingsurge value.

If you've reached at least one milestone today, the allyregains additional hit points equal to your level.

Crown of the Dream King Lt'Vi'I15
'J1lis ornate Jio/den rhl8 looks lil:l' a lin)' crown. coml,lefl' lI'irhlIIiniallirejl'wds.
Item Sial: Ring 25,000 gp
Property: You gain a +1 item bonus to all defenses <lgainstillusion or psychiC po~rs.
Po\W'r (Daily); Immediate Interrupt. Tri&Jer. You are hit byan illusion, a psychic. or a sleep power. Effect: You gain a+4 bonus to all defenses against the triggering power.If you've reached at least aile milestone today, thebonus to all defenses lasts untillhe end of your next tUTtI.



Dauntless Champion's Ring levc.l30

Supemill, 10kJwric, <Hili Bilrllzhllil dWrilctrrs el1lW;'le iloolll
rhis thick milhml blllld. rellrmnsillS themselves whenlhe rinv's
tlhl,lJic is ilethmed.

Item Slot: Ring 3.125,000 gp
Property: You gain a +4 item bonus to your healing surge

value.
Power (Daily): Minor Action, If you have expended all of

your encounter attack powers, you regain the use of olle
of them. determined randomly.

If you've reached at least one milestone today and have
expended all of your daily attack powers, you regain the
usc of olle of them, determined randomly.

Death Song Ring level 19
'111l' soft son/Is ehmueil by lhis rina in rillles of tJ('ed lire of
Ihasc buried "Ii\'(', hummed wilh faili1l8 brelU fl fa hold off thc

filial ni8'u.

Item Slot: Rillg 105,000 gp
Property: When you make a death saving throw, each

enemy within 3 squares of you takes 5 necrotic damage.
Power (Encounter. Necrotic): Immediate Reaction.

TriBBer: An ally makes a death saving throw. EfJiXt: One
enemy within 3 squares of that ally takes 10 necrotic
damage.

If you've reached at least one milestone today. each
enemy, instead of one. within 3 squares of that ally takes
10 necrotic damage.

Death Spiral Ring level 16
Tlris dn8's dizzyi1l8 billel.> spiruls scelll 10 bend splICe amI fi me.

Item Slot: Ring 45,000 gp
Property: You gain resist 5 necrotic.
Power (Daily + Teleportation): Immediate Reaction.

Tri8.fler: A creilture within 10 squares of you drops to °
hit points or fewer. Effect: You teleport into the creature's
space or to a square adjacent to it.

If you've reached at least one milestone today. you
can use the power a second time during this encounter.
This second use doesn't count as a use of a daily magic
item power.

Grace Ring of Lightning level 14
The Bold lltul silver Welll'e ofIhis ri'I8 is CUI with SI'dTlolill!]
elllllmcls. LiHllitl itl}/ Ilrcs frOlIl it to proreet )'011 whcll rou' rc
inCilplleilll r",1I.

Item Slot: Ring 11,000 gp
Property: You gain a +1 item bonus to saving throws agilinst

daZing or stunning effects.
Power (Encounter): No AClion. Tri8.fler: You are conscious

i1nd end your turn without hilving made an attack duro
ing it. EfJect: One creature within S squares of yOll takes
lightning dilmage equal to your highest ability modifier.

Grace Ring of Prowess level 19

The nil/Hie withi'l this rilly is visible liS II Hold lIt1d siJwr sl'iraL
swirli u8 IlroU1lI1 you r II/md lIttfil it's rdellsed.

Item Slot: Ring 105,000 gp
Property: You gain a +1 item bonus 10 saving throws against

daZing or stunning effects.
Power (Encounter~No Action. TrJ8.fler: You are conscious

and end your turn without having made an attack during
it. Effect: You gain iI +2 power bonus to att<lck rolls during
your next turn.

Grace Ring of Salvation level 14

\Vllell 11(I1't' Jl/lS jled. tltis rinis pulsi tl8 blue slll'l'hire tlli!]lll
r>'Clljllurl'it.

Item Slot: Ring 21,000 gp
Property: You gain a +1 item bonus to saving throws against

dazing or stunning effects.
Power (Encounter): No Action. TriBBer: You are consCious

and end your turn without having made an attack during
it. Effec/; You gain a +S power bonus to your neXI S<lving
throw before the end of the encounter.

Grace Ward Ring level 14

Tllis Iwderslnted 80M mul silver WCIIW hards (l sth'cr of irory
(tITl'ed iuto II rmt/'s IWlld.

Item Slot: Ring 21.000 gp
Property: You gain a +1 item bonus to saving throws against

dazing or stunning effects.
Power (Encounter): No Action. TriBBer: You arc conscious

and end your turn without having made an attack during
it. Effect: You push one creature adjacent to you 1 square.

CROWN OF THE DREAM KlNG
This ring's name comes from a tale told to human children

for centuries. In the tale, a young girl named Sharnanda

rescues the King of Dreams from the nightmares that

haunt his kingdom, and he gives his crown to her in

gratitude. Because the King of Dreams is no bigger than

Sharnanda's hand, the crown is just large enough for her

to wear as a ring, and it protects her dreams from that

night on.
When a plague of nightmares comes to Sharnanda's

town, the ring protects her, and she uses it to rescue a

prince who has fallen under a spell. Together, they defeat

the threat, and as such stories go, they marry and live

happily ever after.
Many suspect there is some truth to this story, sinCe

the rings associated with it seem to have originated in

the Feywild, said by some eladrin sages to be the dream

of the natural world. Some magic'using jewelers in the

world have learned the craft of making these rings. but

their versions are never as lovely as the ones given as gifts

by the eladrin to those who have earned their favor.

A Hop, a Skip, and a Jump: According to a recently

discovered map, a traitorous knight in a magical slumber

lies just on the other side of a portal to the Feywild. It's

dangerous to go there, but a crown of the dream kina is

supposedly among his possessions.

CHAPTER 1 I "'''Iii,: Ifems



Rin of Fearlessness le...d 18

Ring of Guarded Will In ..1}b

'/llis Iremy ,'joM ril18 is set wilh a larne fllIll'lhys'. whuh shim·mers fn i Ill~' wilh Ilea/ins rllU8iC.
Item Slot: Ring 225,000 gp
Property: When you spend an action point, you regain hitpoints equal to your Constitution lnodifler,
Power (Daily + Healing): Standard Action. You spend ahcaling surgc.

If you've reached at least one milestone today. youdon'l spelld a healing surge. You instead regain hit pointsas if you had spent one.

Ring of Focus h·..... l 14

Ring of Heroic Health l('vell1

rllis IHIn.1 is made ofSCUlllft'11 force. Iroc,cusionall)' hUIIIS faillllyill J~lur mind.
Item Slot: Ring 1.125.000 gp
Property: You gain a +2 item bonus to Will.Power (Daily + Psychic): Immediate ReilClion. TrilJ8t'f: Anenemy hits you with an allack that targets Will. Effect:The triggering enemy takes ongoing 10 psychic damage(save ends).

If you've reached at least one milestone today. the trig·gering enemy instead takes ongoing 15 psychic damage:(save ends).

Ring of Enduring Earth lewllO

11lis onlllle IllUl1r1 um IIlld solll blllld is d<J/ll."d willI Sf'l'l'n Il!fferI'llf .<jellls.

Item Slot: Ring 525.000 gp
Property: Yoo gilin a +1 item bonus 10 Will.
Power (Daily): Minor Action. Once per round until the endof the encountcr. you can use a free action on your turnto sustain an effect of yours that requires a minor actionto sustain.

If you've reached at least one milestone today, you cansustain a power once per round on your turn using noaction. rather than iI free aetion.

111is rlrlu iI'ol)' Va lUI wards )'lJll r mindfrom fe(lr.
Item Slot: Ring 2,125,000 gp
Property: You gain a +4 bonus to all defenses againSI fearattacks.
Power (DailYF Immediate Imerrupt. TriiJ8fT. An enemywithin your line of sight makes a rear attack. Efff!Cl: Eachally within 5 squares of you gains a +4 power bonus toall defenses against that attack.

If you've reached at least one milestone today. eachally within 10 squares of you gains the bonus Instead,

,
\\'11ile )1)1( w.:ur this rill,<.f. your IUlllIlwkes 011 ti,e appeardnu of ftSlOlle. si8f1ifj'ill,9 thai J'Ou possess rhe dur.lbilil)· ofcflrrh. -
Item Slot: Ring 125,000 gp
Property: You gain a +4 item bonus to Endurance checks. Inaddition. you gain an item bonus to Fortitude equal to thenumber of milestoncs you've reached today_
Power (Daily): Free AcIion. Tri99er: You're pulled, pushed.slid, or knocked prone. Eff«l: You ignore Ihe forcedmovement and aren't knocked prone.

Ring of Agile Thought l.'vd 10

Ring of Eladdn Grace level 1(,

llris 8o!d1."11 rnmli holds II SIllUI/ dianrOllll hOll'll!lISS, wltidl in·lwrs mcl! lill1(, Ihe rilly is uS('d.
Item Slot: Ring 125.000 gp
Property: You gain a +4 item bonus 10 iniliative checks.Power (Daily): Free Action. If the next encounter altolCkpower yoo use this turn misses all its targets. you regainthe use of that power.

If you've reached at leasl one milestone today, you canapply this power to Ihe lasl encounter attack power youused this tum, rather than rhe next.

Ring of Baulements 11'....1)4

\Vhile you weilr rlris rhl8. Jour llwu,<.flus Sl.·cm d('(1 r'Fr, amI )VUff(Ol'er froll! r11CIIIIlJ allllrh quirkly.
lIem Slot: Ring 125,000 gp
Property. You gain a +4 ilem bonus to Diplomacy checks,In addilion. you gain an ilem bonus to Will equal 10 Ihenumber of mileslones yoo've reached today.
Power (Daily): No Action. Tri88er: An attack hits your Willand dazes or Sluns you. Effect: You make a saving throwagainst the effect that dazed or stunned you, even if asave can't normally end that e«('(t. The effect ends Ifyou save.

Ring of Action Reversal [(V\·! 10

'/lIb" onyx baud makt'S if casier for JVU ro "'11«,,11 Jour "'lIlil1fJsandyoin8s.

Item Slot: Ring 425,000 gp
Property. You gain a +5 ilem bonus to Srealth checks.Power {Encounter + lIIuslonF Minor Action. You becomeinvisible unlil the end of your next tum.

If you've reached at leaSI one milcstonc tod.1y. you alsogain concealment unlil the end of the enmunler.

This steel baml is flln'fd 10 SIIBfll"S1 Ol'llt"lllllions- fI s18" of ilS"mlrelil'" 111118ic.
lIem Slot: Ring 525.000 gp
Property: When you haY<! cover. attackers take a -3 penaltyto attack rolls against you instead of a -2 penalty.Power (Daily + Zone): Minor Action. You create a lone ofprotection in a close burst 2. The zone lasts ulltillhe endor your next tum. While within Ihe zone. you and yourallies have cover against enemies outside the zone andcan move 1 extra square when they shift. Sustoin Mil)(}r.The zone persists,

If you've reached at least one milestone today, you canincrease the size of the zone by 1.

Greater Ring of Invisibility If'vcl }3

11Ie sihw alll180ld wcan~ of II1is ijrllce rill,lJ r('((l lis lilt, III~r"ldryof till! Spiro! TOl\'eT.
Item Slot: Ring 45,000 gp
Property. You gain a +1 item bonus to saving throws againSidazing or SlUnning effects.
Power (Encounter + Teleportatlon~ No Action. Tri88er:You are consdoos and end your turn wllhout havingmade an allack during it. Effect: You teleport 5 squares,

CI-I/\I'Ttlt 1 M<lOic Ifl'IOIS.,-



Ring of the Fallen level 18
'/1Iis Hold rilly is l'Il.qml'rd widl dIe crossed axes symbol ofa
IOrls·delld army,

Item Slot: Ring 85,000 gp
Property: When you use your second wind, you regain

additional hit point5 equal to your Constitution modifier.
In addition, you regain additiOfl<lI hit points equal to your
Constitution modifier for each healing surge you spend at
the end of a shan rest.

Power (Daily + Healing): Free Action. Use this power
during a short rest. You and each ally within your line of
sight regain additional hit points equal to one-hatf your
level when you spend healing surges during that rest,

If you've reached at least one milestone today, the
number of additional hit points equals your level + your
Constitution modifier.

Ring of the Risen level 23
This simple ,:flver rhlil rllIll<rs II CilSlcr for your illlies ro rel'I!'!!
)'ou.

Item Slot: Ring 425,000 gp
Property: When you have 0 hit points or fewer and spend a

healing surge, you regain 2d6 additional hit points.
Power (Daily. Healing): No AClion. Triaser: You spend

a healing surgt!c as a result of an ally's action. Effect: You
spend another healing surge,

If you've reached at least one milestone today, you
don't spend another healing surge. You instead regain hit
points as if you had spent one.

Rin of Sympathy level 1')

Ring of Influence l<"vel ] 1
This orFIale ",hill' acld and sappllirv rillg gruntS)'llU sway ""er
the minds (Ifothl'T5.

Item Slot: Ring 225,000 gp
Property: You gain a +2 item bonus to Charisma·based s"i11

checb and ability checb.
Power (Daily~ Minor Action. Until the end of your rM"xt turn,

you gain a +2 power bonus to auac" rolls agaillSl Will.
If you've reached at least one milestone today, the

bonus to attack rolls increa~s to +4,

,,,
<,,
•<,,

The Imowlcdac scellls as ifil has OlWllYS been Wilhill you, hI
sleml of[Jarllered in Ihe sllll1 flllll' C(J n'el! baml 011 yourjin,'ler.

Item Slot: Ring 225,000 gp
Property: This ring comains one al·will attac" power from

your class. You choose this power when you acquire the
ring and can'l change it later,

Powt!cr (Daily~ Minor Action, UOlil the end of the encoun­
ter, you can use tht!c at-will attae" power contained in the
ring. If you do so, choose one of your other at·will attack
powers from your class. You can't use that power during
the encounter.

If you'vc reached at least one milestone today, you gain
a +2 power bonus to attack rolls and damage rolls wtJen
you use the power contained in the ring.

Ring of Traded Knowledge level 2'

This B<Jl.1 rinn is illiaid with modleT·ofpearl blessed~ priNts
ofoM.

Item Slot: Ring 25,000 gp
Property: When you use the lurn undead p<JWl'I", you can

increase the size of the burst by 1.
Power (Daily): Free Action. TriasCl': You use turn undead.

Effect: Each target you hit with that power is restrained
instead of immobilized,

If you've reached at least one milestone loday, you can
Increase the size of the bursl by 1 (in addition to the In·
crease from the rlllg's propenyl,

Ring of the Zealous lewl 1~

CIJAI'TEH J I ,u"Hic Ite .....

These (o"I'er rin8s are shared by dIOse who 1\'orl< lI'ellloHelher.

Item Slot: Ring 25,000 gp
Property: Once per round, when you save. one ally within 5

squares of you who is also wearing a rins oJsympathy Gill

make a saving throw,
Power (Daily~Minor Action, One ally within 10 squares

of you can make a saving throw, If that ally is wearing a
rins ofJYfJlpalhy, he or she gains a +2 power bonus 10 the
saving throw.

If you've reached at !east one milestone today, you
can instead use this power to grant an ally within 10
squares woo is wearing a rinS ofsympathy a saving throw
(Including the +2 power bonus) against each effed on
him or her that a save can end,



RING OF THE FALLEN

J.

CHAPTl;H I I Mt/Sic 'tl',"S

Centuries ago, a company of dwarf soldiers was gar­
risoned in an outpost at the edge of the frontier. The
soldiers were assigned to guard the edges of civilization
from the encroachment of monsters. When a white
dragon attacked the outpost. the dwarves were driven
away. Ashamed of themselves, they reconvened and went
back to the outpost to try to best the dragon.

The dwarves fought a good fighl. but the dragon was
victorious. Their frozen bodies weren't found until an
army arrived and destroyed the dragon. The dwarves'
military rings were collected and used as special medals
that were handed out for bravery. Since the dissolution of
the army. the rings have dispersed throughout the land.

Burled Cache: Rumor has it that a cache of r;n8s ofthe
fal/e.n is buried deep within a forest overrun by brigands.
The brigands are an uncommon 10l, usrng monsters and
magic to prey on nearby townsfolk. Perhaps the brigands
know where the cache is.

Mad Orade: Divinations have revealed that a mad
oracle in the mountains knows the location of one or
more rinBs ofthefallen. Numerous obstacles and monsters
block the path to the orade, but the promise of one of
these rings would be worth the dangers.

Tltis hillel! rirl}) ofun/mOWII melill brilTS Ilu~ symbol of dIe Hu­
\'t'll Qpcrll ill silrer.

Item Slot; Ring 105.000 gp
Property: You gain resist 1 0 necrotic. and if an enemy's

altack causes you to lose a healing surge. you can take 10
damage instead of losing that healing surge.

Power (Oaily + Stance): Minor Action. Until the stance
ends. you gain a +4 bonus to aU defenses against opper·
wnity attacks from undead creatures. and you don't grant
combat advantage when flanked by undead.

If you've reached at least one milestone today.
you don't provoke opportunity attacks from undead
creatures.

Shadowfell Signet ~I 19

Ring of Windows le-I 18
This simplc \t~)()dl'll rillB allowsyou to 80 plaCE'S llO one dse CUll.
ul1Il jVU rill! use II fO opt'Il/llld close dhlll'mWllal "·Iudoll's.
Item Slot: Ring 2.125.000 gp
Property: When you teleport and no creature automatically

moves Into the sp.."Ice you left. that space is Oiled with a
spatial nux that prevents any creature from entering it until
the end of your next turn.

Power (Daily + Teleportiltion): Free Action. Triwcr: You
use a teleportation power. Effect: Yoo don't need line of
sight to the destination space.

If you'vc reached at least one milestone lodilY. the dis­
tance of the teleportation increases by 4.Ring of Unwelcome Gifting If'vcll]

Rin of Unfettered Motion It''vellO
Wlll'u you use I'lis ri U8. )VU mOl'e so Illl icilly that JOu' t'j. II blur.
Ilem Slot: Ring 125.000 gp
Property. Yoo gain a +4 item bonus to Acrobatics checks.

In addition. you gain an item bonus to Renex equal to the
number of milestones you've reached today.

Power (Daily~ Immediate ReilCtion. Tri88er: An attack
hits your Renex and immobilizes. restrains. or slows you.
Effect: You make a saving throw against the effect that
imlllobili:ted. restrained. or slowed you. even If a save
can't normally end that effect. The effect ends if you
""".

SHADOWFELL SIGNET

111is 8o/d mmdfeeds Oil rh/llt1s lhat assail jUl!, Spill/II}! rllem OUI
em )Vll r ellemy.

Item Slot: Ring 65.000 gp
Property. YOu gain resist 3 against ongoing damage.
Power (Daily):. Free Action. Tri88er: You hit an enemy with

a basic attack. Effect: You transfer one ongoing damage
effect from yourself to that enemy.

If you've reached at least one milestone today,~ can
IISC this power after hitting wlth'lIl at-will attack that
isn't a basic allack.

Many generations ago. servants of the Raven Queen
l3ised a temple within the Shadowfell and called it the
Monastery of Dire Remembrance. It served the goddess
well and helped the dead cast aside the shackles of their
past lives to move on to what lay beyond. The temple's
priests. who were fierce enemies of the undead. forged
Sltodowfell siBnets out of the dark metal they mined from
benealh the temple and used them as tokens of passage
through certain lands of the dead.

Endings come to all things in the Shadowfell. and the
temple was no different. Some say the priests were sub­
verted when they opened the temple's gates to servants
of Veena who came bearing stolen signets. Others say
lhal they dug too deep and woke something that was
best left asleep.

With the fall of the temple, much of its lore was lost,
but a handful of devotees kept the secret of the signets
safe and shared it with those who would strike against
the undead.

A New Blasphemy: Attacks by undead have ravaged a
town in the mountains. The undead have a leader, a female
vampire who carries a black metal ring that bears the
~ of the Raven Queen, enemy of all undead. The Raven
Queen's worshipers are anxious to end this blasphemy and
are looking for heroes who can help them do so.

What OrKe Was lost: A paladin who escaped the fall of
the lemple passed through the area recently. He had one of
those fancy rings known as ShadC1Wfell siBnets and said he
was going to rebuild the temple in the nearby mountains,
but no one ever heard from him again. Of course, a lot of
nasty things live up in those mountains. so no one's been
brave enough to find out what happened to him.



Stone Band level 17
This rin8 i?fllllslllr ""comes more polis/ieilllud illrriCllre~'

wrl'ed emil rillle YOIi use il.

Item Slot: Ring 65,000 gp
Property: You gain resist 5 against critical hits. If you've

reached at least one milestone today, you gain resist 10
instead.

Power (Daily): Minor Action. You gain resist 5 to all
damage until the end of your next turn. Sustain Minor:
The effect persists.

Stormcatcher Ring level 17
'11lis wppcr rifl8'111s a seninB bur no BemSfOJJe. \VIlen you use
thc rinf]. sJlarb jW rhc scninl}.

Item Slot: Ring 65.000 gp
Property: You gain resist 10 lightning i1nd resist 10 thunder.
Power (Daily): Immediate Interrupt. TrilJ.fler. An enemy hits

you with a lightning i1ttack. Effcct: The triggering enemy
makes the attack again, but against itself.

If you've reached at least one milestone today. you
Ciln pick a second enemy within 5 squares of you. The
triggering enemy makes the attack against the second
enemy too.

Traveler's Ring level 18
This ramishcd silver rinn set wirh 11 !luu/e1icil Slollc looh tlllltl­
IlullC. \Vl1cn)t1l< WCllr il. illllBsyoU in rile ri8hr e1irc((iOIl.

Item Slot: Ring 85,000 gp
Property: You gain iI +4 item bonus to Streetwise checks.
Power (Daily): Free Action. You gain a success in iI skill

challenge in which Streetwise is iI primary or secondary
skill.

If you've reached at least one milestone today, yuu also
gain a +5 power bonus on your next Streetwise check
before the end of the day.

Unvanquished Grace Ring le~el14

Tile dislirKlire Hold Illlil silwr weal'l' of llris Bracc rill8 is can·cel
willI feilllICrs.

Item Slot: Ring 21.000 gp
Property: You gain a +1 item bonus to saving throws against

daZing or stunning effects.
Power (Encounter): No Action. Tri88er: You are conscious

and end your turn without having made an atlack during
it. Effect: You or an i1l1y within 5 squares of you call stand
up as a free action.

._.__._-_._-.--. .-.-_._.__.__.-

WAIST SLOT ITEMS ...J

No hero we(lf:i illJirdle. if (Ill)'one Clsks, it's il bell.

\'Vaist slot heins, whether h;lldrics. b<l11dolicrs. belts,
or sashes. arc hard to pill down to ont:: mystiGd

thcme. Many waistline wraps oellellt the health of
the wearer. but some bands serve ot Iler pll fposes alto­

gether. Those belts that hold weapons ur other tools
Gill be enchanted to enhancc those items.

CI(AI'T~.K 1 I ,\1 <l8io: ""ms

Acrobat's Harness level 14
Tilese dOfh stmps lidp yOIl 10 twisl <!Ill! din' Ollt ofdllll!JCroUS
SilllllliollS.

It@mSlot:Waist 21,000 gp
Property: When you make an AcrobatiCS check. you roll

twice and use either result.

Baldric of Assault level 11
TilLs nrar lemher baldrk lefs yOIl Sllpplllllf your (~Iletlly wflell
you uscYOllr aC8is ofasslluh.

Item Slot: Waist 9,000 gp
Property: When an enemy triggers your aeais ofassault

power, you can slide the enemy 1 square and then teleport
into that enemy's space. insteild of teleporting to a spilce
adjacent to the enemy.

Baldric of Shielding level 19

This lll(m:asite-stueldl~d balelric (lids .nJllwhen yuu use )llUr ae­
nis ofshiddin8·

Item Slot: Waist 105.000 gp
Property: When you use your UI.'Bis ofshiddinB power to

reduce the damage dealt to an ally, you gain temporary hit
points equill to the amount of damage you prevcntcd.

Baldric of Time level 6+

ThiS rDunh-textu red belt seems to be wilted in rhe S'lnds of rifue.

lvl6 1,800 gp lvl16 45.000 gp
It@m Slot: W<list
Property: When you roll a 20 on your initiative check.

you gain an extra move action during the first turn of the
encounter.
level 16: You instead gain i1n extra standard <lction.

Belt of Fragile Guard lcvel9

Tltiswid,' lmllzer VllIull0l18hells your SJ..i1l bur WCilkcllS your
rcsilit'tlCC.

Item Slot: Waist 4.200 gp
Power (At-Will): Minor Action. Until the end of your next

turn. you gain a +1 power honus to A( and vulnerability
to all damage equal to half your level.

{kit oflhe wit,h king

Belt of Nourishment level 7
This wtI!fort"ble leather bell is II'Qrked \Vitfl inl(l8C5 off(1)(1.

Sl"!ffs rlult nOli rish )1m.

Item Slot: Waist 2,600 gp
Property: You gain a +3 item bonus to Endurance checks.
Property: You don't need to eat. You must wear the belt for

24 consecutive hours berore this property functions. "e



Belt of the Witch King If'Vt''118
1111' links of lilts slim si!n'r dlaln are separarell by small SIJllerl!5
ofar(anenlhan{e,1 obsidian.

Item Skll: Waist 85,000 gp
Property: You gain a +2 item bonus lO Fortitude.
Power (Daily + Healing): Free Action. Tri.gger: You become

bloodied. Effecr: You regain hit points e<juat to twice the
level of the highest·level arGIne power you have rtOt

expended,

Diamond Cincture level 10"

1111' dilllllolllls all fhis plafiflll/n MII/18mlll 8""'jclrll/lule.
",/lithJVU (li II sacrificefor Ileali!l.

lvtl0 5,000gp lvlJO 3,125,OOOgp
lvllO 125,000 gp

Item Slot: Waist
Property: This belt holds one diamond and you gain a +1

item bonus to Fortitude.
level 20: Two diamonds, +2 item bonus to Fortltudc.
level 30: TIlree diamonds, +] item bonus to Fortitude.

Power (At-Will + Healing): Minor Action. Whcn you usc
Ihis IlOwer, One diamond on the belt cracks and dark·
ens. becoming worthless. You regain hit points as If you
had sl>cnt a healing surge, and the belt's item bonus is
reduced by one, If there are no diamonds on the belt,
you can't use this power. Aheran extended rest, each
diamond destroyed by this power is restored,

Phoenix Sash leH lIS

This brilli'lnf 01"(11181' wrllp rntores 'ifI' '0 ,h... l'llnquiSht••1.
Item S!ol: Waist 85,000 gp
Property. You gili" a +1 j((~m bonus to Foniwde.
Power (Daily + Healing): No Action. Triaqer. An enemy

reduces you to 0 hit points Of" fewer. Effcc': You spend a
healing surge and are dazed unlil the end of your next
turn.

Potion Bandolier levd 8

'rllis wille bmwil It'll/her baldric keeps poriolls ill eMy rellch.

Item Slot: Waist 3,400 gp
Property: This belt Ciln hold up to six potions. You Cilll

relrieve a pOllan from the belt as a free action.

Sash of Heroic Inspiration level 28
ThisJllISh), rlubrvidaed red sash proclaims)1)111' heroislt! to al/.

Item 5101: Waist 2.125.000 gp
Property: When you spend an action point. one ally within

your line of sight can spend a healing surge as a free action.

Sash of Regeneration l~\TI 28

\\'hile )UU 1\'l!'lIr Ihis healy brow" hide sash.JUII llral lit a m'
merl.lous nile.

Item Slot: Waist 2.1 25.000 gp
Property: YOll gain regeneratJon 5 while you're bloodied.

"BELT OF THE W1TCH KlNG :<
w

long ago in the nation of Pak Suth. the king died without l-

an heir. Driven by a warrior tradition and the need for a ...

strong. imposing ruler to maintain the borders, the min·

isters of the kingdom proclaimed that any person who ,J1

could endure a series of daily tests of the body would r­

become absolute ruler.

Many soldiers, generals. and heroes succumbed to the <
trials before Tulari claimed his right to be tested. De.'ipite 3:
his slight frame, he endured each day's test and eventu·

ally became king. Tulari was a great ruler, holding the

boundaries of Polk Suth firmly and ruling wisely. Today,
the legend of the Witch King Tulari remains .'itrong in the

region, and the nation'.'i ruler wears a belt of office-the

same one that Tulari wore when he passed the tests.

Nation In Exile: Much has changed since Witch King

Tulari set Pak Suth on the path to greatness. Today, the

people of Pak 5uth flee their homeland en masse. The

king's lineage has ended, and rebels have stolen Tulari's

belt-or so the rumor goes. What authority remains has

offered a prize for the defeat of the violent rebels that

plague the exodus: the belt ofthe Witch KinS and possibly
rulership of the kingdom.

Political Ploy: The current ruler of Polk Suth needs to

make a political statement regarding her strength and

the nation's direction. She wants to give away Tulari's

belt as part of that declaration, but she requires worthy

recipients so as not to dishonor the Witch King's memory.

To that end, she commissioned the construction of a

labyrinth of dangers, reminiscent of the challenges Tulari

defeated. The labyrinth is all that stands between a group
of heroes and this belt.

Stonewall Belt level 8

rhis rtlII8h ,'Jr.1)' belr wI"<.'rcl! in SlOllr IJlllle~HrtllllS SIIIIJi!it)' to
ils we,lrt'r.

Item Slot: Waist 3.400 gp
Power (Dally): Minor Aclion. You can ignore push, pull, or

slide effects until the end of your next turn.

Waistband of the Grappler L(>ve!13

'111b jclr Hllrd wral' challllek the slrellflfll IImllile rccklt"Sslll!5s of
IItI aCCOlllpli511ed wresl!fT.

hem Slot: Waist 17.000 gp
Power (At-Will): Minor Action. You gain a +5 power bonus

to damage rolls and to grab i1ttempts. but take a -2 pen.
alty to atcack rolls. You also grant combat advantage to
all enemies. This effect lasts until you end it as a minor
action.

Wraith's Cord lewl]O

YOIl brcome wrtlithlil!... when)uu I\'l'ar "lis worn rope wmd.

Item 5101: Waist 3.125,000 gp
Property: When you score a critical hit, the target is

weakened until the end of your next turn.
Power (Dilily + lIIuslan): Millor Action. Untillhe end of

your next turn, YO" become invisible and Insubstantial
and gain phaSing.

CHi\I'TElt 1 I "'''Bic hellls



••

PHOEN1X SASH
Fenelon was an eladrln warrior of the Feywild who was
known for his ability to live through anything. In the war
with the fomorians. he was crushed under a pile of rock.
thrown off a cliff, and speared by the giant warrior Morg­
kash, surviving each and every event. For his ability to rise
from the ashes of tragedy and defeat, Fenelon became
known as the Phoenix.

Fenelon eventually died of old age, and his magic
sash passed into the hands of other eladrin. Eventually it
made its way into the world, where it has been worn by
a number of heroes, though none as worthy as Fenelon.
learning oftnis disgrace, the eladrin seek a fey warrior of
great prowess who (an find and reclaim the sash, return­
ing it to glory and honor.

Reclaim the Sash: The eladrin court has put out a call
for fey warriors to seek out the Phoenix sash. They believe
that it can be found in the hands of a mad arch mage by
the name of Killias, The arch mage has been oppressing
the villagers in a small kingdom in the north.

Fomorlan Clutches: Rumors suggest that Skrad, a
descendant of the fomorian Morgkash, has found the
Phoenix sash and Is keeping it in his stronghold. He guards
the sash closely and attacks any who would take it. It's
also said that on more than one occasion, the sash has
saved his life when fey assassins attempted to kill him.

--- ---_._--_._----~-_.

WONDROUS lTEMS '

Ifyou drillk you llill'(' roo lIJ(ll!y 1I'00uJrOllS il ('illS, you're
WrOlIJJ.ln (rulli, you Iwr(' tooJell' pockers.

The catchall c..tegory for encharued objects. a won­
drOll!> item isn't worn or wielded. and it call h;we
Illvriad enchantments. AdvcllIurers hoard WOIl',
drolls itelllS because their c:lrecl~ cover such a wioe
spectrum ,mel not having the righl olle Call be the dif.
ference between success and failure.

This section described \'ariolls wondroLl!> items to
help yOll our of jams. wondrous lair items 10 enhance
your ha!>e ofoperations, and wondrous tall00S that
are always with you, even ifyollr other items ;,rell'\.

Blessed Book Levell

'!11i5 ICllfher /oJlne. bound in iron und siln'r, cOfllains for mOf'l'
'Iol'ses (hall flalumlry. passi"'l.'.

Wondrous Item 360 gp
Property: This rituill book has the dimensions and weight of

a stilndilfd ritual book, but holds 1,000 pilges.

Deepfarer's Pouch Level ~

ThiS l/ilskinlJOudl hold> tfI01l' "'11lI ir should. indudinso small
hrrlllhins lui,.. Ihm arrnds fwm rhr insillr.

Wondrous Item 1,000 gp
Property: This belt pouch contains 1 hour's worth of air,

which fCmains fresh indefinitely. Once Ihe air in the
pouch has been consumed. you can refresh the supply by
exp<King the open pouch to any suppfy of breathable air
during a short rest.

Ghostlight Candle Levell S
Tills plaill whir.. WIIX amdle can bu rtl {'\'('ry day ",ilholll

dirninisliin8'

Wondrous Item 1 5.000 gp
Property: This undle sheds dim lightl squ.lres in all dir­

ections and never burns down (bm can be extinguished~

Power (Daily): Standard Action, Use this power while the
candle is lit, Unlil the end of the enCOUllIer, crealures
within 1 squares of the comdle lose ,he insubstanlial
quality and com', become invisible.

Horn of Dismissal L('~('ll}

T/l(' soUthl ofrhls black,slllddcd ImJflzc hort! tlispds W!~lImlioIlS.

Wondrous Item 13,000 gp
Power (Daily~ Standard Action. You end each conjuration

within 3 squares of you.

loun's Parchment le~ll

TItis Illill S/lI'el lifbro1l2(" rhe siu of If roll of1!llrch men/. is em
bos:;ed wilh /olln's 'yl1ll!ol ill olle conll'r.

Wondrous Item 360 gp
Property: This material can be wriuen on like paper or

varchmenl. and the Wl'"iting un't be etased umil the
parchment's owner wills it blank. II's flexible enough 10 roll.
Creilling a ritual scroll using this item fills it with text. btll
t<lkes hillf the usual time. Once the ritual Is performed, the !
piece of IlKlns plJrchmenr turns blank and can be reu'ied.

•



GHOSTL1GHT CANDLE
The shadar-kai's service to the Raven Queen has earned
them numerous enemies over the years. One of the most
f)ersistent foes was Antala longscar. a priest of the Raven
Queen who strongly disagreed with the shadar-kai's
philosophy and methodology and who had stymied a
number of their plans. She was enough of a thorn in their
side Ihat the shadar-kai felt she deserved an accelerated
audience with the goddess she and they both served.

Antala spent her life dealing with regular visits from
shadar-kai assassins, and she developed a number of
defenses and protections to minimize their threat, Includ­
ing the anast/isht candle.

Internal Matters: The shadar-kai are as given to politics
and inflghting as any other intelligent people. A caravan of
them arrived in town with a number ofSnos1JiSht candles
and other treasures. These shadar·kai are willing to use
the candles as payment for escort to someplace safe, but
others of their kind are willing to pay a similar price to
see that the caravan doesn't leave. One way or another,
these events offer a good chance to acquire one of the
candles.

The Light under the Hill: Every night for the past 10
}'(!ars, the light from a single candle has been seen from
the top of a hill outside town. Stories say it's a ahosdiahr
candle, iii by a girl trapped by the fey, who Is badly in need

of rescue.

Map of Unseen lands tP\lt-1 7

Ilnnl'd..d b), II sliml)' ,;£roIllube. lhis Shl'f'l of I'('UU III is rh\'lc.J
lIith symbols of frm"l.'l: 1m80" wheels.footsleps. Illld mfls-

Wondrous Item 2.600 gp
Property: You gain a +2 ifem bonus to Nature checks and

Pcn::eption checks to navigate through areas mapped
by lliis item's power (including checks made during skill
challenges).

Power (Daily); Standard Action. You command this map 10

redraw Itself, depicting the surface area within a 1 Q·mile
raclius around you. The mOl\> doesn't go into precise
detail, but it's accurate. It shows only aboveground ter­
",in, not underground areas.

The map includes the following features:
+ General terrain fe.atures, such as mount.ains. rivers. and

lakes:
+ Structures 5.000 square feet or Larger in size;
+ Structures important for travel. such as bridges and

portals:
+ lairs of creatures that are signiflCilnt threats:
+ Names or general descriptiOns for any of the above

feiltures, if such information is well known.
The sketch remilins on the map untUthis power is used

ag<lin.

HORN OF DlS'M1SSAL
The conjurers of the group known as the Immaculate Star
enforced their will through a virtual army of magic crea·
tures composed of cool blue flame. With such troops. a
small number of conjurers were able to conquer the city of
Alb and hold it for over a year. Their yoke was thrown off
only when a resistance group managed to put an enchant­
ment on the great bell of the cathedral. When It sounded,
it shattered, but the note dispelled the phantom army in :s
the city. Shards of the bell were forged Into a variety of
weapons to use against the conjurers, including horns that
had an enchantment similar to that of the original bell.
Within a few months, the Immaculate Star was no more.

The pieces of the original bell have long sInce been
used up, but clever artisans have found ways to duplicate
its functionality.

Immonallmmaculate: The Immaculate Star analyzed
some of the weapons made from the bell in an attempt to
counteract their effect. They were unsuccessful, but even
now immortal summoned guardians stand watch over
their empty laboratories. A map to one ofthese locations
has surfaced-a real flnd. if it's accurate. Perhaps one of
the labs holds a horn ofdismissal.

Ribbon of limitless Questions te~1 1]

\V!lru lliis bllle. sUlly ribberl is unrolled. (lllC\\' llues/ion IIppe/lr.­

011 if i rl 8'm';no 8QIII (md sih"r ru tit'S.

Wondrous Item 17,000 gp
Property: When you perform a divination rilUill thilt illlows

you to aslc a number of questlon~ such as Hand of Fate.
Speak with Dead. or Consult Oracle. you can ask one extra
question. This effect can anow you to exceed the normal
maximum number of questions allowed.

Power (Daily): Free Action. Tri88"r. You fail an lntelligeoce·
or Charisma·based sklll check during iI skill challenge.
Effea: Rerollthe skill check with a +2 power bonus and
lise either result.

RlBBON OF
Ll'M1TLESS QUEST10NS

legend says the flrst ribbon of limitless questions was
inscribed on cloth woven by Corellon. the ink mixed from
golden sunlight and mithral dust. Even if this tale is true,
most such ribbons are considerably more modest.

The questions that appear on a ribbon are useful in
many ways. Some present questions the ribbon's user can
ask of someone else. Other questions are directed at the
ribbon's holder, and prompt him or her to thInk about a
situation and come up with new solutions.

A Temple's Gift; Few ribbons of limitless questions
are found in the hands of normal people. The majority
of these magic items are held by high priests in various
temples, especially those of loun and Ve<:na. One way to
gain access to a ribbon is to convince the priests of such
a deity that it will be used against their enemies.
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Seed of War level 1 S

'Vhell you rdeilse this blrld~ rm'lrlillwrn. II 8rows inla afierce
soldier.

Wondrous Item 25.000 gp
Power (Daily + (onjuration): Standard Action. You con­

jure a Medium metal soldier. equlpl>cd with sword and
shield, by tosSing this item into an unoccupied square
within S squares of you. The soldier occupies its square
and can be attacked. It shares your defenses with a +2
bonus to AC and Renex. II has hit point'> eqU<lI to your
healing surge value. When it takes damage. you can
spend a healing surge as a free action to negate that
damage.

The soldier Is treated as one of your allies., can nank
enemies. and deals 10 damage to an enemy adjacent 10

it that is hit by an ally's attack. As a move action. you can
cause the soldier to shift 1 square or move 4 squares.
When reduced to 0 hit points. or at the end of the en­
counter. the soldier disappea~and the seed ofWllr reap'
pears in its square.

Vagabond's Die lewIS

This lIit is well used-die illlllD('S on i15 foc('S ore aimOSI worn
aWll.l~

Wondrous Item 3.400 gp
Power (Daily + Varie$~ Minor Action. You target a crea­

ture of your choice within 10 squares and roU a d6.
,: Drunkard's MUD. The target takes a -2 penalty to attack

rolls UlltU the end of It'> next tum.
2: Gomb/er's Dke. Roll a d20. If the result is even. the
ta~t takes damage equal to the result. If the result is
odd. the target regOlins hit points equal to the resuh.

3:jesler's Choir. The target fOllls prone.
4-5: So/dier's Fisi. The first attack thOlI hits the target be­

fore the end of your next turn deals 2d6 extra damage.
6: SlOrm's Fury. The target and all creatures adjacent to it

take 1dl 0 lightning damage.

Versatile Spellbook level 11

The pa8es of rIlls spdlbook 'I re mt18i(1l1ly Ircaled. allowi nB JVU

II) qllickly dmw e/lt Iheir Meane I'0\\"er.

Wondrous Ilern 9.000 gp
Property: Wizards can use Ihis ilem as 01 spellbook.
Power (At-Will): Free Action. Tr;88er. You finish a short

rest. fifeCf: Replace olle wizard ulillty power you pre·
pared with a wizard utility power of the same level or
lower from your spellbook that you didn't prepare. If it's
an encounler power, you must replace it with another
encounter power, and if it's a daily power. you must re­
place It with another daily power.

MAP OF UNSEEN LANDS
When a map ofunseen lands is activated, it plots out the

nearby area, with excellent accuracy but poor detail. Fol·

lowers of Avandra, deity of travel and adventure, claim

that maps ofunseen lands call upon her knowledge. Others

say the maps flow from the memories of people (living

and dead) who have visited the area, pulling on psychic

ties that still Hnger.

Wealthy connoisseurs who understand magic items

seek out different maps ofunseen lands, since each draws

maps in a unique artistic style. Some items use jagged
lines, others produce thin strokes; in a few, the maps

bleed out into the vellum like ink washes.

The Halfllngs' Reward: Tribes of river-wandering half·

lings carry maps ofunseen lands as they explore new area~

Despite the maps, the small ones wind up in dangerous

places quite ohen. In fact, a brother and sister recently

went missing near some old ruins. Whoever helps them

out might be given a mop of unseen lands as a reward, or

they might collect one from one of the halflings' corpses.

if the aid comes too late.

Beg. BarTOW, or Steal: The merchant Phineas Ollune

is proud of his collection of rare items. which Includes a

map ofunseen lands. Unfortunately for those who covet it,

he refuses to sell It. Phineas lives in a town full of super­

stitious folk, and rumors abound that he is a werewolf.

Whether the rumor is true or not. this information mighl

be used to persuade him to give up the map.

Whistle of Warning levelS

'nJis smull. II rm.·rrIn rlmb!e'/0(JI.:iu8 sill"er whiSlle 8tl'esc off 11 shrill
twi~ wlll'n salimiI'd.

Wondrous Item 3,400 gp
Power (Encounter): Minor Ac;tion. Each ally within 10

squares of you who can hear the whistle can shifl ,
square and draw a weapon or retrieve an implemenl as a
free action.

Woundstitch Powder level 1

This \l'orn leu'Iter pouch COlllui 115 (/ 1/lllllltily of l!fe-sllvitla J1!I·
loll' powder.

Wondrous Itenl 360 gp
Power (At-Will): Standard Action. You sprinkle this dust

on an adJacenl dying crealure. That creature stops mak·
ing death saving throws unlil it takes damage. and any
untyped ongOing damage on the creature ends.
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WONDROUS LAIR ITEMS
Lair items arc a class of wondrous ilCIIl that adven­
tucers Ciln add 10 their base ofoperations (or -Ialr-).
Unlike most magic items. lair items aren"' portable;
they mllst be left behind when;J hero goes ("-xpJoring.
They provide comfons \\ hen the party rClUrn~ home
afler a difficult adventure. and a hOllle-field adv:Jn­
(age against enemies who would dare aS~llh them in
their S:lnctlllli.

Alchemist's Workshop ll'H'18
Th& SCi offools. \!o'OrIIMble. lillis. beallers. djSlillery~ alld oilier
lIkhellliwl 'lI'lmrnlu$("S" is r"dllll1lt·d 10 llill ill ,Ill' erell/ioll of
llO\\'erfiJr (IkhclIliwl ifcm•.
Wondrous Item 3,400 gp
Property: When you use this WOf"ltshop to create alchemical

items. you can <reate items of a level equal 10 or less than
your level + 1.

All-Seeing Eye Levell]
This lIluhifact'lcd di/.l1l10lld is usulll~' plaud ill rhe t')1! soclrt'tofa SlIIlI.lC or (Ill illol. or mop II tripod rlUlI O\'erlool1s II room. I.
5I'l.'S ull and rcpans b(ld.. !O ilS mas'..r whar il IFllms.
Wondrous Item 325,000 gp
Property: This eye can see invisible creatures and objects

within 10 squares of it. When a creature enters lire eye's
line of Sight. the eye telepathiully warns its owner of
the creature's presence and provides a description. II can
communicate with its owner across planar boundaries.

Arcane laboratory lcw-Il]
Sririb ojp(lSI arcane masrers art bolltu/to rhis well equi/lred
labonuory. TIldr (I id III/Oil'S you to rrfMl.ls rOllr U1(I8k for orlrer
purpoSN".

Wondrous Item 415.000 gp
Property: When you spend 14 hours studying in thiS

laboratory. you can replace one i1rcane f'OW('r as if you hOld
gained a level and fCtrained. After you use this property,
you can't usc it again unlil you gain a level.

Austere Dojo lcw>l 1 i
nlis dajo is colllp!e,.. willI plinc/linE l1ll8S' a weapon rack.
fencilllJ e1iuiplllcm, and rmillinn alltomatOtls lrupnosserl willi
rile !",rsonali'ies ofhisIOI:)"s ,!Viales, mLlsters. \ \ 'orl-injj willi
rht'lll allows you '0 "'JocusJuurflJjhlins style.
Wondrous Item 415.000 gp
Property: When you spend 14 hours in training at the dojo.

you can replace one martial power as if you had gained a
level and retrained. After you use this property. you un't
use it again until you gain a level.

VAGABOND'S mE
This stone die with a symbol on each of its faces is car·
ried by well·traveled tricksters who court lady luck.
Gamblers use a vosabond's die as both a randomizer and
a item to wager in games of chance, so a die could pass
from person to person repeatedly. Exceptionally lucky
gamblers (or exceptional cheats) amass a sizable colle<:,
tion of these dice.

Some people who carry a vosobond's die consider it a
tool oHate and use it to make de<:isions on what course
of action to take. Each face's image has a theme.

Drunkard's MuS: The image of a frothing tankard repre·
sents leisure and friendship. You should take some time
to relax, and visit a tavern If you can find one.

Gambler's Dice: This face implies risk and fate, and sug­
gests that you should take a risky course of action.

Jester's Choir: Buffoonery and foolishness are symbolized
by this image. Don't take things too seriously right now.

Soldier's Fist Strength of arms can solve a current prob·
lem. Two faces hold this symbol-if you make decisions
using this die, be prepared for a lot of fights.

Stonn's Fury. The sublime palNer of nature is represented
by this face. Spend some tlme outdoors. and explore.

The Arcane Cheat: Audren, a gambling wizard, is
rumored to have never lost a game of chance and has
acquired at least a dozen WJBObond's dice. Of course, rumors
abound that he cheats. Whoever discovers his secret might
be able to defeat him and claim a vosabond's die. The
rumors don't indicate whether or not he's a sore loser. ...

Bed of Rapid Rest Level 4
This (OrrifOflable bell spt'c.-ls your 1"1',1 bill is toolaroe 10 (Uri
arouml ill the Junyooll.

Wondrous Item 840 gp
Property: When you take an extended rest In this bed. you

Gill spend 4 hours (Instead of the usual 6) lO gain the
benefit of that rest,

Brilliant Scrying Basin 1.. \('1 11
Till! brillilln'~' dear \I'alfT ofIllis larne bronze 005in wear!r aids
scryill,'} ritlllll,.

Wondrous Item 13,000 gp
Propeny: When you use this basin as a focus for a scrying

ritual. the duration of your scrying $Cnsor increases by 2
rounds.

Cask of Liquid Gold te...el I
'nlis (a.~l- am'airb a nn"t"r·en,/i,'8 slll'lny ojdl\'an"l'll alt.
Wondrous Item 680 gp
Property: At the start of each day, the cask fills to Its

full volume with dwarven ale. Any ale taken from the
usk evaporates if it has not been consumed when the
usk refills,
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Chandelier of Revelation Le~t'J ]4

This chllllJelin rt'l'..ak "ml which is hMdt'l in Ihe room.

Wondrous Item 525,000 gp
Property: You can command (his chandelier 'a shed bright

light either 10. 20. or 40 s<luares in all directions as a
free action. Within that area. creattlres can't benefit from
concealment or (otal concealment.

Deceptive Scrying Basin level 16
This l'fched sill'er bashl makes il 1II0Tl' difficub for CI'Calurt'S ),ou
OOseTl"e 10 lINea .Ivur pryintf Sou.

Woll<!rous Item 45,000 gp
Property: When you use this basin as a focus for a scrying

ritual. creatures take a -5 penalty to checks to notice your
scrying sensor.

Dimensional Anchor level 16
TIlis Slalue appeaN in many 8uiSb. hUI ClUh binds nearby CIl'II
lun'S to their locolions in dre world.

Wondrous Item 45.000 gp
Property: Any creature within 10 SqUilres of this statue can't

teleport.

Diplomat's Table le\lel11

This majestic Jarhmod table e"llIlncl'S Jour poslllon in
lIe80,I(l/io'15.

Woll<!rous Item 13.000 gp
Property: You all<! your allies gain a +3 item bonus to Bluff.

Diplomacy, and Intimidate checks during skill challenges
while sitting al this labIe.

W'H1STLE OF WARNlNG
These whistles have been used by bodyguards and watch
soldiers for generations, so it comes as a surprise to many
citizens that they were first created for use by thieves.
When a particularly brutal conflict between two halfling
crime families spun out of control, each side invested
in magic to tip things to their ad\lantage. One clever
member conceived the whistle of worninB to protect the
family from ambushes.

The feud continued to escalate until the two crime
syndicates discovered that the entire conflict was being
prolonged by the artificers who were providing each
side with magic items. The enemies reached a truce and
shortly thereafter assumed joint control over the magic
item market in town.

Good Doggie: The local lizardfolk have been get·
ting more aggressi\le lately, and one of their leaders has
been using a distinctive-sounding whistle to direct his
"hounds." Perhaps it's a whistle ofwarninB.

Watching the Watch: The city watch might be cor­
rupt to some degree. but its members try to do their
job, at least until they come across something they can't
handle. Well, "something" has been eating people and
leaVing bits near the south canal. The watch doesn't have
the personnel to deal with it or the cash to pay heroes.
But it can arrange for some supplies, including a whistle
ofwarninB. to go off the books if the problem stops.

CIIAPTEH. I I ,llagic 11(""$

Door of Alarm l ..v{'ll

This sceminsly innocuous door issues II 51ITi!l a/llrm ",hen all

u"hlo",11 uelllurt wallls IImJuJjl1 II.

Wondrous Item 520 gp
Property: You can spend 1 minute to attune any number

of individuals to this door. When a creature other than an
atluned indi\lldual walks through the door. a shrill alarm
sounds and doesn't stop foc 1 hour. until that creaLUre
leaves through the door. or you command the door to be
silent.

Door Warden LevI'Il1

The IlTJlIIml'llhllfirce on IIlis cloor llllerrot/lUes arul iII/minus
)tlU r I'l,i IOrs.

Wondrous Item 13,000 gp
Property: Cast In the shape of a face. this door ornament

Is aware of its surroundings and able to speak. When you
install a doot'worden on a portal. the door gains resist 10
to all damage aoo 40 aclditlonal hit points, and can be
opened or closed at will by the warden as a minor action.
The door worden judges when to open the door or keep it
sealed based on your instructions and can communicate
with you telepathically if you're on lhe samc plane.

Feast Table Level 9
111is ma,qnijlcenl 1Vlltld oa~ /(Ivre !'eMS !we"'/' amll'lVIidl'S a
nuwnijlcnll banquelfur all presem.

Wondrous Item 4,200 gp
Power (At·WiII): Slandard AClion. A delicious feast for
tWi,ll~ people appears on thc table.

Power (At·WiII): Standard Action. All remnants of the
feast \lanish, and the table sparkles with cleanliness.

C..slr ofliquid8old and ,·a9I1OO'ld's dice
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Gorgonblood Morta,. L('velll

Illll'8rllllll8 lllis SJ'I'dnl mOrlar inlo )uur wallnrlllllS il a mela­
physu-al dl'nSl.'ness.

Wondrous Item 325.000 gp
Property: You can use this mortar in the construaion of up

to 10 contiguous squares of a wall. Creatures that have
phasing an't pass through walls so constructed.

Holy Shrine l~1 13
Jliuor uIli./ds aUclld lhis shrine, antrnilliJJOU 10 refocus )UUr
JRint' powerfor mlll'r purposes.

Wondrous Item 425.000 gp

Property: When you spend 14 hours in pmyer at the shrine.
you can replace one divine power as if you had gained a
level and relr..ined. After you use this property. you GIn't
use It again until you gain a level.

loadstone Statue l"'vel14

This SIll rue ImHlUy tallt·s the form ofa 111"11 ifIHl/mUIl Cr(llIdlCiI
ill a1//ifensh'l' Slall(('.

Wondrous hem 11,000 gp
Property: Any creature within 5 squares of this statue can't

shift.

Property: Any marked creature within 5 squares of this
st,uue takes a -3 penalty (instead of the normal-2 penalty)
to auack rolls when making an attack that doesn't include
the creature that marked it.

Magic Drawbridge l('-\'cI13

This iron-D.:lIldtJ drul\"bridnc resizes 10fil dIe poTlal ir's "laud
ill. llll'n rniSl's or lolO't'f'S lOith a sinaiI' l.urd.

Wondrous Item 17.000 gp
Property: You can command this drawbridge to raise

or lower as a free action. You lIIust be able to see the
dmwbridge to activ<lte it. and it neither rises if any
creature is on it nor lowers if <lny creature is under it.

Magic Weapon Rack lelo'el2S

rllis /reilly (/(Ik II'cal'0/l mcl.- redlllracs WCIlPOIlS mul il1l,,/emeurs
srol1'/l 0/1 ir.

Wondrous Item 625.000 gp
Power (Daily): Use this power during a shon rest. The

dilily power of a Single weapon or implement stored on
the rack is recharged.

Mirror of Deception ll,\,d 18

\\'hm)uu slllIrd before this wrou8'lf iron fmmed mirror. )UU
nm challne)uur looh 10 fl'j/cet )vur en'')' wllim.

Wondrous Item 85.000 gp
Power (At-Will + l/Iusion): Standard Action. You g<lin the

appearance of a member of <lny humanoid race of the
same size category as you. Your clothing and equipment
..her appearance as)'Ou desire. The iIIusk>n doesn't alter
sound or texture. so a creature listening to you or touch.
ing you might detect the illusion. The illusion lasts until
you leave the I<lir where the mirror resides. or until you
end the effect as a free action.

Ritualist's lectern level 12
TIIb: Ireal)" Itak !eell'm is ell8rm'eJ with rUlles alld JXIrrcrns of
arcarw po,,'t.'r.

Wondrous Item 13.000 gp

Property: When you use Ihis leaem to master a ritual.
reduce the time necessary to 4 hours, and you can m<lster
rituals of a level equal to or less than your level + 2.

Power (At-WiII~Standard Action. Use this power before
performing a ritual that you have mastered. Performing
the ritual takes half the normal time. This power has
no effect on the time it takes 10 perform a ritual from a
scroll.

Sacred Glade level B

This deari1l8 surroullds II SaCfI'lllrce. 'Vllell Jl'lU medilirte by
lIre rn'e. JVU W II nio.:us ),our prima/ llOlI'er$.

Wondrous Item 425.000 gp
Property: When you spend 24 hours In contemplation In

the glade. you C<ln replace one primal power as If you had
gained a level and retrained. Aher you use this property.
you can't use it again until you gain a level

Shiftstone lewl8

HIli/di'lS tlk'SC SIOIll'S intoJOllr home ITIIIOI't'5 haml/1011Is from
lOlluld-be hlln/deTS.

Wondrous Item 3.400 gp
Property: The DC of Athletics che<ks to climb a building

incorporntlng shiftstone increases by 10. To gain this
benefit. a house requires one batch of shiftstone during
construction. a mansion requires five batches. and a castle
or larger structure requires twenty·flve batches.
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Shining Sundial Level 10

'Illis 8('111 slmMl'd sihw sundial rl'jlrm li8111 brillillflll): Illllpl!fY·
illi) r(l(limll ~(fl'(ls.

Wondrous Item 5,000 gp
Property: This sundial must be pl<1ced in a locatioo where

it receives natur.lllight while the sun is up. When you use
a radiant attack power, until the end of your next lllrn,
creatures within 10 squares of the sundial gain a +1 bonus
to attack rolls and a +3 bonus to damage rolls.

Silence-Warded Room Level 4

This lusl. chamber oifers I'rimcyfor Juur wl1\'t'~rioltS.

Wondrous Item 840 gp
Property: When you speak a comllland word as a free

action, creatures outside the room attempting to listen
to sounds originating In the room t<lke <I -1 a penalty to
Perception checks until you end the effect with another
free action. Creatures within the room GIn hear sounds
origll\<ltin8 outside the room as normal.

Spying Mirrors (pair) It·vt;>1 1"
\'ou 100"," i"IO DIU' lIlirror alld Set QUI o/ilS lwill.

Wondrous Item 85.000 gp
Power (At-Will); Stand<lrd Action, When each of these

mirrors is affixed to a solid structure and you're adjacent
to one of the mirrors, you GIn see and hear through the
other mirror as if you were in its square umil the start of
your nextlllrn. If you choose, crealllres adjacent to the
other mirror can also see ,lI1d hear through yours.

Special: Spying mirrors are gencr<llly created <IS a matched
plllr, each mirror attuned to the other. One or more other
mirror> un be attuned to both mirrors of a pair, allowing
you to use this item's at·will power to look out through any
ooe of the mirror> of the set (add 42,500 gp to the price
for each additional mirror attuned). A single mirror can
belong to only one set of spying mirrors.

Sun Globe Lewll

lift..r OOn8 instal/l'd in a socI:ct 011 ll,l' wull or crililll:l' tiles.' fiSt
sb>d C')'511118Iobes shell lin/II Wht'/l colllma"dl',l

Wondrous Item 360 gp
Property: You can command this Item to shed bright or dim

light either S or 10 squares in all dire<tlons as a free aClioo
(or to shed no Iight~
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Window of Deception level 3

Wondrous Item , 3.000 gp
Property: When a creature elllers this eye's line of Sight. 0

the eye telepathically warns you of the creature's presence c:::
and provides a description. as long as you are on the ~me
plane as the eye.

\Vllelheryou adl dIem flIls. ink. or body arl. maBie raflOO5
arefar lIlort' fhan si ml'Ie aest/lefi(S.

TATTOOS

As a lIlark ofgroup idclllit)'. taltoos help distinguish
and cmpowcr scctS.lribes. gUilds. and philosophies.
As a pCNonaIllri form. talloos call bc as uggressivc.
nambo)'ant. or delicate as )'011 dcsire. Giwn how
much a taltoo can represent 10 the person wearing it.
it's no surprise that various cuhllres ha\'c learned to
infusc Ihosc tmtous with magic.

Choosing a magic tatlou cntails more than picking
out all cncllanled 1001 tI"" is cas)' to hide and <!iOkult
to rcmove. It changes something about ),our nature in
a subtle way. Magic tattoo effects interact with a char­
aCler's intrinsic properl ies. such as hea ling surges or
action points.

OIlC'S morlal form can contain on I}' a small
amOllul offon:ign magic, howcver. so a dwracler can
have only one magic taltou at a time.

'''''hl'll )1lU n(','d 1081'1 OUI ofII room in" hllrlJ~ lhi" Ullll'l1lilrll·
llblr window isyou r IIi'SI eSCllIIt'.
Wondrous Item 520 gp
Property: When you jump~ rail out of this window. you

t<lke no damage when you hit the ground. regardless of the
dislance_

Window of Escape levf'll

Watchful Eye lew-Ill

Wondrous Item 680 gp
Power{At·Wm. Illusion): Standard Action. You create

an illusion seen by any creature looking through the win·
dow. The illusion is static and remains until the window
is broken or opened. or until you or another crealUre
changes the illusion or ends it with another standard
aClion. WhCllllO illusion is presellted, creatures see
through the window normally. The window can maintain
a separ.ne illusion in each direction. and a character us­
ing the window can change either or both at once.

Tailill8 the form ofsom/.' 1e5St'r 8ent ill ri,e I"l' socile! of1111 idol.
orjust stuck ill rile mil/dre of (l Will!. dris spy rcporlS 1l1l1/1lI1 it
srI'S back 10 its mOSier.

CIIAI'TEJI 1 IlllnfJie lre",~

i\ 8111nu Ihrou81r lhisfiliI' Blass ",indow r('WiI!s ",IlOlrl't.'r )1)1.1
desir/.'.

OBTAINING A TATTOO
MagiC tattoos life created ill a fashion similar to other
bod)' art-special inks. Cllchallled needles. or both arc
Ilsed in the performance ofan Ench<lnt Magic Itcm
ritual. A ritual pcrformer can imbuc a paHcrn being
tattooed in his or hcr skin by another crcarure as well.

This IhlVllf is can-ed willi orlllJlejlli81l:e lIml reliefs sll""'I"8 "
Hnll ru/in.,:! lJ\'t'r subjeCis Ihlll SJlllIl rhe rllClir's emil'{' surfllce.
Wondrous Item 13,000 gp
Property; While you Sit on the throne. when a creature you

GIn see attempts to de<elve, disobey. or betray you. it is
stunned (save ends). All creatures you can sec take a-3
()Cnalty to attack rolls that target your Will.

Power (Daily • Charm~ Standard Action. Make an allack:
Ranged Sight: Charisma + 5 vs. Will: on a hit, the target is
dominated until tht! end of your next turn.

Throne of Dominion It'vel 12

Throne of Grandeur 10,\,0::118

[sunlly St'l ill Ihefloor. lhis IlIrs('. oow'ely illscrl!H'd lflcpor'".
lion circle mlJ\'es you quick!r aroulld )vur domicile.
Wondrous hem 21,000 gp
Power (At-Will + Teleportation~ Move Action. When you

speak a command word wnil~ standing on th~ disk, you
'eleport to any location in the samc residence or struc·
ture as a move action.

THRONE OF DOM1Nl0N
For ages. monarchs and despot!> have used thrones of
dominion to sway the thoughts and opinions of their
subjects. Stories of the first throne's creation are incon­
sistent-it's a defining characteristic of the item that it
inspires loyalty in followers. who refuse to believe that
any other ruler but their own could have produced such a
marvel. Prominent in places where rulers have or had few
qualms about maintaining control using magic, thrones of
dominion were an integral part of the tiefling empire of
Rael Turath, and they can be found today in many drow
titles and githyanki citadels.

Depose the Tyrant: Anyone who has a number of loyal
followers in sway might have a throne of dominion. It's
said that Ravel the Ruthless sits on an expensive throne
in his hold. and should he be dethroned, none would
be saddened.

Vigilant Gargoyle level' 7

This muwriflcclll can'ed SlOlle ,Ilwrl/.' is decof<lleil with s)'m"ols
and illlil81'S ofnobility IlIIil IlewiSIIl.
Wondrous Item 85.000 gp
Property: While you sit on the throne. you gain a +4 item

bonus to Diplomacy checks, Insight checks, and Inlimidale
checks.

Teleportation Disk l ...vel14

lllis Sllllslly Slom' 8ar8~oie looils 11111' (I Iypical chulTh d('cora­
lion. bu' it's much more Ihllll dllll.

Wondrous Item 65.000 gp
Power (At.WiII): Minor Action. You can perfonn this ac·

tion from anywhere on the same plane as the structure in
which this gargoyle is inst'al1ed. Until the end of your next
turn. you see through the eyes or the vi8i/On! JJO'8oyle as
though you were in its square. While under the effect
of this po~r, you're considered blinded in your current
location.



Although somt: cuhures consider the act of creat·

illg the art with a needle to be cenlralto activaling

Ihe magic ofa tattoo. OIher mean" to acquire ink

cxi!>t. Eladrin are known for their habit ofaltering the

skill through magic rather by using needles alld ink.

Other creatures amid the needle hy painting ,. talloo

on with a delicate brush. then magically fusing it with

the skill.
Tattoo stones can be discovered ill treasure hO'lrds

and lost cities. Each displays a pallern or image on a

nat surface. To tmnsfer the tattoo, a character presses

Ihnl sllrr."lce against his or her skin and activates if as

parI ofan extended rest. TIle I<Itloo appears on the

character's skin where it was applied, and the tallOO

stone loses ils magic.

Characters C;ln also acquire magic la"oos lhrough

agencies other than their 0'1'11. A captive hero can

wake up bearing a magic talloo; another character

might be forced to accept olle thruugh extortion.

Such gins arc stillmagicaJ alld bcncfk:ial bUI almost

always serve another purpol>C as well.

j\ lagic tattoos can be removed anI)' through the

lise oflhe Disenchant Magic Item ritual (l'laj"er's

HlllldvOQk. page 304). which requires the hearer of

the talloo to be willinn or hclplc..s for the duration

ofthe ritual. At I he ritual performer's discretion. the

ritual call dissolve the magic and leave the taliOO. or it

CHn remove the art compIClcI)'.

TATTOOS OF BLOOD
"!'alloos of blood reacl when YOlltake severe wOlluds.

They are worn over importanl channel.. oflife ener!D'.

such as the jugular. wrist. heart. or the Ixxly'!> mrious

111eridians.

Backlash Taltoo l('lI+'t 9

Koors, shorl/s, ont:! /Xher ere(.llurn lhar enler II fren;;y "'''VII

\\'otHul,'" ur,' us<'11 for Illis Imwo.

Wondrous Item 4.200 gp
Property: The first time you're bloodied during an

encounter, you can make a basic altack as an immediate

reaClion.

Escape Tattoo level J

Urollrn ,hllills II nd .1Ie/elan 1I'1"S are popular htlll,9l.'S for Ihi.

lanoo.

Wondrous Item 680 gp

Property: When a nonminion enemy scores a critical hit

against you and deals damage. you can teleport 3 squares

as a free action.

Reinforcement Tattoo level 9

Kobo"'s. mbbils, 1I111111111rr Ilulck·brl't'Jl tl8 erelllun'S IIrt' ShOll'll

in tltis "moo.

Wondrous Item 4,200 gp

Property: When a nonminion enemy scores a critical hit

against you and deals damage. you can telepon each ally

you can see to a space within 3 squares of you as a free

action.

Resurgence Tattoo le'K'127

Cn!'I/Ul?S lllUr return from lil'fl'lIt. roell as lht' phonlix. IIrt

,vlm/lIr imU8l.'S for lhis hUlOO.

Wondrous Item 1.625.000 gp

Property. When a nonminion enemy scores a critical hit

against you and deals damage. you regain the USE: of an

encounter attack power that you have i1lready lIsed during

this encounter.

Sll"ikeback Tattoo ll·~1 q

A \'illl'r is (Ommoll~' lJUrl of Illls llmoo.

Wondrous Item 4.200 gp

Pro~rty: When a nonminioo enemy scores a critical hit

against you and deals damage. you gain a +2 bonus

to attack rolls against lhal enemy until the end of Ihe

encounter.

Tattoo of Arcane Blood l(''o',,14

ROils. OrllS. lilt' tl" of I0lH!. (mil olher hllll,ges symbolic of nlll}Jic

lIrc USI.'dfor litis 1d1l00.

lvl4 840 gp lvl24 525,000 gp

ll/114 11.000 gp

Wondrous Item
Property: The first time you're bloodied during an

encounter. you deal 3 force damage to the enemy (hat

bloodied you.
lellel14: 6 force damage.

lew' 24: 14 force damage.

Tattoo of the Escape Artist lewl Ii

llrolu,tl handcuffs IIn,llOrn slrui!jMkelS uri' POllUlllr for lhis

1111100.

Wondrous Item 3,400 gp

Property: When a nonminion enemy scores a crilical

hit against you and deals damage. you gain the ability

to tdeport 1 square as a minor action unlil the end of

the encounter.

CIIAI'Tl:R I I .U<J1Jic: I'rms



Tattoo of the Wolverine I"Vf"ll~

Thi> lallOO is i flmriably a wo1l"erhl(', snarlillY ami blaod)~

Lvi 7 2,600gp Lv1271,625,000gp
Lvi 17 65,000 gp

Wondrous Item
Property; The first time you're bloodied during an

eocouOler; you gain a +1 bonus to your next attack roll .md
a +2 bonus to your next damage roll before the end of the
encoumcr.
Level 17: +4 bonus to your n~xt damage roll.
leYe/27: +6 bonus to your next damage roll.

Tattoo of Vengeance Level 5+

This WllOO shows u'icked-loollinn bladN and bell.- offiylrlniny,
rt'l'rrs,'llIi fly the comeUPI,mlCI'you will eXI raCl.

lvlS 1,000 gp lvl25 625,000 gp
Lvi 15 25.000 gp

Wondrous Item
Property: When a nonminion enemy scores a critical hit

againSt you ilnd deals damage. you gain a +3 bonus to
damage mils ilgainn lhat enemy umi! lhe end of the
encounter.
Level 15: +6 bonus to damage rolls.
Lewl 25: +9 bonus to damage rolls.

TATTOOS OF BOND
Honding t1l1100s bring a light-knil group c\"cn doscr.
They're a way ufdecla ring permancnt allcgiallcc
aoo\'c alf e1sc and arc worn in visible locations. such
as lhc ncck, face, or hands, Tattoos of bond borrow
mechanics .1Ild appear.lllces from 01 her sorts oft:lI·
lOOS,lJul morc lhan onc character IlIUSI h'I\'e thc
samc ';moo for any mark 10 work. Each charactcr's
tattoo bcars the same irnage or follows a clcar S)'lll­

oolic theme,

Quick·Step Tattoo l"wt 7

dll'ellllrs. l/anllu·n.. and oIlIerfllsl pretlalors sen·t' "1'11 for 111l'5l.'
Imloos.

Wondrous Item 2,600 gp
Property: When you spend an action point to

take an extra action. each ally you can see
who also has a quick,slep 101100 can shift 1

square as a free action.

Tattoo of Bonded Defense tcv,,16

One "ew Sla IIllilly bifore a ",oumletlal~, is l'l'rfl't:l for lIu!Se
ltlll/JOS.

Wondrous Item 1,800 gp
Property: The flrst lime you're bloodied durlng.1O

eOCoullter, each ally you can see who also has a (Otloo

afbonded defense can shift 1 square closer 10 you as.m
immediate reaction.

Tanoo of Bonded Escape LeYet 6

Tlu' illlaJle ofa surl)' d",urfllOldi IIJI d corridor lI'hll~ allirs /'S'

Wile "'orb wdl for rhesc WI/OllS.

Wondrous Item 1,800 gp
Property; The flrst time you're bloodied during an

encounter, each ally you can see who also has a 101100 of
bonded esco~ can shift 1 square farther rrom you as an
immediale reaaion,

Tattoo of Shared Consequence L"vellO

Till'se 1/.IflOO5 usuall,' display a III'W l"lin8 a ,,'Ound for llnmlu·r.

WOfldrous Item 5,000 gp
Property; When a nonminion enemy scores a critical hit

,lgainst you and deals damage, one ally who also has a
WHoo ofshared consequcnce and Is in the attack's range can
choose 10 reduce the damage you lake from Ihat auack by
any amount and take that amount of damage,

Tattoo of Shared Vengeance Level 10

Su~m"s, 'UI'S, illlplnlll'llIs. 01" mlu'T lools ofwa r crossed ill brolh·
allom! s/:n'(' \l'dl fOT llll's(' Will/OS.

Wondrous Item 5.000 gp
Property: When a nonminion enemy scores a critical hit

against you and deals damage. each ally you can see who
also has a (01100 ofshorN IlE'ngt'OlICC can make a basic
attack againstlhat enemy as a free action,

TaflOOS of5ha~ ,'Cny~ncc

z
o



Tattoo of the Shared Heart level 14 .

11,,'SI' morh rc5('mbll' 5<lIIU"lhiuJ:l drm: sollJrlhiu8 10fiyhr ou for.

Lv114 21,OOOgp Lv124 525.000gp
Wondrous Item
Property. Wheu you use your second wind. each ally you

cau see who also has a touoo ofthe shored heon regains 5
hit points.
Lew124: 10 hit points.

Team5trike Tattoo Level 11

Thl'sl' lUllMS frl'/luCIl[I)' shaw 1I'0h'l!S uClirla (IS /1 IMek.

Woudrous Item 9.000 gp
Property. When you spend an action point (0 make an

attack, each ally you Gm sec who also has a teomstrike
WUoa gains a +2 bonus to allack rolls against the flrst
target of your attack until the end of your nexl tum.

TATTOOS OF HEART
Talloos ofhcarl deal wilh ht:ah h and healing surges.
They're generally worn over lhe heart or the waiSI
chakra. an area that most cultures consider the seal
oflhe hod)"l> enerlO'.

Eager Hero's Tattoo le~ll0;

Scelll'S showi 111/ 011(' Il'a rrior (I8tliJlSI mil II)' or II IOlle \'ictorioliS
Iwro are popular filr this [iWOO.

lvll0 5.000gp lvl30 3,125.000gp
lvl20 125,000 gp

Wondrous Item
Property: When you take a soon rest. you gain temporary

hit points equal to 5 + the number of healing surges you
have spent since your last extended rest.
LewI 20: 10+ twice the number of healing S1Jrgcs you have

spent since your last enended resl.
LewI 30: 15 + three times the number of healing surges

you have spent since your last exteoded rest.

Ironheart Tattoo le~18'

IrOllhearllUHOOS rcpreSl'1I1 in s),mbol or itllllYC !low [hi' beMa
«ltl't he rorhllll'fl'd.

lvl8 3,400 gp Lvi 28 2.125.000 gp
Lvi 18 85,000 gp

Wondrous Item
Property. When you spend a healing surge. you gain

resistance against the next damage dealt to you equal to
the number of healing surges you have spent since your
last extended rest.
l.eveI18; Twice the number of healing surges you have

spent since your last extended rest.
level 28; Three timcs the number of healing surges you

have spent since your last extended rest.

Long·Battle Tattoo lE'Vt'17

Tltisla[l<nl is ofII'II ,Iqlirfel! as Us"il'l" 5urrounl!ctl by WCilIHJns.

Wondrous Item 2,600 gp
Property; When you hit with a dally attack power. you gain

a bonus to the damage roll equal to the number of healing
surges you have spent since your last extended rest.

Strongheart Tattoo level 8+

This imaYl' )110"'5 wh)' Ihe lu!rofi8!1[S all.

lvl8 3.400 gp lv128 2,125.000 gp
Lvi 18 85.000 gp

Wondrous Item
Property. When you spend il healing Stlrge. you regain extra

hit points equal to the number of healing surges you have
spent since your last extended rest.
lewl '8: Twice the number of healing surges you have

spent since your last extended rest.
Level 28: Three times the number of healing surges you

have spellt since your last extended rest.

Tattoo of the Unlucky level 7
Brol:rl1 wi liS, [l1rc('-I('(1{c101'crs, lIIirror shards. or 1I1I11Iree 110
nicely for lI11s [11/[00.

Wondrous Item 2,600 gp
Property. When you miss with a daily ,mack power that has

an effect on a miss. that effect deals extra damage equal
to the number of healing surges you have spent since your
last extended rest.

TATTOOS OF SPIRIT
Tattoos ofspiril grant manifest heroism in moments
when a chilTacter strh'es for grcalllcss. adding em..'Ct

to action points. The)' arc worn inman}' places and
have grc'll variety.

•,
•
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65.000 gpLvI 17100gp
2,600 gp

LvI 7
Lvi 17

Reagent
Power (Consumable~Free Action. You expend this reo

agellt when you usc a summolling poW<'r of up to 5th
level. The summoned crealUre gains 5 temporary hit
points. and the first lime it misses with an attack. you
rerolilhal attack roll but must use the second result.
level 17: Power of up to 15th level. 10 temporary hit

points.
le\leJ 17: Powtlrof up to 25th level. 15 temporary hit

points.

CIIAPT[R 1 I M"Si,; If,,mJ

Greatwing Tattoo lc~1 18·

l'oor SlUmllOrll'd lrl'dlllTl'5 all' 1000Y/ler WIWlI Jot! usc lllis

1I1a1eri ll'.

Clay of Creation Level 7·

REAGENTS

Use if, and it's gone. That's the nature ofa conSllm­

,Ible item. and for that reason somc put ofT using such

an ileml>c<:ituse it cmdd be useful ill the future. BUI

bccauM: there lllight be no tomorrow- sometimes

lilcrallY-lhc boltl adVcllturcr knows that a dc,ld hero

drinks no potions and quallS the draught when he or

she hal> lhe chance.

This <;cclion is di\'idcd into thrce groups. First are

potions. elixirs. and ot her Mtndry one·shot itcms.

Second arc rcagent-Ii Ihal can be used 10 impro\'e spe­

cific types of powers. Third arc immuremcntl>. which

are powerful one·shot items thaI reshape the land­

scal>C WhCll used.

Arl experiellced arll'ell/Urer keeps all ulll'redkiable assort·
rnerll of IIUJ,lJ1c neMby. II hell'S COUIlf('r rhe 1ll1Im~/lkt(lblc

trouble ,"m predictably l)(it/Us 'lilll.

A Wi/IJl. 11ftlnller. or any winne.:! rrt"llful'f'-drusons or couarls
lin' popular-lO-ili do for ,ltis tattoo.

lvl18 85.000 gp Lvl28 2.125.000 gp
Wondrous Item
Property: When yOli spend an action point to take an extra

adion. you also gain a fly speed equaltu your speed until
the end of your turn.
teve/28: You gain a Oy speed equal to your speed + 6.

AnislS plIinf lilt> ll.llfoo usinS mout" or lImorphous dtsi8r15 lind fI
muUlill8 roIor.
Wondrous Item 1.115.000 gp
Property: When you spend an action point to take an extra _

ildion, until the end of your turn you gain phasing and
becomc InsubstantIal.

Ghostwalk Tattoo Levt'126

- -- - - -- - - ---_._- -- -_.- - -

CONSUMABLES .J

,\ny sll1ull. briahl ill1a81' in " lliShly \isi"'1' "lll(l' is sl!fflrinll.

Wondrous Item 1.800 gp
Property: When you spend an action point to take an extra

adiotl, you end any mark affecting you.

Fireheart Tattoo Level 4+

Demonskin Tattoo It''o'+'l 3·

Fleet Hero Tattoo level 8+

"[hi> f/lftOO ~ II slIIullt,l'. often ill IIle cerl/eT of i111'foreltccul.
\l'h/e11 bliub II'hCIl IIsee/.

Wondrous Item 3.400 gp
Property: When you spend an action point to take an extra

action. one enemy within 10 squares of you that you un
see takes a·1 penalty to ~ing throws (save ends).

Breakchain Tattoo lewl13-

ThiS fIlaTk often 1111,01'5 rill' form ofWhlOs 1Il1loo~'d 011 ,Izl' llnllles.

LvI 8 3.400 gp Lvl28 2,115.000 gp
Lvi 18 85.ooogp

Wondrous Item
Property: When you spend an action point 10 takC'1n extr.t

action. you gain a +1 bonus to speed until the end of your
next turn.
Level 18: + 2 bonus to spee{l.
leve/28: +3 bonus to speed.

I'\or ull >OfiCfies ulUll.'T5/IIII,llhar lallooinn a porfion ofdl'lIIon
>!lin 01110 )~/ll r Ixnly iSII't/1II n·ilnC/.

LvI 3 680gp L\l113415.000gp
L\l113 17,000 gp

Wondrous Item
Property: When you spend an action point to take an extra

action. choose acid. cold. fire. lightning. or thunder. You
gain resist 5 to the chosen damage type until the end of
the encounter.
ttwll J: Resist 10.
Level2l: Resist 15.

t\syou rlIl1 upou ilS 1'0ll"l'r. jlWlll'S jlerre une/ IlI"isr (1(01111'/ IIII'
Ilelirl al the ,cnler af llzls Illt/OO.

Lvi 4 840gp Lvi 24 525.000gp
lvl14 21,000gp

Wondrous Item
Property: When you spend an action point to take an extra

action. you gain 5 temporary hit polnls.
1..eve114: 10 lemporary hit points.
le\lel 14: 15 temporary hil points.

Distractin Tattoo level 6

Curse Eye Tattoo II'\ld 8

Onr brolof'll link is enllushfor rhe symbolism, btll many usc a
full chain.

Lvi 13 17.000gp Lvi 23 425,OOOgp
Wondrous Item
Property: When you spend an action point to take an extra

action, you ignore immobilizing, restraining, and slowing
effects on you until the cnd of your turn.
1..we123: You Gin also end one effect on you that is immo·

bilizing. restr.tining. or slowing you.



Flash Flower Lcvt'111-
This flOWIT. which is somelimesJound llear IiHhminy-slruct
S1'Olmd. rollfaills e1ecrriwl 1l1ll,<Jic.

Lvi 11 350gp Lvi 21 9,Ooogp
Reagent
Power (Consumable~ Free Action. You expend this re­

;Igent when you hit with a lightning power of up to 7th
level. YOli choose one {;Irget hit by the art3Ck. It's also
blinded until the end of your next tllm. This re;lgent has
no effect if the power already blinds the target.
Level 21 : Power of lip to 17th level.

Rust Bark Level 11 .
\ Vlletl8wurul infa afine dus!, Ihis reddish 11'1.'1.' bark eXflumls
rhe (ll'l'd ojyour IlOwers.

Lvl11 350gp Lvi 21 9,OOOgp
Reagent
Power (Consumable~Free Action. You expend this reo

agent when you lise an area burst power of up to 5th
level that has a damage keyword. The size of the burst
increases by 1.
l£ve121; Power of lip to 15th level.

Silver Sand l~'Vd g

Your he.l/ir18 1IOII'I'rs b('(.ortlr more rffeclh'" afla you COdt )'011 r
hmrds wilh Ihis fille Simi/.

Lvi 8 11S gp Lvi 18 85,000 gp
Lvi 18 3,400 gp

Reagent
Power (Consumable + Healing): Free Action. You eKpend

this reagent when YOli lise a healing powt'r of lip to 6th
level. The target of the power regains 5 additional hit
points.
tewll8: Power of up to 16th level. 10 additional hit

points.
I.£vcl 28: Power of up to 26th level, 15 additional hit

points.

Silver sand

CHAPTER I I Mallie lI~ms

Vortex Stone Level 8+

'Illis sloneJrom rhe Shadoll.fel/ imbutsyour wnjumtioliS with (I

musiClilfielillhar saIlSJuurJ(J('S' SIn'1I8Ih.

Lvi 8 125 gp Lvi 28 85,000 gp
Lvi 18 3,400 gp

Reagent
Power (Consumable~Free Action. You expend this re­

agent when you use a conjurntion power of up to 6th
level. While the conjuration is In effect, enemies adjacent
to it take il -2 penally 10 allack rolls.
leve/18: Power of lip to 16th level.
level 28: Power of lip to 26th level.

IMMUREMENTS
An immurement is a rare form ofmagical prison that
contains a place that has becn scaled away from Ihe
rest ofthe \\"orld.111c enchantmcnlS placed on imlllure·
ments arc frogilc: when an immurement's power is
expended in a hla..t. it releases the terrain and effects
contained within it into the blast are... for a short lime.

Each immllrement description provides the fea·
lures ofthe lerrain and effects contained within it.
Hefcr to the illustral ion ofeach immurement lor

placement ofspecifk terrain.
DMs should be careful with allowing irnnlllre·

lllelllS into <1 gamc, bccause they can render lovingly
crafted set pieces less rnemorable. FOI' a group uSillg
ol1e. it's llscfullO have the IICW tcnain prepilred
in advilllcc ami rCold)' for lise, whether it's printed
nul. dr:lwn on a bailie mat. or !:lid OUI in D&DT.\l
DU"8t'oll Tiles.

lMMUREMENT OF
BALEFUL GOSSAMER

Skasshaa was a delllOnweb tenor spider ofgreat age, might,
and arrogance. She ruled her domain with eager ruthless·
ness, allowing no creature to enter her lair and live.

When she returned from a week-long hunt one morn·
ing, she discovered a mortal of noble mien waiting for her
amid her trophies. He declared that his people had hunted
her for generations. and now her punishment was at hand.
The mortal was prepared, and their battle was short. He
fashioned the dear sphere of one of her many eyes into an
immurement that contained her domain, sealing away the
heart of the region's evil so that the land could recover.

Skasshaa Returns: Less one eye and a century's wonh
of pride. Skasshaa hunts again for what was taken from
her body and from her domain. She seeks those who have

an immurement ofbolefu/8ossamer and is tearing through
mortal civilization in her search.

Protect the Immurement: The mortal who created
the immurement concealed it within a temple in an altar
to Sehanine. Stories say that the Immurement waits for
a new hero to release it from the altar when Skasshaa
returns to the world. But rumors also hint that the temple
is now guarded by blackspawn gloomwebs and an elder ~

black dragon that rules over them. ~,,
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When participating in an RPGA event, a player who
wants to use an immurement has a responsibility to the
other players, the OM. and the event organizers to make
this complex item operate as efficiently as possible. The
responsibility is on the player to have a usable map, either
drawn clearly to scale or constructed from Ounyeon TIles,
to place on the table when he or she invokes the power
of the immurement. Otherwise, play slows as a new map
must be constructed and the game threatens to exceed
its allotted time. Players can find printable maps for the
items described In this section on the D&01.., Insider web
site at www.dndlnsider.com.

RPGA PLAY ADVICE

I ,"fIIU refflefll ofsed"illy scoria

You rrarlSplulllO Sl'C1ion ofa nrrllllul'll lokI' inlo rile ooultjlelJ
by shuuerillH Ihis hUllk ofobsilliart.
Other Consumable 45.000 gp
Power (Consumable): Standard Action. You expend this

Immuremenl and change the terraIn in a close blast 4
until the end of the encounter. Replace Ihe terrain in the
blast with the followillg terrain and effects.
.. Squares of lava are difficult terril In.
.. When a creature starts Its tum In a lava square, you

make an attack against that creature: +30 vs. Reflex;
on a hit, the target takes Jd8 fire damage. and ongoing
10 fire damage (save ends).

Special: Using this item counts as a use of a magic item
dally power.

lmmurrm",nl tifbalrfu Ipsamer

Immurement of Seething Scoria level 16

Immurement of Baleful Gossamer level 28

Immurement of Arcane Suspension l~vet 24

.\ tr.'r ~urroumle.l by fOb\t'f'b~ is I'lsible wi/hill lhl~ 50ft, dellr
spllf're.

Other Consumable 85,000 gp
Power (Consumable): Standard Action. You expend this

immurement and change the terrain in a close blast 8
until the elld of the encounter. Replace the terrain in the
blast with the following terrain and effects.
.. Squares filled with webs arc difficult terrain.
.. The tree in the center of thc area is difflcult terrain

that coslS 2 extra squares to enter and provides cover.
.. When a creature starts its turn in a web square. you

make an attack against that creature: +27 vs. Reflex;
on a hit. the targct islmmobilizcd until the start of
its next turn. On a miss, the target is slowed until the
start of lIS next tum.

Special: Using this item counts as a usc of a Ol<lgic Item
daily power.

Jmmurtm"'nt oforca"", SUSJ"!"Sill"

l'his (hull!.: of ,-,arll. fITls us lishf liS aftllllll·T.
Other Consumable 21.000 gp
Power (Daily): Move Anion. You can move 4 St:juares verti­

cally and then 1 square horizontally. At the start of your
next turn. you float safely to the ground. This power Is
lost when you use the immurement's consumable power.

Power (Consumable); Standard Action. You destroy this
immurement and change the terfilin in a dose blast 8
until the end of the encounter. Replace the terfilin in the
blast with the following terrain and effects.
.. The marked areas tear themselves free of the ground

(and any moorings they're attached to) and rise to
float 4 squares above the ground. A creature on one of
these floating sections has cover against creatures on
the ground.

.. There are shallow pits where the ground pulls away.
Treat these areas as difficult terrilln.

.. At the start of your turn. shift each floating object
, square in any direction. Creatures on the object
move with it.

.. The other terrain in the area doesn't change.
Special: Using this item counlS as a use of a magic item

daily power.



hlllli u remelll of Ih., <loon"o""d Ihrone

Immurement of Irv..l14
the Abandoned Throne

1111$ marrl'd brom:l' S(('1Jtl'r lias IlIId Illi~ si8il oftlu' Iduwlom it

arlCjO rl'IJrl'sl'llll'lf S(mtdred affits surfau.

Other Consumable 21,000 gp
Power (Consumable): Standard Action. You eltpcnd this

immurement and change the terrain in a close! blast 4
until the eod of the encounter. Replace the terrain in the
blast with the following terrain and effKts.
+ The dais is 1 square higher than the ground. Entering the

dais from the ground costs 1 extra square of movement.
• Any creature that starts Its turn within 2 squares of the

throne is dazed untillhe end of Its turn.
Special: Using this item counts as a use: of a magic item

daily power.

'mmur"'m",,,' of Ih.. blood "in..

Immurement of the Blood Vine tt."cl H
\ VlII'II tltis Imlllch from rile laoltv Iree rlllllalwil)'S bl'ilrS lIell'

W,)wIII is snupl'('d. it sI'(lII"lIs WhUllt'llS alice IIle he(lr! ofII jorl>s!.

Other Consumable 21.000 gp
Power (Consumable): Standard Aclion. You expend this

immurement and change the terrain in iI dose blast 4
until the end of the encounter. Replace the terrain in the
blast with the following tcrrain and effects.
• Small tree squares provide cover to creatures In them.

The largc tree square is a solid obstacle.
• At the start of your turn, you can have vines on the tree

wrap up a creature. Make an attack against one enemy
within 2 squares of the tree: +27 vs. Reflex: on a hit. the
target is pulled adjacem to the I~, and is restrained
and takes ongoing 10 damage (save ends both~

Special: Using this item counts as a use of iI magic item
daily poW1!r.

('HAPTEn I Il\1<llJ" ll ..... s

Immurement of the Dragon Boneyard Lewll',
1\ lIlinilllurc &<merom. complete Wilh a mllS5i~"£ ,lmflOn slIull in
lht ('Iller. is visibl.. wirllin litis (')'Still splwr...

Other Consumable 2S,OOO gp
Power(Consumable~Standard Action. You expend this

Immurement and change the terrain in a dose blast 4
until the end of the encounter. Replace the terrain in the
blast with the following terrain and effects.
• The area has natural illumination providing dim light.
• The squares filled with bones on thc ground level are

difficult lerl"ilin.
• The dragon skull platform is 2 squares higher than the

ground (Athletics DC 26 to climb~

• At the start of your turn. make an iltrack against each
enemy on a bone square: +30 \IS.. AC; on a hit. the tar­
get takes 2dl 0 + S damage, and you slide the target 1
square (as bones shift and move it).

Special: Using this item counts as a use of a magic item
daily power.

IMMUREMENT OF THE
DRAGON BONEYARD

Amod the loyal returned to his home of Greatfulls one late

spring to discover that disaster had befallen the town. A
dragon had passed through, slaying the living and destroy­

ing the crypt that contained all the town's ancestors.

After overcoming his grief, Amod succumbed to ven­
geance. At great risk, he sought out the remains of the

dragon's ancestors and bound their bones. piece by pie<e.
within a small crystal sphere. His task complete, he made

his desecration known to the dragon and then concealed

the immurement.

Acquire Musty Maps: Rumors say that Arnod the Loyal

changed the sphere into a pile of maps, each depicting

a portion of the realm contained within the sphere, and

then scattered the scraps of paper across the world. If
true, collecting and reuniting all the maps would reveal

an immurement ofthe drasoo boneyard.
Continued Vengeance: The dragon that Arnod sought

vengeance agaInst has recovered the sphere containing her

ancestors and is pondering the best way to safely retriew!

the remains. Arnod's descendants are looking for a band
of heroes to retrieve the sphere and dare her displeasure.
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\ trlaen you IISf' dli5 irnmu rernellf. ir spawns a roarin8 ril'l'r dill!
"ppeMS from 'Ill ull/mow/! source ,mil rulIS off in 1I11,lir'·CliOIlS.
Other Consumable 4S.000 gp
Power(Consumable): Sta"dilrd Action. You expend this

immurement and change the terrain in a dose blast 4
until the end of the encounter. Replace the terrain in the
blast with the following terrain and effects.
• The water squares are 2 squares deep. A DC 20

Adlletics check is required to swim in this Wilter.
• At the stan of your tum, slide each creature in the

water 1 square toward the south end of the area. Then
slide each creature adjacent to a whirlpool into a whirl­
pool square. Then pull each creature in a Whirlpool
square down 1 square.

+ The bridge is 1 square above the water. It's normaller·
rain and provides cover against creatures in the water.

• The water disperses normally after the encounter.
Special: U~lng this item counts as a use of a magic item

daily power.

Immurement of the Vengeful River lcVt.'116

Immurement of the Strident Statuary lcyd 28

Iffl ffluremefll ojIhe Slridenl Slaluary

1\ finely lIppointeJ luill shimillers Imo exi5IE'1ICt', SlIrroullllin8
COIlJOO lllllb willI wmiE'1l1 Sl/lliles Ilul/ (1Irl)' l'icioU5 Sll'ords.
Other Con~umab'c 85.000 gp
Power (Consumable): Standard Action. You expend this

Immuremelll and change the terrain in a dose blast 8
until the end of the encounter. Replace the terrain in the
bla~t with the following terrain and effedS.
• The platform is 1 ~quare higher than the ground.

Entering a platfOl"m square from the ground costs 1
extra square of movement.

• Healing effects used OJl you or your allies within the
blast heal an additional 4d6 hit points.

• Your enemies' movement provokes opponunity
attilcks from the statucs. Milke an attack: +35 YS. AC:
on a hit. the target takes 2d8 + 8 damage. and if the
target is moving. it ends its movement.

Special: Using this Item COUJIlS as a use of a magic itcm
daily power.

Immuremenr ojIhe tIIordalll hideau'uy

Immurement of lE'yel28
the Mordant Hideaway

This hunll ofslOne corll11ins tI CfIn'ru inferior dOlled willI sl1l1lll
pools of"uillllbl8 llrill fllIlt ocCllslonally8eyser.
Other Consumable 85.000 gp
Power (Consumable~Standard Action. You expend this

immurement and change the terrain in a close blast 4
until the end of the encounter. Replace the terrain in the
blast with the following terrain and effects.
• The upper shelf is 2 squares higher than the lower sec­

tion of ground (Alhletics DC 28 to dimb)
• The pools of acid are difficult terrain, and any creature

moving into a pool 01" starting its turn in one takes Jd6
acid damage.

• At the start of your turn. roll a d6 for each acid pool.
On a 6. make an allack: Close burst 1; +32 vs. Reflex;
011 a hit, the target takes 3d8 + 5 acid damage. and
a -4 penalty to AC and ongoing 10 acid damage
(saI/'C ends both~

Special: Using this item counts as a use of a magic item
daily power.

Irnmur('n1enl ojIh....eflneJul ri"er

IMMUREMENT OF THE MORDANT HlDEAWAY
The rocky cave contained in this pitted ball of stone was
once the seat of power for the black dragon Akzosial.
According to legend, the dragon was away from its lair
when a group of heroes stole the heart of the cave, which
contained the power to make Akzosial immortal. Though
the dragon raged, the immurement was never recovered.

Theft of Akzoslal's Power: A famed dragon slayer and
her followers seek an immurement of (he mordant hide­
away, believing they can use it in a ritual to steal Akzosia!'s
might. The dragon who currentJy holds the immurement
approaches the heroes. He asks the group to keep the
immurement from falling into the dragonslayer's hands.

CHAPTER 1 I ,\1<l8ir 11.,1115
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CHAPTER 1

CIlAPrl:;H. 1:

SoME MAGIC item.. werc made to work
togclhcr. When all the ilCIllS belonging to a '>el
are colll'cied and \\ icldcd in unjson. their power
becomes greater than the 'lim ofthcir parts.
Depending on how mllch ora magic item set has
been assembled. its cotlccli\'c items can gr.mt
additional qualities. difTcrcnl properties. and new
powers 10 their wielders.

A magic item sci call1alus fOIlT or more items that
a character or a P.1fty can collect. Each scI has atieasl
one sct benefllihat b;. revealed when a minimum
Ilumhcr of Ihe set's itellls arc llsed together. SOllle sel
items also have individual properties or effects that
depend ol1lhc Illlmher ofolher set items being used.

\·Vhcn a SCi bcllcfil grams a daily power. llsing Ihal

power doesn't COlllllloward IIlte' limit of magic item
daily powers 11 characler call use in a day.

To qualify fur an itelll set's benefits, a character
must be wicldinll: or wearing onc or lIlore items from
the set.}\ Slowed item (for cxample. a magic cloak
stuffed in a pack) docsn·t COllllllOward a sct"s bencfils
(though a shealhed wcapon is considered to be worn).
Wondrous ilelllS arc an exception and need unly
be carried in ordcr for a cbar.lcler 10 gain an item
set"s belle fits.

Each nlUgic item ill ;1 set call stand alone. No item
needs to he used with ,mol her of its sello fUllction.

This chapler provides itcm sets in lour varieties.

+ Heroic Tier Item Sets: A character just starting
his or her advcnt uri ng ca reer c<ln benefit from the
additional power granted by these item scts.

• Paragon Tier Item Sets: As a character becomes
an elite represent•• tivc ofa chosen path, one of
the<;e item sets can add to his or her reputation .

• Epic Tier Item Sets: The mightiest heroes
desen'e Ihe mOSI f'lIlta<;tic panoply ofitems.

+ Group Hem ScL..: These item sets are mealll
to be u~d by all elltire part)':tl "arious Ic\·e1s
of play.





65.000gp
315.000gp

1.625.00081'

.-._._.__.-._-.-.-_._.-._.-

HEROlC T1ER lTEM SETS .J

These item scts arc suitable for PCS at the beginning
oftheir ad\'enturing careers.

ALEHEART COMPANIONS'
GEAR
The Alehcart Companions' Gear is a ScI ofilcms
first craned for a legendary Undcrdark adventll1'ing
group. The items in the set were designed by dwarves
for the henclh of their l10ndwarfallies. so that Ihose
allies might be girted with the innate qualilies of the
dwurfracc.

LORE
History DC 7: The AJeheart COIllp.1nions were

members ofan ad\'cllturing P.1rt}' I hal owed its start
10 Ihree time-hOllored dwan'en traditions; drinking,
complainiTlj.t. and taking a dare. A group ofdwarf
miners fed up with working lor Ih(' profit orothers
grumbled once too often to their hu 111ll II, elf. and
dragonbol"ll d rill king compillliollS. The nondwarves
challenw:~d Ihei .. friends 10 strike 0111 and selup Iheir
own mine rather Ihan endlessly campla illing. The
dwarvcs agreed to Ihe challenge. provided Ihat their
friends joined them in their e!Torts.

History DC 12: Calling themselves the Aleheart
Companions. the friend~ set on'on a mission ofexplo·
ration into the LJndcrdark.llowcvcr. rather than the
mother looc they hoped 10 find. they ran into I.ollh·
hound goblins and bughear raiders slriking Ollt from
an area of deadly cavcrns known as Ihe Howling
\JVarrens. Using their dungeoneering knowledge to
good ellect. tbe dwarves managed 10 defeat their foes
lhrough cunning and ambush.

'vVhen the bailie was done. the comp;:llliOfiS real­
ized Ihal looti ng Iheir encmies yidded more profit
Ihan their honest lahul' e\'cr had. Thlls did lhis mixed
bag of miners and drinkers take their first Sleps
toward becoming legendary advenlurers.

History DC 17: With the profils of their new
trade, the dwanc) oflhe companions commissioned
magic items 10 help their nondwarfallies survi\"e the

nderdark. Though Ihe Akhcarl Companions have
passed into history. adventuring parlie'i specializing
in the explorntioll ofancient ruins and the under­
ground covet the items Ihat benr Ihe Companions'
name.

Collecting "lithe Alehcart CompaniOlls' Gear
enhances a dwarfs innale racial abilities. or grants
dwarflike abilities to other race.'i. Some Slories sug·
gcst that a bearer of these items hecomes more like a
dwarfin manner and appearance. but these arc most
likely idle rumors.

ALEHEART COMPANIONS' GEAR ITEMS
Lvi Name Price (gp) Item Slot

2+ Armor of dwarven vigor 520 Armor

5+ Rousing hammer 1,000 Weapon

8 Hammer shield 3,400 Arms

9 Clear-blood baldric 4,200 Waisl

AlEHEART COMPANIONS' GEAR BENEFITS
Pieces Benefit

2 You gain a +2 item bonus to Dungeoneering

checks and Endurance checks.

4 You gain resist poison equal to 10 + your

Constitution modifier.

Armor of Owarven Vigor I.eveIl·
This armor. "'Ilirll appears 10 be cr...fled ofchiseled SIOnt'. 81llIW
)ut. Ihe ffldulllllCt' oJfa d"'ar{ warrior.

LvI 2 +1 S20gp lvl17 +4
Lvi 7 +2 2.600gp Lvl22 +5
Lvl12 +3 13.000 gp Lvi 27 +6
Armor: Chain, scale. plate
Enhancement: AC
Power (Dally + Healing): Minor Action. You use your

second wind and regain an additional 1d6 hit poinls per
plus.

Special: If you're a dwarf. you can use lhis armor's power as
a free aCllon on your tum.

1
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O'-er time. the human kingtloms were consoli­
dated and their armies placcd undcr the leadership
ofa Single general giOed with the <Inns and amlor of
Ihe fOllr who lla([ COllie before llim. Jlowt::\'er. wars of ~
strife <lnd succession eventuall), shaltered the killg·
dom oncc more. and lhe Arms onVar were scattered
'Kross ncw lands.

History DC 17: Despile their rank. Korra. TeTOn.
JlIhana. and Mandu made it lheir mission to fight
;llongside thc troops who served them. c'·cn whcn
doing so pill their own lives ill danger. Collectillg all
the Arms onVar enhances the wielder's ahility to
t:tke advantagc ofopponenb' ,,"lnerabilitic~and 10
proll_'t:t allies.

Hammer Shield lewl B

The profeclh'r powcr of lItis bell gllunllllees rlwlfi~ who Ili,lr
bfhiml !lIe COIl'lmlice ofpoison will r"lJrcl ir.

Item Slot: Waist 4.200 gp
Pro~rty: Nondwarf allics within 3 squares of you gain a +S

item bonus to saving throws against poison effccl5.

Clear·Blood Baldric le......1<j

lite hammer siHiI rlllblawlled art lhis sled sllield sirengfhCtIS
lhe (lrlll 111m wields a IHllll/ll('r ill mulle.

Item Slot: Arms 3.400 gp
Shield: Any
Property; When you hit an enemy with an attack power

using a hammer while wielding thiS shield. you gain a +1
bonus to .. 11 defenses until the start of your next tum.

Rousing Hammer le~1 s~

ARMS OF WAR

'1'111' wmth )1111 lIml OUI will! this dlt'IInTIi hmllllwr ilislil!S vlnor
ill Juur aUks.

Weapon

Head

Hands

Arms

S+ Weapon of gre.. t 1.000
opportunity

6 Helm of exemplary defense 1.800

7 Dual-thre... t gauntlets 2.600

8 Pincer shield 3,400

CHAPT.EH 2 111<1"' S"ls

Helm of Exemplary Defense t. ~.l (,

Dual-Threat Gauntl~ts 1<'\It'17

'/lIe JKlwer of litis helm 8mnl.)VU 1I rill Jrlllr allies (Ill lIdnullllJJe
('Bulllsi flies who ICll\·e thClIlSell"es O/ICII.

Item Slot: Head 1.800 gp
Property: You and each ally within 3 squares of you deal 2

~xtr.l damage when you hit with opportunity atl:ilclts.

\VIll.'n ,mur rnrUl)' /1 rllls liS 1111ar/1. )VU lash 0111 aI)Vll rfoe.
dislrilC!hl/l it furlher wallow /1 lIe(lrby (Illy 10fredy fire "11(111 il.

Daily
Free Action Close bum 5
Trigger: You make an opportunity attack
Target: One ally in burst
Effect: The target makes a ranged basic attack aRainst the

target of your opportunity attack as a free l1ctlon.

Ally's Opportunity Item Set Power

\ \'hCtI )'OU lIll,l an a1tvfi8/1f lOyethtr. IIII' pm\Tr of IIIt'S<' BUIlIII

I~.,. JlcishlellS bolll )'IJur (Illllch.

hem Slot: Hands 2.600 gp
Power (Daily):: Minor Action. Until the end of the

encounter, while you're flanking l1n enemy. you and the
ally fl.mking with you gl1in an addirional +1 bonus to
attack rolls against dUlt enemy.

ARMS OF WAR ITEMS

ARMS OF WAR BENEFITS

2 For each two items you have from this set, you

gain a +1 bonus to opportunity .. ttack mils.

4 You gain the C1ffy's oppwtunity power, described

below.

Pieces Benefit

Lvi Name Price (gp) Item Slot

125.000gp
62S.000gp

3,125.000 gp

+'
+S
+6

lvl 20
lvl25
lvl 30

lvI S +1 1,000 gp
lvl10 +2 S.OOOgp
lvllS +3 25.ooogp
We..pon: Hammer
Enhancement: All:ilck rolls and damage rolls
Critical: +' d6 damage per plus
Property: Whcn you hit an ellemy with this weapon. ~ach

ally you (an see call stand up as a free action,

LORE
l-lislory DC 7: In ages past. allied hUl11:111 kingdom..

fought a hobgob[i II cl11[Ji re in a weat war thal created
legendary heroes Oil both sides. The fierce clan lords
oI"the hobgoblin armies were opposed by four human
generals. each ofwhom exemplified a different area of
rombm prowess. Korrn was an expert in counterattacks.
Teron's forces were unequalled in the defensh'e tactics
ofthe shield wall. Ju hana's troops were legendary for
their skit [ at nanking alld posit ioning. Mandu was the
utKlispll1ed m:L..ter of Imlrtial weapon trainillg.

Though Ihey came from dlfTerem lands that had
lought each other in the past. all four leaders worked
together to pre-.cnt a unified response to the hohgob·
lin forces.

llistory DC 12: Through the combined eHorts
oflhe four gellerals, the hllman armies defeated thc
holJ&'Obllns.though at great loss. TeTOn and Juhana fell
while holding off dl(, hohgoblin lines Single-handedly.
grallling the forces they led lime to regroup behind
lhcTll. Korra and Mandl! sur\'iycd 10 be hOllored by
lheir kingdoms and the soldiers who ser\'ed them.

The Arms of'Var were OIlCC wielded by four gener·
als who led their human kingdoms in battle against
agreat hobgoblin ernpire. Each gelleral was known
as the Jll:tstcr of a diffcrcnt :lSPCCl of martial straleK)'.
and the warrior who owns all their treasures gain" a
lIlea')ure oft heir skill.



Pincer Shield level 8

Weapon of Great Opportunity le-I 5+

Thls slrlelilexwnds i.s protatlonJroll1 Jl)l.l to yourjlanl:i1l8 all)'.

Item Slot: Arms 3,400 gp
Shield: Heavy
Property: While you're flanking an enemy with an ally. thal

ally gains a +1 shield bonus to AC and Reflex.

Arms

N&k
Weapon

Weapon

Hands

510

680
680
840
1,000

Bracers of enforced regret

Baffling Cilpe

Rhythm blade

Harmony blade

Gloves of recovery

,
3.
3.
4+

5

though it's lIOW practiced by humans. tknings. and
dragollbol'!l in equal measure.

History or Religion DC 15: According 10 legcnd.
the blade dance was invcnted as thc result ofa wager
between Kord and Ernthis. Erathi.~ created the fight·
ing style to dcmonstrate to Kord that not all combat
nced be crude and brutal. Stories tell of a warrior'
pricsl of Ermhis who t ra,'eled among many of the
cultures and races Ihat claim to have originatcd the
blade dance. It's thought that this priest was the first
(0 Icach the lc&>cndary sl)'le.

BLADE DANCER'S REGALIA ITEMS
LvI Name Price (gp) Item Slot

125,000 gp
625,000 gp

3,125.000 gp

Lvi 20 +4
Lv( 25 +5
Lvl30 -6

You fake aal'arll(lyr ojaJ~'~ 11l1l1erubili,y 10 aelin~r a denlSllll
1118 slrlke widr fhis 1\l'apoll.

Lvl 5 + 1 1,000 gp
Lvl10 +2 S,OOOgp
Lvl15 +3 25,OOOgp
Weapon: Any melee
Enhancement Attack rolls and damage rolls
Critial: +1 d8 damage per plus
Power (Encounter); Free Action. TriMer: You hit with an

opportunity attack. E}fect: Deal 1dB extra damage per
plus of the weapon.

BLADE DANCER'S REGALIA
The origin of the Ill)'sterious combat art known as
the blade dance is hotly cOlllestcd alllOllg those who
study and perform it. This Illanner of fighting is
known for its grace and control. and practitioners of
the blade dance can be found alllOng all races and
cultures. Each group ofblade dancers can he casily
distinguishcd hy the del<lils of their lIni{llie st),le.
Howe\·er. t he underlying similarities ofthe form
remain apparCIlt.

LORE
History DC 5: The blade dance is an ancient

combat art whosc origins arc shrouded in mystery.
Practiced by:t widc varicty of cultures and races. this
distinctive two'\\,C<lPOII style incorporates Oowing
d<lIlCeli ke IlIOVCS intn ib attacks alld defenses. Most
blade dancers consider their own ~tyle to bc original
and definitive, marking all others as mere imitalors.
ll\llde dallcers arc quick to Ilght <II1IOl1g themselves to

establish their superiority. However. regardlcss ofthelr
chosen schooL blade dancers all covel a set ofspecial­
ized reg'llla whose origins arc as old as the form.

History DC 10: Among dwarvcs. the blade dance
is called Moradin's Drullls. It favors steady rhythms
and heavy weapons ~uch as hammers and axes.
Among the c1adrin and other beings of the Fe)'wild.
thc fighting style is known a.. CorelJoll's \Var Chant
and is practiced wilh longs\\'ords. The ekes have
adapted it to lighter blades. and it's said that the drow
havc their own \'ersion of the blade dance incorporat·
ing the cruel wC:lpon'i orthat race.

Olher schools have:l wider following. The Drunk­
ard's Walt;,: features knife fighting and is favored by
humans and h:lIOing", The Jestcr's Prance school
use... mismatched wcapons and was said to have been
ercatcd in the training halls ofthe Helling empire,

BLADE DANCER'S REGALIA BENEFITS

2 You gain a bonus to AC against opportunity

attacks equal to the number of items you have

from this set.

5 You can use your Hunter's Quarry class feature

as a free action instead of a minor action.

Bafflin Cape lewl3+
Tllis rillplirlJj C(Ipt' allowsrou 10 slip paSI an alfa("'iIl8J~.

Lvi 3 +1 680 gP Lvl18 +4 85.000 gp
Lvl8 +2 3.400gp Lvl13 +5 425.000gp
Lvl13 +3 17.000gp Lvl28 +6 1.125.000gp
Item Slot: Neck
Enhancement: Fortitude. Reflex, alld Will
Power (Dally + Telcportation): Immediate Reaction.

Tr;ooer: An enemy adjacenl to you misses you with a
melee attack. Efleel: Swap posillons Wilh the triggerillg
enemy.

Bracel's of Enfol'ced Regret Levell

\ Vliell rrn ellemy presses )1Hl. Ille power oj IlleS<' simple slcd

!.>r(lCt'I'S leIs )tlll 111m 111(' lil!.>les.

Item Slot: Arms 520 gp
Property: While you're marked. you gain a +2 bonus to

attack rolls and damage rolls against Ihe enemy that
marked you.

Gloves of Recovery ~ ~,~ - - levtl ~

\ \'11('11 )t'lUfinn!.>le in fOmbell. ,JIt'Se slm"Cs allow you to reCOI'l'f
(Illd strike 11811irl.

Item Slot Hands 1,000 gp
Power (Dally); Free Action. TriMer: Vou miss an enemy

with a melee attack power. E}fect: Make a melee basic
attack against Ihat enemy.

CIIAPTFH. 2 It .. m S .. 11



Rhythm Blade Lellel J+

Harmony Blade level 4·

-I

.-

325.000 gp
1,625.000 gp

1"ht' rl"Siduum suspcuded in rl1ese lerlscsl1elpsJvu see 111rouyh
Ihe wlIll'lexitics ofthc deadliest Imps.

Item Slot: Head 3.400 gp
Property: You gain a +4 Item bonus to Perception checks

and Thievery checks to delect and disable lraps.
Power (Encounter): Minor Action. You make ill Thievery

ched to disable a trnp.

Alchemy Gloves lelli!l 6

Deep-Pocket Cloak LCII('I 7·

\ \'11('11 rOil u.w- an alclu>l'l"lical itelll. lill~e 810n~s dTa"Be it wirh
fJW8icai poI<\'/".

Item Slot: Hands 1,800 gp
Property: You gain a +1 item bonus to attack rolls with

alchemical items.

Gadgeteer's Goggles L~18

The IlImdrclls ojmasuall)' hiddrn poc-l:t'1S on litis doal: allo",
JUIl 10 /,oup a lo'l'alill oJilt'IIlS dose "rhand.

lvl7 +2 2.600 gp lvll1 +5
lvl12 +3 13.000gp lll127 +6
Lvi 17 +4 65.000 gp
Item Slot: Ne<k
Enhancement: Fonitude. Reflex. and Will
Property. The pocket5 of this cloak can hold up 10 1,000

pounds in welghl or 100 cubic feet in IIOlume, bUllhe
clOilk always weighs only 1 pound. Each item stored within
one of the cloak's pockels can weigh no more than 10
pounds.

Drawing an item from a da>P'pocJret clook is a minor
action.
level 22 or 27: The cloak un hold 2.000 pounds in weight

or 200 cubic feet in IIOlume.
Power (At·WiII): Free Action, l/round. You draw an item

from the cloak or store an item within it.

2 When you or an ally within 5 squares of you

spends ill healing surge, you or that ally regains

additional hit points equal to the number of
items you have from this set.

4 You gain ill +4 bonus to all defenses against traps.

Pieces Benellt

Lvi Name Price (gp) Item Slot

5+ Shockweave armor 1,000 Armor

6 Alchemy gloves 1.800 Hands

7+ Deep·pocket cloak 1,600 Neck

8 G;ldgeteer's goggles 3,400 Head

GADGETEER'S GARB ITEMS

GADGETEER'S GARB BENEFITS

105,000 gp
525,000 gp

2.625.000 gp

Lvl19 +4
Lvl24 +5
LII129 +6

11IOU811 JVu wield it as Jvur primary Il'ellpoll, "lis blade Il'llds
its power 10 your off-Iullld nll(ld..s.

Lvl4 +1 840gp
Lvi 9 +2 4,200 gp
Lvl14 +3 21.000 gp
Weapon: Heavy blade
Enhancement: Attack rolls and damage rolls
Critical: +1d6 damage per plus, and you can make a melee

basic auack with your off·hand weapon.
Property. When you hit an enemy with both this weapon

and )'Our off·hand weapon during the same turn. that
enemy takes a -2 penalty to allack rolls against you until
the end of your next turn.

l"iilhlill8 lI'ilh lids off·hand I,WI/101l iml'rol'l's yvur 1I'1cn5e.

Lvi 3 +1 680gp LIII18 +4 85.oo0gp
Lvi 8 +2 3.4oogp LIIIH +5 425.ooogp
Lvlll +3 17.oo0gp Lvl28 +6 1.125.000gp
Weapon: Light blade
Enhancement: Anack rolls and damage rolls
Critical: +1 d6 damage per plus
Property: While you wield this weapon in )'Our off hand.

yotJr shield bonus to A( and Reflex increases by 1.

GADGETEER'S GARB

LORE
Arcana DC 7: Created through eonstantlinkcr·

illg and expcrimentation, the itClllS of rhe Gadgeteer's
Garb werc deyeloped. then perfecled by a llumber of
ingcnious ill\'cntors. Some parts of t he SCi were nrsl
cmfted by dwarfarlificers. othcrs by human arcane
practitioners. and some b)' fOll1orians ilnd ot hcr fe),.
Despite t heir disparate origins. howe"er. each of the
items ofthe sci rcprcseillcd a singular advance in
magical and mcchanical dcsign.

ArCilna DC 12: An artificer known as Morton the
Gadgeteer is said to have been the first to Ullif)' Ihese
once·disparate items, seeing the COlllmon thread of
ingelluity in each and imbuing the sct wilh its unique
bellen,s. \Vjth the powcr of the Gadgetecr's Garb.
Morton bccamc a legendary arcanist and trapnnder.
and thc item set thai bears his moniker is his endur­
ing legacy.

Characters (]ril\\'n 10 the inner workings oft raps
and alchcm)' covel this sct oCilcms. The items of the
Gadgelcer's Garb beSIOw a wide range of ulilitar-
ian magic. combal boons. and power over lraps and
alchemical de\,jces. All the items of the set share a
skillful synthesis of mechanical and magicitl design.

Artincers and rogues most olien seek Ollt and col·
leci the items oflhis set. though the)' ciln benefit any
charactcr.

,
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Shockweave Armor hwl S, GOLDEN LION'S BATTLE REGALIA ITEMS

Pieces Benefit

GOLDEN LION'S BATIlE REGALIA BENEFITS

Lvi Name Price (gp) Item Slot

lion's Claw Gauntlets Lev",1 S

Weapon

feet

N&k
Hands

Weapon

65.000 gp
325.000gp

1.625.000 gp

105.000 gp
525.000 gp

2.625.000 gp

520
680
840
1,000

1,000

A riXlrillsliotl e"graved 011 rhe hei/(/ of lliis SJ~ur pins fourfot
ill place whileJUu close for rhe kill.

Lvi 2 +1 520gp Lvl17 +4
Lvl7 +2 2.600gp LIIIH +5
Lvl12 +3 13.000gp Lvl27 +6
Weapon: Spear
Enhancement: Attack mils and damage rolls
Critical: +' d6 damage per plus
Property: This weapon has the hcavy thrown propcrty ilnd a

range of' 0120.
Power (Encounter): Standard Action. Make a ranged bask

attack with this spear. On a hit, the target is also immo­
bilized (save ends).. The spear doesn't return to you until
the immobilized effect on the target imposed by this
weapon is ended.

This Iionsllill dOllIl beslOWS rhe majesty of1111II d~IIIll·.laror
upon JUU 10 slrilltfear infO rhe hearts a!JTJUrfoes.

LII14 +1 840gp Lvl'9 +4
Lvi 9 +2 4.200 gp LIII 24 +S
LvI 14 +3 21,000 gp LIII 29 +6
Item Slot: Neck
Enhancement: fortitude. Reflex. and Will
Property: When you use your roor of triumph power. you and

each ally adjacent to you can shih 1 square as a free action.
Power (Daily + Fear~ F~ Action. Tri1J8er. You reduce

an enemy to 0 hit points. E/feet: Each enemy within 5
squares of you takes a 2 penalty to attack rolls until the
end of your next turn.

Hungry Spear It'wl 2t

2+ Hungry spear

3 SWiftpad boots
4+ Cloak of the lion's mane

S Lion's claw gauntlets

5+ Thane blood weapon

These 8UUtllli'ls. crafleil from II lioll's pUlI·S. hdp 01'l'rW1I1e lire
10llsllest adwfSllries.

Item Slot: Hands 1.000 gp
Property; When you make a weapon attack that largets

fortitude and)'OUr attack roll is 20 01" lower. add a +1 item
bonus to the roll.

Cloak of the lion's Mane l"'lIt'f~-

3 When you're adjacent to three or more enemies

you can see, you gain a +1 bonus to attack rolls.

5 Your roor of triumph power increases to a close

burst 7. When you use your swift chorge power,

you gain a +2 bonus to speed until the end of

your next turn.

'"ellll Shll!s- 011 illis anner mU8ka/ly pmtec. )'Uu from lishlllln8.
alld Ihen unleash I'lal SlIme f'O"'rf a,qaiJISlJOllrfoes.

LvI 5 +1 1,000 gp Lvl20 +4 125.000 gp
Lvl10 +2 5,000gp Lvl25 +5 62S,OOOgp
Lvl15 +3 25.000 gp LII130 +6 3.125,000 gp
Armor. (loth. lealher
Enhancement: AC
Property: You gain resist 5 Iiglllnillg.

l.tveJ 15 or 20: Resist' 0 Iighlning.
Lewl25 ~ 30: Resist'S liglllning.

Power (Encounter~F~ Action. Tri88£r. You take lightning
damage. E/fect; Until the end of the encounter, this
armor's daily power gains a +1 bonus to the attack roll
and deals 1dl°extra lightning damage.

Power (Dally + Lightning): Immediate InterrupL TriMer.
An enemy adjacent to you targets you with an attack.
Effect: Make an attack against the triggering enemy: +8
lIS. fortitude; on iI hit, deal 2d1 0 lighllling damage. and
the enemy is dazed until the end of your next !Urn.
level 10: + 13 lIS. fortitude.
level 15: +18 lIS. fortitude. 3d' 0 lightning damage.
lew!1 20: + H lIS. fortitude.
lew!125: +28 lIS. Fortitude. 4d1 0 lightning damage.
level 3D: +33 liS. Fortitude.

GOLDEN LION'S
BATTLE REGALIA

LORE
History DC 7: The Goldcn LiOI\ lOok her mUllC

frOlll t he gaunt lets. do..'lk. and boots she worc-crafted
frOlllthc JX'1t ofa lion she slcw when she \Vas only
a child.

History DC 12: Despite her reputat iOIl as a
scourgc ofNcrath, the Golden Lion and her folk calllc
to the aid of the empire in the face ofa gnoll inv<lsion.
The power of her regalia helped her slay the gnotl
\liar chief. but In that lkn:e final balllc, thc Golden
lion fclt.

History DC 17: Thc relics thaI bcar the Goldcn
I.ion·s name arc now scattered across i1l1lands.
though the dDerl cairn marking her gravc ha.... long
been lost to lime. Ilowe\1~r. it's said that anyone
who can find the site is then visited by the spirit
of the Golden Linn, who will re\'calthe location
ofone or more itcm from her battlc rcgalia to a
wor! hy successor.

1\ legendary barb.."1rian chienain ofthe great deserts.
the Goldcn Lion ofSlimmer was a warrior renowned
for her single-minded ferOCity and military cunn ing.
I ler cloak. ~allJ1llel!>,and boots were fashioned from
I he hide ofa desert lion. ,md hcr weapons hare the
mark ofthallcilr..omc beast.

Barharian charauers. particularly thancborn
barbarians. bCl1cfitlhe most from the Golden lion's
Kanle Rcgali<l. Ilowcvcr. dclcnders and melee strik·
ers can also make good lISC of these legendary itelll".

CUAI'TER 2 Ilr~m S~lS





CIIAPTER 2111cm SC!S

Swiftpad Boots level 3

Thane Blood Weapon levelS

the force's legacy lh'es on in the magic<:J1 panoply ils
members ollce wore.

This item set is most useful for rangers. bllt it can
be utilized by allY character who favors long·range
attacks and mobility in combat.

-c
••

Some item sets include magic items found in the Player's
Handbook and other supplements. Such items can be
found in a campaign in both their default (free) and item
set (bound) versions. Items bound to a set exhibit quali·
ties that link it to that set, and a character can learn that
a magic item is bound in the same way he or she learns
the item's properties or powers.

Magic items created in bound form as part of a magic
item set use the normal rules for creating magic items.
Set items in their free form (for example, an end/en
quiver not created as part of a Kamestiri uniform) can be
incorporated into an item set. A character can perform
the Enchant Magic Item ritual with no component cost
to bind such a free magic item into a set. At the OM's
discretion, binding an item into a set might require effort
or special components: the blood of a descendant of the
original set creator, taking the item to a special location.
or the like.

•
An item that is bound into an item set can't later be ;

unbound. j

STANDARD lTEMS 1N
lTEM SETS

LORE
History DC 8: The elite sold iers of the cit y·state of

Nageo lrained with light armor suited to mobility and
shipboard comb'll. The long-range crossbows that
were their signature weapon hild first been ereilted
by a local tribe known as the karnesti. The Kalllestiri,
as these soldiers called themselves, soon became the
dOlllin<lllt I1ghting force in the region. Their effec­
tiveness in battle on both land ami sca soon bcc.llllc
legendary. and helped maintain a ckcadcs·lollg peace
between Nageo and its powerful neighbors.

History DC 14: At the height ofNageo's power,
rumors began Lo circulale thai the Kamestiri captains
had been keeping llluch oftbe wealth the)' h'ld libel"
ated frorn the area's pirates. A new prince, nncertain
in h is posit iOII, grew jea lOllS of the Ka I1lestiri 's power.
Deciding to take steps to remove thelll. he settt the
bulk of the Kamestiri forces 011 a doomed voyage of
exploration from which few relurned. \Vilhinthe
year, however. t he prince was assassinated-sla iII by a
Single crossbow bolt l1red from a gl'C<ll distance. With
no dear heir ami no defenders. Nageo quickly ldl to

its neighbors.
No trace of the Kamestiri's rumored riches was

e\'cr found. However, even if the lales of ill-gotten
ga ins were unfounded, lhe group's legit imate e<lfll'
ings were said to have gone unaccounted for in the

125,000 gp
615,000 gp

3,115,000 gp

+4
+5
+6

Lvi 20
lvl2s
Lvi 30

Lvi 5 +1 1,000 gp
LvilO +2 5.000 gp
lvl1S +3 2S.000gp
Weapon: Any melee
Enhancement: Attack rolls and damage rolls
Critical: +1d6 dama~e per plus
Property: When you usc Ihis weapon to reduce an enemy

to 0 hit points, you and each ally adjacent to you gain a +2
item bonus to your next attack roll berore the end of the
encounter,

These sHl'ple boots lelld <I !iou's :>tre1l8th toYOllr 1('<11'5,

hem Slot: Feet 680 gp
Property: You gain a +2 item bonus 10 Athletics checks to

jump.
Power (Daily): Move Action. You jump a number of

squares equal to your Strength modifier.

/:;lCh Ii me JUU 11 rop Uti etremy. Ihe bloodlust ill your ullil.'S
mOlltl/s.

The cHy-stale of Nagco was once a major port and
trade hub, but its great wealth made it a target for
gohlin raidcr.~, competing dty,slates. and pil'ates. In
response, lhe Nageos created a defensive lorce to pro,
tect the city and its lucrative shipping tr,](le. and also
to provide seabome mercenary forces for traders and
neighboring SlalCS. These legendary warriors called
the Kalllt:'stiri are little more than a memory now, but

KAMESTIRI UNIFORM



KAMESTIRI UNIFORM ITEMS

LvI Name Price (gp) Item Slot

Boarding Boots Level 8

325.000 gp ~
1.615.000 gp

525.000 gp
2.625.000 gp

325.000 gp
1,625.000 gp

+S
+6

+S
+6

Lvi 22
Lvi 27

Lvi 24
Lvi 29

Lvi 7 +1 2.600 gp
lvl12 +3 13.000 gp
Lvi 17 +4 65.000 gp
Weapon: light blade, axe (one'handed only)
Enhancement: Attack rolls and damage rolls
Critical: +1 d6 damage per plus
Power (Daily): Millor Action. Until the end of your turn.

when you anack with this weapon. you gain a bonus to
damage rolls «Iualto the number of ellemies adjacent
to you when you make the anack.lfyou·re wielding
another infighting blode in your off hand. this bonus abo
applies to damage rolls with that we<JI)()fI.

Spedal: If you're wielding two infightiOjj blades, the first use
per dily of the weapon's daily power dOf!Sn't COUnt toward
the limit of magic item daily powers you can use in a day.

This exupriorudlycniftcd nosshow cau tar1Jel ('I'm tile farthesl
fM<

Lvi 9 +2 4.200 gp
Lvl14 +3 21.000gp
Lvl19 +4 105,000 gp
Weapon: Crossbow

Enhancement: Attack rolls and damage rolls
Critical: +1 d6 damage per plus
Property: Auacks wilh this crossbow don't take the-2

penalty for long range.

Power (Daily): Free Action. Tri88er: You miss every target
with an attack you make using this crossbow. EfJl!Cl: You
don't expend the use of that power. The power also has
no effect on a miss. even if it normally does.

Tllis shield shlllll'd ell/lTIll surrountls you wilh protl.'Cl il'(' errermo:

LvlS +2 3.400 SP Lvl23 +5 425,000 gp
Lvl13 +3 17.000gp Lvl28 +6 2,12S,OOOgp
Lvi 18 H 85,000 gp
Item Slot: Neck

Enhancement: Fortitude. Rcnex. and Will
Power (Dally): Minor Action. You gain a +2 power bonus

to AC and Renex until you leave your current space,

TIlis !JIlIe!. lell rller /lTllIor {llIm!'s you ro sllmil sleatly ill IIlefilee
IIj ullcertlliujootill8 or Ill'0ssiblejall.

Lvi 7 +2 2.600gp lvl22 +5
Lvl12 +3 13.000 gp LvI 27 +6
Lvi 17 +4 65,000 gp
Armor: Leather
Enhancement: AC

Property: When you make a saving throw to avoid forced
movement, you gain all item bonus to the saving throw
equal to the ilffilOl'"'S enhancement bonus. On a save,)"OI.I
doo', fall prolle.

Infighting Blade level 7-..

Kamesti Crossbow lI,;vd 9·

CIIAPTFH l I fIrm S~1S

TIle closerJtJUr foes I'f/'SS. rlw 1Il0re clecullr rlTis qUi'!. blade
!JeWlIU·S.

Pavise Charm level 8f-

Shipboard Al'"mor level 7+

Weapon

Annor

Feet

N&k
Wondrous item

Weapon

2,600

2,600

3,400

3,400

4,200

4,200

7+ Infighting blade

7+ Shipboard armor

8 Boarding bools

8+ Pavise charm

9 Endless quiver

9+ Kamesti crossbow

Pieces Benefit

2 The short range of a crossbow you wield

increases by a number of squares equal to

the number of ilems you have from this set.

The long range of your crossbow increases by

twice that amount.

3 You gain a +1 bonus to damage rolls on melee

attacks while you are adjacent to two or more
enemies.

5 When you reduce an enemy to 0 hit points, you
can shift 1 square.

chaos alicr the death orlhe princc. The ultimate Enc
of that treasure remains a m:ltter ofgreat interest to
scholars and ao\'clllurers alikc.

History DC 19: 'rhe few sllrvivors of1he Kallle·
stiri are said to have gone on 10 found Illern:nary
troops in r.'lr.nung lands. These w:lIldering compa­
nics arc thought to ha\'c heeulhc source orlhe first
Kamcstiri unif{Jrms to ,Ippcar in lhe wider world.
Countless modern mercenary cOllllXlnics trace their
origins to Ihc Kamcsliri, though in many cases.lhis
claim is lillIe more than spurious boasting.

Streetwise DC 19: Humors in Ihe lafbocrcities
ofthe land speak orJone assassins who specializc in
lllurder:ll 10llg mugC'. alllJ of1he unique crossbows
they bear. Some callthcsc kil1cf"i Ihe lasl orthe Kames­
tiri. though Ihey're careful to nol say so tOO loudly.

The,l' /ill rei boots ofhim:!. 11'(1 rl11'r !.reflyou moving hi wmvd/. III
deadly rffrcl.

Item Slot: Feet 3,400 gp
Property: You ignore dimcuh terrain on a boat. ship. or

other walercrafL

Power (Daily): Standard Action, You jump a number of
squares equal to your speed and use one of your at·will
attack powers with a +1 power bonus to the attack roll.

Endless Quiver leYel9

lliis l'!w'n 'Iyled /juil'l'r (un (nt/Ill? an eric/less supply ojnonnol
arrows or bollS.

Wondrous Item 4,200 gp
~r (At-Will + Conjuration): Free Action. U~ this

power when you attack with a bow 01'" crossbow. When
you reach into the endless quiver. it automatically pr0­

duces a single arrow 01'" bolt, as appropriate. Ammunition
created by the quiver that is not u~d within 1 round of
its creation disappears.

KAMESTIRI UNIFORM BENEFITS



1OS,OOO gp
525,000 gp

2,625,000 gp

MARJAM'S DREAM
A faithless mercenary driven by prophetic visions
given 10 him by Me10ra collecled the items ofM<1r­
jam's Dream. V·/jth those relics. he trained the first in
a long line of warriors Iilught to bahmcc their marOa]
prowess with arcane power.

Though the items Oflhis set are usable by any
class, they're most highly coveted by sword mages.

LORE
History DC 7: Marjam was a vain and boastful

mercenary warrior who was disddin fill of" magic his
entire life. In his later years. however. Marjam had
a dream ill which Melora instructed himlO collert
a number of powerful relics in her name. Initially
resistant to what he perceived as the product of all

agc-Hdd led brain ,mel a heah h)' love of sl rong a Ie.
Marjam tried to ignore this prophetic vision. but the
dream increased in frcqucncy and intensity. fearing
for his sanity in the end, the wilrrior strapped on mllil
and .~word once more and undertook an epic <Illest
lhat saw him collcct thc nve relics that his dream had
showed him.

History DC 11: By the time his quest was com­
plete. a change had caine over Marjam. AUuned to
the arcane energy that permeated the world, the war­
rior had a final vision in which he saw a succession of
heroes who would wield arCllllC and martial power in
equal measure, He knew that it was tIle destinyofhis
final years to train the first of these heroes,

At the nearby tcmple of Melora, Marjalll sought
alit a child he had seen itt his final vision-an orphan
llamed Alora, who had grown up under the care of
the templc laithfu[ and who showed great promise
as a spellcaster. The child became Marjam's charge,
and for long years at the temple he raised and trained
her, From Marjam, Alora learned the ways ofeombat,
evcn as the relics of Marjam's Dream allowed her to
halance that martial skill with thc magical ability
taught to her by i'vlr.::lora's lilithfu!.

History DC 17: Even before Marjam's death.
Mora had leri the temple to become illl adventuring
swordlllage, A powerful symbol ofMdora's faith,
she was known by her reputation and the distinctive
weapons and raiment ofl\1ilrjam's Dreilm. \"'hen
Alora died, the items ofMarjillll's Drealll quickly
spread across the world and beYOlld tIle bOUllds of
Mclora's faith. However, sages believe that Melora still
seeks out t:hosen champions 011 whom to hestow the
items of this set.

CHAPTER 1 Ill"", S"I~

MARjAM'S DREAM ITEMS
LvI Name Price (gp) Item Slot

2 Boots of jaunting 520 Feet

3 Gauntlets of arcane might 680 Hands

4+ Weapon of arcane bonds 840 Weapon

S Circlet of arcane extension 1,000 Head

6 Warded vambraces 1,800 Arms

MARJAM'S DREAM BENEFITS
Pieces Benefit
2 When you make Arcana checks to detect magic,

you gain a bonus equal to the number of items

you have from this set,

S The area affected by your Swordmage Aegis

class feature increases to a close burst 3.

Boots ofJaunting level 2
"11(',,, ce!/tytlrlable leather boats (Illowyou ro slip PiISt obslildrs
u rllli IIdered.

Item Slot: Feet 520 gp
Power (Daily + Teleportation): Minor Action. You teleport

1 square.

Circlet of Arcane Extension LevelS

This Holden circlet cxtends rite fIlUJlC ofyour arcanc power to
srrike at disllilit f(J(!s.

Item Slot: Head 1,000 gp
Power (Daily): Minor Anion. Until the end of your turn,

the range of your ranged arcane powers increases by 5
squares.

Gauntlets of Arcane Might level 3
\ Vneu afile you hal'e cltallellflerl reels from Y(lUr ([rcane power,
dle,e BUll rlllels 8f1l111 you increased l'i8or.

Item Slot: Hands 680 gp
Property: Wheu you hit an enemy marked by you with au

arcane attack power, you gain 2 temporary hit points.

Warded Vambraces level 6

These !cdlher (1TI1lbamls leI you slhl re you r (l rcane defenses with
olhers,

Item Slot: Arms 1,800 gp
Power (Encounter): Minor Action. Untillhe end of your

next turn, each ally adjacent to you gains a power bonus
to AC equal to the bonus provided by your Swordmage
Warding class feature.

Weapon of Arcane Bonds Level 4+

Effeas rOH cuuse with rhls blude bind your (ne!/tles to you.

lvl4 +1 840gp lvl19 +4
lvl9 +2 4,200gp lvl24 +S
Lvl14 +3 21,000gp lvl29 +6
Weapon: Heavy blade, light blade
Enhancement: Attack rolls and damage rolls
Critical: +1 d6 damage per plus
Power{Encounter): Free Action. Tri88er: You hit an enemy

with an arcane attack power using this weapon. Effect:
That enemy is marked by you (save ends),



RADIANT TEMPLE
TREASURES

Blade of Vengeance levelS.,
YoorJoc's (llf(Jd' bites dl'l'p, bur)uur COllI1Il'rSlrJJ.oe hilS 1'\"('11

harder;

Bracers of Zeal level 9+

Radiant Temple Uniform level 7+

-

315.000 gp
1,625.000 gp

425.000 gp
2,125.000 gp _

525,000 gp
1,615.000 gp

Lvl24 +5
Lvi 29 +6

Lvi 23 +5
Lvl28 +6

Tilis lIluled 8m)' uniform [,mUdS )UUJrom WlIId!fill C)1'S and
leIs )~lU ~l'iI!Jilll)' slil' l'ilSI your foes ill comba"

Lvi? +2 1.600 gp Lvl22 +5
lvl12 +3 13.000gp Lvl27 +6
Lvll? +'1 65.000 gp
Armor: Cloth
Enhancement: AC
Property: You gilin a +1 item bonus to Slealth checks.
Power (Encounter): Free Action. Tri88er: You shift 1 or

mQre squares. Elffft: You shift an additional number of
square5 equal 10 half of this amlor's enhancemenl bonus.

These Jloillell brilcfrs 11'1 you Chilli tid ymr OWl1 rt'si!i('lll)' iJllo (l

l'urlisl1illJ) (IltllCIl.

Lvl9 +2 4.200gp
Lvl14 +3 21,000gp
Lvl19 +4 105.000 gp
Item 510t: Arms
Power (Encounter): Free Action. TriBBI'f: You hil an enemy

adjacent to you with a melee attack power. and you
have temporary hit poinlS. Effl'd; You lose up to 5 lem·
porary hit points and deal thilt amount of extr.t damage
to that enemy.
llovel 19 Of 24: lose up to 10 temporary hit points and

deal thai amOUnl of damage.
level 29: Lose any number of temporary hit poinlS and

deal thai amount of damage.

Lvi 8 +2 3,400 gp
Lvi13 +3 17.000 gp
Lvi 18 +4 85,000 gp
Wr:apon: Heavy blade, light blade
Enhancement: Attack rolls and damage rolls
Critk~l: +1d6 radiant damage per plus
Power (Dally~ Immediate Reaction. Tri,ggc!r. An enemy

adjacent to you bloodie5 you with a melee a!tack. EffKt:
Make a melee bask attack against the triggering enemy
wilh this blade. On a hit. the enemy is also pushed 5
S<luares, and you «In move 5 squares. You must end your
mO\felllenl In a space adjacent 10 Ihal enemy.

Special: If you have the oalh ofenmity power, you «In shift
5 squares Instead of moving 5 squares.

7+ Radiant temple uniform 2,600 Armor

8+ Blade of vengeance 3,400 Weapon

8+ Warding blade 3,400 Weapon

.+ Br,Kers of zeal 4,200 Arms

LORE
History or Religion DC 8: III the Blla] ),cnrs

oflhe war between thcguds amlille primorclials, a
greal Illimber of morlal clerics, 1''1 ladi IlS. ami ot her
servo illS of tilt: ~ods came IOj;clhcr 10 create 11 mighty
bastiun of light. This acl greatly pleased the gods. and
it'ssaid that the devotion orlhe telnplc helped turn
the tide of war in their fil\"Or.

History or Hcligion DC 14: In Ihe end, the gods
were \'iclorious, In a glorious calady~m thai shcKlk
the 1110rlal world, the Radiant Temple and the souls
that had forged it werc takcn to the Astfill Sea. How­
c"cr, in thc momenls before the lemple'" ascendanc:e.
a number of the faithful stepped forth frOIll its lowers
oflight. choscn b}' the gods to remain behind as pro­
tcr:tors of Ihe new-made world. The..-.e faithful arc said
by some 10 be Ihe nrst a\'engcrs-di,'ine champions of

Ihe deit ics I hcmscl\'cs.
I-listory or Hcligion DC 19: 'I'he itcm" oflhe

Hadiant Temple Treasures arc ~pread acro~sall

cultures. e"en those where 1he secrel rituills of t he
a\'cngers arc all bUlllllknown. Some believe Ihat the
appc:lf;IIICC ol"lhcse relics is iI sign meanlto inspire

worshipers to take up the path oflhe arcnger.

Lvi Name Prite (gp) Item Slot
RADIANT TEMPLE TREASURES ITEMS

Many cultures leU \'crsions oCthe myth of the Radi­
ant Temple-a great bastion oflight erctlled during
the andClll w<lr between the god~ and the primor­
dials. Though the temple wa... taken to the celcstial
realms by the gods in the aftermath orthelr victory.
a number ofit.. f:lithful stayed behind in Ihe mortal
realm. The treasures Ihe)' bore became their legac)'.

Any character can wield the Radiant Temple Trea­
sure... blllthcy're most usefllllO a\"cngers.

Warding Blade Le\lt.'18-

425,000 gp
1,115,000 gp

Lvi 23 +5
Lvl28 +6

nTis sill'cry' W'ld.. St'1'ffi5 to mon' olirs own accord, ProtectiflB
)lIUJrolll harm.

Lvl 8 +2 3,400 gp
Lvl13 +3 17,000 gp
Lvl18 +4 85,000 gp
Weapon: Ught blade
Enhancement: Attack rolls and damage rolls
Critical: + 1d6 damage per plus
Property: While you wield this 'Neapon in your off hand,

you gain an irem bonus to A( against oppoltunily <lUacks
equal 10 the blade's enhancement bonus.

2 When your ooth ofenmity reduces a target
to 0 hit point5, you gain tempor,uy hit point5
equal to twice the number of items you have

from this set.
4 You gain a +10 bonus to your first death saving

throw each day.

RADIANT TEMPLE TREASURES BENEFITS
Pieces Benent

CJJAPTEH 2 Illem 5e'$
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RESPLENDENT FINERY ITEMS
LvI Name Prke (gp) Item Slot

425.000gp
2.125.000 gp

Lvl23 +5
Lvi 28 +6

'nlis ridl~'c%wd cloak shieldsJOU lind Jvur allies from pmI't'fS

fhaf affrll rIJr ,"itid.

lvl8 +2 3,400gp
Lvl13 +3 17.000 gp
Lvl'8 +4 85,000 gp
Item Slot: Ned
Enhancement: Fortitude. ReAex. <too Will
Property: You <tnd each ally within 10 squares of you gOlln a

+2 bonus to Will ag<tinst charm. fear. and illusion attacks.

This t/lJIlI ,md midmi' circlel I/lllsb you r dlOUH'lIs (lll(lnfllnrs IItt
lillyj(ll'or ill coIIIIJIII.

Item Slot: Head 2.600 gp
Property: Enemies within 10 squares of you take a -2

penalty to Insight checks. Those enemies are not aWilre of
this effect.

Power (Encounter~ Minor Action. Choose one ally within
5 squares of you. One enemy adjacent to that ally grants
combat advantage to him or her.

Resplendent Cloak levell!·

Thes<'filiI' ml{sl:ill 81(Jl"eS ill(f('USI' rlu: poll.'ll£)' ofIIOII1'TS dial
"wako afoe's lI·iIl.

Lvi 5 1,000 gp Lvl2S 625.000 gp
LvI 15 15.000 gp

Item Slot: Hands
Property: When you hit an enemy with an attack power

that targets Will. the <tttack deals 2 extra damage. If it's an
illusion attack. one target you hit (your choice) also grants
combat advantage to you until the end of your next turn.
Level 15: 3 extra d<tmage.
Level 25: 5 extra damagt!.

Resplendent Circlet l{'~d l

Resplendent Gloves LevelS'

LORE
Arcana or History DC 10: Creators oftile Shad·

owdancer's Garb imbue each ilelll ofclothing with
shadow magiC. wrilpping the wearcr in:1 cloak of
magic.al darknt::SS. Shadowdancer's Garh itcms are
popular among rognes and othcr ChaTilctcrs who
value sle;:llth borh in and oul ofcombat. Additionally,
the garb has a rCIJUtation us the raimcIU ofchoice for
assa..sins and "pies.

Arcana or History DC 16: The itcms thall1lake
up the Shadowd:lIIcer'S Garb were first crafted as
individual magic items for thc lISC of elite sllildar·kai
warriors. Originally, Ihe cloak. mask. gloves. and

SHADOWDANCER'S GARB
The clothing that makes up the Shadowdancer's Garb
is elegant and well crafted. hut also stern und forbid·
ding. \Vllile you wear these items. you're cloil ked
in silence and shadow. Even in bright daylight. your
features arc obscured. and the shadows (itst by your
bod)' scemlo exude tendrils ofdarkness.

The irem:. oftile Shadowdancer's Garb are most
useful for rogues.lnl1 the set appeals to any character
who understunds the benefits of stealth.

Hands
Feet
Head
N«k

1,000
1,800
2,600
3,400

Pieces Benefit

5+ Resplendent gloves

6 Resplendent boots
7 Resplendent circlet
8+ Resplendent cloak

RESPLENDENT FINERY BENEFITS

TIlt'S<.' imricotely embroidl'rell boot,; Il'f you feull' from si811r for d

!110mI'll! ro slip IIllSl )'our foes.

Item Slot: Feet 1.800 gp
Property. You gain an item bonus to all defenses ag<tinst

opponunity attacks equal to the number of items you have
from this set.

Power (Daily + Illusion~ Move Action. You become invls·
ible and move your speed. You become visible again at
the end of this action.

Resplendent Boots Level 6

LORE
History DC 7: The magic items known as the

Resplendellt Finery are a'i legendary for their fine
sl)'ling as for their powers. Adventurers who want
their heroic status 10 be known adopt the Hiler)' as a
ki lid of status symbol. wil h Ihe items of t he set gr,lIIl'
ing their wearcrs a mea.'ill re ofcontrol o\'er I hei r
interactions with others.

Though \'crsion~orthe finer)' can appear in any
Illlmbcr ofslyies. mallY sets (ealll re fey touches thm
echo the fashion and art of the e1adrin.

History DC 12: The items oftbc Hesplcndenl
Fine.ry arc said 10 have threads ofglamor and iIIu·
sion wO"en into them. giving their wcarer the !K'wer
10 inOuence mindllo. Thcse legendary garmenlS have
appeared througholllihe ages. indistinguishable from
other fine clothing unless the magic within Ihem is
detected.

History DC 17: The first prominent set of
Resplendent Finer)' was a gifl from an eladrin lord
to a p()\\erful dwarfclan chief O"cr time.lhc magi·
cal enhaneemellls in the garments were revealed

and ste:llthily copied, though the benefits and core
powers orall seL" remain the same.

Only t he most fashionable advclllurcrs seck olltlhc
clothing that makes up the sci known as Resplendent
Finery. The items of the Resplendent Finery grant
potent defenses and menial abililie.'i to an}' character.
but these garments arc favored by lxtrds. fey pact war­
locks. and illusionist wizards.

2 You gain an item bonus to Bluff checks equal to
the number of items you have from this set.

4 Each ally within 10 squares of you gains a +1
Item bonus to checks involving ilny skill you're:
trained in.

RESPLENDENT FINERY
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ThisJeatureless black mask aids)vur efforlS 10fool or hide from ......
.rollrJOfi.
Item Slot: Head 5.000 gp
Power (Daily): Free Action. Tri~ You make a Bluff check

or Stealth check and dislike the result. Effect: Reroll the
check with a +3 power bonus and use eithcr result.

This itcm SCI WilS Ilrst crafted inlhe deep jungle,
where Ihe druids vcnerale the spil'it orthe panther.
Crafted from the hide of these stealth)' hunters. the
items Ih31make up the Skin of the Panther grant
their wcarcr the hunting prowcss and demeanor of
this noble beast.

This l11agic item set is 1110"t commonl), sought OUI
b), predator druids.lhough all)' char-dcter who wears
hide armor :md seeks 10 excel in steahh and hard·
hitting attacks Gin benefit from il.

SKIN OF THE PANTHER

Shadowdancer's Mask It'vef 10

\ \Thill' Jl)ll .re hidden. dllse slIpl'le i/lm'rs tlllI"''' Juur (l/roclls
more dcodl)~

Item Slot: Hands 9.000 gp
Property: Whcn you hit an enemy you're hidden from, you

deal 1d6 extra damage.

Shadowdancer's Gloves level 11

,+ Shadowdancer's cloak 4,200 N&k1. Shadowdancer's mask 5,000 Head
11 Shadowdancer's gloves 9,000 Hands
12 Shadowdancer's boots 13,000 Feel

Pieces Benefit

boots of the sct were signature gear for the leaders of
four shadar-kai regiments in the service ofa powerful
Shadowfelllord. These companies wcre known a~ the
shadowdallcers. and their exploits in the Shadowfell
and the mortal world arc legend<Jry.

Arcana or History DC 21: Razman-kash was Ihe
leadcr ofa powerful ShadowfelJ ass,,'Issin's guild-a
former member ofthe shadowd.. ncers )l'lsscd ovcr for
a regimcntal command that hc belicvcd was his by
right. After nurturing his hate for years. Razman-kash
stal:.>ed a coup ill which the four regilllcntalleaders
and the Shadowfelliord were killed. Not COlltent with
merely claiming leadership ofthe shadowdancers.
RaZllwl1·kash had lhe combined regalia cllchanted
to provide e\'cn grealer power when the lour pieces
were worn loget her. His origill<l1 design has long since
spread acl'OSs the Shadowfel1 and inlo the world.

LvI Name Price (gp) Item Slot

SHADOWDANCER'S GARB BENEFITS

SHADOWDANCER'S GARB ITEMS

Shadowdancer's Boo[5 level 12

Shadowdancer's Cloak It>'IeI9+

l1lisJ1owill8 dook ohscures )vur mOI'f'lIIefll whil..JOu IJre

Iliddell.

TileS" slee'" boo,S IiHltr1'1l Jour sleps. ptirliculu rly while sIllI/low
(01ICl'/Ils )'VII.

Item Slot: FeCI 13,000 gp
Property: You gain a +1 bonus to speed while you're

wearing light armor. This bonus increases to +2 when you
start your turn in dim light or darkness.

LORE
Arcana or Nature DC 7: Ln the untamcd jungles.

humantribcs ghe honor and rbpeclto thc panther.
Jungle warriors model their combat tactics 011 the
strength and stca"hy power of these great hunt-
ing cats, whose spirits are SOlid to live nn withillthe
mightiest hunters and the magic relics they wield.

Arcana or Nature DC 12: The components of
Ihis itCll1 set arc can::full)' cnl ftcd from the h idc of the
p:llllher-both the great cms of the fIlortnl world alld
their Feywild cousins. To hUllllhc I:eywild panther
is ,Ill honor accorded onl), 10 lhc most powerful Wilr­
riors of a Iribe. and lhe local ions of t he hidden ju ngle
porta1." Ih..tlcad to thai planc arc carefull)' guarded
secrcls kllOWII only 10 high·ranking druids.

Arcana or Naturc DC 17: Animals fated to
supply the raw materials for the Skin of the Pall­
ther .Ire givcn great re\'erenee by the tribe.". and
are hunted III accordancc with ancient rituals.
\Varriors who lake III' the 11Ilnt must follow a strict
regimcn oftraining. fa..ting. and prayer-tradition"
designed 10 ensure lhat the spirits of these grC<lt
cats fOl'm the foundation of the Skin ofthe Panther's
powerful magic.

525.000 gp
2.625.000 gp

Lvi 24 +5
lvl29 +6

lvl9 +2 4.200gp
Lvl14 +3 21.oo0gp
Lvl19 +4 105,000 gp
Item Slot: Neck
Enhancement: Fonitude, Reflex. and Will
Power (Daily): Free Action. Tri.gser: You hit or miss an en­

emy you're hidden from. Effect: You make a Stealth <:heck
againslth.lt enemy's poIssive Perception check to remain
hidden from it. You are no longer hidden from other
creatures. as normal.

2 You gain an item bonus to Athletics, Stealth, and
Thievery checks equal to the number of items
you ha~ from this set.

4 At the start of each encounter, if you aren't
surprised, you ha~ concealment until the end of
your first turn.
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SKIN OF THE PANTHER ITEMS
Lvi Name Price (gp) Item Slot

2+ Shadow hunter hide

3+ Death fang totem

4 (law gloves

5 Panther slippers

6 (at's·eye headband

510

680
840
1,000

1,800

Armor

Implement

Hands

F~.

Head

Panther Slippers It>vel 5

These sofl. dilll'ed shot's Ilidp you Slay wi/hin Sl rikif\9 ranyc of
YOllr 1'1\')'.

Item Slot: Feet lOOO gp
Enhancement: Fonitude. Reflex, and Will
Power (Daily~ Immediate Reaction, Tri88er: An enemy

adjacent to you shifts. Effect; You shih 1 square. If you're
in beast fornl. you instead shih 3 squares,

Shadow Hunter Hide level 2+

TOOLS OF
ZANE'S VENGEANCE

65,000 gp
325,000 gp

1,625,000 gp

Lvl17 +4
Lvi 22 +5
Lvi 27 +6

520gp
2,600 gp

13,000 gp

'nlis shirmnl'rin8 brac'" hillt armor allo\\'s )llU 10 Beldll' drop OIl

Jour ftH'S.
lvl2 +1
Lvi 7 +2
Lvln +3
Armor: Hide
Enhancement: AC
Property: You Giln move 4 squarl:'$ during an action while

you're hidden (instead of 2 squares) without t:lking a -5
penalty to your Stealth check.

2 You gain an item bonus to Stealth checks equal

to the number of items you have from this set.

5 The first time you use wild shape to take on your

beast form during an encounter, you be£ome

invisible until the end of your nellt tum or until

you attack.

Cafs·Eye Headband Level 6

TwofmSllleTllS ofJjrun jade S4!t ill .his black leather headbo:md
open up fhl' shadO\\'$ 10Jour siHhL

Item Slot: Head 1,800 gp
Power (Encounter~Minor Action. You gain darkvjsion un­

til the end of your nellt tum.

Pieces Benefit

SKIN OF THE PANTHER BENEFITS

85.000gp
415,000 gp

2,125,000 gp

Claw Gloves Level 4

These JJIOI'cs jllcorpl1mle the claws of (f "muller. nralllinlj JOU
IlIllUliolwl power ill JOur beilsl fOrtH.

Item Slot: Hands 840 gp
Property: When you're in beast form and an enemy grants

combat advantage to you. your melee auacks deal 1d1 0
extra damage against lhal enemy.

Death Fang Totem lewl3+

A wOl4rtd('11 or I'ulrll'mble foe 8WIIlS JOU al/wlIlla81' 1\·llilt'JOu
wield litis 1011'J11 ofbaliI.'. 1I'('lh. rlllIl sine\\'.

Lvi 3 +1 680gp Lvl18 +4
Lvi 8 +2 l.400gp LvlH +5
Lvl13 +3 17.000gp Lvl28 +6
Implement (Totem)
Enhancement: Attack rolls and damage rolls
Critical: +1 d6 damage per plus. plus 1d6 extra damage

against a target that is granling combat advantage to you.
Power (Daily~ Free Action. Tri88er: You bloody an enemy

with an attack, Effect: That enemy grants combat advan·
tage to you (save ends).

hue call bc cruel. a"i the Icgcndar.y shaman Zanc
knew all too well. Alicr a despot slaughlcred his
people alld had his eyes Pllt out. the blind Zanc spcm
years in pursuit of bloody revcnge. The Tools ofZanc's
Vcngeance arc Ihe WCi1l>OllS and raiment he crafted
in the course of achievill~ that lifelong goal.

Thi.. item sel is most useful to shamans.

LORE
History or Nature DC 8: As a mystic and elder

of his tribe, the shaman Zane brouKht his people
into 11<Ir11101lY with their totem spirits. However, an
anlbil iou"i king shattered the pcacc wilen he turned
hungry eyes toward the tribc's rich lands. Drivcn by
greed. hIs arillie"i 1:lid waste to the Iribe's huntillg
grounds. Zane's people were slaughtered. and he
was hroughl before thc king, Scnsing the shaman's
aUlhority and wanting to sct a harsh example. the
king ordered Zmll.:·S cyes put out, then set him free.

History or Nature DC 14: Though blinded, Zane
\'owed that he would visit upon the despot the same
horrors his pcople had suffered, Aftcr the soldiers
had 1tI00'cd 011. he returned and harvcsted from his
fallen kin the items with which he would lllakegood
on his \'OW, infusing each with blood magic and
dire cur"Cs.

For lhe remainder of his days. Zane walked the
land, hearing the spirits of his fallen tribcsfolk calling
for \'engcam:c, E.1ch time he took a life. the shaman
placed the \'iclim's eycs in his own ruined sockets.
regaining his sight for a short time by the usc of
dark ritual...

llistory or Nature DC 19: The Tools ofZane's
Vengeance were "iprcad across all lands after his

CH/\PTl:1t 1 I"o:m So:u
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TOOLS OF ZANE'S VENGEANCE ITEMS
Lvi Name Price (gp) hem Slot

dealh. Evcn now. it's s..,id Ihal Z.'lIle·s spi rit Iin&ocrs
in Ihe world. ready to aid the downtrodden in Iheir
struggles against 1)'raUI1)' and injul>1.il:c. Characters
who follow in his path are sometimes gifted with the
Imowledge of where the Tools ofZ.1ne·s Vengeance
can be found.

525,000gp ~
2.625.000 gp ::

nit" $('1·1.'Tt'11 tyES piaU''' Upllll dlb totem (tin blind afoe or a·
post' invisible m:'<ltll1l'S toJlJur siBhl.

lvl9 +2 4.200 gp Lvl24 +5
Lvl14 +3 11.000gp Lvl29 +6
Lvi 19 +4 105.000 gp
Implement (Totem)
Enhancement Attack rolls and damage rolls
Critical: +1 d6 damage per plus. and the target is blinded

until the end of your nelCtlurn.
Property: You (an see any invisible creatures adjacent to

your spirit companion.

Totem of the Severed Eye L~19+

Zy TORMTOR'S TRINKETS

Head

Neck

Weapon

Implement

1,SOO

2,600

3,400

4,200

Savage mask

Cloak of the crimson path

Blood harvest blade

Totem ofthe bleeding eye

6
7+
8+
9+

Pieces BeneAt

TOOLS OF ZANE'S VENGEANCE BENEFITS

LORE
Arcana or History DC 5: A minor scion of his

house, ZyTormtor IISed his arcane talellb Ii)r intel·
Ii~ence galhering. skulduggery, and oUlrigllllarceny.
Though he worked frequemly in the service ofl-Iouse
Tormlur. Zy's chief motivations wcre to sow chaos and
increase his own infamy. During his career. the war­
lock was responsible for coumlt:ss dari ng burglaries.
complex <Icts of sabotage, and the lIlurder ofdozens
of nobles from rival houscs-including the matron
mOl her of Housc Kilsck.

Al'eana or History DC 10: Z),'s aetivitic.<; were
aided by a powerful <;pirit n:.med $alzacas, bound in
an ellchanled black iron nasI.:. Some claim Ihal Zy
had summoned and held a demon within the prison,
while Olhers sa)' that t he prison ojSalztlClls wal> an
ancienl relic he Jound ouring one of his advemllres.
Darker rumors slIggesl that Salz<lcas wa" the spirit of
Zy's lwin brother. bound to the warlock alier being
slain by him In lhe womb.

Arcana 01' History DC 15: Zy Tormtor's Trinkets
have passed Ihrough the hands of nUlllerous SCOUll­

drels seeking 10 claim lhe long·dead warlock's po\\'er
or fa me. However. ifthe legends ofZ), Tortntor arc to
be believed. the items thai bear his lIallle today var}'
in power from the tool .. the w:nlocL: once wielded. It

ZyTormlor is a legend among the drow ofErclhei­
Cinlll. particularly 10 Olher dark paCI warlocks.
~1iIlClllliaafter hil> betrayal and execution allhe
hands of I-louse Kilse.k. his life and exploilS arc
revered by the drow. Ihough the delaill> of Ihal life
vary with the anllialiun<; of I he leller.

The weapons and lOols that Zy used in his exploits
arc almost as famous as Ihe warlock himself­
particularly Ihe prison o!StlIUlws. a black iron jar
within which was bound a powerful spirit. Though
lhc filII secrets ofZy's power arc said to have died
with him. the hem set thai bears his name has since
sprcad from the Undcrdark and across the surface
world. \Varlocks. wizards. and rogues covcllhese
items for their power. ancl for the symbolic value of
following in the p.lth of the legendary warlock who
crafted them.

(;I-IA 1"1 ~n 2 "oom 5£u

425,000 gp
2.125,000 gp

325,000 gp
1,625,000 gp

Lvi 23 +5
Lvl18 +6

When )'1'111 •re ir!iu red. rli is h!ood'CTllslrd c10i& 1111011'5 you Illld

your (Illirs ro filf.>e iUll'iHllilflC ofIIll euCIIly'S crror.

Lvi 7 +2 1.600 gp Lvl22 +5
Lvl12 +3 13.000 gp Lvl17 +6
Lvl 17 +4 65.000 gp
Item Slot: Ne<k
Enhancement; Fortitude. Renex. and Will
Power (Daily • Teleportation~ Immediate Reacticm.

Triooer. While you're bloodied. an enemy adjacent to you
or your spirit companion misses with a melee attack.
EJJect:. You and your spirit companion swap positions, and
the triggering enemy glOlnts combat advantage to you
until the end of your next turn.

\Wren )'I'IU drop (11\ enelllY willI Ihis bloods/(Iillell bll111e. )uu r
spi ril CQmp<l uion /(If.>rs 011 II horrili'illtJ vb<lgc fhm shilkes j'uur
foes.

Lvi S +2 3,400 gp
Lvl'3 +3 17.000gp
lvl18 +4 85.000 gp
Weapon: light blade
Enhancement Attack rolls and damage rolls
Critical: +1d6 damage per plus, plus 1IWI extra damage
Power (Encounter • Fear~ Free Actk>n. Tri89fT. You

reduce an enemy to 0 hit points with an auack power
using this weapon. fffect: Each enemy adjacenl to your
spirit companion grants combat advimtage to you until
the end of your next turn.

Blood Harvest Blade LevelS+

2 You gain an item bonus to Intimidate checks

equal to the number of items you have from

this set.

4 While you're bloodied, you gain blindslght S.

TJI(' Sill'<llJC spirit II'hose lIiSol/lC mil rh 1l1i5 IIlU'f.> am 11rs YOIl

Slrt'nnlJlllJJllinst artlJ(f,>s rlrur would 5<11' your will.

Item Slot: Head 1,SOO gp
Property: You gain a +2 Item bonus to Will against close

and area attacks.

Savage Mask level 6

Cloak ofthe Crimson Path l('veI7+
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remains unknown whether loter copies orthc trin·
kets have lost the origilla Is' power or whether unseen
l)Ower lies latent within the trinkets and waits to be
claimed.

ZY TORMIOR'S TRINKETS ITEMS
Lvi Name Price (gp) Item Slot

2 Prison of Salzacas 520 Wondrous item

3+ Pact blade 680 Weapon

3+ Spidersilk mantle 680 N~k

4 Blackleaf gloves 840 Hands

ZY TORMTOR'S TRINKETS BENEFITS
Pieces Benefit

2 The prison ofSolzocos gains the following

property: Your Thievery checks are always

treated as if you're using thieves' tools, and you

gain an additional +2 Item bonus to Thievery

checks.

4 You gain the hondofSo/zocos power, described

below.

Hand of Salzacas Item Set Power

Your ooml willI tile spirif of lIu! I,rison is slroll8. ,1I1~i"8YOIl
lIJ (/u/fmel your arcane elleryles lhrou,'lh Ihe ifem e\"t'n whe'll it"s
1I0f wllhJOu.

Dally
Free Action Personal
Trigger; You use a warlock power
Effect: The power uses the Iocalion of the prisoo ofSolzocos

Instead of your location as the origin square.

Blackleaf Gloves level 4
/II (Ide from Ihe leal'('S" of llll aucil'llI rl')'wiLl 0.:111. du!Se ~1'1I­

J'I'"<'S"('n'('l! blacll ,<j!O\'es incfl'il.se the ufili!)' ofJour "'Iff OOofL

Item Slot: Hands 840 gp
Power (Encounter. TeleportaUon): Free Action. Tri~r:

Your pael boon triggers. Effecl: You teleport 3 squares in
addition to the other effect of your paci boon,

Pact Blade level 3+

lvVllrlocils fa I'M lliis wicb·/lly sJzu'l' blacle.

lvl 3 +1 680 gp lvt18 +4 85,000 gp
lvl8 +2 3,400gp lvt21 +S 415,OOOgp
lvl13 +3 17.000gp lvl28 +6 2,l1S,OOOgp
Weapon; light blade (usually daggers and sickles)
Enhancement; Auack rolls aocl damage rolls
Critial: +ld6 damage per plus
Property: This blade functions as a wark>c.k implement.

adding its enhancement bonus to attack rolls and daJNge
rolls for warlock powers that use implements.

Property: When a creature you have cursed with your
Warlock's Curse makes a melee attM:;k against you.
deal damage to the creature equal to the poet blade's
enhancement bonus.

Special; You do not gain your weapon proficiency bonus to
the anack roll when using a poel blade as an implement.



85,000 gp
425,000gp

2,125,000 gp

Prison of Salzacas LeYel1

nIt spiril bound \<ilhin illis "me·scribed black mela/flask ma·
nipularn obj«fs III )'vur comllUlnJ.

Wondrous Item 520 gp
Power (Inc::ounter + Conjuration): Minor AClion. You

conjure the spinl contained within the prison In an unoc·
cupied space within 10 squares of you. The spirit can
pick up, move. or manipulate an object adjacenl to it
weighing 20 pounds or less and can carry it 10 squares.
If you're holding the object when you use Ihls I>ower. the
spirit can move the object Into a pack. ,) pouch. a sheath,
or a similar container and simultaneously move anyone
object carried or worn anywhere on your body Into your
hand.

As a move action, you can move the spirit 10 squares.
As a free action, you GIn cause the spirit to drop an
object it's holding. As a minor action, you can cause the
spirit to pick up or manipulate a different object.

Sustain Minor. The spirit persists..

Spidersilk Mantle L~l 3+

Spun from lilt sill.: ofa dClIlolll\'I'b lerror, IIlis lIIumle Brunts )'011
II SllMer's cffordcss (Jill/if)' fo climb.

Lvl3 +1 680 gp Lvt18 +4
Lvi 8 +1 3,400gp Lvl23 +5
Lvl13 +3 17,000 gp Lvl18 +6
Item Slot: Neck
Enhancement: Fortilude, Reflex. and Will
Power (Encounter): Minor Action. You gain a climb (spider

climb) speed equal to your speed until the end of your
turn.

--- --- -_._- ------- ---_.-

PARAGON T1ER lTEM SETS ~

Characlers in the p,uah>()ll tier seek magic arms,
implemellls, and other item<; Ihat can reneet and
complement their increasing notoriety.

ARMS OF UNBREAKABLE
HONOR

LORE
History DC 11: The legend of Braclaman is first

recorded at the height of the Empire ofNcrath, where
il was told as Ihe story ofan earlier age of nobilit)',
Ludy Brarlaman was a paladin ofgreat repute, one
of many free knights who scn'eel and defended the
COlllmon folk ofher land. \Vhen her Ihree hrothers

were falsely 3c<:u<;ed ofmurder. Bradaman swore to
secure their pardoll by undertaking three lasks sel
lor her hy lhe high king.

History DC 18: For her first task. Bradaman
reclaimed a temple to Moradin and Mclor:lthat had
lallen under the control ofworshipcl's nfl.ehir. Wilh
her brothers, she foughl her way to the altar of the
temple and sounded her horn, staggering the cult's

yuan·ti leaders 'iO that her brothers could strikc
them down,

For the second task. Bradaman ,'anquished the
tiWn ShixLan, whose hammer brought down deadly
storms. By tricking ShiX7.an to go underground
where he could 1101 swing his hammer. Bradaman
forced the titan to swear loyalty to the king with
llllbre<lkab1c o'lths.

,,"or her final task. Bnldarnan WilS ordered 10

unhorsc Ihe Crow Knight. an umlead wanior whose
lallce brought death. \Vhcll the two knights dashed,
the Crow Knight's lance pas<;ed through Bradaman's
shield. armor. body. and soul. but the paladin did 1101

waver from her goal. The Crow Knight was unhorsed.
though Bradaman paid with her life.

History DC 23: Iler brothers returned Brada·
man's body to the high king. who declared <;he would
be buried with the honor <;he had in life, ShixL....n
raised up a gre<1ttomb for hcr. hiding it awOl)' in the
mountains. The weapons. armor. and gcar she hore
'II death became known as the Anus of Un break·
able J IOllor. their magic gl'Own more pOlI'crful by her
heroic sacrifice. Though milny havc sel1rc!ltxl for ii,
Brildaman's crypt remains a<; much illegend as she.

ARMS OF UNBREAKABLE HONOR BENEFITS
Pieces Benefit

ARMS OF UNBREAKABLE HONOR ITEMS
Lvi Name Price (gp) Item Slot

Weapon

Weapon

Armor

Head

Arms

Mount

13,000

17,000

17,000

21,000

25,000

45,000

12+ Unbroken lance
13+ B,.adaman's weapon

13+ Mirrored plate

14 Pennant helm

15 Shield offellowship

16 Bridle of flame

2 When you or a mount you ride charges an

enemy, you or your mount gains an item bonus

to speed equal to the. number of items you have

from this set,

5 When you use your lay on honds power, the

target regains an additional 5 hit points,

Paladins. bards. and cOlllmoners alike know the
songs orthe legendary hero Bradaman. She was a
knight ofone ofthe ancient human kingdoms on
whose bones the empire of 'erath was built-it war­
rior whose exploit:> ::.hal>cd the items and powers of

the Arm.. of Unbreakable Iionor. Bradaman's legend

Isn', a pari ofany particular faith. race, or culture.
Rather, the wcapon~and 3rmor she wore are said 10

seck oul any whose valor and pure heart rencci Ihe
ideals of a lost age.

The magic hems ofthi<; set arc dosely associated
with p:llndins. though olher defenders call henefit

frOlll their power.

CII,\PTLH 2 I 'lun S~lS



Brcrdaman's Weapon Level 1]+ Mirrored Plate Level 13+

425.000 gp
2.125.000 gp

Pennant Helm level 14

Shield of Fellowship level' 5

,
1
"••
•,

425,OOOgp
2,12S,OOOgp

+5
+6

Lvi 23
Lvi 28

Polished 10 (I bri[Jhr sheen, this sbield hilS mUBie thmlJell's JVu
sflUre )lJllr resilience willl illlies.

Item Slot: Arms 25,000 gp
Shield: Any
Property: When you gain teml}()rary hit points, you

C<"1n transfer those temporary hit points + 3 additional
temporary hit points to an adjacent ally as a free actioll.

rhis n'eami'li/ plme I1willends mllllOrit)' 10 YOllr \'oke allll can
briml foes willl ils brilliance.

Lvl'3 +3 '7,000gp
Lvl'8 +4 85,000 gp
Annor: Plate
Enhancement: AC
Property: You gain an item bonus to Diplomacy checks

equal to the armor's enhancement bonus.
Property: When an enemy scores a critical hit against you. it

is blinded until the end of its next turn.

This brighl~' ilecofllted Irdlllel 8T(11llS yOll srrell8tlr ofwill an"
helps Tel'iralizeyour allies,

Item Slot: Head 21,000 gp
Property: You gain a +1 item bonus to Will.
Power (Daily + Healing): Minor Action. Spend a healing

surge. You don't regain hit points as normal. Instead,
each ally who can see you can spend a healing surge.

CIIAPTER 2 lire ... Sets

Bridle of Flame Level 16

This dC8arn!y crafled wC(lpon dr(lw~ on your own rcseHCS (if
vulor 10 r<l~e rhe fiHht 10 yourfoes.

Lvl13 +] 17.000 gp lvl 23 +5
lvl 18 +4 85.000 gp Lvi 28 +6
Weapon: Heavy blade, axe, hammer
Enhancement: Attack rolls and damage rolls
Critical: +1 d6 damage per plus, and you (an spend a

healing surge.
Property: Divine characters can use this weapon as a holy

symbol implement for divine powers.
Power (Encounter): Minor Action, Until the end of the en·

counter, your divine challenge power targets two creatures
in the burst instead of one.

This blrlCk lealher lJridle decorated wilh aflame mOlifBHlIlls
healing power (lllIl can lraniform your mOll III i1110 1I fiery qeed.

Item Slot: Mount 45,000 gp
Property: When you spend a healing surge to regain hil

points, your mourl\ also regains hit points as if it had spent
a healing surge.

Power (Daily. Fire, Polymorph): Minor Action. Your
mount transforms into a creature of wind and name. The
mount gains resist 20 fire. Any creature other than you
that starts its turn on or adjacent to the mount takes 2d6
fire damJge. Your mount retains this form until the end
of the encounter, until you end the power as a free ac­
tion, or until you arc no longer mounted on it.



Unbroken Lance It'vel12 t Charger's Headdress Lt'wl 11

ASPECT OF THE RAM ITEMS

-

CHAI'TEH 2 I lIe'" ,;;el~

Item Slot: Feet 9,000 gp
Property: You gain the earth walle ability (MonSltr Manual.

POse 283~
Property: You gain a +2 item bonus to Athletics checks to

climb.

Steady Boots of the Ram level 11

l1lescjilr.lilit'lllelllher boot'S Hive .rOil fhe su rcfoorell Slep of the
lIIoull!Uill film.

Fleece of Renewal level 13-

Thisjll'fC't' cloak yh'CS)VII a boosl of~Iflorellch Ilml" )VU charge. a.
lvi13 +3 17.000gp lvlH S 425,000gp ~

lvl 18 +4 85,000 gp Lvi 28 +6 2,125,000 gp
Item Slot: Necle
Enhancement: Fortitude, Reflex, and Will
Property: Free Action. When you charge an enemy, you gain

ICnlll,orary hit points equal to your Constllulion modifier
unlilthc stan of your next lurn.

hlslliOlltd from a mounlaln ram's horns. IIlis hellddll'Ss lets )Vll '""
cha rSf IItlhhlllered fhrouyh fhe splrll worili.

Item SIal: Head 13,000 gp
Property; You gain a +1 bonus to attacle rolls with charge

attacks.
Power (Daily. Teleportation): Standard ActIon. Malee a

charge auacle. but instead of moving your speed before
the anacle, you telepon the same number of squares.

Implement

Feet

Head

N~'

325.0oogp
1,625.000 gp

S,OOO
9,000
13,000
17,000

lvl22 +5
lvl27 +6

lvi12 +3 13.0oogp
lvi 17 +4 65,000 gp
Weapon: Spear
Enhancement: Attacle rolls and damage rolls
Critkal: +1 d6 damage per plus
Property; When you hit an enemy with a charge attacle

while you're moumed, thal enemy is Ienocleed prone_
Power (Daily~Standard Action. Your mount shifts 3

squares and you malee a charge attacle.

Pieces Benefit

10+ Stern mountain totem

11 Steady boots of the ram

12 Charger's headdress

13+ Fleece of renewal

ASPECT OF THE RAM BENEFITS

lvl Name Price (gp) Item Slot

2 You gain a +1 bonus to attacle rolls with

charge attacks.

4 When you hit an enemy with a charge attack,

one ally within S squares of you can make a

saving throw as a free action,

ASPECT OF THE RAM

LORI:
Arcana or Nature DC IO:The items of the

Aspect of the Ham were firM created hy members
orthe druid orders 11131 haunt the high mountain
passc.!>, Made orJeafher-stitchcd rur and decorated
with d.mgling retishes in the shape ora ram's head.
this set's cmde outward appearance b in sharp con­
trastlo its true power.

Arcallil or Nature DC 16: The druids orlhe
Dawnforge Mountains believe th'llthe nohlesl of
Ihe mountain rams move onto Ihe spirit realm aner
death. When they do. the rams discard their physical
rorms OIl The rocks of Iheir /iworite peaks. 'rhe rai­
ment thal1l1akes up the Aspect of the Ham is cr<lfkd
rrom tbese rare flnds.

TIlls "'t'llpan Hlows wldl file J'OWt'T ofJour rlt:l'ueouslless whell
you dUlrye.

Tenacious, stalwart, and surc-footed.thc mountain
ralll is revcrcd by milllY wielders ofprilllal power.
Totems of thc rarn adorn the armor of the hllillers
,md warriors oflhe IliountaillS. and ad\'clllurers draw
illspiralioll f"romlhe visage and spirit orthese nimble
aml rearless beasls,

Wardens alld martial·minded druid.!> benefit Ihe
most rrom Ihis magic ilem sct. particularly Ihose
gllardialls who enjoy being at the rrOllt oCthe rray,

••,,
•o



Stern Mountain Totem level 10- AYRKASHNA ARMOR BENEFITS

AVRKASHNA ARMOR
Craftcd by an andcnt civil izat ion ofdcv(ls, Ayrkashna

Armor grants its full powcr only 10 members ofthlll

race. Manydc\'as arc drawn to seek out thc scattcrcd

picces ofthis armor. dclving into their subconscious

and journcying to slr:mge localcs in an :lltcmpt 10

unearth the secreL'i oftheir OWIl past.

425,000 gp
U 25,000 gp

111e ~"Trm9l!1 ofrour uJlemlil18 spirir suryl'S dlTl1USh l!lis arlTlor.

reirifordn8J'our defeJl5es w"en JUll call upon if,

lvl13 +3 17.000gl' lvlH +5

Lvi 18 +4 85.000gp lvl28 +6

Armor: Any
Enhanc:ement: AC

Property: When you usc your memory of0 Ihousand lifetimes

racial power. you gain an item bonus to AC equ<ll to the

result of the 1d6 roll until the end or your next tum

Strength of Ayrkashna Item 5et Power

A bmul of l"millulIl encircles tills 'Ielmel, SlUl rpt'"IIill8Juur

sellses am! SIIOWill.'l )'011 rhhl85 unseen.

Item Slol: Head 9.000 gp
Property. You gain <I +2 item bonus to Insight checks and

Perception checks.
Power (Daily): Free Action. You can see invisible creatures

and objects until the end of your next turn.

The uIllIyiu8 (OUTllHl.' of till.' de\'tl racefuds tlu~ power ofIhis

irl.'rJI 10 kecl' JUri fOCU5CJ ill m",oof.

Item Slot: Arms 13,000 gp

5pecial: This Item can be either bracers. a light shield, or a

he<lvy shield.
Power (Dally): Immediate Interrupt. Tri,gger. An effect du·

es or stuns you. Effect: You make a saving throw <lgainst

the triggering effect. On a save, the effect ends.

Crest of Vigilance Eternal lewl12

Helm of Vision Unclouded l.e¥rIl1

Armor of Essence Inviolate level 13+

rou lISC Ihr po....er locked within lilf' irl.'lIIs offhis sef 10 I'l-"COITT

!riJJn rhe minor woundsJuur enemies injlict ripon you.

Dally + Heating
Minor Action Personal

Effect: Untillhe end of the encounter, you g<lin regeneration

5 while you're not bloodied.

Pie(es Benefit

2 You gain resistan(f'. to fire equal to the

resistance to radiant granted by your Astral

Resistan«(' radal trait.

5 You gain the strength ofAyrkashno power,

described below.

625,000 gp

3.125.000 gp
lvl25 +5
lvl30 +6

TItl.' strl.'r18lh ofrile nwunrnin Mlealh lhe ralll's hool'tS"flows

inro your anach.

lvl10 +2 5.000gp

lv'15 +3 25,000gp

Lvi 20 +4 125,000 gp

Implement (Totem)

Enhan(ement: Atta(k rolls and damage rolls

Critical: +1d8 per plus. or +1 d1°per plus with (harge

attacks
Power (Daily + Healing): Free Anion. Tri88er: You hit with

a primal attack power using this totem. Effect: You regain

hit points as if you had spent a healing surge.

LORE
Jiistory or Hcligioll DC 10: The city-slale of

A)'rkashna was oncc the 'iite from which b>{)()(! de\'as

set out on Iheir qucsls among thc mortals Ihcy had

sworn to defcnd. Though lhe CilY's location was 10SIIo

histor)' long ago, Ayrkashna Annor remains a potent

remindcr of thc power from which Ihc dc\'as sprang.

History or Religion DC 16: Whclllhe flrst

angels tied themselvcs to the morlal rC:l IIII to become

devas. thc)' crancd the Ayrkashna Armor 10 represcnt

Ihe Ike principles most imporlalltlo Ihcir kind 10

bolster them againstlhe evil ofthcir ancient enemies.

the rakshasa~. \\fhen a dcva in possession of this ilelll

sci dics, the armor vanishc.~10 be sCi.lllcred inllcarby

loc:llioll'i.
History or Religion DC 21: Deva~ who come

into contact wilh items from the Ayrkashn:l Armor

often belic\'e lhal they owned the..c ilems in a prc\'i·

ous life. B)· undeTtnking a quc."1 ofself.discovcry.

they hope to rcacquire the rest Oflhc set-secking

out the places where their pre\'ious inc:ITnations lived

and died,

AYRKASHNA ARMOR ITEMS

Lvi Name Price (gp) Item Slot

10+ Weapon of evil undone 5,000 Weapon

11 Helm of vision unclouded 9,000 Head

12 Crest of vigilance elernal 13,000 Arms

13+ Armor of essence inviolate 17,000 Armor

" Sash of vitality (easeless 21,000 Waist

Sash of Vitality Ceaseless lewl14

This sllsh's red and whirl' colori 118 rfJlfl.'SelllS fwrlll (I ud healinil'

8ranlhl8)UlI iucrrased I'iralil)' when JUu need illlWS"l.

Item Slot: W<list 21.000 gp

Property: When you spend a healing surge while you're

bloodied. you regain additional hil points equal 10 your

Wisdom modifier.

CI-IAl'rER 21 'I.'"n ."f"~



625.000gp
3,125.000 gp
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CHAMPION'S FLAME ITEMS Vl
>­w
Vl

::;:
w
>-

Armor

Weapon

Implement

Hands

Feet

625.000gp
3.125.000 gp

425.000 gp
2.125,000 gp

17,000

21.000

25,000

45,000

65,000

Lvi 25 +5
lvl30 +6

Inscril1l'J witll slrli;:ed flames, rills holy symool8rlmrs JDU COri'

I rol O\'er till' will ofrou rfoes.

lvl 15 +3 25.000 gp

Lvl20 +4 125.000 gp
Implement (Holy Symbol)

Enhancement: Attack rolls and damage rolls

Critical; The target is dominated until the end of your nelilt

!Urn.
Power (Daily + Charm): Free Action. Triooer. You hit an

enemy with a nre or radiant power and deal damage to

it using this holy symbol. Effect: That enemy Is dominated

unlil the end or your next turn and takes a -5 penalty to

Bluff checks untllthe end of the encounter.

Fitll'd III be \\'Ont under It priesf's rob€. fhis Sllirt ofblack llIail

leiS roufocus fhe power ofrourfaith.

Lvl13 +3 17.000 gp lvl 23 +S

Lvl18 +4 85,000 gp lv128 +6

Armor: Chain. scale
Enhancement: AC
Power (Encounter): Free Action. You elilpend a use of your

heolins word power to use your Channel Divinity class

feature an additional time during this encounter. You

can't use the same Channel Divinity power twice in the

same encounter.

Tilt /II08ie of theseflue 1l'llllu'r boots sharpensJDur reflexes nnd

I('(s JOU star close to ajll'1'in8fcw.

Item Slot: Feet 65.000 gp

Propeny: You gain a +1 item bonus to Rcnex.

Power (Encounter): Immediate Reaction. TriiJ8f!r. An en·

emy adjacent to you 1llOVCS. Effect: You shift 3 squares.

Pursuer's Boots level 17

Champion's Hauberk Level 13+

Champion's Symbol Level 15+

2 You gain an item bonus to Insight checks and

Intimidate che<ks equal to the number of items

you have from this set.

5 When a creature lies to you and fails a Bluff

che<k against your opposed Insight check, you

gain a +1 bonus to attack rolls against that

creature until the end ofthe encounter.

Lvi Name Price (gp) Item Slot

Pieces Benefit

13+ Champion's hauberk

14+ Weapon of cruel persuasion

15+ Champion's symbol

16 Restorati~gauntlets

17 Pursuer's boots

CHAMPION'S FLAME BENEFITS

1111' J'O"'eT and purilJ' offhis IOl'apon lays into}uurfoe and

lea\'~ if strickI'll 011 the bafllljlcld.

Lvtl0 +2 5.000gp Lvl25 +5

lvl15 +3 25.000 gp lvl 30 +6

lvl 20 +4 125,000 gp
Weapon: Any
Enhancement: Attack rolls and damage rolls

Critical: +1d6 damage per plus. Of +1d12 damage per plus

against rakshasas
Propeny: Divine characters can use this weapon as a holy

symbol implement for divine powers,

Propeny: When you use your memoryofa thousand lifetimes

racial power, you gain an item bonus to your nelilt allilck

roll before the end of your next turn equill to the result of

d~ 1d6 roll.
Power (Daily): Free Action. Tri88er. You hit an enemy wilh

this weapon. Effect: Until the cnd of your next turn, that

enemy takes 2d1 0 damage whenever It attacks (3dl 0

damage if the enemy is a rakshasa~

Leve/25 or 3D; 3d1 a damage (4d1 a damage if a

rakshasa),

Weapon of Evil Undone level 1O~

hen the mOSI bencficent railh must take a hard line

against threats. \ Vhet hcr devils undennining the

clergy ora good deity. heroes infiltrating dark cults.

or the temples or a large cily ellgaging i/\ llllilidanc

espionage. the dangers racing the raithful are sought

out and eliminated by elite champions orgood.

A legcndary priest charged with uncovering cor­

ruplion within his faith first de\'elopcd the items of

the Champion's Flame. The)'re most oftell sought 01lt

by clerics. hUI any who defend their faith call make

use of these items.

LORE
Heligioll DC 11: One of the most Ic.gendar}'

champions ofgood was Connor Valis. ~Thc Flame of

Bah<lllluC lie carncd that cpithet whcn he lIncov·

ered the corruption of thc pre\'ious high pries!. whose

office he pur!,ocd with faith and holy fire. Valis single·

ha ndcdly brokc a half·dozcn cults ofVcella. Orclls.

and AsmodClfS thai had been in('jhrating Ilahamut's

temples,
Hcligion DC 18: At I he height ofllis Slfcce~,Valis

resigncd hi~ post and disappeared from public vicw.

Somc whisper that he himsclfbecame corrupted

by so long staring into the dark heart ofevi I. while

olhcrs suggest that he came to 10.'11 he the violence

required by his office.

Hcligion DC 23: After Valis vanished. Ihe tools

oflhe Champion's Flame were lost for a number

ofyears. Ilowe\'cr, t he items of Ihis SCI haw since

appeared wit hin Ihe orders of numerous f."\i1hs, all

cle:nly derh'cd from thc designs of Valis's origin.ll

panopl)'. Some e\"ell say that the high priest stillli\"e....

secding hjs legacy e,"ell a~ he searches for a worthy

succcssor.

CHAMPION'S FLAME



Restorative Gauntlets Levcl16 ElDRIT(H PANOPLY BENEFITS
Pieces Benefit

Belt of Breaching lewol19

Blade of the Eldritch Knight level 1r,.
,\fYSlic rullt'S shimmer alo118 Ihe 1(,!l8Ih oj llJiS &lm!l'. 1111.' It,.ap­
on r'lIIl1les )1JU !O {wack 1/ l!i5rmtr elll'llly.

625.000 gp
3.12S.ooo gp

Lvi 25 +S
Lvl30 +6

Lv115 +3 25.000gp
Lvi 20 +4 12S.000 gp
Weapon: Heavy blade
Enhancement Attack rolls and damage rolls
Critical: +1 d6 damage per plus
Property: When you use a standard action to make a melee

attack with this blade. your melee reach increases 10 S fat
that attack.

2 When you use a teleportation power, you can
use a minor action in the same turn to teleport
again a number of §{juares equal to the number
of items you have from this set.

4 When an enemy marked by you triggers your
Swordmage Aegis class feature by attacking a
target other than you, your next attack against
that enemy deals extra damage equal to the
number of items you have from this set.

6 You gain a +1 item bonus to A( while you're
wearing light armor or no armor.

I:I'CII as youtfoeJails. Illisl'lllhl lemlJer bell sends JVu IICTOSS rllt
blllflejlfili. reJreshed and relldy fOf18hr Oil,
Item Slot: Waist 105.000 gp
Property: When you reduce an enemy to 0 hit points. you

can spend a healing surge to regain hil points and then
telel}Qrt 5 squares,In the dying days ofNcrath, the :.wordmagcs known

as the c1dritch knights wcre said to be I hc most e1itc
force in the cmpire. None fought harder to stavc ofT
Neral h's fallihan this dedicated group of wa rrior­
arcanists. Their legend survives today in the Eldritch
Panoply-a SCi or magic arms, 'Irmor. and gear Ihal
supported their impressive fighting talcnts.

Sword mages benefit the most frOIll owning the
Eldritch Panoply. but warlocks. other strikers. and
some defenders can make llse of these powcrrul
relics,

Thc llletladll8 CUt oj1I1is II'Clipon krel'!yourJoes ar boy
Lvi 14 +3 2l.000 gp Lvi 24 +5 525.000 gp
Lvl19 +4 105.000gp Lvl29 +6 2.62S,000gp
Weapon: Any melee
Enhancement; Attack rolls and damage rons
Critical: +1d6 damage per plus
Power (Daily. Fear): Free Action, Tri8iJ€r: You hit an

enemy with this weapon. Effect; That enemy can't attack
you until the end of your next tum,

Weapon of Cruel Persuasion Inel \ 1,

TlwSI' black letllher 810resjill re wilh crimson jlames. lheir po·
tml C11l.'Tt!Y allo",illH ItII ally to reillm to fi8'llill8form,
Item Slot; Hands 45.000 gp
Power (Encounter~Standard Action, One willing ally

adjacent to you takes damage equal to half his or her
level and ends one effect on him or her that a save can
end (ally's choice).

ELDRITCH PANOPLY

ElDRITCH PANOPLY ITEMS
Lvi Name Price (gp) Item Slot

LORE
ArC<lna or History DC l3:Thc cldritch knigllts

were a dbtinguished order ofsword mages who
fought in the service ofKerath.

Arcana or History DC 20: Items in the Eldritch
Panoply have preciolls metals and olher special
materi.. ls woven or fused illlo them, allowing the
wearer to channel arcane energy for use in combat
manell\'Cr<i or spcllcasling. The picres or Ihe panoply
\Vcrc scattered acro:.s the world whenlhe e1dritch
knights fell. amllhey remain bighly sought aftcr by
:.\\'orclmagcs and other arcane warriors.

14+

15+
17+

18

'9
20

Swift·step boots
Blade of the eldritch knight
Eldritch medallion
Rebuking bracers
Belt of breaching
Dimensional gauntlets

21,000
25,000
65,000
8S,000
105,000
125,000

Feet
Weapon
Neck
Arms
Waist
Hands

Dimensional Gauntlets Lev.,120
These liSh! mail811unrlets IllIow)UtI to lasll Oul alllellTbyJOl'$.
Item Slot: Hands 125.000 gp
Power (Daily): Minor AClk>n. Until the stan of your next

turn. your melee reach increases by 1 and you gain
threatening reach.

If you're wielding the blade ofthe eJdriteh kni8hr. your
melee reach increases by 2 (Ind you gain threatening
reach.

Eldritch Medallion level 1]'
\Vhen )VIl' rt' injurell. rhe II(\'I\1'r oj rhis inlricately et18rawd
medallion Ie.sJl'Il slip awayfrom JuurJOd.
Lvl17 +4 65,000 gp Lvl27 +6 1,625.000gp
Lvl22 +5 325.000 gp
Item Slot: Neck
Enhancement: Fortitude. Renex. and Will
Power (Daily. Teleportallon): Immediate Reaction.

Tris,qer: An enemy bloodies you. Effect:. You telepon
a number of squares equal to the medallion's
enhancement bonus.
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GIFTS FOR THE QUEEN ITEMS
Lvi Name Price (gp) Item Slot

Arms
Head
Implement
Feet
Ring

When you hit with a lightning or radiant attack
power, you gain a bonus to damage rolls on that
attack equal to the number of items you have
from this set,

The resistances granted by the bracelet ofthe
rodiont storm increase to 10. In addition, when
you take lightning or radiant damage, you can
make a saving throw as an immediate reaction

to negate that damage.

5

13 Bracelet of the radiant storm 17,000
14 Crown of the brilliant sun 21,000
15+ Queen's staff 15,000
16 Spark slippers 45,000

17 Ring ofthe radiant storm 65,000

SWift-Step Boots l('vel 14-

Thesc rumdescrip[ leathcr boots leI you rutl past allY OhstilCle.

lvl14 +3 11,000gp Lvl14 +5 515,000gp
lvl19 +4 10S,000gp Lvl19 +6 2,615,000gp
Item Slot: Feet
Property: When you run, you can teleport the last 1 squares

of your move.
level 24 or 29: Teleport the last 4 squares of your move

plus 1 extra square.

Rebuking Bracers level 18

'I1rcsc WIIl-s[ud,lci! bracer,jlarc \Villi blue Halr[ as your dems­
Imi118 atfad.! sends an (!uemy (ll\'(/Y from yOIl.

Item Slot: Arms 85,000 gp
Property: When you score a critical hit with a melee attack,

you can {eleport the target 3 squares, If you're wielding the
blade of the eldrilClJ knight, {he target is also da~ed until the
end of your next HIm.

GIfTS fOR THE QUEEN
This item set is spoken of in the legcnds of humans
and c1adrin, lhough its origins remain shrouded in
mystery. The tales tell oflsathrain-a quccn of old
who was kidnapped and taken to thc Shadowfel1­
and of the powerful relics that aided her lovcron his
dangerous quest to rescue her.

Ovcr long centuries, these Gifts for t llc Queen
have found thcir way back to the world. Though most
lIsefullo sorcerers, they arc covCled by other charac­
ters who undertake adventures in Ihe Shadow fell or

who bUlIt thc undead.

LORE
Arcana or History DC 11: Isathrain, the queen

ofa pO\\"erflll border kingdom, hCGlmC betrothed to
Cirron, a sorcerer from a distant land. Days berore
the wedding, Giryon's enemics struck f!'Om Ihe
Shadowfell and stole lsathrain away, Ciryon and the
queen's court responded by turning what had been
planned as a wedding reception into a war council.
CHis that hao been intended as cOllftly vt:strnents for
the queen wcre transformed into powerhd weapons
and implel11cnts in prcparation for an assault into the
ShadowfCll,

Arcana or History DC 18: According io legend,
Giryon and Isathraillll'cre rcunited in the Shadow·
fdl arter many trials, However, though the Cirts for
thc Queen were soon secn in the mortal world, the
two lovers never returned to the queen's cOllrt. Somc
say they traveled to the Feywild to escape G iryon's
encmies: others chlirn that the lovers remained in
the Shadowli::ll, sear<:hing lor 01 her mortals that had
heen stolen away by the denizens of that dark land,

Arcana or History DC 23: Those who believe
that Queen Isathrain still Hghts for the lives ofmor­
tals Irapped in the Shadowfell say that a character
who assembles a full set of the Gifts «Ir tilt: Quecn

can seek her there.

Bracelet of the Radiant Storm level 13

Secrnilltlly wruposcd ofpure (llcrBY, lhis bmcelc[ keeps you safe
from cnerl:(}' aunch.

Item Slot: Arms 17,000 gp
Property: You gain resist 5 radiant and resist 5 lightning,

Crown ofthe Brilliant Sun level 14

This CTOWIIJlores with briUiollt elll~rBY llrol you call urt/cash ill
place of II liyhtllille attad•.

[tern Slot: Head 11,000 gp
Property: When you hit an enemy with a lightning power

and deal damage to it, you GlTl deal radiant damage
instead.

Ring ofthe Radiant Storm level17

Afjel11 vjpure cnerav ScI into t!lis platillum ri1l8 sharpens ,Hmr

n1ilstcry' of light <lnd liglltrri IIg.

Item Slot: Ring 65,000 gp
Property: When you hit an enemy with a lightning or

radiant power and deal damage to it, you can roll the
damage twice and use either result,

Power (Daily): Free Action. Tri98l!r: You attack an enemy
with an encounter lightning or radiant power and miss.
EffcCl: You regain the use of the power.

If you've reached at least one milestone today, a daily
lightning or radiant power can trigger this power instead.

Spark Slippers level 16

\\Ilten you wear Illese 1/l(l,'limUy supple iJ'ass slippers, foes who
S[i'/, [00 dose 10JOu I'IIX the price.

Item Slot: Feet 45,000 gp
Property: When a creature moves adjacent to you, you

can deal lightning damage to that creature equal 10 your
Charisma modifier.
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OFFERINGS OF CElESTIAN ITEMS
Lvi Name Price (gpl Item Slot

Queen's Staff 1~Vf'11';.,.

-
z
o
u
<
0:
<
0.

Staff of the Far Wanderer Level 17+

TIl<" mllsic offhl'S/' supple elO\'CS sendsfordl II blll':51 ofslllrlil:l'lf
to blind )UlIr foes.
Item 510t: Hands 105,000 gp
Property: The r<tnge of your r<tnged attack powers Increases

by 2 squafCs.
Power (Dally. Implement, Radiant): Free Action. Trieyer.

YOu hit or miss an enemy with a ranged attack. Effecf:
Make a secondary allack: Area burst 1 centered on that
enemy: Charisma + 4 vs. Fortitude: targets enemies; on
a hit. the attack deals 2d8 + Charisma modifier radiant
damage. and the target is blinded until the start of your
ne~t turn.

Gloves of the Wandering Star Level 19

\VIWll you IJlIrtl your foes wi rll rmlilHll IlOwer. Ill(' four while
sl'lrs sel lIt lhe lteml 11"ll1is swffsemi yOlI effiJrlkssly Ilcmss the
billll(:f1dd.

Lvl17 +4 65.000gp Lvl27 +6 1.625.000gp
Lvl22 +5 325.000 gp
tmplement (Staff)
Enhancement: Attack rolls and damage rolls
Critical: +1 d8 radiant damage per plus
Power (Daily + Telepof1ation~ Free AcHon. TrilJ8f!r. You

use a radiant power. Effect: You teleport to a space adja­
cent to any target of the triggering power.
Special: If you have the Cosmic Magic class feature and

are In the phase or the stars, you gain a power bonus
to AC equal to the staff's enhancement bonus until the
start or your next tum.

Moondoth Robes level 17+

;\ wvuM be aI/Miler is shllJlft'd 11""/1)'from j'tJIl by lnt' proudin'
J'O"'t'T of IIICS(' shilllmtril1,<J robes.

Lvl17 +4 65.000 gp Lvi 27 +6 1.625.000 gp
Lvl22 +S 325.000 gp
Armor: Cloth
Enhancement: AC
Power (Encounter~Free Action. Tri8lJl?r. An enemy adja·

cent to you misses you with a melee attack. Effea: You
slide the triggering enemy 1 square.
Special: If you have Ihe Cosmic Magic class reature, you

slide the triggering enemy 2 squares.

Pieces Benefit

2 When you have resistance to cold, psychic, or

radiant. that resistance incl"('ases by an amount
equal to the number of items you have from this

set.
4 When you teleport, you can also teleport a

number of allies equal to the number of items

you have from this set. The allies must begin

and end the teleport adjacent to you.

OFFERINGS OF CElESTIAN BENEFITS

Armor
Implement

NKk
Hands

Head

625.000 gp
3.125.000 gp

Lvl25 +5
LviJO +6

Your IiBIltllill1:l (l/fllCks 01/(1 £lrclllle defenses II rc more IlOlenl
while}VII wield lllis sll..o:

Lvi 1 5 +3 25.000 gp
Lvl20 +4 125.000 gp
Implement (Staff)
Enhancement: Au~k rolls and damage rolls
Critical: +1d6 damage per plus. and if the attack gives you

a bonus to AC from your Chaos Burst class reattJre. that
bonus increases to +3.

Property: When you hit an enemy with an arcane lightning
power using this starr and deal damage to it. you gain a +2
bonus to your auack rolls against that enemy until the end
of your nelCtlUrn.

17+ Mooncloth robes 65,000
17+ Starr of the Far Wandel"('r 6S,000

18+ Star-strewn scarf 85,000

19 Gloves of the wandering star 105.000

20 Sun sphere 125,000

LORE
Arcana, History, or Religion DC 13: \\1111:'11

Ihe comet known as the Far \Vanderer last tra\'crscd
the skies centuries ago. it is said Ihat fragments of
its csscnce split ofT ami rained white nrc across the
land. Advent urers and scholars roamcd far and wide
in search of these fragments. bllt only one was ever
recovered. Collected by an arcaniSI and :1.~lmnOlller

1I<Inled Cclcst iall. lh is strange piece 01" l11etal was
found to carry potenl levels of maj.;ic;11 powcr.

Arcana, History, or Heligioll DC 20: Believing
this llIagical fntglllellt to be a gilt frOl11lbe good dei­
ties. Cciesli:lI1 SOllRhtto hOllor thern. After smelting
lhe fragment down.lhe arcanist spun a thin melal·
lie thread that was stronger Lhan steel. By sWching
Ihis lhre:ld into nne silk and leather and embedding
pieces of it ill 01 her materials. he crafted a SCi of
magic items as hh olTering to the gods.

Once ill a dozcn gCllcrations. a ficrycomct called the
Far \Vanden::r traverses the night sky. Legend holds
that the Far \,Vanderer is a sign of~<tlvittion ami a por­
tent of the walch fill eyes of thc gods ofgood. Itl ages
Pil~t. a greal sorcerer secured it fragment ofllle Far
Wanderer lor usc inlhc crealion ofa Sci ofpo\\'crful
items-I he Offerings ofCelestian.

rhe Offerings ofCelestian are beSI suiled for
cosmic :.orccrers. but any charactcr can make usc of
the ilems of Ihis set.

OFFERINGS OF CELESTIAN
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625,OOOgp
3,125.000 gp

Star-Strewn Scarf lcvd 18'

This sJlim meritl,<:l bla,'" sca ifprOlr.'ls Jour l'ision CI'Cll as if hin­
dl'r5 Jour I'ncmil's' llllll,ks.

Lvl18 +4 8S,OOOgp Lvl28 +6 2.125.000gp
Lvl23 +5 425.000 gp
Item Slot; Neck
Enhancement: FortItude. RefleJl;. and Will
Property: You gain a +2 item bonus to saving throws against

the blinded condition.
Power (Daily~ Minor Action. Until the start of your next

tum, you are blinded. and each enemy that can.see you
takes a -5 penalty to attack rolls for attacks that include
you as a target.

Sun Sphere level 10

'11lis liny splu·J1' in fhl' Sllll!"" offhl' stln cjrdesJl7Ur head. bum·
ill8fiX'S ",'10 IIIOI\' 100 dOSf'.

Item Slot: Head 125,000 gp
Property: Vou gain a +1 item bonus to WilL
Power (Encounter + fire, Radiant~Minor Action. Each

enemy adjacent to you takes fire and radiant damage
equal to your Strength modifier.
S~iol; If you have the Cosmic Magic class feature and

are in the phase of the sun. this power affects each en~

emy within 2 squares of you.

PANOPLY OF THE
SHEPHERDS OF GHEST
Ancicntlegends tell of the nOilting city ofGhest and
onts spectm.:ukJr dcstruclion. less well known is the
talc of thosc who survivcd that dcstruction, a nd how
a handful ofherocs-thc shepherds ofGhest-stlc­
cessfully led their people through countless dangers
to make new Iivcs. Though Gllcst is little more than
a memory IIOW. it.s name lives on in the arlllS and
armor those heroes 1I'0re.

This item set is favored by defenders and charac­
ters charged with protecting others from harm.

LORE
Arcana or History DC 11: The floating city 01"

Ghest was a magical rnan'c1 said to have been built
by mighty archmages and demigods. For centuries.
Chest was a center oflearni ng. peace. and prosper­
ity- and then di<ia<iter struck. ,"Vhcn its magic was
shut down by unknown forces.lhe floating city fell
to earlh. Through the efforts and sacrifice ofChes!"s
powerful priests and wizards. a fract iOIl of the cil{s
population :.urvived the cataclysm. Howe,"er, those
sllrvh'ors were left alone in;1 hostile land. their lead­
ers and champions dcad.

Arcana or History DC 18: I;rom the broken
wreckage oftheir once-mighty cit)'. the exile... sal­
\'aged some of the arcane wonders ofGhest to help
them survi\'e. A handful ofself·appointed ~shep­

herds- wielding weapons ilnd armor ofsacred crystal
led the people ofGhcst through many Irials. eventu­
ally finding a safe home ill new lands. The relics they

CHAI'Il'H. 21 hem ,'iels

had created were pa.;sed to new gcnerations of shep·
herds and eventually spread to the wider world.

Arcana or History DC 23: When the shepherds
led theil' people from the fallen city. they took only
the panoply thcy had crcatcd. Fearing that Ghcst's
powerful magic might fall infO the wrong hands. the
survivors allowed Ihe cit{s great arcane engines 10

destroy t hClllscl\'es ilnd the su rrounding ruins. For
centuries. sages and advenlUrers have sought the
location of the fallen cit),. to no avail. However. some
believe that the descendants of the first shepherds
still guard the ruins, and that characters who success·
fully collect the (XIlloply can atlemptto find them.

PANOPLY OF THE SHEPHERDS OF CHEST ITEMS
Lvi NamE' Price (gp) Item Slot

12 Shepherd's battle 13,000 Wondrous item

standard

'" Shepherd's arms 17,000 Weapon,. Helm of able defense 21J OOO Head

15+ Cry:,;lalline breilStplate 25,000 Armor

PANOPLY OF THE SHEPHERDS OF CHEST
BENEFITS
Pieces Benefit
2 Each ally adjacent to you gains resistance to all

damage equal to the number of items you have

from this set.

4 Each ally adjacent to you gains a +1 item bonus

to all defenses.

Crystalline Breastplate leve115~

Thu Illb sizell cryswls 5<'1 inro r"15 armor absorb urWin lJ-pn l!f
dllmll8c. Imr 11I Ih.~ t"Xl'frl:il! of inal!IISl.'lll'lIlnerabili ly.

Lyl15 +3 25.000gp lvl2S +S
Lyl 20 +4 115.000 gp Lvi 30 +6
Armor: Lelllher. hide. chain. scale, plate
Enhancement: AC
Property: After all e~ull1ded rest, choose one of the

following pairs: cold and fire, lightning ilnd thunder, or
necrotic and radiant. Vou gain resist 10 to one of the
chosen damage types and gain yulnerable 10 to the other
type.
tevel25 or 30: Resist 15, vulnerable 15.

Helm of Able Defense level 14
Lifdikr ''J'Sfal C)'I'S hI Ihr bllck ofIhis helmet focus .rour It,llund
boISf('rJvur "efrl1~'S.

Item Slot: Head 21,000 gp
Property: Vou gain a +1 item bonus to Will.
Property; Al the stan of each encoumer. you gain a +2

bonus to all defenses until you lake dilmilge for the
first time aher the end of your first turn (not including iI

surprise IUUnd~



Shepherd's Arms Levell J-

Shepherd's Battle Standard Ll'w112

RAIMENT OF SHADOWS

Weapon

Arms

Armor

Head

Neck

680
9,000
13,000
21,000
25,000

Lvi Name Price (gp) Item Slot

2 You gain an item bonus to Stealth checks equal

to the number of items you have from this set.

S When an enemy affected by your Warlock's

Curse drops to °hit points. you become Invisible
until the end of your next turn.

PIeces Benefit

3+ Pact blade

11 Razordark bracers

12+ Darkstrike armor

14 Tenebrous mask

15+ Cloak of burgeoning

shadow

RAIMENT OF SHADOWS ITEMS

RAIMENT OF SHADOWS BENEFITS

425,000 gp
2,125.000 gp

Lvi 23 +5
Lvl28 +6

nZl! prolffrino: mllBie of rhis O)'5II1!·blmlcd welzpoll hindrrs (l

fOt's lit/lICks 1Il/l/insr your fillies.

lvl13 +3 17.000 gp
lvl18 +4 85.000 gp
Weapon: Polcarm, spear
Enhan<ement: Attack rolls and damage rolls
Critical: +1 d6 damage per plus
Property: An enemy adjacent to you can', flank your ames.

Crealed by a miliumt order of warlock... the Raiment
ofShadows is a sci ol"battle garb crafLed from the
hides and scales ofextraplanar creatures dwelling in
the Shadowfdl. Though the warlock order no longer
exists. pieces of the raiment still circulatc, and many
w<lrlocks scek to cOlllplcrc <l set for themselves.

LORE
Arcana DC 10: The BI<ldes ofShadow were an

elite order of warlocks who ~tro\'e to overcomc the
philosophical barriers "rising !lclwcen warlocks 0'­
difTerent P<lcts. The Raiment ofShadoll's-a ...cl of
magic relic.. crafted wilh thc power of the Shadow­
fell-was t heir uniform <ll1d W<lS designed to obscure
any differences of race, creed, or pact.

A rca na DC 16: Despite their dedication to unify·
ing the c1dritch arts. the BI<lde~ ofShadow e\'entually
fell. Over time, the divisions between warlocks ofd if­
ferellt pacts turned to eonflie!. with s111<lllcr grollps
within the Blades accusing each other ofwithhokling
the order's most powerful secrets.

Arcana DC 21: Sages know that the fall ofthe
Hl<ldcs ofShadow was due to more th.m mere infight.
ing. The beings and powers to whom the \\'"rlocks
had sworn fealty feMcd that the Blades were on the
verge ofdi.;covering the llIeans to tap directly into the
cldrileh power that was their lifeblood. B)' doing so.
Ihe)' would be able to b}'pass their traditionaljKltrons
of Ihe Fc}'wild. the FM Realm. the Nine Ilel1s. and
01 her powers. The"C p;:llrons forged a ..horHerm
alliance thm shattered the lJIades ofShadow and

<
~ destroycd it~ tC<lehings.

Sl'r willi S<0fl'S ofshilliFl8 cl')'Slrlls, Ihis banncr inspifl'S bmn''Y
in your allies 1I111! keel'S ellernies m bay.
Wondrous Item 13,000 gp
Power (Encounter + Zone): Standard Anion. When you

plant this battle standard in your space or an adjacent
square, It creates a lone in a dose bUT5' S. While within
the lOne, you and your allies gain a +2 power bonus 10

Will against fear effects. It costs enemies 3 extra squares
ofm~ment to enter the lone.

This effect lasts until the end of the encounter or until
the battle standard is removed from the ground. Any
character In or adjacent to a bailie standard's square Giln
remove it from the ground as a standard action.

<,
<,
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Cloak of Burgeonin Shadow Levcl15+

TI1l5 dnrk donk helJl5 ob5wreyour illlic, when you >fcI)' dose.

b,115 +3 25,000gp Lvl25 +5 625,000gp
Lv120 +4 125,000 gp Lvl30 +6 3,125,000 gp
Item Slot: Neck
Enhancement: Fortitude, Reflex, and Will
Power (Daily): Minor Action. Until the end of the

encounter, each ally adjacent to you while yOIl have
concealment from your Shadow Walk class feature also
hilS conceillment.

Darkstrike Armor Level 11+

ShelilollY rHJles ,11 ifr across tlIC Sll rfMe of t!Ji, hiuek elrlllar, pro·
lccrillf./ )VII when you sinBle oul ufiJI: with )ilUr attacks.

Lvl12 +3 13,000 gp Lvl22 +5 325,000 gp
Lvll? +4 6S,OOOgp Lvl27 +6 1,625,000gp
Armor; Leather, hide
Enhancement: AC
Property; When you hit iln enemy with an attack power,

if you gained il bonus 10 your ranged attack roll ilgainst
that enemy from your Prime Shot class feature, you gain a
+2 bonus to AC againsl that enemy until the end of your
next turn.

Pact Blade Lcvel3+

\Var!ocksfavor this wicked/)' sharp bJIh/e,

Lvi 3 +1 680 gp LvilS +4 85,000 gp
LvlS +2 3,400 gp Lvl23 +5 425,000 gp
Lvl13 +3 17,000gp Lvl2S +6 2,12S,OOOgp
Weapon: light blade (usually dilggers and sickle5)
Enhancement: Attack rolls and damage rolls
Critical: +1<16 damage per plus
Property: This blade functions as a warlock implement,

adding its enhilllcement bonus to attack rolls and dilmilge
rolls for warlock powers that use implements.

Property: When a creature you have cursed with your
Warlock's Curse makes a melee attack against you,
deal damage to the creilturc equal to the poet blade's
enhancement bonus.

Special: You do not gain your weapon proficiency bonus to
the attack roll when using a pact blade as an implement.

Razordark Bracers ll'vel11

l..lshed with lines ofB/n5s-5hurp 511(1<101<'. tJlI'5C hrncer5 Ill/OW you
W Slrike (II nltlBi' I<'illwut lclllnyyour BUlin/ down.

Item Slot: Arms 9,000 gp
Property; Your warlock at-will ranged attack powers don't

provoke opportunity attacks from adjac~nt ~nell1ies,

Tenebrous Mask l~vd 14

This lhill slip of bluck silk illlo\V5 you 10 wryel fOl'5 sJrrou,Jcc!
from your sif}hr.

Item Slot; Head 21.000 gp
Power (Encounter): Minor Action. Until the end of your

next turn. you ignore the -2 penalty to attack roll5
against creatures within 10 squar~s of you that have
concealment.

RAIMENT OF THE
WORLD SPIRIT
The Haiment of the World Spirit is a magic itcm set
ofi.lncicnt design anti primal power. To the untrained
eye, the items in this set appcar as tlte relics Of"SOIllC
primilive tribe-a shield. necklace. mask, and ring
fashioned from wood. hark. and ot her materials of
the forest. I lowevcr. closer scrut ifly rcvca Is that the
pieces of the raiment are untouched by 1lI0rtallools,
lIppearing imtead as though they were grown as
living objects.

\,Vardens bcnefh thc most from thc Raimcnl ofthe
\\lorld Spirit set, but defendcrs and classes that grant
acccss to polymorph powers will find these items
useful as well.

LORE
Arcana or Nature DC 11: Primal power infuses

the Haiment of the World Spirit set. binding it to
nature. Spelkasting crafters create each component
as part ofan anciclll ceremony passed down through
the ages. Each piece of the set is grown as the ofEhoot
of a living tree-an avatar of t he mysterious \Nork!
Spirit. The tret: gives lip a portion of its hearlwoo<l
10 serve as a shield. forms the mask I"r0111 its bark,
provides its seed pods for the necklace, and manifest)
tlte ring as an extension of its primal spirit.

Arcana or Nature DC 18: The Halment of the
,",Vodd Spirit was first f.lshioned ill the earliest age of
the morlal world. Sensing looming threats that might
disrupt the fragile cyele oflik: and death. shamans,
wardens, and druids came togelher to request aid
from the primal power they sought to protect. With
these now-ancient riles, the keepers of the old ways
continue to craft these relics, both to honor thccharn­
pions who once carried them and as a boon to new
heroes ded icated to defendi ng the natura I worl(l.

\'Vhen an itelll frolll the raiment is worn. it releases
tiny seeds that ta ke root in the wearer's clot hing and
sprout vines that weave about that perSall's body. The
tendrils slallllch wOllnds and supplement strength to
allow the wearer to keep fighting past the point when
others would fall.

Arcana or Nature DC 13: The crafiers of the rai­
ment trcat its creation as.1 sacred trust, and they take
care to ensure that the rdics don't I:J.II into the wrong
hands. The raiment is a gin 01" ll,l1ure, and that gift
can he withdrawn ifits wearer abuses ilS power. Dark
tales abound or primal spirits visit ing GIla mit)' all

heroes who misuse the raiment. and of whole lands
scourged by blight and disease in response to the
power of the \Vorld Spirit bdng bel rayed.

CHi\l'TEK. 21'1"", S"ts



PIeces Benefit
RAIMENT OF THE WORLD SPIRIT BENEFITS

-

Barbarians benent the most from these items.
~

though any character who }'earus to be in the thick of u.

combat will find \'alue in this '\Ct.

Lvi Name Price (gp) Item Slot

REAPER'S ARRAY ITEMS

LORE
Arcana or History DC II: The craning ofa

Rcaper's Array set is a secret known only to a handful
ofarcanists. and the dark process involves the incor·
poration ofan encmy's corporeal essencc into each
piece. Ulood <Juellches thc stcel pulled white·hOl from ~
the forge. The hair ofa foc is wm'en into the c1oak's <:
fabric, and its Ocsh is cured to provide thc lemher of ::::

"gaulltlets and beh. Most sets are made with the blood '
and bodies of monsters. but more than a few ha\'e
been crancd using materials har\'ested from sentient
humanoids.

Arcana or His(ory DC 18: The legf'lldary ber·
serker Ygnir. a dragon born barbarian warrior whose
bloodlust and thirst for vengeancc still inspircs fC:lr
ill the ticllings thm remcmber his name. first creatcd
the items in the Hcarer's Array. \Vhcn a slavc o\'er·
seer murdered his f.-llllily as punishment for Ygnir'<;
refuSo."l1 (() knecl. the barbarian vowed to bring down
the empire of Bad Turat h single-handed I),. Hrcaking
his chains. Ygnir killed his master, thc o\'ersccr. and a
dozen guards with his bare hands.

Arcana or History DC 23: With the help ofa
fellow prisoner schooled in the w'lrlock arts. Ygnil'
forged thc nrst Heapcr's Array sct llsing the steel.
blood, skill. and h.lir of the foes he had slain. \Vith
his grim helm and terrifying axc, Ygnir became a
legend on ancicllt bmtlefie1ds. Unahle to slay him
themselves. tiening diabolists were said to ha\'e sum­
moned powerful de\'i1s to nnall}' end the warrior's
thrcat-an act that some say might ha\'e hastened the
fa 11 of I hat race.

N&k
Arms

Head

Ring

13,000
17,000

21,000
25,000

°!11is womlcn mMIl faJ.ocr 011 llll~ appe/IOIII{f of II snarli 118 bellS/'
((Iuslna II seleal'd foe 10 b., O\'!'rCOIIIC by fC/lr.

Item Slot: Head 21.000 gp
Power (Daily + Fear): No Action. When you roll initiative.

you mark one enemy you can see. and that enemy grallts
combat advantage to you until the end of your next turn.

Lvi Name Price 19p1 Item Slot

Necklace of Fate If....t'! 11
nlis Ill'clrloce ofo(orns and \lm'en lints fl'''lerJ Jvur spirillO
IIIIllHl'./ldpin8JUlI shah' off th.. qJcas of rOIllOOI.

Lvl12 +3 13.oo0gp Lvl22 +S 325.000gp
Lvl17 +4 65.000 gp Lvi 27 +6 1,625.000 gp
Item Slot: Neck
Enhancement: Fortitude. Reflex. and Will
Power (Encounter): No Action. Tri89lu,; You make a saving

throw at a time other than the end of your turn. Effecl;
You gain an item bonus to that saving throw equal 10 the
necklace's enhaocement bonus.

Ring of Many Forms L..vt>1 1')
1l1i~ rintl apfX'ars as a 001\(1 ofshif1intl cner./:O: slJarl'cnhtfl Juur
comblll prowess when Jvtl widd "ll! maJ:lir of lranifonl1a1iou.

Item Slot: Ring 25.000 gp
Property: When you use a polymorph power. you gain a +1

bonus to your neltt attack roll before the end of your turn.

Mask of the Vengeful Spirit Le\lel14

2 You gain an item bonus to s.aving throws against
ongoing damage equal to the number of items
you have from this set.

4 Your healing surge value Increilses by 4.

12 Necklace oHate
13 Shield allhe World Tree
14 Mask of the vengeful spirit
15 Ring of many forms

RAIMENT OF THE WORLD SPIRIT ITEMS

2 You gain an item bonus to Intimidate checks

equal to the number of Items you have from this

set.
5 When you bloody an enemy, you can shih 1

square as;ll free action.

Shield ofthe World Tree Le~113

\ "hen JUlI lIIoil.. use ofIleo/ins em·ray. flU' maSie l\'ilhill tllis
soIi.1 hellrfwooo shitld protects Juur allies.

Item Slot: Arms 17.000 gp
Shield: Any
Property: When you spend a healing surge. each ally

adjacenl to you gains a +2 shield bonus to AC untillhe
start of your next turn.

REAPER'S ARRAY
Staincd with dried blood. etched with the scars
ofcountless batt lcs. and bearing silcnt witness to
uncountablc acts ofS3\'agc slaughter. thc Reaper's
Array is a p.:moply benning only thc deadliest war­
riors. For thosc who collect thc items of this set, death
is a constant companion. and foes met on the neld of
battlc arc destincd to nnd only pain and ruin.

14+ Crimson cloak
15+ Reaper's axe

15 Reaper's helm

17 Gauntlets of brutality
18 Head·taker·s belt

REAPER'S ARRAY BENEFITS
Pieces Benefit

11,000

25,000
15,000

65,000

85,000

Neck
We;llpon

Head

Hands

Waist

C1JAI'TEH I II/em Sels



525,000 gp
2.625,000 gp

625.000 gp
3.n5.000gp Pieces Benefit

REGALIA OF THE GOLDEN GENERAL BENEFITS

Neck

Weapon

Head

Waist
Ring

12+ Mantle orthe Golden General 13,000

13+ General's weapon 17.000

14 Golden crown ofb<lttle 21,000

command

15 General's belt 25,000
16 Ring of tactkal brilliance 45,000

General's Belt level 15

2 You gain a +2 hem bonus to Will,

S When an ally you can see spends an action

point, that ally gaIns a +2 bonus to Will

until the end of his or her next turn.

lvl Name Price (gp) Item 5101

REGALIA OF THE GOLDEN GENERAL ITEMS

LORE
History or Religion DC 18: No accurate records

orthe Golden General's birlh or death exist, nor is il
known \\ hich lands were his true home. The hislO'
rians ofmany lUI man cultures claim this legendary
warlord as their own, and at least Olle laic claims
that the Golden General became <In exarch ofPelor
aner he met his end. The item~ oflhe Reg<llia of Ill('
Golden General <Ire usahle by characters ofany align·
menl, but il"s said that an evil creature thaI dons these
relics causes them to tllrn dead black in color.

History or Religion DC 23: LCh'Clld says that a
hero who owns the full Regalia ofthe Golden Gen·
eml SCi can allemplto retrieve the fwgrncllts ofthe
original rCR<llia from the abyssa I dept hs, Ifsuccessful.
Ihis hcrocan bring the fraglllcllls 10 IIIC city oflleslll"
val' in the ASlral Se:t. Upon presenting lhc regalia 1o
Pelor, the hero earns the righllo becomc OIlC orlhe
deily'S cxarchs upon dealh,

This rich dOllk shimmers widl II blood·red sheen, drfeTlllinH JVU
asahlSlllu' most potnll afTadlS ofJ01lrJoes.
L\l114 +3 21.000gp L\l124 +5
L\l119 +4 105,000 gp Lvi 29 +6
Item Slot; Neck
Enhancement: Fortitude, Renex, and Will
Property: When you Lake unlyped ongoing damage. you

make a saving throw againSlthe ongoing damage wilh an
item boou!> equal to the cloak's enhancement bonm;.

Sportil18 a wickedl)' cun'l'd blade, rllis :>1"1'1 axl' draws 0tI thl'
dealh Ihmes ofJvur opponerus faJud ils arrack,

lvi15 +3 2S.000gp lv125 +5
lvl20 +4 125,000 gp lvl30 +6
Weapon: Axe
Enhanumenl: Allack rolls and damage roll!>
Critical: +1 d12 damage per plus
Property: When you reduce an enemy to 0 hit points, you

can shift 1 square and make a melee basic allack with this
weapon,

Reaper's Axe l~"el 1:',

Head·Taker's Belt level 18

RUSI allll bloodstaim nmrk rhl'S(" Il'adwT and Sled naundl'ls.
which ~1n'nHI'll.'nJour ll/lIlCiI:s anllbislJallenJOt's.

Item Slot: Hand!> 65,000 gp
Property: When you hit a prone enemy with a melee attack,

the attack deals 5 extra damage,

Gauntlets of Brutality It'W117

'111i5 ,,!nin [ctllher bdl is 51'1 wilh ~kul1'~'H1j1e.1Sled Sl uds, wilh "
tll'W one 1l1'llI'llrillH eacll Ii tile )tlU 5/(1)' II Jor.

Item 5101: WaiSl 85,000 SP
Propeny: You gain a +1 ilem bonus to FOf"tilude,
Power (Daily); Frtt AClion, TriMer: You reduce an enemy

to 0 hit points, £jfef:l; You gain temporary hil points equal
to your level.

Crimson Cloak Level 14.,.

Reaper's Helm Levd 15
BIllI~' II'oUll/le,1Joes Cd fl'l dude)vu r IIllllcks wlrileyou wm r lllis
bllllle·sltlrred sud hl'lmer.

Item 510t: Head 25,000 gp
Propeny: You ignore the -2 penally to attack roll!> against

bloodied enemies that have concealment.

REGALIA OF THE
GOLDEN GENERAL

Tlte bucHe of this !I'.llhcr belr Is a Holdcli shield wtwsc mlliJic
rel'lIaUzes you wlleu yOli help you r (lilies heili.

Item 510t: Wai!>t 25,000 gp
Propeny: You gain a +1 Item bonus to Fortilude.
Power (Daily + Healing); Free Action. TriMer: You use

a power that heals an ally. Effect: You spend a healing
surge.

The Golden Gelleral is an enduring Ogure oflegend.
a warlord known as one of the foremost dcmon slay·
ers who cver li\'t::d. Though Ille fragmetlls of Ihe
original arms. armor. and raiment wielded by the
Golden General arc said 10 lie inlhe depths orille
Abys.. where he met his end, Ihe design of his reg:tliil
wa~ well known e'"en before hi.. de..th. Pieces belong.
ing to this item set can be found lhroughollllhc world
and hcyond it.

Resourcefulwarlorcls benefit the most from the
items in Ihis set, but all warlord.. can make lise ofthelll.

ClIAl'TEI~ 2 Illem S('r~



Golden Crown of Battle Command Levt'114

General's Weapon Level 13-'-

-

••v
<
0:
<
ll.

Armor

Weapon

Neck

Head

Implement

Ring

17,000

21,000

25,000

45,000

65,000

85,000

Skin of agollies

Sword of melancholy

Mantle of regrets

Mask of tears

Symbol of the Forgotten One

Ring of sorrows

Lvi Name Price (gp) Item 5101

Pieces Benefit

2 When you spend a healing surge while you are

bloodied, you regain additional hit point.'i ellual

to the number of items you have from Ihis set.

5 While you are bloodied. your melee weapon

ilttacks gilin Ihe brutal 1 property (originally

described In Adventurer's Voult): Reroll any

damilge die result of 1 until the die shows 2 or

higher.

RELICS OF THE FORGOTTEN ONE ITEMS

13+

14+
15+,.
17+

"
RELICS OF THE FORGOTTEN ONE BENEFITS

425.000gp
2,125,000 gp

Lvi 23 +5
Lvi 28 +6

Lvt 13 +3 17,000 gp
Lvi 18 +4 85,000 gp
Weapon: Polcarm
Enhancement: Attack rolls and damage rolls
Critical: +1d6 damage per plus
Power (Encounter~Minor AClion. Until the end of your

next lurn, your melee reach wilh thIs weapon increases
by ,.

\\'hell )vu dirrcI all ally's allllclt. rile po\\'I.'r ofIhis simpU> cirdl.'l
oJbfoall.'fllJOld helps BuillI.' llis halld.

Item Slot: Head 21.000 gp
Property; When you uSt' a warlord power 10 grant a melee

bask attack 10 an ally within your line of sighl. tllal ally
gains a +2 bonus to the allack roll and Ihe damage roll.

AfiJC lurllins out of reach willfcd dIe mUJJiwl bile ofIllis 8ililed
l'oll.'lIrlll.

Mantle of the Golden General le....I12+

Ring of Tactical Brilliance l~VW:'1 16

RELICS OF THE
fORGOTTEN ONE

The IlOwer ofIhis soldell rirl9 !lrlps l,rourllUl alt,'",h" ,hmISt'S
posifiol1 III you r romtlllllld.

Item Slot: Ring 45,000 gp
Property: When you use a warlord power that lets an ally

shift, that ally gains a +1 bonus to all defenses until the
end of his or her next turn.

111is som!lcr mam!.. ~lowS a nipl,li118 "Tin'll 011 )uur ml!mie:s.

lvl15 +3 :ZS.OOOgp Lvl25 +5 625.00081'
lvl10 +4 125.000 gp lvl30 +6 3.125.000 81'
Item Slot: Neck
Enhancement: Fortitude, Renex. and Will
Power (Daily. Fear, Psychic): Immediate Reaction.

Tri89er: An enemy hits you with a melee or a close attack.
£jfett The triggering enemy takes a -2 penally to attack
rolls and saving throws (save ends both~ Firs-r Failed
SovillB Throw: The enemy also lakes ongOing 10 psychic
damage (save ends all~ S«ond Failed SavillB Throw. The
enemy is also stunned (save ends all).

Mantle of Regrets level 15-

This bone ltHlsli Cllprurrs rhe inl/l8e ofu yril!I'illSfiYull' ",llOse
leurs becollle <1 b(llm IO)UU or (Ill ally.

Item Slot: Head 45,000 gp
Power (Daily + Healing~ Free Action. Trl88Cr. An enemy

bloodies you with a melee or a close auack. Effect: You or
an ally adjacent 10 you can spend a healing surge.

Mask of Tears L('ve116

125.000gp
1,625,000 gp

Lvt 22 +5
Lvt 27 +6

n,l" aid Y01l8h·t an ally is SITr1l81helli'd by tilt pawn of lhis
fur lilltd amber dOlI/,>.

Lvl12 +3 13.000 gp
Lvl17 +4 65.000 gp
Item Slot: Neck
EnhatlCement: Fonitude, Reflex, and Will
Property: When you uSt' a warlord power to granl a saving

throw to an ally, that ally gains a +2 bonus to the saving
throw.

Crafted from the remains ofa dead god. the Hclics
ol"lhe Forgottcn One arc a sct ofpolcru magic items
from the dawn of lime. Though clerics, a\'engers. and
p.1ladins most oftcn seck Ihese relics. they can he
used by any class.

LORE
History or Religion DC 18: IIiSlorics and reli­

gious texts record the fates of the deities that fell in
Ihe ancient connict hetweenthc gocls and the pri·
mordials. but a few Siories have escaped Ihe scholars'
<Juills. In centuries paSI. one such fallen deil)' was
found by a lIlysterious order ofan.:anists wh~ mem·
bers fashioned the remains of the Forgotten One into
relics of incredible power.

Ring of Sorrows level 18

You conjure rlre Illlmifcsril rillt! Ilfsorrowfrom Illis pluin sill"er

rill8. taski1l8 )'fIur foes wllh rhe (liJony ofrhl' ForiJlllfl'lI OIlI"S
demise.

Item Slot: Ring 85,000 gp
Property: You and each ally you can sec gain a +1 bonus to

attack rolls with fear powers.
Power(Daily + Conjuration. Teleponallon): Standard

Action. You conjure a manifestation of sorrow in each of
Ihree unoccupied squares within 10 squares of you. The
three sorrows remain until the end of your next lurn. An
enemy that slarn its Illrn adjacent to a sorrow and thai
deals damage during dl<\1 turn is teleported to another
space i1djacent to the sorrow (your choice) and dazed
until the end of your next lum.
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525,000 gp
2,625.000 gp

Pleccs Benefit

1,125,000 Ring
1,615,000 H~ad

2,125,000 Implement
2,625,000 Neck

26 8100dshard ring
27 Mirrored mask
28 Feyshard wand
29 Far-step amulet

2 You gain a +10 item bonus to skill checks made
as part of ill scrying ritual or a travel ritual.

4 You can perform the Observe Creature and
True Portal rituals once per day each with no
component cost.

MIRROR OF NESSECAR BENEFITS

The jllhlJ:lb ofeladri'l ..obll'Sjlid:er ..'Ilhill fhis drrular shllm of
mirmrt'IIO'll,5. which h!iurrs )1lU rl'i'lIllS il cXfl.'lIds Jour I'ifllli~"

Item Slot: Ring 1125.000 gp
Property. You reduce your maximum hit points by 5, In

addition, whenever you spend a healing surge, you .-egain
2 additional hit points.

Power (Daily + Healing): Minor Action. Regain hit points
as if you had spent a hcaling surge.

If you've reached at leasl one milestone today. you also
regain a spenl healing surge.

LvI Name Price (gp) Item Slot

Bloodshard Ring Level 16

MIRROR OF NESSECAR ITEMS

LORE
History UC 17: O,·cr a thousand yCi:trS ago. a

great Wille "as fought in the Fe}"vild palace of
Nessccar hetween the elaclrin and the fomorians. The
great behemolhs laid waste to the priceless crystal
relics lor which thc palace was known. slaying many
in their wake. I lowe'·cr. before I he fOlllorialls could
triumph, the e1adrin lord Onclathian unveiled a
ma~lc mirror that had the powcr 10 53,'e his people...

History DC 26: The magic of the mirror opened
a porlal throll~h which c1aclrin reinforcements pre­
pared to enler the fray. BUl the fomorian war chief
Mor~kash shallered lhe mirror just after Ihe portal
opened, trapping the souls ofthc eladrin within lhe
broken pieces. The romori..ns overran the palace,
slaying all within it. In an allclllpt at t01a1 victory,
l\'lorgkash tried to dest roy t he shards of" t he slwtlered
mirror but couldn't ..fTect them. Sen"ing the power
lingering within these fragments, the fomori'llls scal·
tered the pieces throligholllllluitiple worlds,

Ilistory DC 31: Over many gcncTiltions. frag'
mellls of the mirror ha\'e been collc(ted and fOrllll...d
into Mirror of Ncssecllr .~elS. The items of Ih ilo set
:Ire powered hy the esselKC of the eladrin who died
lrapped within the mirror. granting potcnl abilities to
the wieldcr.

CHAPTER 1 l'I"m S"u

1'hl.' ma8ie ofllli5 IWIJ Ilouhed bladefills )vurf()( wilh a I!read
ill/daiS/" 11"'1 l('awlS II open 10jimITer 11Il1lCl:.

Lvl14 +3 11,000gp Lv124 i5
Lvl19 +4 105,000 gp Lvl19 +6
Weapon: Heavy blade, light blade
Enhancement: Attack rolls and damage rolls
Cridal: +ld8 damage per plus
Power (Daily + Fear): Free Action. Tri8,9lT. You make a

melee attack against an enemy using this weapon ilnd
misS. Effect: That enemy takes a -1 penalty to illi Jefens·
es (save. ends). A/tereffecl: If you're adjacenl to the enemy
when it succeeds on its saving Ihrow agalnSI this effect.
you can milke a melee bilsic attack using Ihis weilpon
agilinst thai enemy ilS a free action.

Characters require the most poteut arms. armor.
implements, anti other magic items to filCe the chal·
lenges ofThe epic levels.

Symbol of the Forgonen One levell 7t

MIRROR OF NESSECAR
The mirr01'" ofNcss£car was;) unique trc..surc from
.. n ancient fey enlpi reo It held a dimension<l I j.J(lrtal
within its magiCiilly silvered glass that wa.'i capable of
transporting large numbers ofcreatures to iL"locil­
tion. In a greaT bmtle bet ween dadrin and fomori<lllS,
the mirror was shattered as e1'ldrin soldiers prepared
to come through it, and their :.ouls were trapped
within its shards.

Sword of Melancholy level 14+

TIll' Ilkem'ss of II scre(lmil18face is elchell "cross lllis nrtllor.
whidl proleelsJVU from )vurfOd·'larsh~al/ack
Lv!n +3 17.000gp Lvl23 +5 425.000gp
Lvl18 +4 85.000 gp Lvl18 +6 2.115.000 gp
Armor: Leather, hide
Enhancement: AC
Property: You autonl1ltically succeed on saving throws

against untyped ongOing damage.
Power (Daily): Immediate Reaction. rOBBer. An enemy hits

you with an attack that deals oogOlng damage. EJTl!Cl: The
ongOing damage ends. One enemy adjacent to you takes
the ongoing damage instead, and takes a -2 penalty to
saving throws against that ongoing damage.

TITl.' lIivine f'O"W offhis OOllered symbol WIICCIJ/s )'oufrolll JVllr
f~

Lvi 17 +4 65,000 gp Lvl27 +6 1,625,000 gp
Lvi 22 +5 325,000 gp
Implement (Holy Symbol)
Enhancement: Attack rolls ilnd damage rolls
Critical: +1 d8 radiant damage per plus
Power (Dally + Illusion): Standard Action. By expending

a use of )'Our Channel Divinity class feature. you become
Invisible to each creature withln 5 squarc.'i of you until
the end of your nexi turn,

Skin of Agonies lew! 11·

-~- --------.----------
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Far·Step Amulet level 19

This oltlulff OJIJICClrS ro hI' IIII' fmml' lltul shmterl'd a'oss ofII
scryiniJ mirror. 115 IIwOic focuses you r rell'l'orrmioll I'0wers.

Lvl29 +6 1,625,000 gp
Item Slot: Neck
Enhancement: Fortitude, Renel(, and Will
Property: When you use a teleportation power, the distaoce

you Gin teleport increases by 3 squares,
Power (Daily + Teleportation~ Move Action. You teleport

10 squares.

Feyshard Wand level 18

aftermath, the unholy relics from heyoml the stilrs
werc scaHered far and wide. and lhcy have conlinued ~
to spread to \'ariOllS cult urcs o\'cr the centuries,

H islory DC 31: Silges specul;tte that the power
granted by Ihese items Is given only to help reunite
the items. And lllatly think thalthc Points of the Con-

'"stcll:uion items send dark dreams of power to those
who seek them. exacting;1 cost from Ihc oser lor lheir
power, It's even said thntthe itcms not only work to
be rCllllilcd, but also are trying to return 10 Ihe ~ar

Healm-at the expense ofthosc \I ho collect them.

POINTS OF THE CONSTEllATION BENEFITS

POINTS OF THE CONSTELlATION ITEMS
Lvi Name Prke (gp) Item Slot

This slellller mirrored shard rtjIecrs rill' I:lhosrly illlllJ:j1' of l'illdrin
bailie nJll8£5 and replenishes Ihl' arcalle 11l'nIl'T llitlTin )uu.

Lvl28 +6 2,125,000 gp
Implement (Wand)
Enhancement: Attack rolls and damage rolls
Critical; +1d6 danlllge per plus
Power (Oaily~ Free Action. You gain the use of an arcane

encounter power that you or an ally has alre;tdy used
during this encounter. TIlis power is ~t if it is not used
before the end of the encounter.

23

2'
25+

2.
27

Oelbanian vambraces

Boots of Caiphon

Rod ofUlban

Hands of Hadar

Ring of Khlrad

425,000

525,000

625,000

1,125,000

1,625,000

Arms

F~l

Implement

Hands

Ring

Pieces Benefit

Mirrored Mask Level 27
Ajll88l'd-rullllas!.: ofsiln'Jtd sloss npprnrs 10 sho.... hll.ancs rif
e1udri.. scouts ('I'('n (IS ir profectS )llUfrom n!lacks.

Item Slot: Head 1.625.000 gp
Property; You are immune to gaze attacks.
Property; You gain a +2 bonus 10 all defenses against r.mged

or area attacks.

2

5

Your enemies take a ., penalty to saving throws

against your powers for every two pieces you

have of this set.

You gain a +3 item bonus to Fortitude or Will.

You can change the defense this bonus applies

to after a short rest.

FbINTS OF THE CoNSTELlATION
The Points oft he Com.tellal ion arc relil.:s Silcred to
an ancient sect ofslnr pact warlocks who worshiped
thc unknown powers of the Far HCililll. EilCh item is
named for adifTcrcnl alicn slar illld ililows its widder
to excrt illl'!tlcilce over morlal minds ami bodies.

Though Ihis set is l1Iost useful 10 wadocks. any
character seeking a cnlll1coion to the F;lr Heidm GIn
make use ofits itcms,

LORE
History DC 17: Calling themselves the Com.tel·

lalion, a sccret sect of warlocks in tbe ancient tiefling
empire ofBaci Tur;tth worshiped thc alien powers
lurking within the Far Healm. ''''hen thi~ practicc
and the resultant corruptioll orthcsc Slar pact war­
locks was discovcrcd by thc elders oftbc empire,
retribution came swiftly.

Praying 10 their cider ~:od:..thcwarlocks caUed a
mighty power to the world. showering the realm with
monstrous nlCll..'oritcs. This assault dcstTOJcd the war­
locks' foes. evcn as it enchantcd a panoply orilems with
powcr IlC\'cr meant to be wielded b)· mortal hands.

History DC 26: The dragonoorn ofArkhosia fin­
ished the job that the ciders ofB;I(:1 Turath could not.
laying siege to the St111ctUlllS and fortresses of the star
pact warlock~before their !:lim could :.pread. In the

Boots of Caiphon lewl 14
/\ mOIl' afpurllle linllt (lrIJil$lllbt b/(Ic1: ICllrher boo/$, burnhlfj
you el'CIlllS r,lels )llU IIIQW f(("dy across Ihe bmdcjldl!.

Item Slot: Feet 525,000 gp
Property: You gain a +2 item bonus to Rcflcl(,
Power (At·Wm~Minor Action. You shift your speed and

take damagc C(IUal to lwo times the number of squares
you shrfted.

Oelbanian Vambraces Level 13
These icc whirl' Lmccrs let yeu l}ilSS Uuseerr. hur Iheir Jlower
!rei'zes you wlhe tllllrmw ifllft uudteclied.

Item Slot: Arms 425,000 gp
Power (At-Will + Cold, lI1uslon~ Free Action. Tri88lY: You

score a critical hit using a cold power or reduce an enemy
lO 0 hir points using a cold power. Effecl; You bemrnc invis·
ible until the end of your Rel(t tum. Sustain Free: The invis·
ibility persists, bm each time ~IU sustain it, you take 5 cold
darnage lhat (,In't be reduced or prevented in any way.

Hands of Hadar level 26

lin" oplds specHc fhesc blllc!.: B'ores. which focus rlt(' f'OI'wof
your H'lIr!oc""s Cu~.

Item Slot: Hands 1,125,000 gp
Property: When you hit an enemy that is granting combal

advantage to you and deal your Warlock's Curse ClCtra
damage to it. you deal an additional 2d6 CXII'iI dilmagc.

CIlAPTrR 2 r'"m 5"'5



RELICS OF CREATION ITEMS

Bane's Collar level 28

lvl Name Price (gp) Item Slot

Avandra's Ring level27

Head
Hands
Ring
Neck
Implement
Wondrous item

525,000
625,000
1,625,000
2,125,000
2,625,000
3,125,000

Pieces Benefit

14 loun's flame
15 Zehir's gloves

17 Avandra's ring
28 Bane's collar
29 Pelor's scepter
30 Vecna's puzzle box

'111i.l' !oosejllliny riny yrmtls YIlU Ihe power to iytlore effi'(15lhm
wou III COliS! rul tl you.

Item Slot: Ring 1,625.000 gp
Property: You ignore difficult terrain.
Power (Daily): Immediate Interrupt. TriBBer. An effect im·

mobilizes. restrains. or slows you. Effect: The triggering
effect ends.

If you've reached at least one milestone today. you
also gain ill +5 power bonus to saving throws against
immobiliZing. restrilining, or slowing effects until the end
of the cncounter.

Your mind shruns offrill' colltrol ofolhers while you wedr this
brin'll Sled coll"r. bUI lUI illly pllYS 11ll: price.

Lvi 28 +6 2,125.000 gp
Item Slot: Neck
Enhancement: Fortitude, Rellex, and Will
Property: When you make a saving throw against a charm

or fear cffect, you can roll twice and usc cither result.
Power (Daily): Immediate Interrupt. TriBBcr. An encmy

targets you with an charm or fear attack. Effcct: An ally
within 10 squares of you becomes the target of the
attack.

2 You gain a bonus to Arcana, History, and
Religion checks equal to the number of items

you have from this set.
4 When you hit an elemental creature with an

invoker attack power, the attack deals 1d8

extra damage (2d8 extra damage if you have all
six pieces of the set).

6 When you use a divine blast or burst attack
power, you can affect 3 additional squares, each
of which must be adjacent to the power's
normal area.

RELICS OF CREATION BENEFITS

together GIn remind the gods of" the strengl It and
righteollsness of their once·common cause.

Arcana or Religion DC 31: The six Relics of
Creation appear consistently in the contemporary
historical record. Ilowever. fragments ofolder histo·
ries speak orother items lhat were Ollce part of the
set-some named for deities whose presence is still
felt within the world. and others whose names and
powcrs arc drawl1 frol11 gods long dead.

RELICS OF CREATION

Rod of Ulban level 25+

LORE
Arcana or Religion DC 17: In the cataclysmic

war between the gods and the primordials for coolfol
of the world. each £Icily hlshioned a powerful relic

to bestow on the greatest of their choscn followers.
Few relics survi\'ed the war, however; most were lost
alongside their wielders in the dread battks that

swept across the world and through Ihe planes.
Arcana or Religion DC 26: The Relics ofere­

atioll found across the world today contain only six
items, each holdillg a sliver of divine power fro," the
deity who fnshioned the original item. Though long
cell1uries havc driven rifts betwt:t:11 thest: deities.

and while their servants sometimes wage war with
olle another, it's said that a hero who brings the relies

Each pit:ce in the item set known as the Relics of
Creation is the epitome of wondrous design and
manuli.lcture. Unllawed and unspoiled. these items
demonstrate a quality of perfection that suggests
creation by divi ne hands. Thci r otherworldly con·
struction incorporates fi.ll,Jlllous substances such as
solidified flame. wood trimmed from heavenly trees.
and elements now unknown ill the mortal realm. II's
said that the bearer of these relics is filled with the
light ofcreation. whose energy fuels potent powers
that scar enemies with divine judgment.

Invokers derive the most benefit from items of the
Relics of Creation. but allY divi ne cha racter call Illake
lise oflhis scI.

'111e l1lilld ofyour foe is made more susceptible to Il1Illd~ loy tile
power of this blur-wlli re crystill rod.

Lvl2S +5 615,000 gp Lvl30 +6 3,125,000 gp
Implement (Rod)
Enhancement: Attack rolls and damage rolls
Critical: +1 dl 2 psychic damage per plus
Property: While an enemy is ilffected by your Warlock's

Curse, it gilins vulnerable 10 psychic.

TJlis ririE is sri willJ a clouded as/wI diaJllond wlwse lJleaJll
rel'eills ,lli1l8s seen (lnd ullSeen.

Item Slot: Ring 1.625,000 gp
Property: You gain a +5 item bonus to Insight checks and

Perception checks. and you can see invisible creatures and
objects.

Power (Daily): Minor Action. Until the end of your next
turn. creatures within 5 squares of you lose invisibility,
gain a +2 power bonus to all defenses against illusion
attacks, and take a -2 penalty to attack rolls with illusion
powers. In addition, an affected creature that makes an
attack is slowed until the end of its next turn. Sustain
Minor: The effects persist.

If you've reached at least one milestone today, your
allies are unaffected by this power.

Ring of Khirad le~el17

CIIAPTElI I I'fem Sets



loun's Flame Lellt'l14

1\j1icl1t>rh18 liolel)11111I1' llllr'fS aboufJour head. Jjlllnfil18 )VU

111W1<'ledal.' Imd jlaril18 10 lifl' III )uur command.

Item Slot: Head 525.000 gp
Property: You gain a +1 item bonus to Will.
Property; You gain a +8 Item bonus to knowledge and

monster knowledge checks.
Power (At-Will): Minor Action. You set loun's flame 10

shed bright light 10 squares In all directions. dim light 5
squares in all directions, or no light.

Pelor's Scepter It'V('119
.,.his 80Men /V(I is WPlled wilh a sullbu rsl Ihal acids IXlllm')' 10
)tlur nuliunl POl<'t'T5.

lvl19 +6 1,615.000 gp
Implement (Rod)
Enhancement: Attack rolls and damage rolls
Critical: +ld8 radiant damage per plus
Property: Divine characters can use this rod as a holy

symbol implement for divine powers.
Property: When you hit an enemy with iI divine radian!

power using this rod. you can rerolt any damage die that
shows a 1. Against elemental creatures, you can reroll any
damage die that shows iI 1 or a 1.

Vecna's Puzzle Box level 30
Grelll stm'1$ afl' rt'1'ColrJ 10JUlI by)vur possession of(his flSl'

sluJ pmss pude box.

Wondrous Item 3,125,000 gp
Property: You can perform the LoremaSler's Bargain and

Voice of Fate rituals as if you had mastered them.
Property: Divination rituals you perform have no

component cost. When you perform a divination ritual
that requires a Religion check. you can make an Arcana
check instead.

Zehir's Gloves level 15
l"1J1!St· hillel.: Blon's bolsl..r )'Vll r powers 10 I,-pass Jour enemy's
mosl polem defenses..

Item Slot: Hands 615.000 gp
Power (Daily); Free Action. Triggn: You hit an enemy with

an allack power. E/fect; The attack ignores the enemy's
immunities and resistances.

-....
u-0­
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TIME WIZARD'S TOOLS Ring of Free Time level 19

TIME WIZARD'S TOOLS ITEMS
Lvi Name Price (gp) Item Slot

SpeJJcaSlcrs manipulmc lhe material world and the
energy of the planes with case. but time remains
nOlOriously resislanl to magical COn! rol. Few wizards
and other arcanists specialize in dcconslTucling time
and enchaming objccis to manipulate ils boundaries.
and for good re'lson. Such characters onen sufTer Ihe
strange dTcClS ofthis palent magic. disappearing into
unseen realms or even corning face to face with them­
selves for shan periods.

The Hem set known as the Tillie \Vlzard's Tools
is legendary among arcanists who tinker with tillle.
although tht:: power or its items can be utilized by any
character.

LORE
Arcana DC 28: The Time \Vi7.<1rd's Tools are

powerful relics scallcred across tlte present-day
world from both Ihe future and the past. The vari­
OliS items and their mfsterious crcators were said to
havc appeared in widespread locations throughout
Ihc world's history. However, gi\'t:n Ihe nature of
the tools, it's speculated thai these rclit:s might be
the pro<luct ofa single mage Irnvcling through timc
with the aid of spells or items bCYOllli thc scope or
11l0rtalll1agit:,

Arcana DC 33: Shaping time is pcrhaps the most
daunting ofthe arcanist's task.., All hough the powcr
of the Time Wi7.llrd's Tools is formidable, certain
items in the set also exacl a cost from thc wielder as
part of the unstable nature of their magic,

Time·Jumping Boots level H

TIzis elenallt birch slilffis cal'l',d witll a hrillilllll dimnotll!
whose !'olrer (,HI CeLst foes oul of Ii ttlI.',

Lvl30 +6 3,125,000 gp
Implement (Staff)
Enhanc:ement: Attack rolls and damage rolls
Critical: +1 d1 2 damage per plus, and you can u~ the S'ilff'S

power without expending its daily u~, even if the power's
daily use has been expended.

Power (Daily): Free Action. Tri89ft': You hil an enemy with
an attack using this staff. Effect; That enemy disappears
unlil the stan of your next tum. Unlil thai time, it can'l
take actions and can'l be targeled, The enemy reappeaJS
in the space it last occupied or in the nearesl unoccupied
space of Its choice.

Staff of Time Level 30

"'or (/ britif !llOlIh'llf, i/JrSI.' t101111esail" bools allow you fO step
Olll of fi tne 11I1(1 el'll/le yvur enrm ies' allelllioll.

Item Slot: Feel 1625,000 gp
Property: You gain a +2 item bonus to Renel.
Power (Daily): Move Action. You disappear until the slart

of your nexlturn, Ulllil that time, you don't have line
of sight or line of effect to any creature, and creatures
don't have line of sight or line of effecl to you. You also
ignore negative ongoing effects, take no damage. and
don't need 10 make saving throws (though you can still
do so if you wish). You can take one Siandard aClion and
IWO minor actions, At the start of your next turn, you
reappear in the space you last occupied or In Ihe nearest
unoccupied sp'Ke of your choice, and you are dazed unlil
the end of your turn.

rOll slip rhe bolll's of time while JUII wear tilis simple si/l'eT
banJ, ullo"'inS)'VU '0 aafasll'T dum )tlurfoes.
Item Slot: Ring 1,615,000 gp
Property: You gain resist 5 to ali damage,
Power (Em;:ounter): Free Anion. You can take an

addilional minor anion on your tum.
if you've reached at least one milestone today, you can

use this power at will once per round.

Feet

Head

Ring

Implement

1,625,000

2,125,000

2,625,000

3,125,000

Time·jumping boots

Crown of stuttered time

Ring offree time

Staff of time

27,.
19
30

TIME WIZARD'S TOOLS BENEFITS
Pieces Benefit TINKERER'S INVENTIONS
1

4

You gain an item bonus 10 Initiative checks equal

to twice the number of Items you have from this

set.

You gain one additional use per day of magic

item daily powers. Each use of ill magic item dally

power must come from a different magic item,

A lcgendary adventuring artificer known only as
Ihe Tinkerer originally crafted this SCi or magical
and mechanical items. These Tinkerer's hl\·entiol1s
werc a triumph or magic and crart, though the pi«cs
have an unpredictable quality consistent with their
creator's work.

Crown of Stuttered Time level 28
TIlis copper CroWIl is sef Wi/hllll mewlls Illler 's ~1' 81'11I$ lhat slip
Ollt of"hase with the lI'orld el'ell as )'OU do,

Item Slot: Head 2,125,000 gp
Property: You gain a +2 item bonus to Will.
Power (Dally + Psych/(): Minor Action, Until the end of

your next turn, you become insubstanlial and gain phas·
ing. Sustain Minor: The effect persists. and you take 10
psy<hlc damage lhat can't be reduced or prevented In
any way,

CIlAI'fflt 2 he.n S.H$

LORE
Arcana or History DC 16: Artificers ramrthe

light armor thm grallls them cilsicr lise oftheir
nUIllCrous tools, hilt one artirkcr and inventor wasil'!

content wilh doth and leather. Consldcred mad by
his peers, the legcndary crafter known only as the
Tinkerer created a set ofitcms dcsigncd to provide
unique benefits for his chosen prolc)Sion.



Pieces Benefit

TINKERER'S INVENTIONS BENEFITS

TINKERER'S INVENTIONS ITEMS v

-

•

'"
Artificer's Belt Level 11
This mulli,lOCl:rlt,d wit d,llr8cs)uur healil1J.l ilifilSiolis Wifh
pofrlllllOlI"t'T.

Item Slot; Waist 225,000 gp
Property: Yoo can use your Heilling Infusion cl.lss feature

twice in the same round.
Power (Dally~ Free Action. Tri88er: You use your Healing

Infusion class feature on an ally. Effect: The ally gains one
additional use of a magic Item daily power,

Wiil, bUI a IIlou8'n.)VU disablr an t1Jrcf Ihal fllrrlllrllS 1"1' arra
"'hm'JOtl stalld.

At-Will
Standard Action Personal
Effect; One zone you're within or one conjur.lllon you're

adjaccnt to ends. In addition, all its effe<:ts end, including
those that normally last untit a target saves.

Tinkerer's Disjunction Item Set Power

225,000 Waist

325,000 Hands

425,000 Armo...

525,000 F~,

Lvi Name Price (gp) Item Slot

21 Artificer's belt

22 Gauntlets of magical

interchange

13+ TInkersuit

14 Propellant boots

Arcana or History DC 24: Afterthe Tinkerer's
death, his assistants divided the pieces of his mas­
terpiece set among Ihem~lves.and so his inventions
wcrc copied and sprcad. Rclath'c1y few arlificers han
access to a wholc sct ofTinkerer's Invcnlions, how­
ever. and mall)' artificers aCI ivcly !>Cck set items losl
b)' advcntll ring anil1ccrs in ycars past.

2

4

When you use your Healing Infusion class

feature to aHow an ally to regain hit points, that

ally regains additional hit points equal to the

number of items you have from this set.

You gain the tinkeru's disjunction power,

described below.

Gauntlets of Magical Interchange level 21

TJw:se .<JIlUlIllffS 1I1i18ically eXfnrdl' a Wirier)' oj ll$<'fililools 01111

Ill/ow)~IU 10 Il's/or~ IIle ma.<Jic ojolher ifems in fhe 'llic/: oj
combat.

Item Slot: Hilnds 325.000 gp
Power (At-Will + Polymorph); Free Action. The gauntlets

transform to Incorporate the form and function of any
mundane handheld tool, as found in the equipment list
of the Players Handbook ilnd other supplements. The tool
must be onc normally usable by a creil{Ure of your size.

Power (Daily): Minor Action. You usc your Arcane
Empowerment class feature on an item held by you or an
adjacent ally.

Propellant Boots Level 14
'11U"St' boots Wllfal" a self wplrnhMIIH alclle"lIIkalJuel dla/
Imllldu's you t1mluH" du> air.

Item Slot; Feet 525,000 gp
Power (Daily): Minor Action. You gain a ny speed equal to

your speed + 2 until the end or the encoonter,

Tinkersuit level 13 ...
'11lis arlllor's mlllJic IclS )UII SlOft' rlllubundllll(C ofHCIIr, CI'Cll as
il HI.'IlCralfc; II lIifelisin!field ill rrsl'0Il5C fa allacl:.

Lvi 13 +5 425.000 gp lvt 28 +6 2.125.000 gp
Armor. leather
Enhancement: AC
Property. The many pockets of this armor can hold up to

2.000 pounds In weight or 200 cubic feet in volume. but
items stored in the armor add only 1 pound to its weight.
Eac" item stored within one of the armor's pockets can
weigh no more than 20 pounds.

Drawing all item from a l1nkcrsuit is a minor action.
Power (Encounter~Immediate Interrupt. Trf8,ger: An

enemy hits you with a melee or a ranged attack. Effect:
You gain a +2 power bonus to alt defenses until the end
of your next tum.

CI-IAI'"I'EH 1 I l/l.'''' .... I'IS



Wielders· Benefit
ARMORY OF THE UNVANQUISHED BENEFITS

Uon's Heart Hammer Lt'Vel17+

Dragontooth Blade Level 14+

525.000gp
2,625,000 gp

+s
+6

lvl24
lvl29

lvl14 +3 21.000 gp
lvl 19 +4 105.000 gp
Weapon: Heavy blade
Enhancement: Attack rolls and damage mils
Critical: Each enemy marked by you takes ongoing nre

damage equal to 3 + the blade's enhancement bonus
(save ends).

Property: While you're bloodied. yOll can score a critical hit
with this weapon on a mil of 19-20.

Power (Daily + Fire): Free Action. TriMer: YOli score a
critical hit. Effect: Make an attack; Close burst 1: targets
enemies; Strength vs. Refle~; on a hit, the anack deals
2d6 e~tra fire damage and the target takes ongOing 10
firc damage (save ends).

\""lIen yOIl wield til is /111 tllllll'f. au 1Iltack thill lJloodies .lUll sellJ~

yOIl rJoes ~tulll!Jli u}) back inJe'lr.

Lvl17 +4 65.000gp lvl27 +6 1.625,OOOgp
lvl22 +5 325.000gp
Weapon: Hammer
Enhancement: Anack mils and damage mils
Critical: +ld6 damage pcr plus. and each ally within 5

squares of you gains 10 temporary hit points.
level 22 or 27: 15 temporary hit points.

Property: Divine character5 (all lise this hammcr as a holy
symbol implement for divine powers.

Power (Dally. Fear): Immediate Reaction. Tri88er: An
enemy bloodies you. Effec!: Make an attack: Close burst
5; targets enernies: Wisdom vs. Will; on a hit. the targel
is pushed 1 square and takes a -2 penalty to attack rolls
until the end of your next turn.

'111ejilr)' ojdr'IIJOIIJlr.. powers your iI/wells ",illl this bOllc,
lumdkd blrllie.

2 When you spend a healing surge, each ally

who wields an item from this set and can see

you gains temporary hit points equal to his
or her item's enhancement bonus (ally's

choice of items, if more than one).

4 When two or more allies who wield items

from this set flank the same target, each

flanker can score a critical hit against the

flanked target on a roll of 19-20.

·The number of allies who wield one or more items from

the set.ARMORY OF THE
UNVANQUISHED

Some item sets arc designed to be home noL by a
single character. uut by the members aran entire
party. 'vVhen a party collect~ the items ofa gTOIlp item
sel, lhe set benefits arc determined by the Ilumber of
allies who possess items hom the scI. Each character
wearing or wielding an item from the set qualifies for
the set bcnclhs.

LORE
H islory DC 11: Two 1m nd red years ago. the

heroes of the Unvanquished Company made a glori·
ous narne for themselves. Advcntllrers, mercenaries.
and ne'er·clo-wells. the Unl'anquished plundered
lOmbs. foiled deadly plols. and engaged ill legendary
exploits from one side of the globe to the other,

History DC 18: How the Unvanquished met their
end is ullcertain. Some say they fell fighting demons
in the Abyss, while others suggest they quit this world
to seek new adventures in realms beyond. Regardless.
the weapons and implements with which they IHade
thdr reputation survived them. <lnd these itellls soon
spread 10 all corners of tile world.

History DC 23: \Vhen claimed lJy a new mast!.:r.
each item inthc Armory orthe Unv<lnquished mani­
!Csts a taltoo on the wielder's hody-a storm for the
tempesl stliff a dmgon for the dm[Jolltoolh blade, a scor·
pion lor the scorpion toil Made, a lion for the !iuns hetm
!wmmcr. and a snake «)I" the scrpeJ1(s kiss bow. As more
items in the set are claimed. e<lch taUoo grows larger
and llIore resplendent-the legend oflhe UnWIIi'
qllishcd Company manifesting in a new generatiun.

'J'he A fmory of tile Unvanqll ished is a set of f<lvored
Hems used by the U!lVillHIUishcd Company. <l band of
Icgcnda ry advcntu refS who were act ive cent UTies ago.
Stories of their ad\'Clll11res are a 111<linslay in travelers'
C;Jll'lI-'S and inlronl ofwvcrn flees. inspiring would-he
heroes ofeach new general iOll. Ma II}' of those who
\\'ould follow in t he footsteps of t he Unv,]mlu ished
seek olltthe items ofth!.: armory. though not all who
find them are stalwart enough to wield them.

.---_.-- --.-_._-.-.---.---.-.-

GROUP SETS ..J

ARMORY OF THE UNVANQUISHED ITEMS
Lvi Name Price (gp) Item Slot

13+ Scorpion tail blade

14+ Dragontooth blade

15+ Tempest staff

17+ Lion's heart hammer

18+ Serpent's kiss bow

17,000

21,000

25,000

65,000

85,000

Weapon

Weapon

Implement

Weapon

Weapon
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Scorpion Tail Blade leY\"11]·

Tempest Staff Lt"vell S+

CIlAI'TEH 2 I Item 5,,/$

,

625,000 gp
3.125.000 gp

+S
+6

Lvf 25
Lvf 30

111,. power ojIhe .Ionll lIrin'S )uur fCJt bud.. alld blasts ellemies
pressilly )uur allies.

Lvi 15 +] 25.000 gp
LvI 20 +4 125.000 gp
Implemenl (Staff)
Enhancement: Attack rolls and damage rolls
Critical: +1 d6 lightning damage per plus against each

enemy adjacent 10 you. and each other enemy withil1 3
squares of you takes thunder damage equal to half the
amount of lightning dilmage.

Power (Daily + lightning, Thunder): Immediate ReaClion.
Tri~ An enemy hits you with a melee or dose attack.
EJJecc The triggering enemy takes 2d6 lightning damage
and is pushed 1 square. Each enemy adjacenl to an ally
you can see takes 1d6 thunder damage.

Serpent's Kiss Bow level 18-

This Inl18ulIUr ml't'Ilollled bind,. km'd:JON atJour nJaIY-

lvl13 +3 17,000 gp Lvi H +5 425.000 gp
Lvl18 +4 8S.000gp lvl28 +6 2.12S.000gp
Weapon: light blade
Enhancement: Attack rolls and damage rolls
Critical: The target Is slowed and takes ongoing 10 poison

dilrnage (save ends both).
level 18: Ongoing 12 poison damage.
level 13: Ongoing 1 5 poison damage.
levd 18: Ongoing 17 poison daillage.

Power (Daily + Poison): Free Action. Tri1J8f'1: You hit an
enemy with a mel~ attack power using this weapon.
Effecl: That enemy is immobilil:ed (save ends). Aftertffecr.:
The enemy is slowed (save ends).

This how he.<tows II kiss of toxic l'ellDtII 10 lIs 1Illilcl1s. makiny
your fCk!S more ,'ulr1l'm1J[('.

lvl18 +4 85,000gp lvl28 +6 1.125,000gp
lvlB +S 425.000 gp
Weapon: Bow
Enhancement:: Attack rolls and damage rolls
Critical: +1d6 poisoo damage pcr plus. and the target can't

shift until the end of your next tum.
Property; This weapon has the brutal 1 propeny (origInally

described in AdYl'murers VOlllf): Rerol1 any damage die
resuh of 1 umillhe die shows 2 or higher.

Power (Encounter + Poison): Free Action. Tri88er. You hit
an enemy with a ranged attack power using this weapon.
Effe.ct: That enemy grants combat advantage to your allies
until the start of your next turn.



Lvi Name Price (gpl Item Slot

CAElYNNVAlA'S BOONS ITEMS

Bowstring of Accuracy level 8

CAELYNNYALA'S BOONS
TIrfs sl('uila mlrll rill ej rdcl 8rcUi rs you tlu! uniquc IIbililies of
)vur siilltrra·mre lIllie•.

Item Slot: Head 5.000 gp
Property: While you halle an eladrin ally within 10 squares

of you, you gain a +5 item bonus to salling throws against

charm effects.
Property: While you have an elf ally within 10 squares of

you. each ally wilhin S squares of you gains a +1 item
bonus 10 Perception checks.

Property: While you have a draw ally within 10 squares of
you, you gOlin darkllisiOil.

Oarkfini Gloves '--19

'111e .hifrhl1J ((llors of Ihis SCil if r('jleel II (01111I1011 lel/ilCy. WilIn·
illn yllU l"m'fT ill rlie preSt'lICe (ifyOlI r siMiJll/-mce ullies.

LII17 +2 2.600 gp lll122 +5 325,000 gp
LII112 +3 13,000gp LII127 +6 1,625,000gp
llll17 +4 65,000 gp
Item Slot: Neck
Enhancement: Fortitude. Reflt!l(, ,md Will
Property: While you have a druw ally within 10 squares of

you, you gain a +2 Item bonus to Intimidate checks and

Stealth checks.
Property: While you have an eladr;n ally within 10 squares

of you. you &OIln a +2 item bonus to Arcana chedcs and

History checks.
Property: While you have an elf ally within 10 squares of

you. you gain a +2 item bonus to Perception checks and
Nature checks.

Scarf of Reconciliation level7t

Circlet of Revelations lewl 10

Thrse SIII'pll.' 8my boob 11..11' )VU dose IIJe diSlUllCl' across mt
iNlIIlr.fleld.

Item Slot: Feet 9.000 gp
Property: While you hallC a drow or elf ally within 10

squares of you. Ihe range of your fey slep racial power

increases by 1 squOlres.
Power (Encounter + Teleportation): MOlle AClion. While

you hOllle an eladrin ally wllhln 10 squares of you. you
can t!l(I>cnd your dw.n occurocy radOlI power or your use
of the lotlhlouched racial trdil 10 telepon 5 squares.

TIICst' Irother slon's art' imbueJ \\ilh Ihe J(lr1:jlll' poll..... oftht
JIlO\~

Item Slot: Hands 4,200 gp
Property: When you hit an enemy with your dorlcfire radill

power. your e1adrln and elf ames gain a +2 bonus to
damage rolls against that enemy untilthc end of your next

turn.
Power (Encounter): Minor Action. While you have a drow

ally within 10 squares of you. you can ClCpend your eIwn
occur«y rac",1 power or your fey Sfep r.t<ial power 10~

Ihe dorlcfrre r.aclal pO\...-er (FoAc.orrlN R(ALWS Players Guide.

page 8).

Feystride Boots lewll1

Neck

Wondrous item

Hands

Head

Feet

2,600

3,400

4,200

5,000

9,000

Scanof re<onciliation

Bowstflng of accuracy

Darkfire gloves

Circlet of revelations

Feystride boots

Wielders* Benefit

CAElYNNVAlNS BOONS BENEFITS

7+

8
9
'0
11

3 Each drow, eladrin, or elf who wears or

wields an item from this set gains a +1 item

bonus to speed.

5 When a drow, eladrln, or elf who wears or

wields an item from this set uses a racial

power, any other drow, eladrln, or elf who

wears or wields an item from this set gains a

+1 bonus to all defenses until the end of the

next turn of the creature using the racial

power.

·The number of allies who wear or wield one or more

items from the set.

Tllis sih-rr COlli mukes Jour bow Slrike IT\le ",hell you jlalll
aloJ1ash/e allies ofyour sfblina mef!S.

Wondrous Item 3,400 gp
Property: When you use your elven occurocy racial power

while you halle a draw or eladrin ally within 10 squares of
you, you gain a +2 bonus to the rerull.

Power (Encounter): Free Action. TriJl9l'r: You miss with
an attack using the bow this bowstring is fined to while
you halle an elf ally within 10 squares of you. Effect;
You expend your fey step racial power or your use of the
lolthtouched rac",1 trail and reroll the atlM:k roll.

LORE
History DC 14: Caelyml\'ala isa legendary

archfey-onc of the godlike spiriHJ\'atars of the Fey­
wild. An imllloTl:l1 c1adrin noble. she hopes to end
the ages·long t:onnict between draw. dadrin. and e1r.
To this end. she crafu:=d a sct of magic items whose
power!> define the bond she seeks 10 forge between
the sibling racC3. OlclynllviJla"s Boons have a habit of
finding their way into the hands ofchampions who
cmlxxly the ideal ofrcconciliatiOIl and peace.

Drow, eladr;l1, and elves arc all children orthe Fey­
wild. and mall}' maintain hope that these estranged
races llli~ht one day unite in a culture of peace. Cae.·
1)'I1I1\'ala'5 Bool15 are lIsdililo c1adrin. elf. or drow
characters ofany class. but t heir potency is greatest
when a grOllp of wielders includes members ofall
three races.
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FORTUNE STONES ITEMS
Lvi Name Price (gp) It~m Slot

FORTUNE STONES

-

Stone of Wind le\lt'I12

Tills /Ill II' blue zi rcotl is scribe" willJ Ihe flTC(lIle symbol for·air.'

Wondrous hem 13,000 gp
Power (Oally~ Free Action. Tr/88er: You miss an enemy

with a ranged weapon attack. E!fecl:. Rerollthe attack roll.

The arcan~ symbol/or ~darJ..lless~ t'tdU"J across dlis IIU!L'fI'1 oj
Slossy hemarill' Sfl'ms 10 II000rb all !iSh!.

Wondrous Item 1 ].000 gp
Power (Daily~ Free Action. TrilJ9l!r. You miss an enemy

with a ne<rotic attack power. Effect: Rerollthe attiKk roll.

Stone of light level 11

This strloolll browll aflllle is WMIII to the wUC!t.1lI1111!le (lmme
symbol for"eimlt" "lIoms ir.

Wondrous Item 1].000 gp
Power (Daily): Free Action. Tri88er: You miss an enemy

with a melee weapon attack. E!fecl: Reroll the attack roll.

The llrCIlI1e symlwlsJor ~llzlH1Cll'r ~ IIml "liyhlUiuf:I~ lire scribell
011 01'1l0Sil1' fares of litiS I,leee of rOllf:lh obsidian.

Wondrous Item 13,000 gp
Power (Daily): Free Action. Tri88cr: You miss an enemy

with a lightning or thunder attack power. Effect: Reroll
the allack roll.

Stone of StOl'"m5 lellf.'l 11

The arcalle symbol for )ire· smolders withill lhis c!1U1lJ.. ojIl'd­
linsed arllhraOIe.

Wondrous Item 13.000 gp
Power (Dally): Free Action.. Tri,g.q.er. You miss an enemy

with a fire attack power. Effect: Reroll the attack roll.

Stone of Flame level 12

Stone of Spirit Lewlll

This oml ocad ofwhilt quam: 11l.lS dl~ arrallt' symbolJor ·radi·
ance~ 011 ib surface.

Wondrous Item 13.000 gp
Power (Daily): Free Action. Tri~ You miss an enemy

with a r.tdiant attOtCk power. EjffC.t: Remll the attOtCk roll.

Stone of Shadow ll,V(>1 1}

Tllis swirled leardrop OJllll'iS is scribed "idl dIe arGlile symbol
Jor~s,'iril.~

Wondrous Item 13,000 gp
Power(Oaily~Free Actioll. Tri88eT: You miss an enemy

with a psychic attack power. E!fecl: Rerollthe attilck roll.

, Stone of Earth level 12

Wondrous Item

Wondrous Item

Wondrous item

Wondrous item

Wondrous item

Wondrous item

Wondrous item

13,000
13,000
13,000
13,000
13,000
13,000
13,000

12 Stone of earth

12 Stone offlame

12 Stone of light

12 Ston~ of shadow

12 Stone of spirit

12 Stone ofstorms

12 Stone of wind

N0I1111agical fortune stones were Orst created by devo­
tees of Avand fa. god of luck. A.. simple tali~lnal1sand
tokens offaith. the stones provided cOlllmon folk with
a reminder Ilwl Avandra's favor Illust be earned by
deed. 1101 bought by magical mcan:'1>uch as divination
and prophecy. Ilowcvcr. for followers who best cxcm­
plilled her ideals. Avanclra bestowed the power oflud::
inlO magic Fortune Slunc~.Thh M:I of relks regularly
comes i lito the possession ofadvcllIurers and others
who epitomize the lCUCI lhal luck f,lvors the bold.

LORE
History or Religion DC 10: From dealing cards

to Glsling dice to feuding cllIr..i1l>, divinmion has
long had a powerful allure. The monk Ask'll' Hci was
a follower ofAvalldra and an expert Olllhc subjccl.
though most of his effort centered on exposing false
soothsaycrs and charlatans. i\skar labored 10 imprcss
upon othcrs that forlunc IIllist he earncd. 110t madc
b}' magical means.

History or Religion DC 16: In an elTort to
underminc the pre\'alencc offalsc prophets and
dh'incrs among his people. Askar Hd and his follow­
ers fashioned and distributed !>}'mbolic token!> called
fortune stoncs. These stoncs had 110 magical power,
but were llle.lIl( to provide the bearer wilh a focus for
his or her actions in the prc.'iCllI. thus im:rcasing the
chance ofA\'andra's favor for the future.

History or Religion DC 21: Askar Rei has long
since passed on inlo hi~tor)'. hut it's said that his
piet), inspired A\'<lndra to create sels of magic ror­
IlIlle Siolles for him and his closest followers. These
enchanted stones provide a booll orJuck 10 their
bearers-a sign of t he gi lis of forllllle thai AVilnd ra
bestows all t he boldest .mel braves!.

FORTUNE STONES BENEFITS
Wielders· Benefit
1 Each ally who bears a fortune stone gilins i1n

item bonus to the reroll grilnted by the
stone's power equal to the num~rof i1l1ies

who bear one or more Items from this sd.

S Each ally who ~ars a fortune stone gilins iI +2
item bonus to initiative ilnd a +1 item bonus

to saving throws.

·The num~rof allies who bear one or more items from

the set.
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HEIRLOOMS OF MAZGORAX
Althe height orlhe dragonborn empire ofArkhosia.
the legendary arlis<J1l Mazgorax first cmfted the
items orlhis set as gifts for his children. \Vhcll his
children were slain by 11 ruthless copper dragon.
the l-lcirloOlllS of Mazgorax were scattered a nd sold,
spreading the names oftheir ocarers far and wide.
Characters who c1nim these relics can gain some
mcaSli re of t he heroic nalu rc of the dragonborn
whom the items were nallled for.

LORE
History DC 14: Tile famed d ragonborn era fter

i\'lazgorax created the items oflhis set. In ancient
Arkhosia. he and his family were members of tile
lIobility. famed for their dedication and service to the
empire. Each item in the HcirioOlllS of Mazgorilx sct
is llamed for one of his eh i lei reno all legendary drag­
onborn heroes whose success owed itself ill 110 small
part to their lalher's craft.

History DC 19: Long beRm: the f~l1 of Arkhosia,
lhe House ofMazgorax was brought down by the
rnachimll ions ofa copper dragon Ilallled Salingrazi.
Seeking power over the dragonhorn, Salingrazi
struck at the empire's strongest families in an effort
to .~ow fca I' and unrest. Some say the copper dragon
st ill lives, and that he h<1 rbors a particular elll1lity for
individuals who wear the heirlooms.

Keicha's Amulet level 9+
The ,<Jemstolle swles of [his amul/!I Wilnt yvu fl.'sis[ilnCe (l8r1itI51

rou f enem iI's' llilrslws[ mltlcks.

HEIRLOOMS OF MAZGORAX ITEMS
Lvi Name Price (gp) Item Slot

2 Each ally who wears or wields an item from

this set gains an item bonus to Athletics,
Bluff, Diplomacy, Endurance, and Religion

checks equal to the number of allies who
wear or wield one or more items from this set.

4 When a creature who wears or wields an item

from this set would spend a healing surge,

that creature (:an allow an ally who wears or

wields an item from this set to spend a

healing surge instead.

·The number of allies who wear or wield one or more

items from the set.

Wielders· Benefit

515,000gp
2,625,000 gp

+5
+6

lvl14
lvl19

Matrakk's Lenses level 11

lvl9 +2 4.200gp
lvl14 +3 21,000 gp
lvl19 +4 105,OOOgp
Item Slot: Neck
Enhancement: Fortitude, Reflex, and Will
Property: Aftcr ,In extended rest. choosc acid, cold, nrc,

lightning, or poison. You gain resist 5 to the chosen
damage type.
Lever 14 or 19: Resist 10.
u,'\Id 24 or 29: Resist 1 S.

Power (Encounter): Minor Action. You grant an ally within
5 squares of you the resistance from the amulet (losing
that resistance yourself) unlil the end of the encounter.

ul1srs ofperfect nys[1I1lume you r l'isiOIl (I!l(! I,ro/eel you from
a1l<lrb dwt fn riJl.'f your sia'll.

Item Slot: Head 9.000 gp
Property: You gain an item bonus to Perception checks

equal to the number of allies who wear or wielt.! one or
more items from this set.

Property: You gain a +1 bonus to all defenses against gaze
attacks ant.! a +5 bonus (0 saving throws against effects
that cause fhe blint.!ed condition.

Implement

Weapon

Neck

Feet

Head

2,600

3,400

4~200

5,000
9,000

7+ Symbol of Gajz

8+ Rovikar's weapon

9+ Kekha's amulet

10 Skaivani's anklets

11 Matrakk's lenses

HEIRLOOMS OF MAZGORAX BENEFITS
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325.000 gp
1,615,000 gp

Rovikar's Weapon levelS-

,..I/lid widl II /If/ieale palterll in 80M leaf. lhis weapon allows
)tlU (0 eh(llllld )tlllr OWIl Slretl,91h 10 an ally ifl banII.'.

LvlS +2 3,400 gp Lvi 13 +S 425.000 gp
Lvl13 +3 17,ooOgp Lvl28 +6 2.n5,OOOgp
Lvi 18 +4 85,000 gp
Weapon: Any
Enhancement: Attack rolts and damage rolls
Critical: +1 d6 damage per plus
Power (Daily): Immediate Interrupt. Tri~ An ally you

GIn see makes an attack roll. Effect: The triggering ally
gains a bonus to the attack roll and damage roll equal to
your Charisma modifier or your Strength modifier. II the
triggering alty wears or wields one or more items Irom
Ihis sel, the bonus increases by 2.

Skaivani's Anklets level 10

'I1ICse (I ,lklels oJka Iher (lI11! copper 11'1 yal! su rHe IlCWSS rhe
b(l/llefrdil.

Item Slot: Feet 5,000 gp
Power (Encounter): Free Action. You gaIn a +2 power

bonus to speed until the end of your ne)(t turn. While
this bonus is in effect, when you make an Acrobatic;
check or Athletics check and roll S or lower, you can re­
roll the check.

Symbol of Gajz ltwl 7·

TIlt rutlt'S thai adom this holy symbol allo",Jour ht'lllilly p"""

l'TS (0 nrlllll rtSistl.llJ(' (0 your allies.

Lvi 7 +2 2,6oogp lvl22 +S
Lvl12 +3 13,ooogp Lvl27 +6
Lvl17 +4 65,000 gp
Implement (Holy Symbol)
Enhancement: Attack rolls and damage rolls
Critical: +1 d6 damage per plus
Property: When you use a healing power through this holy

symbol. choose acid, cold. fire, lightning. or polson. Each
ally afrected by the power gains resiSl 5 to the chosen
damage type until the end or your ne)(1 turn. If lhe ally is a
dragollborn, the resistance increases by S. If the ally wears
or wields one or more items frum this set. the resistance
increases by S.
Level 17 or 22: Each ally gains resist 10.
Level 27: Each ally gains resist 15.

'"MAZGORAX'S CHILDREN ~

Armed with the items crafted by their father, the scions
of Mazgorax Hved lives of great fame and glory. -Gajz: A devout v.<orshiper ofBahamut. Gajl spent many
years as the head of a temple in a desolate province at the _

northernmost reaches of the empire. Upon his father's
death, he returned to take care of the estate. He surprised
Salingrazi's assassins with his elusiveness., managing to 5tily

one step ahead of them for over a year before disappear­
ing. Most think he was killed, but rumors suggest that he
left Arkhosla to proselytize in a distant land.

Keicha: With her noble bearing and elegant manner,
Keicha served as a courtier in the Arkhosian capital. How·
ever, she also played a more secret role as bodyguard to
the emperor's youngest daughter. She received many
honors over the years and was a trusted member of the
court. When a caravan transporting the emperor's daugh·
ter was ambushed, Keicha died defendIng her.

Matrakk: With a preference for art and literature,
Matrakk lived a less conspicuous life than his siblings.
His sculptures and frescoes adorned the noble's houses
of the Arkhosian Gilpital and smaller settlements. For his
political power and connections., Matrakk was targeted
by Salingrazi's wrath.

Rovlkar: A fierce and inspiring warrior. Rovikar the
Relentless led Arkhosian troops to the far reaches of the
empire. conquering several new provinces in the name
of the dragonbom. His standard-a golden basilisk-flew
above countless fortresses of the frontier. It's said he was
killed by Salingrazi's assassins while putting down a rebel·
lion in one of his conquered territories.

Skaivanl: A skilled athlete, Skaivani the Swift was a
star attraction at Arkhosia's formalized sporting competi­
tions. Eventually feeling a greater sense of duty toward the
empire. she beGilme a scout and soldier in the imperial
army. However, the life of a soldier was not to her liking.
and Skaivani resigned when asked to undertake missions
she thought were contrary to her own moral code. Before
she could make her way home, she waS attacked by Sal·
ingrazrs servants. Though Skaivani ran the race of her life
in an attempt to escape, she was caught and killed.
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RINGS OF THE AKAROT ITEMS

Blood of the Akarot hem Set Power

Lv[ Name Price (gp) Item Slot

Voice of the Akarot Item Set Power

Ring
Ring
Ring
Ring
Ring
Ring

225,000
325,000

425,000

525,000

625,000
1,125,000

Rom Kala's tideshleld ring
Farndak's glittering ring
Ring of Hrumdar's halls
Golden ring of Teros
Haggaron'.'i ring of control
Kartan'.'i void ring

Wielders' Benefit
RINGS OF THE AKAROT BENEFITS

21
11
13,.
15
16

2 Each ally wearing a ring from thi.'i .'iet can
communicate telepathically with the others,
regardless of distance.

S Each ally wearing a ring from this set gains
the blood of the Akorot power, de.'iuibed
below_

6 Each ally wearing a ring from this .'iet gains
the voice ofthe Akorot power, desuibed below.

"The number of allies ~aring one or more item... from
the set.

You hlf! inlO your rest>r\'I~S to rrSlore rour I'i IIlli Iy (JIlll rlml of
}lmr ir/lin.

At-Will + Healing
Free Aaion Ranged sight
Trigger. You spend a healing surge
Target: Each aUy o,yearing a ring from this set
Efred: Each target regains 10 hit pointS.
Special: Using this power does not provoke opportunity

attacks.

History DC 24: \Vhile Ihey stillli\'cd. the Akaroc
lords l11ad~ a secret p.:1CI, taking undead form to OUI­
II\·e Ihe mortal races they ruled O\'cr. The sb: swore
that when the old empires had fallen and lefl civi­
lized lands undefended, 1hey would risc ollce morc,
b..1l1ding together to cOlUlller and control the world.

History DC 29: The six cities of the Akarot wcre
once scvcn cities. \,Vhatc\'er dis,lslcr l)clClI the sev·
cnth was polent cnough 10 wipe its record ,md ils
ruler from Ihe allnals of hislory. Sherazuul's Mllck barlll

is said 10 be the name of a se\'elllh Hing of lhe A karol
lost in lhe calaclysm. Its history and powcr rcmain
unknown.

C1l1l1lne!i118 the I'ml'l'r (ifr,m r ollies' will, )1lU wrlllllilllilYOllf
rnemies 10 stop atwc!li1l8. drou8Jr f(lCh lIlly is momentarily
disoril.'nled.

Daily + Charm
Standard Action Close burst 5
Target Each enemy in burst
Attillck: +30 lIS. Will
Hit: The target cannot atlack (save ends~

Effed: Each ally wearing a ring from this set is dazed until
the end of your next turn.

RINGS OF THE AKAROT

THE SIX CITIES
Each of the six cities of the Akarot was ruled by a power­
ful tyrant.

Hrumdar's Hom: Minotaurs living in the militaristic
society ofHrumdar's Horn followed the savage minotaur
lord for which their city was named. Built within a moun­
tain spire, Hrumdar's Horn threatened a wide spread of
human lands below it. Dark legends spoke of prisoners
being set loose In vast labyrinths within the mountain,
hunted for sport by bloodthirsty minotaur warriors.

laga, the Smoking Waste: Built atop an ancient mine­
shah, the city of laga was perpetually shrouded in dust
and smoke. Its ruler, Farndak, was a dwarf known for his
greed and tyranny who enslaved the folk of nearby settle·
ments to labor in his deadly mines.

Urual, Defier of Tides: Great walls imbued with pow·
erful magic protected the coastal city of Urual from the
pounding tides of the sea. Rom Kala the Sealord ruled
here, and his privateers scoured the nearby seas for the
wealth that filled his coffers. A great tide is said to have
destroyed his city aher his death.

Synnith Ordan: The eladrin city ofSynnith Ordan was
as beautiful as all the other settlements of that race. Its
ruler, Haggaron, was the most secretive of the Akarot. This
fomorian king manipulated the eladrin of the city with the
powerful magic of his ring.

The Empty City: A twisting maze of stone and shadow,
the Empty City contains gates that reach numerous places
in the Shadowfell, including the dark port of Gloom­
wrought. Kartan, lord of the Empty City, was a shadar-kal
who surrounded himself with nihilistic allies and soulless
walking dead.

Aurunia Palace: A sprawling, opulent estate housing
thousands of servants and slaves, Aurunia Palace was
known for its wealth and the narcissism of its master,
Teras the Perfect. This human lord believed that his
beauty was eternal, and he was said to go to any lengths
to retain his youth and vigor.

In dark oorro\\'s and within ancicnllllau<;olcums lie
the six members ofthe 1\ karOl. An ar<:haic league of
powcrfu1 lord~. these IYfOllts once ruled the Six Cilies

of the Akarol. all long lost 10 time. The six flI1crs were
said to havc wielded potent power-polVer llOW locked
within the rings that benT their names.

LORE
History DC 16: The nriginal RillgS ofll1<: Akarol

were the royal signets or the mrSlerioll~rulers of six
ancient cit)'·statcs. Though Ihe Akaro! lords wielded
considerable power. each fell O\'er the cour<>e orJollg
rears. and their cities were 10sii0 the ravages oftilllc.
Countless ad\'cntlITCrS have since claimed the rings
{hnl bear their names, just as mallY have sought oul
their tombs. 1-[owcH~r, the resting placc.~ orthe Akarol
lords rcmain a mySlcry.
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Farndak's Glittering Ring Ievelll

ThiS nerrH1II{liIcd rir18le1S,IVU draw \'iBor from )llUr (ll1i~ I'I'I'JI
lIS It pulls afot intoJOIH srasp.

Item Slot: Ring 315.000 gp
Property: When you spend a heating surge. you regain

additional hit points equal to the number of allies who
wear one Of more rings from this set.

If you've reached at least one milestone today. double
the number of additional hit points you regain from this
property.

Power (Daily + Charm): Minor Action. Choose one enemy
within 5 squares of you. You pull the chosen enemy 5
squares and mark it (save ends).

Haggaron's Ring of Control level 25
This OCll IIftrul fey·styled rin,9 sharp<'ns Jl)ur llbilll)' 10 soothe
orlwrs (md 8rimls you control of tlleir mill/Js III combllf.

Item Slot: Ring 625,000 gp
Property: You gain a +4 item bonus to Bluff checks i1nd

Diplomilcy checks (+6 against fey creatures).
Power (Daily + Charm): Minor Action. You choose a

stunned enemy within 10 squares of you. The chosen
enemy is dominated until the end of its next turn. The
stunned condilion is tempor.lrily neg'lled while the en·
emy is domlnilted, though its dUr.ltion cOntinues. If its
duration allows. the stunned condition resumes once the
dominated condition ends,

If you've reached at least one milestone today, you can
also use this power agairtSl enemies that are dazed, with
the dazed condition tempor.lrily negated as above.

Golden Ring of Teros level 14
TIll' masie of this 80ldell rins profl'lISJour ,,1!)'S'im!/It'Tftelion
from IlIIrm.

Item Slot: Ring 525.000 gp
Property: You gain a +2 item bonus to AC and Fortitude

while YOU'fc oot bloodied.
Power (Dally~ Immediate Reaction. Tri8,ger. An enemy hits

you while you're at maximum hit points. E.JJl'lt: YOII gain
a +5 power bonus to your next auack roll against the
triggering enemy.

Ir you've reached at least one milestone today. you also
gain resist S to all damage until you become bloodied or
until thl! t!od of fhe encountt!r.

Kartan's Void Ring level 26

'J1IC sllifli"8form of this b1acl;: rins allowsJVIl (0 Ilmw off)vur
tlll'mll'S' \'itJOr ","ell one ofrJlcir nearby allies llrops.

Item Slot: Riog 1.125.000 gp
Power (At·Will + Healing, Ne<rotic): Free ActiOn. Tri88l'r.

You reduce an enemy within 20 squares of)'Ou to 0 hit
points. E.ffect: Make an attack: Area bu~t 2 centered on
that enemy; largets enemies; +29 \15.. ffirtitudc; on a hil,
the allack deals 1dl 0 ne<rotic damage. and you regain
2 hit points. This attack doesn't provoke opponunily
attacks.

If you've reached at least one milestone today, the
attack deals 2d8 necrotic damage. and)'Ou regitin 4 hit
points.

Ring of Hrumdars Halls h'wl13
This solill iro" band BmntsJVu i1l51,9111 InlO tilt ha<:llrds of"1t
lmd,>rsround /lnd 'rfs JlllI dri\"l"Jour fot'S b.'forrJOu.

hem Slot: Ring 415.000 gp
Property: You gain it +S item bonus 10 Dungeonecring

cht!cks.
Power (Dally): Minor Action. Make an attack: Ranged 30;

targets olle creature you can sec; +26 vs. Will: on it hit.
you slide the larget 10 squares.

Iryou've reached at least one milestone today. you can
use this power one additional time against the same tar·
get on your next turn.

Rom Kala's Tideshield Ring level 21
TIll' uJasie oftllis bluc-.qrCCfI rinn prol«ts)'ollfrom lhr Ilrni:tTl5
of"II' 51'.1 and lets )VII stalll! fast ill romool.

Item Slot: Ring 125,000 gp
Property: You gain resist 10 to all damage on auacks from

aquatic creatures Of water creatures.
Pawer (Dally): Immediate InterrupL Tri8fjff: You or an ally

within 10 squares of you is pulled, pushed, or slid. E.Jfea:
You or your ally ignores the fon:ed movement.

Ifyou'~ reached at least one milestone today. each
ally within 10 squares of you reduces the distance of any
forced movement by 1 square until the end of the en·
counter. if the ally has a ring from this SCI. Ihis effecl lasts
until the ally takes an extended rest.
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APPENDIX: ITEM TABLES -J

6

38

39

40

45
41

9
10
11

11

11

11

11
13

14

14

26
26
11
11

96
55

63

63

64
61

80
8l

102

109

15

15

15

17
18

18

18

19

108,110
91

B
24

C1oth,leather

Cloth
Chain
leilther, hide
Hide

Cloth
Any
Cloth
leather, hide
Any
Cloth, leather

680 GP

WEAPONS
Aegis blade +1 Hvy blade, It blade
Allsair spear +1 Spear
Aura killer weilpon +1 Any melee
Blood fury weapon +1 Axe, hvy blade
Flesh grinder +1 Axe, hvy blade, polearm
Frost fury warilxe +1 Axe
Great hunger weapon +1 Any melee
Guardian's brand +1 Any melee
-Pact blade +1 Lt blade
-Rhythm blade +1 Lt blade
Songbow of vanishment +1 Bow, crossbow
Targeting weapon +1 Bow. crossbow

AMMUNITION (30 GP PER ITEM)
Attention-stealing bullet +1
Firestorm arrow +1
Freezing arrow +1
lightning arrow +1

STAFFS
Staff of divinity +1
Staff of knives +1
Verdant staff +1

TOTEMS
Roaring bear totem +1
Totem ofthunder's keeper +1

ARMS SLOT
• Bracers of enforced regret
Preservation shield

FEET SLOT
• Boots of jaunting

NECK SLOT
Amulet of double fortune +1
Amulet of elegy +1
Badge of the berserker +1
lifesaving brooch +1

WONDROUS ITEMS
·Prison ofSill:tacas

WONDROUS LAIR ITEMS
Door of alarm
Window of escape

LEVEL 3 ITEMS
ARMOR
Armor of sudden

recovery +1
Holy adversary's armor +1
Moon armor +1
Nightmare ward armor +1
Predator's hide +1
Robe of avoidance +1
Runic armor +1
Sanguine vestments +1
Spiked jacket +1
Wall armor +1
Warmage's uniform +1

17

17

82

24
25
25

27

76

76
78

33

28
29
11

34

36

15

17

17

18
19
19
98
21
21
24

6
94

7

9
11

106

Any
Bow

Bow, crossbow
Hvy blade. It blade
Any melee
Hvy blade. It blade
Spear
lt blade

Any"mged
Any

520 GP
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RODS
Rod of burgeoning memory +1
Rod of the fickle servant +1

WEAPONS
Aftershock weapon +1
Duelist's bow +1
Entrapping weapon +1
Farbond spellblade +1
Guardian's call +1
Hilrmonlc songblade +1
·Hungry spear +1

Quicksilver blade +1
Rebounding weapon +1
Supremely vicious

weapon +1

Totemic spear +1 Spear
Totemic wardub +1 Mace
Whistling songbow +1 Bow, crossbow

AMMUNITION (2S GP PER ITEM)
Onslaught arrow +1

HOLY SYMBOLS
loun-blessed symbol +1
Symbol of divine force +1
Symbol of the first spirits +1

ORBS
Orb of resilient tenacity +1

The following ~clioll contains ma~lcr tables lor all of tile
items in ;\dl'elllurer'~ Vault 2. Items are sorted by le\'cl and by
l)'pt.o. I.ach b'el header indicates the lX"ilX ol"ilems oflhal
1e\'C1. \\!th the cxIT(Hion ofammunition. lOr which a price
is gh'en :>cparuld)'. Each enlry indudes the page number on

whit'll Ihe itelll can be foulld. \VcaIXlIIS amI annor elll Tics

illclude Informal 1011 about the l.:alcgllry ofeach ilel1l, Items

that arc pariS ofsets arc m'lrked with an ll~lcrid; ("').

LEVeL 1 ITEMS 360 GP
WEAPONS
Challenge-seekIng Any melee

weapon +1

Earth-wrought hammer +1 Hammer

LEVU 2 ITEMS
ARMOR
Armor of aegis expansion +1 Cloth, leather
•Armor of dwarvcn vigor +1 Chain, scale. plate
Coruscating armor +1 Scale, plate
Hero's armor +1 Chain
Rat killer's coat +1 Cloth, leather
·Shildow hunter hide +1 Hide

WONOROUS ITEMS
Blessed book
loun's parchment

Woundstitch powder

WONDROUS LAIR ITEMS
Sun globe



Spider boh +1 17 HOLY SYMBOlS '"Surprise bullet +1 28 Symbol of the holy nImbus +1 32 -
HOLY SYMBOlS RODS '"Symbol of brawn +1 29 Darksplral rod +1 34 ~
ORBS Rod of the pactbinder +1 36 :;
Orb of supplementary force +1 34 STAFFS w

RODS Staff of iron infusion +1 38
Hexer's rod +1 34 TOMES
Rod of divinity +1 35 Tome of striking lightning +1 42 -

STAFFS TOTEMS 2
Staff of resilience +1 39 Wildfire totem +1 47 "-
Staff of sleep and charm +1 39 Winterwood totem +1 48 "-
TOTEMS WANDS "
Boar's charge totem +1 43 Oiamond wand +1 49
·Oeath fang totem +1 106 Master's wand of eyes of the vestige +1 50
Fell beast totem +1 44 Master's wand of illusory ambush +1 50

ARMS SLOT Master's wand of misdirected mark +1 51
Executioner's bracers 54 Master's wand of phantom bolt +1 51

Lunia's bracelet 55 Master's wand of spIteful glamor +1 51

FEET SLOT Master's wand of vicious mockery +1 51

•SWiftpad boots 100 Shielding wand +1 52

HANDS SLOT Wand of allure +1 51

• Gauntlets of arcane might 102 ARMS SLOT

NECK SLOT Shield of silver light 55

Amulet of warding +1 63 FEET SLOT
• Baffling cape +1 96 Riding boots 58
Necklac(' of k('ys +1 67 HANDS SLOT
·Spid('rsilk mantle +1 109 • Blackl('af gloves 108

WONDROUS LAIR ITEMS •Claw glov('s '06
Cask of liquid gold 79 Gauntl('ts of blood 58

Window of d('ception 83 Poison gloves 61

TATTOOS NECK SLOT
Oemonskln tattoo 87 'Cloak ofth(' lion's mane +1 98

Escape tattoo 84 Frostwolf pdt +1 66

LEVEL 4 ITEMS 840 GP
Lucky charm +1 67
P('rlapt of proof against poison +1 67

ARMOR WONOROUS ITEMS
Dazzling plate +1 PIalI.' 7

Genasi soul armor +1 Leather, hide 8
Bed of rapid rest 79
Silenc('-warded room 82

lifdont armor +1 Hid(' 10
Parchment armor +1 Cloth, leath('r "

TATTOOS

5<ale of the serpent +1 Sal. 12
F1reheart tattoo 87

Serpentine armor +1 Scale 12
Tattoo of arcane blood 84

Time link armor +1 Chain 14 L£VEL 5 ITEMS 1.000 GP

WEAPONS ARMOR
Avalanche hammer +1 Hammer 15 Healer's armor +1 HIde, chain 9

Echoing songblade +1 Hvy blade,lt blade 17 • Shockweave armor +1 Cloth, leather 98
• Harmony blade +1 Hvy blade 97 Supporting armor +1 5<0111.', plate 13

Impaler's pick +1 Pick 20 WEAPONS
Intensifying weapon +1 A., 20 • Rousing hammer +1 Hammer 95

Master's blade +1 Hvy blade, It blade 20 Runic weapon +1 A., 21
Maw of the guardian +1 Any melee 20 "Thane blood weapon +1 Any melee '00
Screaming bow +1 80w 2' ·Weapon of greilt Any melee 96
Stormbiter warblade +1 Hvy blade, It blade 23 opportunity +1

• Weapon of arcane Hvy blade, It blade '02 AMMUNITION (SO GP PER ITEM)
bonds +1 Bending bullet +1 26

Weilpon of oaths Any melee 25 HOlY SYMBOLS
fulfilled +1 Symbol of daring +1
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STAFFS WEAPONS
Staff of wind +1 40 Aftershock weapon +2 Any 15

TOTEMS Boltshard crossbow +2 Crossbow 17

Bloodhunter totem +1 43 Duelist's bow +2 Bow 17

FEET SLOT Entrapping weapon +2 Bow,crossbow 17

Boots of rapid motion 57 Farbond spellblade +2 Hvy blade, It blade 18

• Panther slippers '0. Guardian's call +2 Any melee "HANDS SLOT Harmonic songblade +2 Hvy blade, It blade "
Gloves of grace 5. "Hungry spear +2 Spear .8

·Gloves of recovery •• "Infighting blade +2 Lt blade, axe 101

• Lion's claw gauntlets '8 (one-handed only)

• Resplendent gloves '04 Quicksilver blade +2 It blade "
HEAD SLOT Rebounding weapon +2 Any ranged ""Circlet of arcane extension '0'

Supremely vicious Any 24

WONDROUS ITEMS
weapon +2

Oeepfarer's pouch 7. Totemic spear +2 Spear 24

TATTOOS
Totemic wardub +2 Mace 2S

Tattoo of vengeance B5
Whistling songbow +2 Bow, crossbow 2S

LEVEL 6 ITEMS 1,800 GP
AMMUNITION (1 00 GP PER ITEM)
Onslaught arrow +2 27

ARMOR HOLY SYMBOLS
Gambler's suit +2 Leather 8 loun-blessed symbol +1 28
WEAPONS Symbol of divine fOfce +2 ,.
Challenge-seeking Any melee 17 Symbol off~ turning +2 30

weapon +2 ·Symbol of GaJz +1 135
Earth-wrought hammer +1 Hammer 17 Symbol of shared healing +2 30
ARMS SLOT Symbol of the first spirits +1 31
·Warded vambraces '0' Symbol of vigor +2 31

FEET SLOT ORBS
Boots of bounding 57 Orb of resilient tenacity +1 33
• Resplendent boots '04 RODS
HANDS SLOT Rod of burgeoning memory +2 34
•Alchemy gloves .7 Rod of stolen starlt +2 3S
HEAD SLOT Rod of the fickle servant +1 3.
·Cat's-eye headband '0. STAFFS
• Helm of exemplary defense .5 Moonsllver staff +1 38
• Savage mask '07 Staff of divinity +1 38

WAIST SLOT Staff of knives +1 3.
Baldric ohime 74 Summoner's staff +1 40

TATTOOS Verdant staff +1 40
Distracting tattoo B7 TOMES
Tattoo of bonded defense as Dispelling tome +1 41
Tattoo of bonded escape as TOTEMS

LEVEL 7 ITEMS 2,600 GP Earthf;lll totem +1 44

ARMOR
RO<Iring bear totem +2 45

Armor of aegis expanSion +1 C1oth,leather • Totem of thunder's keeper +1 47

•Armor of dwarven vigor +1 Chain, scale, plate .4 FEET SLOT

Bastion armor +1 Scale, plate • Boots of surging speed 57

Coruscating armor +1 Scale, plate 7 HANDS SLOT
Death's brink armor +1 Scale, plate 7 • Dual-threat gauntlets '5
Hero's armor +1 Chain • Feinting gloves 58

Marauder's armOf +1 leather, hide '0 HEAD SLOT
'Radiant temple uniform +1 Cloth '03 Philosopher's Cfown .,
Rat killer's (Qat +2 Cloth, leather "

·Resplendent circlet 104

Shadow hound armor +1 Hide 12 NECK SLOT
·Shadow hunter hide +2 Hide '0. Amulet of double fortune +1 .3
·Shipboard armor +2 Leather '0' Amulet of elegy +1 .3
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Badge of the berserker +2 6' Bolt of clumsiness +2 26
·C1oak of the crimson path +2 107 Bolt ohransit +2 26
• Deep-pocket cloak +2 97 Dispelling bolt +2 -26 -
lifesaving brooch +2 67 Firestorm arrow +2 26
·Scarf of reconciliation +2 132 Free:ling arTOW +2 27 ~

Talisman of terror +2 69 Lightning arrow +2 27

WAIST SLOT Space-shifting bolt +2 27 -
Belt of nourishment 7. Spider bolt +2 27

WONDROUS ITEMS Summoning bullet +2 28
C

Map of unseen lands 77 Surprise bullet +2 28 Z
TATTOOS HOLY SYMBOlS

Symbol of brawn +2
Q

long-battle tattoo 86 29 "-
Quick-step tattoo 85 Symbol ohhe champion's code +2 31

Tattoo of the unlucky 86 Symbol of the radiant flame +2 32

Tattoo of the wolverine 85 ORBS

CONSUMABLES(100 GP PER ITEM) Orb of supplementary force +2 3.

Clay of creation 87 RODS

LEVl:L 8 ITEMS 3,400 GP
Hexer's rod +2 34
Rod of divinity +2 3S

ARMOR
Armor of sudden Cloth, le... ther 6

STAFFS

recovery +2
Staff of resilience +2 39
Staff of sleep and charm +2 39

Holy adversary's ... rmor +2 Cloth 9
Kemstone ... rmor +2 Sc... le, plate 9

Staff of the faithful ar(anist +2 .0

Moon ... rmor +2 Chain 10 TOMES

Nightmare w... rd ... rmor +2 le... ther, hide "
Gossamer tome +2 42

Predator's hide +2 Hide "
TOTEMS

Robe of avoid...nce +2 Cloth "
Boar's charge totem +2 43

Runic armor +2 Any 12 • Death fang totem +2 106

Sanguine vestments +2 Cloth 12 Fell beast totem +2 4.

Slime armor +2 Scale, pl... te 13 Iron bear totem +2 44

Spiderweb robes +2 Cloth 13 Totem of the satyr's dance +2 47

Spiked jacket +2 leather, hide 13 Vengeful spirit totem +2 47

Wall armor +2 Any 14 ARMS SLOT

Warmage's uniform +2 Cloth, leather 14 Charm bracelet 53

WEAPONS ·Hammer shield 95

Aegis blade +2 Hvy blade, It blade 15 ·Pincer shield 96

Alfsair spear +2 Spear 15 FEET SLOT

Aura killer weapon +2 Any melee 15 • Boarding boots 101

·Blade of vengeance +2 Hvy blade, It blade 103 Greaves offortunate failing 58

Blood fury weapon +2 Axe, hvy blade 17 HANDS SLOT

• Blood harvest blade +2 It blade 107 Grinly gauntlets 59

Flesh grinder +2 Axe, hvy blade. polearm 18 HEAD SLOT
Frost fury waraxe +2 Au 18 Fey-blessed circlet 62

Great hunger weapon +2 Any melee 18 ·Gadgeteer's goggles 97

Guardian's brand +2 Any melee 19 Sacred mask 63

Hideous weapon +2 Flail, hammer, pick 19 NECK SLOT
·Pact blade +2 It blade 108,120 Amulel of warding +2 63

Ravenclaw warblade +2 Hvy blade 21 • Baffling cape +2 96
·Rhythm blade +2 It blade 97 Courtier's cape +2 66
·Rovikar's weapon +2 Any 135 Necklace of keys +2 67

Songbow of vanishment +2 Bow, crossbow 23 Orc's,eye amulet +2 67

Targeting weapon +2 Bow, crossbow 24 • Pavise charm +2 10'
Unforgettable cudgel +2 Mace 2S ·Resplendent cloak +2 '0'
·Warding blade +2 It blade 103 ·Spidersilk mantle +2 '09
Writhing vine weapon +2 Any melee 2S WAIST SLOT

AMMUNITION (125 GP PER ITEM) Potion bandolier 7S

Attention-stealing bullet +2 26 Stonewall belt 7S
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II WONDROUS ITEMS STAFFS
• Bowstring of accuracy 131 Staff of iron infusion +2 38

Vagabond's die 78 TOMES
Whistle of warnng 78 Tome of <:rushing force +2 41

WONDROUS LAIR ITEMS Tome of striking lightning +2 41

Alchemist's workshop 79 TOTEMS
Shlftstone 81 Panther totem +2 4S
TATTOOS Totem arme ravenous beast +2 .7
Curse eye tattoo 87 'Totem ofthe severed eye +2 107
Fleet hero tattoo 87 Totem of winter's scorn +2 .7
Ironheart tattoo 86 Wildfire totem +2 .7
Strongheart tattoo 86 Wlnterwood totem +2 ••
Tattoo of the escape artist 84 WANDS
CONSUMABLES (11S GP PER ITEM) Diamond wand +2 .,
Silver sand 88 Hawthorn wand +1 .,
Vortex stone 88 Master's wand of eyes of the vestige +2 '0

LEVU 9 ITEMS 4,200 GP
Master's wand of illusory ambush +2 '0

ARMOR
Master's wand of mi.sdirel::ted milrk +2 51

Dazzling plate +2 Plate 7
Master's wand of phantom bolt +2 51

Oemonscale +2 Scale 8
Master's w;and of spiteful gl;amor"-2 51

Gen;asi soul;armor..-2 leather, hide 8
Master's w;and of vicious mockery..-2 51

lifefont armor..-2 Hide 10
Shielding wand..-2 51

Magnetic armor..-2 Sule, plate 10
Wand of allure +2 51

Parchment armor +2 Cloth, leather 11 ARMS SLOT

Scale of the serpent +2 Sule 12
"Bracers of leal +2 103

Serpentine armor +2 Scille 12
keeper's shield ,.

Time link ilrmor +2 Chain 14 HANDS SLOT

WEAPONS
"Oarkflre gloves 132

Avalanche hammer +2 Hilmmer 1S
illusionist's gloves 60

Blood drinker +2 Axe, hvy blilde 16 HEAD SLOT

EchOing songblade +2 Hvy blade, It blade 17 Bear headdren 61

·Harmony blade +2 Hvy blade 97 NECK SLOT

Impaler's pick +2 Pick 20 Amulet of vigor +2 6l

Incisive dagger +2 Dagger 20 ·Cloak ofthe lion's mane +2 98

Intensifying weapon +2 Any 20 Cloak of translocation +2 66

• kamestl crossbow +2 Crossbow 101 Frostwolf pelt +2 66

Master's blade +2 Hvy blade, It blade 20 "J(eicha's amulet +2 134

Maw of the guardi;an +2 Any melee 10 lucky charm +2 67

Screaming bow +2 Bow 21 Medic's amulet +2 67

Songbow of lullabies +1 Bow, crossbow 22 Periapt of proof against poison +2 67

Stormblter warblade +2 Hvy blade, It blade 23 ·Shadowdancer's doak +2 10'
•Weapon of ;arcane Hvy bl;ade, It bl;ade 102 WAIST SLOT

bonds +2 Belt of flClgile gUilrd 7.
We;apon of oaths Any melee 25 "Clear-blood baldric OS

fulfilled +1 WONDROUS ITEMS
AMMUNITION (160 GP PER ITEM) "Endless quiver 101

Arrow of revelation +1 26 WONDROUS LAIR ITEMS
Forbiddance bolt +1 16 Feast t;able '0
HOLY SYMBOLS TATTOOS
Symbol of fire and fury +2 '0 Backlash tattoo ••
Symbol of the holy nimbus +2 32 Reinforcement tattoo ••
Symbol of unified defense +1 32 Strikeback tattoo ••
RODS LEVEL IO IHMS 5,000 GP
DarkspJral rod +2 '4 ARMOR
Rod of obliterating wrath +1 '5 Counterstrike armor +1 Cloth, leather, hide 7
Rod of the paabinder +2 36 Healer's armor +2 Hide, chain ,
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Shadow warlock armor +2 Leather 11 FEET SLOT
•Shockweave armor +2 Cloth, leather 98 • Feystrlde boots 132

Supporting armor +2 Scale, plate 13 ·Steady boots of the ram ",

WEAPONS HANDS SLOT
<'

"Rousing hammer +2 Hammer 9' Gloves of ice '9
Runic weapon +2 Any 2' Gloves of missile avoidance '9
Supreme skirmisher's Bow 2. • Shadowdancer's gloves '0'

bow +2 HEAD SLOT
·Thane blood weapon +1 Any melee 'DO Circlet of continuity .,
• Weapon of evil undone +1 Any 113 "Helm of vision unclouded 112 Z
·Weapon of great Any melee 9. "Matrakk's lenses B.

opportunity +1 WAIST SLOT
AMMUNITION (200 GP PER ITEM) Baldric of assault 7.
Bending bullet +2 2. WONDROUS ITEMS
HOLY SYMBOLS Venatile spellbook 78
Symbol of daring +1 29 TATIOOs
Symbol of protection +2 '0 Teamstrlke tattoo 8.
RODS CONSUMABlEs (350 GP PER ITEM)
Rod of devilry +2 3S Flash flower 88
Torch of misery +2 37 Rust bark 88
STAFFS LEVEL 12 ITEMS 13,000 GP
Blastwarp staff +2 38

Staff of wind +2 .0 ARMOR
Armor of aegis expansion +3 Cloth, leather •TOTEMS •Armor of dwarven vigor +3 Chain, scale, plate 9'Bloodhunter totem +1 .,
Bastion armor +3 Scale, plate •Dire totem +1 .,
Bladcnodr. robe +3 Cloth •Flameheart totem +1 •• Scale. plate 7Coruscating armor +3

·Stern mountain totem +1 112
• Darkstrike armor +3 Leather. hide 110

Totem of nature's balm +1 .,
Death's brink armor +3 Scale, plate 7

WANDS Hero's armor +3 Chain 9
Sharpshooter's wand +1 '2 Marauder's armor +3 Leather, hide '0
Wand of aptitude +2 '2 ·Radiant temple uniform +3 Cloth '0'
ARMS SLOT Rat killer's coat +3 Cloth, leather "Barrage bracers 53 Shadow hound armor +3 Hide 11
FEET SLOT ·Shadow hunter hide +3 Hide 'D.
·Skaivanl's anklets 135 • Shipboard armor +3 leather '0'
HEAD SLOT Teleporting armor +3 Scale, plate ,.
"Circlet of revelations 132 WEAPONS
• Shadowdancer's mask '0' Aftershock weapon +3 Any 15
WAIST SLOT Boltshard crossbow +3 Crossbow 17
Diamond cincture 7S Duelist's bow +3 Bow 17

WONDROUS LAIR ITEMS Entrapping weapon +3 Bow, crossbow 17

Shining sundial 82 Farbond spellblade +3 Hvy blade, It blade 18

TATTOOS Guardian's call +3 Any melee '9
Eager hero's tattoo 8. Harmonic songblade +3 Hvy blade, It blade '9
Tattoo of shared consequence as ·Hungryspear+3 Spear 98
Tattoo of shared vengeance 85 ·Infighting blade +3 lt blade, axe '0'

LEVEL II ITEMS 9,000 GP
(one. handed only)

Quicksilver blade +3 Lt blade 2'
ARMOR Rebounding weapon +3 Any ranged 2'
Gambler's suit +3 leather 8

Shadowrift blade +3 lt blade 11
WEAPONS Supremely vicious Any ,.
Challenge-seeking Any melee 17

weapon +3
weapon +3 Totemic spear +3 Spear ,.

Earth.wrought hammer +3 Hammer 17
Totemic warclub +3 Mace 7S

ARMS SLOT • Unbroken lance +3 Spear ",

Force shield ,.
Whistling songbow +3 Bow, crossbow 7S

·Ra:lOrdark bracers 110
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AMMUNITION (500 GP PER ITEM) • Stone of light 133

Onslaught arrow +3 17 • Stone of shadow 133

HOLY SYMBOLS • Stone of spirit 133

loun-blessed symbol +3 28 'Stone of storms 133

Symbol ofbro1lnding +3 29 'Stone of wind 133

Symbol of divine force +3 29 WONDROUS LAIR ITEMS
Symbol offoe turning +3 30 Brilliant 5crylng basin 79

'Symbol of Gajz +3 135 Diplomat's table 80
Symbol of shared healing +3 30 Door warden 80
Symbol of the first spirits +3 31 Ritualist's lectern 81
Symbol ofvigOf +3 32 Throne of dominion 83

ORBS Watchful eye 83

Orb of heightened imposition +3 33 LEVU. 13 ITEMS 17,000 GP
Orb of resilient tenacity +3 33 ARMOR
Orb of visionary protection +3 34 •Armor of essence Any 112
RODS inviolate +3
Rod of burgeoning memory +3 34 Armor of sudden Cloth. leather 6
Rod ohlolen starlt +3 35 recovery +3
Rod ofthe fickle servant +3 36 • Champion's hauberk +3 Chain, scale 113
STAFFS Gambil armor +3 Cloth, leather 8
Moonsilver staff +3 38 Holy adversary's armor +3 Cloth ,
Staff of divinity +3 38 Kemstone armor +3 Scale, plate ,
Staff of knives +3 39 'Mirrored plate +3 Plate 110
Summoner's staff +3 40 Moon armor +3 Chain 10
Verdanl staff +3 40 Nightmare ward armor +3 Leather, hide 11
TOMES Predator's hide +3 Hide 11
Dispelling lome +3 41 Robe of avoidance +3 Cloth 11

TOTEMS Runic armor +3 Any "[arthfall totem +3 44 SangUine vestments +3 Cloth "Roaring bear totem +3 45 •Skin of agonies +3 Lealher, hide 124
Totem of the harrier's claws +3 46 Slime armor +3 Scale, plate 13
Totem of the nlghl +3 46 Snaketongue robe +3 Cloth 13
Totem of thunder's keeper +3 47 Spiderweb robes +3 Cloth 13

ARMS SLOT Spiked jacket +3 Leather, hide 13
·Crest of vIgilance eternal 112 Wall armor +3 Any 14

FEET SLOT Warmage's uniform +3 Cloth, leather 14

Boots of unchecked passage 57 Winged armor +3 Any 14

'Shadowdancer's boots 105 WEAPONS
HEAD SLOT Aegis blade +3 Hvy blade, It blade 15

'Chinger's heilddress 111 Alfsa!r spear +3 Spear 15

Crown of equilibrium 61 Aura killer weapon +3 Any melee 15

NECK SLOT • Blade of vengeance +3 Hvy blade, It blade 103

Amulel of double fortune +3 63 Blood fury weapon +3 Axe, hvy blade 17

Amulet of elegy +3 63 "Blood harvest blade +3 It blade 101

Badge of the berserker +3 6. • Bradaman's weapon +3 Hvy blade, ilxe, 110

·Cloak ofthe crimson path +3 107 hammer

• Deep'pockel cloak +3 97 Flesh grinder +3 Axe, hvy blade, polearm 18

Lifuaving brooch +3 67 Frost fury waraxe +3 A•• 18

•Mantle of the golden general +3 123 'General's weapon +3 Polearm 113

• Necklace of fate +3 121 Great hunger Weilpon +3 Any melee 18

• Scarf of reconciliation +3 132 Guardian's brand +3 Any melee 19

Talisman of terror +3 69 Hideous weapon +3 Flail, hammer, pick 19

WONDROUS ITEMS • Pact blilde +3 It blade 108,120

Horn of dismissal 76 Ravenclilw warblade +3 Hvy blade 21

"Shepherd's battle standard "'
"Rhythm blade +3 Lt blade 97

•Stone of earth 133 • Rovikilr's weapon +3 Any 135

·Stone of flame 133 'Scorpion tail blade +3 Lt blade 131

APPENDIX I "e .. el 13 hems



·Shepherd's i1rms +3 Polearm, spear 119 NECK SLOT V>
Shrieking songbow +3 Bow, croS."ibow 11 Amulet of warding +3 63 "'~
Songbow of vanishment +3 Bow, crossbow 13 • Baffling cape: +3 96 CO

Targeting weapon +3 Bow, crossbow 14 Cloak of the desert +3 65 ;::
Unforgettable cudgel +3 Mace 25 Courtier's cape +3 66 :;
·Warding blade +3 Lt blade 103 • Fleece of renewal +3 111 "'Writhing vine weapon +3 Any melee 15 Necklace of keys +3 67 "-

AMMUNITION (650 GP PER fITM) Orc's-eye amulet +3 67 X
Attention-stealing bullet +3 16 ·Pavise charm +3 101 -Cl
Bolt of clumsiness +3 16 • Resplendent cloak +3 104 Z
Bolt of transit +3 16 Seashirnmer cloak +3 68 "'0.
Dispelling bolt +3 26 Shroud of ravens +3 68 0.
Flrestorm arrow +3 16 ·SpidersUk mantle +3 109 «
Freezing arrow +3 17 WAIST SLOT
Lightning arrow +3 17 Waistband of the grappler 75
Space-shifting bolt +3 17 WONDROUS ITEMS
Spider bolt +3 17 Ribbon of limitless questions 77
Summoning bullet +3 18 WONDROUS LAIR ITEMS
Surprise bullet +3 18 Magic drawbridge 81
HOLY SYMBOLS TATTOOS
Convert's symbol +3 18 Breakchain tattoo 87
Symbol of brawn +3 19 Demonskin tilttoo 87
Symbol of the champion's code +3 31

LEV£L 14 ITEMS 21,000 GPSymbol of the radiant flame +3 31

ORBS ARMOR

Orb of repeated imposition +3 33 Armor of dark deeds +3 Leather, hide 6

Orb of supplementary force +3 34 Dazzling plate +3 Plate 7
Demonsule +3 Scale 8

RODS
Formidable annor +3 Hide, chain 8

Hexer's rod +3 34
Genasi soul armor +3 Leather, hide 8

Rod of divinity +3 35
Lifefont armor +3 Hide 10

Spider rod +3 37
Scale, plate 10Magnetic armor +3

STAFFS Parchm(!nl armor +3 Cloth, leather 11
Staff of resilience +3 39 Scale of the serpent +3 Scale 11
Staff of sleep and charm +3 3' Serpentine armor +3 Sale 11
Staff of the faithful arcanist +3 40

Spirit armor +3 Chain 13
TOMES Time link armor +3 Chain 14
Gossamer tome +3 41 Translocatlng armor +3 A"y 14
Mordenkainen's tome +3 41

WEAPONS
TOTEMS Avalanche hammer +3 Hammer 15
Boar's charge totem +3 43 Banishing spellblade +3 Hvy blade, It blade 16
Bronzewood coils totem +3 43 Blood drinker +3 Axe, hvy blade 16
• Death fang totem +3 106 • Dragontooth blade +3 Hvy blade 130
Fell beast totem +3 44 Echoing songblade +3 Hvy blade, It blade 17
Iron bear totem +3 44 • Harmony blade +3 Hvy blade 97
Life river totem +3 44 Impaler's pick +3 Pick 10
Totem of the awakened bear +3 45 Incisive dagger +3 Dagger 10
Totem of the satyr's dance +3 47 Intensifying weapon +3 A"y 10
Vengeful spirit totem +3 47 • Kamesti crossbow +3 Crossbow 101
ARMS SLOT Master's blade +3 Hvy blade,lt blade 10
Bloodhound bracers 53 Maw of the guardian +3 Any melee 10
• Bracelet of the radiant storm 115 Screaming bow +3 80w 21
Executioner's bracers 54 Songbow of lullabies +3 Bow, crossbow 11
Frost charger bracers 54 Soul drinker weapon +3 Any melee 13
• Shield of the world tree 111 Stormbiter warblade +3 Hvy blade, It blade 13
HANDS SLOT 'Sw~d of melancholy +3 Hvy blade, It blade 114
Gauntlets of discontinuity 58 ·Weapon of arcane Hvy blade, It blade 101

bonds +3
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• Weapon of cruel Any melee 114 HEAD SLOT

persuasion +3 ·Crown ofthe brillianl sun 115

Weapon of oaths Any melee 15 ·Golden crown of baitIe command 113

fulfilled +3 • Helm of able defense 118

AMMUNITION (800 GP PER ITEM) •Mask of the vengeful spirit 111

Arrow of revelation +3 ,. oPennant helm 110

Forbiddance bolt +3 ,. ·Tenebrous mask 120

HOLY SYMBOLS NECK SLOT

Symbol of fine and fury +3 30 Amulel of vigor +3 .3

Symbol of the holy nimbus +3 31 Assassin's cloak +3 .4

Symbol of unified defense +3 31 Chaos cloak +3 .5

ORBS
Cloak of Ihe bOIl +3 .5

Orb of accuracy +3 33 ·Cloak ofthe lion's mane +3 98

RODS
Cloak of Iranslocatlon +3 .,

Darkspiral rod +3 34 ·Crimson cloak +3 111

Rod of obliterating wrath +3 3S Demon amulet +3 66

Rod ofthe hag +3 36 Frostwolf pelt +3 66

Rod of the pactbinder +3 36 • Keicha's amulet +3 13'

STAFFS
lucky charm +3 67

Staff of iron infusion +3 38 Medallion ofthe mind +3 67

Staff of spell blasting +3 40 Medic's amulet +3 67

TOMES
Periapt of proof against poison +3 67

De<k of spells +3 4'
·Shadowdancer's clwk +3 '05

Tome of crushing force +3 41 Timeless lockel +3 .9

Tome of enduring creation +3 41 RINGS

Tome of striking lightning +3 41 Grace ring of lightning 70

TOTEMS
Grace ring of salvation 70

Panther totem +3 45
Grace ward ring 70

Razor talon totem +3 45
Unvanquished gritce ring 74

Totem of new beginnings +3 45 WAIST SLOT

Totem of the ravenous beast +3 47 Acrobat's harness 74

·Totem of the severed eye +3 '07 ·Sash of vitality ceaseless 111

Totem of winter's scorn +3 47 WONDROUS LAIR ITEMS

Wildfire totem +3 47 loadstone statue 81

Winterwood totem +3 48 Teleportation disk 83

WANDS
TATTOOS

Cursing wand +3 48 Fireheart taltoo 87

Diamond wand +3 49 Taltoo of arcane blood 84

Hawthorn wand +3 49 Tattoo of the shared heart 86

Master's wand of eyes of the vestige +3 SO LLYn 15 ITEMS 25,000 GP
Master's wand of illusory ambush +3 SO ARMOR
Master's wand of misdirected mark +3 51 Armor of shared valor +3 leather, chain ,
Master's wand of phantom bolt +3 51 Counterstrike armor +3 Cloth, leather, hide 7

Master's wand of spiteful glamor +3 51 ·Crystalline breastplate +3 leather, hide, 118

Master's wand of vicious mockery +3 51 chain, scale, plale

Shielding wand +3 51 Healer's armor +3 Hide, chain 9

Wand of allure +3 51 Holy radiance armor +3 Chain 9

Wand of thunderous anguish +3 51 Shadow warlock armor +3 leather 12

ARMS SLOT ·Shockweave armor +3 Cloth, leather 98

"Bracers of zeal +3 '03 Supporting armor +3 Scale, plale 13

Vortell shield 56 WEAPONS

FEET SLOT Battle spirit weapon +3 Axe, flail, hammer, 16

Sandwalker boots 58 hvy blade, mace, spear

·Swift-step boots +3 115 "Blade of the eldritch Hvy blade 114

HANDS SLOT knight +3

Gaunllets of blood 58 "Reaper's axe +3 ... 111

"Rousing hammer +3 Hammer 95
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Runic weapon +3 Any 21
Songbow of summoning +3 Bow, crossbow 22
Supreme skirmisher's Bow 24

bowH

·Thane blood weapon H Any melee 100
·Weapon of evil undone +3 Any 113
• Weapon of great Any melee 96

opportunity +3

AMMUNITION (1,000 GP PER ITEM)
Bending bullet +3 26

HOLY SYMBOLS
·Champlon's symbol +3 113
Symbol of daring +3 29
Symbol of protection +3 30

RODS
Rod of devilry +3 3S
Rod of silver rain +3 3S
Torch of misery +3 37

STAFFS

TATTOOS
~

Tattoo of vengeance 85

L£v£L 16 ITEMS 45,000 GP •
<

ARMOR -
Gambler's suit +4 leather 8 '5

WEAPONS ~

Challenge-seeking Any melee 17
weapon +4

Earth.wrought hammer +4 Hammer 17 0
ARMS SLOT z

"-
Climber's bracers 53 o.
Flameward shield 54

o.
<

Stormward shield 56
Wlnterward shield 56
FEET SLOT
Boots of blood 57
"Spark slippers 115
Survivor's boots 58
HANDS SLOT
Gloves of dimensional grasp 58
"Restorative gauntlets 114
HEAD SLOT
Chimera headdress 61
"Mask oftears 123

MOUNT SLOT
"Bridle of flame 110
RINGS
Death spiral ring 70
Ring of eladrin grace 71
·Ring of tactical brilliance 123
WAIST SLOT
Baldric of time 74
WONDROUS LAIR ITEMS
Deceptive scrying basin 80
Dimensional anchor 80

An,

Crossbow

Blastwarp staff +3
"Queen's staff +3

Staff of wind +3
"Tempest staff +3

TOTEMS
Bloodhunter totem +3
Dire totem +3
Flameheart totem +3
·Stern mountain totem +3
Totem of nature's balm +3
Totem of the crashing tide +3
Totem of the scouring wind +3

WANDS
Sharpshooter's wand +3
Wand of aptitude +3

ARMS SLOT
Deathward shield
Rhino bracers

"Shield of fellowship

HANDS SLOT
• Resplendent gloves

HEADSlOT
"Reaper's helm

NECKSLOT
·Cloak of burgeoning shadow +3
"Mantle of regrets +3

RINGS
Alliance band
Crown of the dream king
"Ring of many forms
Ring of sympathy
Ring of the tealous

WAISTSLOT
"General's belt

WONDROUS ITEMS
Ghosdight candle
Seed of war

38
117

40
131

43
43
44

112
45
46
47

52
52

54
55

110

104

122

120
123

69
69

121
72

72

122

76
78

LEva 17 ITEMS 65,000 GP
ARMOR
Armor of aegis expansion +4Cloth, leather
"Armor of dwarven vigor +4 Chain, scale, plate
Bastion armor +4 Scale, plate
BlackOock robe +4 Cloth
Coruscating armor +4 Scale, plate
"Darkstrike armor +4 leather, hide
Death's brink armor +4 Scale, plate
Hero's armor +4 Chain
Marauder's armor +4 leather, hide
·Moondoth robes +4 Cloth
·Radlant temple uniform +4 Cloth
Rat killer's coat +4 (loth, leather
Shadow hound armor +4 Hide
·Shadow hunter hide +4 Hide
"Shipboard armor +4 leather
Teleporting armor +4 Scale, plate

WEAPONS
Aftershock weapon +4
Boltshard crossbow +4

6
94

6
6
7

120
7

9
10

117

103
11
12

106
101

14

15
17

,-

147



Duelist's bow +4 Bow 17 FEET SLOT
Entrapping weapon +4 Bow, crossbow 17 'Pursuer's boots 113
Farbond spellblade +4 Hvy blade, It blade lB HANDS SLOT
Guardian's call +4 Any melee 19 Hero's gauntlets 59
Harmonic songblade +4 Hvy blade, It blade 19 HEAD SLOT
• Hungry spear +4 Spear 98 Philosopher's crown "'Infighting blade +4 lt blade, axe 101 NECK SLOT

(one-handed only) Amulet of double fortune +4 63
• lion's heart hammer +4 Hammer 130 Amulet of elegy +4 63
Quicksilver blade +4 lt blade 11 Badge of the berserker +4 64
Rebounding weapon +4 Any ranged 11 ·Cloak ofthe crimson path +4 107
Shadowrift blade +4 lt blade 11 • Deep-pocket cloak +4 97
Supremely vicious Any 14 • Eldritch medallion +4 114

weapon +4 lifesaving brooch +4 67
Totemic spear +4 Spear " •Mantle of the golden general +4 113
Totemic warclub +4 M..ce 15 • Necklace of fate +4 121
·Unbroken lance +4 Spear 111 • Scarf of reconciliation +4 131
Whistling songbow +4 Bow, crossbow 15 Talisman of terror +4 69
AMMUNmON (1,600 GP PER ITEM) RINGS
Onslaught arrow +4 17 • Ring of the radiant storm 115
HOlY SYMBOLS Ring of unwelcome gifting 73
loun-blessed symbol +4 18 Stone band 74
Symbol of branding +4 19 Stormcatcher ring 74
Symbol of divine fOKe +4 19 WONDROUS LAIR ITEMS
Symbol of divine light +4 19 Vigilant gargoyle 83
Symbol of foe turning +4 30

TATTOOS
·Symbol of Gajz +4 135 Tattoo of the wolverine 85
Symbol of shared healing +4 30

CONSUMABlES (1,600 GP PER ITEM)
Symbol of the first spirits +4 31

Clay of creation 87
• Symbol of the forgotten one +4 124
Symbol of vigor +4 31 LL'V£L 18 ITEMS 85,000 GP
ORBS ARMOR

Orb of heightened Imposition +4 33 •Armor of essence Any 111

Orb of resilient tenacity +4 33 inviolate +4

Orb of visionary protection +4 34 Armor of sudden Cloth, leather 6

RODS recovery +4

Rod of burgeoning memory +4 34 ·Champion·s hauberk +4 Chain, scale 113

Rod of stolen starlight +4 35 Gambit armor +4 Cloth, leather 8

Rod ofthe fickle servant +4 36 Holy adversary's armor +4 Cloth 9

STAFFS Kemstone armor +4 Scale, plate 9

Moonsllver sta{{ +4 38 • Mirrored plate +4 Plate 110

Sta{{ of divinity +4 38 Moon armor +4 Chain 10

Staff of knives +4 39 Nightmare ward armor +4 leather, hide ""Staff of the Far Wanderer +4 117 Predator's hide +4 Hide "Summoner's sta{{ +4 40 Robe of avoidance +4 Cloth "Verdant sta{{ +4 40 Runic armor +4 Any "
TOMES

Sanguine vestments +4 Cloth "
Dispelling tome +4 41 'Skin of agonies +4 leather, hide 114

TOTEMS
Slime armor +4 Scale, plate 13
Snaketongue robe +4 Cloth 13

£arthfall totem +4 44
Roaring bear totem +4 45

Spiderweb robes +4 Cloth 13

Totem of the harrier's claws +4 46
Spiked jacket +4 leather, hide 13

Totem ofthe night +4 46
Wall armor +4 Any 14
Warmage's uniform +4 Cloth, leather 14

Totem ofthunder's keeper +4 47
Winged armor +4 Any 14

ARMS SLOT
WEAPONSAbsorbing shield 53

"Gauntlets: of brutality 121
Aegis blade +4 Hvy blade, It blade 15
Alfsair spear +4 Spear 15
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Aura killer weapon +4 Any melee 15 TOMES "Hvy blade, It blade 103 Fro:len tome +4 41 ~

• Blade of vengeance +4 -
Blood fury weapon +4 Axe, hvy blade 11 Gossamer tome +4 41 -<• Blood harvest blade +4 It blade '07 Mordenkalnen's tome +4 41 -
• Bradaman's weapon +4 Hvy blade, axe, 110 TOTEMS "hammer Boar's charge totem +4 43 '"
Flesh grinder +4 Axe, hvy blade, polearm 18 Bronzewood (Oils totem +4 43 -
Frost fury waraxe +4 A.. '8 • Death fang totem +4 106 X
·General's weapon +4 Polearm 113 Fell beast totem +4 44 ~

~

Great hunger weapon +4 Any melee 18 Iron bear totem +4 44
Guardian's brand +4 Any melee ,. life river totem +4 44

~

Hideous weapon +4 Flail. hammer, pick ,. Totem of the awakened bear +4 45 ,-
• Pact blade +4 Lt blade 108,120 Totem of the satyr's dance +4 47 <
Ravenclaw warblade +4 Hvy blade 21 Vengeful spirit totem +4 .7
• Rhythm blade +4 le blade '7 ARMS SLOT
• Rovlkar's weapon +4 Aoy 135 Charm bracelet 53
·Scorplon tall blade +4 It blade 131 • Rebuking bracers 115

·Serpent's kiss bow +4 Bow 131 Serpentine bracers 55
• Shepherd's arms +4 Polearm, spear "' HANDS SLOT
Shrieking songbow +4 Bow, crossbow 21 Hrothmar's gauntlets 60
Songbow of vanishment +4 Bow, crossbow 23 HEAD SLOT
Targeting weapon +4 Bow, crossbow ,.

Cyclops helm 61
Unforgettable cudgel +4 Mace 15

NECK SLOT
·Warding blade +4 Lt blade '03 Amulet of warding +4 63
Writhing vine weapon +4 Any melee 15

• Baffling cape +4 .6
AMMUNITION (3,400 GP PER ITEM) Cloak of the desert +4 65
Attention-stealing bullet +4 16 Courtier's cape +4 66
Bolt of clumsiness +4 16 • Fleece of renewal +4 ",

Bolt of transit +4 16 Necklace of keys +4 67
Dispelling bolt +4 16 Orc's-eye amulet +4 67
Firestorm arrow +4 16 • Pavise charm +4 101
Free:ling arrow +4 17 • Resplendent cloak +4 10'
lightning arrow +4 17 Seashimmer cloak +4 68
Space-shifting bolt +4 17 Shroud of ravens +4 68
Spider bolt +4 17 • Spldersilk mantle +4 '0'
Summoning bullet +4 18 • Star-serewn scarf +4 118
Surprise bullet +4 18

RINGS
HOLY SYMBOLS • Ring of sorrows 113
Convert's symbol +4 18 Ring of the fallen 72
Symbol of brawn +4 19 Traveler's ring 7.
Symbol of defense +4 19 WAIST SLOT
Symbol of prayers recovered +4 30 Belt of the Witch King 75
Symbol of the champion's code +4 31 • Head-laker's belt 111
Symbol of the radiant flame +4 31 Phoenix sash 75
ORBS WONDROUS LAIR ITEMS
Orb of repeated imposition +4 33 Mirror of deception 81
Orb of supplementary force +4 3. Spying mirrors (paIr) 81
RODS Throne of grandeur 83
Baule-pace rod +4 3' TATTOOS
Hexer's rod +4 3' Fleet hero tattoo 87
Rod of divinity +4 35 Greatwlng tattoo 87
Spider rod +4 37 Ironheart tattoo 86
STAFFS Strongheart tattoo 86
Spellshaper's staff +4 38 CONSUMABlES (3,400 GP PER ITEM)
Staff of resilience +4 3. Silver sand 88
Staff of sleep and charm +4 3. Vortex stone 88
Staff of the faithful arcanist +4 40
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LEvEL 19 IrrMs 105.000 GP TOMES

ARMOR Deck of spells +4 41

Armor of dilrk deeds +4 leather, hide • Tome of crushing force +4 41

Dazzling plate +4 Plate 7 Tome of enduring creation +4 41

Demon~ale +4 Scale 8 Tome of striking lightning +4 47

Fonnldable armor +4 Hide. chain 8 TOTEMS
Genasi soul armor +4 leather. hide 8 Avalanche"s wake totem +4 43
Great cat armor +4 Hide • Panther totem +4 45
liferont armor +4 Hide 10 Razor talon totem +4 45
Magnetic armor +4 Scale, plate 10 Totem of new beginnings +4 45
Parchment armor +4 Cloth, leather 11 Totem of the ravenous bli"3St +4 47
Scale of the se~nt+4 Scale 11 ·Totem of the severed eye +4 107
Serpentine armor +4 Scale 11 Totem of winter'.!; scorn +4 47
Spirit armor +4 Chain n WildOre totem +4 47
Time link armor +4 Chain 14 Winlerwood totem +4 48
Transloealing armor +4 An, 14 WANDS

WEAPONS Cursing wand +4 48
Avalanche hammer +4 Hammer 15 Diamond wand +4 4.
Banishing spellblade +4 Hvy blade, It blade ,. Hawthorn wand +4 4.
Blood drinker +4 Aile, hvy blade ,. Master's wand of eyes of the vestige +4 50
-Dragontooth blade +4 Hvy blade no Master's wand of illusory ambush +4 50
Echoing songblade +4 Hvy blade, It blade 17 Master's w;;md of misdirected mark +4 51
• Harmony blade +4 Hvy blade '7 Masl(",'s wand of phantom boll +4 51
Impaler's pick +4 Pick 20 Master's wand of spiteful glamor +4 51
Incisive dagger +4 Dagger 20 Master's wand of vicious mockery +4 51
Intensifying weapon +4 An, 20 Shielding wand +4 52

• Kamesti crossbow +4 Crossbow 101 Wand of allure +4 52

Master's blilde +4 Hvy blade, It blade 20 Wand of thunderous anguish +4 52
Maw of the guardian +4 Any melee 20 ARMS SLOT
Screaming bow +4 Bow 21 Ankhmon's bracers 53
Songbow of lullabies +4 Bow, crossbow 22 ·Bracers of zeal +4 103
Soul drinker weapon +4 Any melee 23 FEET SLOT
Space-bending weapon +4 Hvy blade, It blade 23 ·Swift-step boots +4 115
Stormbiter warblade +4 Hvy blade, It blade 23 HANDS SLOT
·Sword of melancholy +4 Hvy blade, It blade 124 ·Gloves of the wandering star 117
·Weapon of arcane Hvy blade, It blade 102 NECK SLOT

bonds +4 Amulet of vigor +4 .3
·W...apon of cruel Any melee 114 Assassin's cloak +4 .4

persuasion +4 Chaos cloak +4 .5
Weapon of oaths Any mel...e 25 Cloak of th... bat +4 .5

fulfilled +4 ·Cloak of the lion's mane +4 .8
AMMUNITION (4,100 GP PER ITEM) Cloak of the shadowthief +4 .5
Arrow of revelation +4 2. Cloak of translocation +4 .6
Forbiddance bolt +4 2. ·Crimson cloak +4 121
HOLY SYMBOLS Demon amulet +4 ••
Symbol of fire and fury +4 30 Frostwolf pelt +4 ••
Symbol of the holy nimbus +4 32 ·Keicha's amulet +4 134
Symbol of unified defense +4 32 Lucky charm +4 .7
ORBS Medallion ofthe mind +4 .7
Orb of accuracy +4 33 M...dic's amulet +4 .7
RODS Periapt of proof against poison +4 .7
Darkspiral rod +4 34 ·Shadowdancer's cloak +4 105
Rod of obliterating wrath +4 3S Timeless locket +4 ••
Rod of the hag +4 3. RINGS
Rod of the pactbinder +4 3. Death song ring 70

STAFFS Grace ring of prowess 70
Staff of iron infusion +4 38 Shadowfell signet 73
Staff of spell blasting +4 40
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WAIST SLOT Tot~m of the world tre~ +4 47
Baldric of shielding 74 WANDS
• B~1t of breaching 114 Sharpshooter's wand +4 52 •

LEVEL 20 ITEMS 125,000 GP Wand of aptitude +4 52

ARMOR HANDS SLOT

Armor of shared valor +4 Leather, chain • • Dimensional gauntlets 114 '"
Counterstrike armor +4 Cloth, leather, hide 7 Many-fingered gloves .,
·Crystalline br~astplat~+4 leather, hide, 118 HEAD SLOT

chain, scale, plate Gibbering lump .,
Heal~r's armor +4 Hide, chain 9 'Sun sphere 118

Holy radianc~ armor +4 Chain 9 NECK SLOT
Shadow warlock armor +4 leather 12 Bloodgem shard +4 .5

•Shockweave armor +4 Cloth, leather 98 Bralani cloak +4 .5
Spectral plate +4 Plate 13 ·Cloak of burgeoning shadow +4 120
Supporting armor +4 Scale, plate 13 • Mantle of regrets +4 123

WEAPONS RINGS
• Rousing hammer +4 Hammer 95 Ring of action reversal 71
Battle spirit weapon +4 Axe, flail, hammer, ,. Ring of agUe thought 71

hvy blade, mace, spear Ring of enduring earth 71

• Blade of the eldritch Hvy blade 114 Ring of unfettered motion 73

knight +4 WAIST SLOT
• Reaper's axe +4 A.a 122 Diamond cincture 75
Runic weapon +4 Any " TATTOOS
Songbow of summoning +4 Bow, crossbow 22 Eager hero's tattoo 8.
Supreme skirmisher's 80w 24 LEVEL 21 IrrMS 225,000 GP

bow +4
'Thane blood weapon +4 Any melee 100 ARMOR

Gambler's suit +5 Leather
• Weapon of evil undone +4 Any 113

8

'Weapon of great Any melee 9. WEAPONS

opportunity +4
Challenge-seeking Any melee 17
w~apon +S

AMMUNITION (5,000 GP PER ITEM) Earth-wrought hammer +5 Hammer 17
Bending bullet +4 ,.
HOLY SYMBOLS

HANDS SLOT
Gloves of ice 59

·Champion's symbol +4 113
Symbol of daring +4 '9

HEAD SLOT

Symbol of protection +4 30
ES5enc~ of the wisp .,

ORBS RINGS

Orb of distance denial +4 B
Ring of heroic health 71

Orb of petrification +4 33
Ring of influence 72

RODS
Ring of traded knowledge 72

Rod of devilry +4 3S
·Rom Kala's tideshield ring 137

Rod of silver lClin +4 35 WAIST SLOT

Torch of misery +4 37
•Artificer's belt 129

STAFFS CONSUMABLES (9,000 GP PER ITEM)

Blastwarp staff +4 38
Flash flower 88
Rust bark 88·Queen's staff +4 117

Staff of wind +4 40 LEVU 22 ITEMS 325,000 GP
'Tempest staff +4 131 ARMOR
TOTEMS Armor of aegis expansion +S Cloth, leather •
Bloodhunter totem +4 43 •Armor of dwarven vigor +5 Chain, scale, plate 94
Dire totem +4 43 Bastion armor +5 Scale, plate •
F1am~h~art totem +4 44 Blackflock robe +5 Cloth •
Nine furies totem +4 44 Coruscating armor +5 Scale, plate 7
• Stern mountain totem +4 112 ·Oarkstrike armor +5 leather, hide 120
Totem of nature's balm +4 45 Death's brink armor +5 Scale, plate 7
Totem of the crashing tide +4 4. Hero's armor +5 Chain 9
Totem of the scouring wind +4 47 Marauder's armor +S Leather, hide 10
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"Mooncloth robes +5 Cloth 117 TOMES
"Radiant tempte uniform +5 Cloth '03 Dispelling tome +5 .,
Rat killer's coat +5 Cloth, leather 11 TOTEMS
Shadow hound armor +5 Hide 11 Earthfall totem +5 ••
·Shadow hunter hide +5 Hide '0. Roaring bear totem +5 .,
"Shipboard armor +5 leather 101 Totem of the harrier's claws +5 ••
Teleporting armor +5 Scale, plate ,. Totem of the night +5 ••
WEAPONS Totem of thunder's keeper +5 .7
Aftershock weapon +5 Any 15 HANDS SLOT
Boltshard crossbow +5 Crossbow 17 "Gauntlets of magical interchange 119
Duelist's bow +5 Bow 17 NECK SLOT
Entrapping weapon +5 Bow, crossbow 17 Amulet of double fortune +5 63
Farbond spellblade +5 Hvy blade, It blade 18 Amulet of elegy +5 63
Guardian's call +5 Any melee '9 Badge of the berserker +S ••
Harmonic songblade +5 Hvy blade, It blade 19 "Cloak of the crimson path +5 107
"Hungry spear +5 Spear 98 ·Deep~pocketcloak +5 97
"Infighting blade +5 lt blade, axe '0' "Eldritch medallion +5 114

(one-handed only) Lifesaving brooch +5 .7
"lion's heart hammer +5 Hammer 130 "Mantle of the golden general +5 123
Quicksilver blade +5 lt blade 11 "Necklace of fate +5 111
Rebounding weapon +5 Any ranged 11 "Scarf of reconciliation +5 132
Shadowrift blade +5 It blade 11 Talisman of terror +S .9
Supremely vicious Any ,.

RINGS
weapon +5 "Farndak's glittering ring 137

Totemic spear +5 Spear 2' WONDROUS LAIR ITEMS
Totemic warclub +5 Mace 15 All-seeing tlye 79
"Unbroken lanctl +5 Spear ", Gorgonblood mortar 81
Whistling songbow +5 Bow, crossbow 15

AMMUNITION (13,000 GP PER ITEM) 1J:V£L 23 ITEMS 425,000 GP

Onslaught arrow +5 17 ARMOR

HOLY SYMBOLS
Armor of tlnduring hulth +S Hide, chain •

loun-blessed symbol +5 18 "Armor of esstlnce Any 112

Symbol of branding +5 19 inviolate +S

Symbol of divintl force +5 19 Armor of sudden Cloth, leather •
Symbol of divine light +5 19 recovtlry +5

Symbol of foe turning +5 30 "Champion's hauberk +5 Chain, scale 113

'Symbol of GaJz +5 135 Gambit armor +5 Cloth, leather 8

Symbol of shared heallng +5 30 Holy adversary's armor +5 Cloth 9

Symbol of the first spirits +5 31 Kemstone armor +5 Scale, plate 9

"Symbol of the forgotten one +5 11. Mind armor +5 Scale, plate '0

Symbol of vigor +5 n "Mirrored plate +5 Plate 110

ORBS
Moon armor +5 Chain 10

Orb of heightened Imposition +5 33 Nightmare ward armor +5 Leather, hide 11

Orb of resilient tenacity +5 33 Predator's hide +5 Hide 11

Orb of visionary protection +5 3. Robe of avoidance +5 Cloth 11

RODS
Runic armor +5 Any 11

Rod of burgeoning memory +5 3.
Sanguine vestments +5 Cloth 11

Rod of stolen starlight +5 3S
"Skin ofagonies +5 Leather, hide 11.

Slime armor +S Scale, plate 13
Rod of thtl fickle servant +5 3.

Snaketongue robe +5 Cloth 13
STAFFS Spiderweb robes +5 Cloth 13
Moonsilver staff +S 38 Spiked jacket +5 Leather, hide 13
Staff of divinity +5 38 ·Tinkersuit +5 Leather 119
Staff of knives +5 39 Wall armor +5 Any
·Staff of the Far Wanderer +5

,.
117

Summoner's staff +5
Warmage's uniform +5 Cloth, leather 14

'0 Winged armor +5 Any ,.
Verdant staff +5 '0

WEAPONS
Aegis blade +5 Hvy blade, It blade 15
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Alfsair spear +5 Spear 15 Staff of resilience +5 39
'"Aura killer weapon +5 Any melee 15 Staff of sleep and charm +5 39
~

'Blade of vengeance +5 Hvy blade, It blade 103 Staff of the faithful arcanist +5 '0
<Blood fury weapon +5 Axe, hvy blade 17 TOMES ~

• Blood harvest blade +5 Lt blade 107 FrO:len tome +5 .,
'"*Bradaman's weapon +5 Hvy blade, axe, 110 Gossamer tome +5 .2 ~-hammer Mordenkalnen's tome +5 .2

Death mark weapon +5 Any 17 TOTEMS
Flesh grinder +5 Axe, hvy blade. polearm 18 Boar's charge totem +5 .3

-'
Frost fury waraxe +5 An 18 Bron:lewood coils totem +5 .3

"General's weapon +5 Polearm 123 • Death fang totem +5 106 -
Greal hunger weapon +5 Any melee 18 Fell beast totem +5 ••
Guardian's brand +5 Any melee 19 Iron bear totem +5 •• <
Hideous weapon +5 Flail. hammer, pick 19 life river totem +5 ••
*I>aci blade +5 It blade 108,110 Totem of the awakened bear +5 .5

Ravenelaw warblade +5 Hvy blade 21 Totem of the satyr's dance +5 .7

*Rhythm blade +5 It blade 97 Vengeful spirit totem +5 .7

"Rovikar's weilpon +5 Any 135 ARMS SLOT
• Scorpion tall blade +5 It blade 131 • Delbanlan vambraces 125
·Serpent's kiss bow +5 Oow 131 Executioner's bracers 5.
'Shepherd's arms +5 Polearm, spear 119 HEAD SLOT
Shrieking songbow +S Bow, crossbow 21 lenses of Ihe luminary 62
Songbow of vanishment +5 Bow, cfossbow 23 NECK SLOT
Targeting weapon +5 Bow, crossbow 2' Amulet of warding +5 63
Unforgettable cudgel +5 Mace 25 *Baffllng cape +S 96
*Warding blade +S It blade 103 Cloak of the desert +5 65
Writhing vine weapon +5 Any melee 25 Courtier's cape +5 66
AMMUNITION (17,000 GP PER ITEM) • Fleece of renewal +5 111
Attention-stealing bullet +5 26 Necklace of keys +S 67
Bolt of clumsiness +5 26 Drc's-eye amulet +5 67
Bolt of tfanslt +5 26 "Pavlse charm +5 101
Dispelling bolt +5 26 Possum amulet +5 68
Flrestorm afrow +5 26 • Resplendent cloak +5 10'
Freuing arrow +5 27 5eashimmer cloak +5 68
lightning arrow +5 27 Shroud ofravens +5 68
Space-shlfling bolt +5 27 • 5pidersilk mantle +5 109
Spider bolt +5 27 • Star-strewn scarf +5 118
Summoning bullet +5 28

RINGS
Surprise bullet +S 28 Greater ring of invisibility 71

HOLY SYMBOLS "Ring of Hrumdar's halls 137
Convert's symbol +5 28 Ring ofthe risen 72
Symbol of brawn +5 29 WONDROUS LAIR ITEMS
5ymbol of defense +5 29 Arcane laboratory 79
Symbol of prayers recovered +5 30 Austere dojo 79
Symbol of the champion's code +5 31 Holy shrine 81
Symbol of the radiant flame +5 32 Sacred glade 81

ORBS TATIOOS
Orb of repeated imposition +5 33 Breakchain tattoo 87
Orb of supplementary force +5 3' Demonskin tattoo 07

RODS L£V£L 24 IrrMs 525,000 GPBattle-pact rod +5 3'
Hexer's rod +5 3' ARMOR

Rod of divinity +5 35 Armor of dark deeds +5 leather, hide 6

Dauling plate +5 Plate 7
5pider rod +5 37

Demonscale +5 Scale 8
STAFFS

Formidable armor +5 Hide, chain 8
Spellshaper's staff +S 38

Genasi soul armor +S leather, hide 8
Staff of luck and skill +5 39

Great cat armor +5 Hide 9
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Ufefont armor +5 Hide '0 TOTEMS
Magnetic armor +5 Scale, plate 10 Avalanche's wake totem +5 4'
Parchment armor +5 Cloth, leather 11 Panther totem +5 45

$<ale of the serpent +5 Scale 11 Razor talon totem +5 45

Serpentine armor +5 Scale 11 Totem of new beginnings +5 45

Spirit armor +S Chain 13 Totem ofthe ravenous beast +5 47
Time link armor +5 Chain '4 'Totem ofthe severed eye +S ,.7
Translocatlng armor +S Any 14 Totem of winter's scorn +5 47

WEAPONS Wildfire totem +5 47
Avalanche hammer +5 Hammer 15 Winterwood totem +5 48
Banishing spellblade +5 Hvy blade, It blade '6 WANDS
Blood drinker +5 AICe, hvy blade 16 Cursing wand +5 48
• Dragontooth blade +5 Hvy blade 130 Diamond wand +5 49
Echoing songblade +S Hvy blade, It blade 17 Hawthorn wand +5 49

• Harmony blade +S Hvy blade .7 Iron wand +5 4'
Impaler's pick +5 Pick 20 Master's wand of eyes of the vestige +S s.
Incisive dagger +5 Dagger 2. Master's wand of illusory ambush +5 s.
Intensifying weapon +5 Any 2. Master's wand of misdirected mark +S 51
• Kamesti crossbow +5 Crossbow '0' Master's wand of phantom bah +5 51
Master's blade +5 Hvy blade, It blade 2. Master's wand of spiteful glamor +5 51
Maw of the guardian +5 Any melee 2. Master's wand of vicious mockery +5 51
Screaming bow +5 Bow 21 Shielding wand +S 52
Songbow of lullabies +5 Bow, crossbow 22 Wand of allure +5 52
Soul drinker weapon +5 Any melee 23 Wand of thunderous anguish +5 52
Space-bending weapon +5 Hvy blade, It blade 23 ARMS SLOT
Stormbiter warblade +5 Hvy blade, It blade 23 'Bracers of zeal +5 ,.,
•Sword of melancholy +5 Hvy blade, It blade 124 Trapping shield 56
• Weapon of arcane Hvy blade, It blade ,.2 FEET SLOT

bonds +5 • Boots of Caiphon 125
• Weapon of cruel Any melee 114 Fey warrior's boots 58

persuasion +5 • Propellant boots 129
Weapon of oaths Any melee 25 'Swift-step boots +5 115

fulfilled +5 HANDS SLOT
AMMUNITION (21,000 GP PER ITEM) Gauntlets of blood 58
Arrow of revelation +5 26 HEADStOT
Forbiddance bolt +5 26 "oun's name 127
HOLY SYMBOLS NECK SLOT
Symbol of fire and fury +5 3. Amulet of vigor +S 63
Symbol of reflection +5 3. Assassin's cloak +5 64
Symbol of the holy nimbus +S 32 Chaos cloak +S 6S
Symbol of unified defense +5 32 Cloak of the bat +5 6S
ORBS 'Cloak of the lion's mane +S .8
Orb of accuracy +S 33 Cloak of the shadowthief +5 6S

RODS Cloak of translocation +5 66
Darksplral rod +S 34 'Crimson cloak +5 122
Rod of obliterating wrath +5 3S Demon amulet +S 66
Rod of the hag +5 36 Frostwolf pelt +5 66
Rod ofthe pactblnder +5 36 'Keicha's amulet +S 134
STAFFS lucky charm +5 67
Staff of iron Infusion +5 38 Medallion of the mind +5 67
Staff of spell blasting +S 40 Medic's amulet +S 67

TOMES Periapt of proof against poison +S 67
Deck of spells +S 41 'Shadowdancer's cloak +5 ,.5
Tome of crushing force +S 42 Soul shard talisman +5 69
Tome of enduring creation +5 42 Timeless locket +S 6.

Tome of striking lightning +S 42 RINGS
Toxic tome +5 43 'Golden ring ofTeros 137



Ring of battlements 71 STAFFS
'"Ring of focus 71 Blastwarp staff +5 38 '"-WONDROUS LAIR ITEMS ·Queen's staff +5 117 '"Ch'lOdelier of revelation 80 Staff of wind +5 40 <
~

TATTOOS *Temp6t staff +S 131 :;;Firehearl tattoo 87 TOTEMS ~

Tattoo of arcane blood 84 Bloodhunter lotem +5 -43
Tattoo of the shared heart 8. Dire totem +5 43 X
CONSUMABLES (11,000 GP PER ITEM) Flameheart totem +5 44 -

0Immurement of arcane suspension 89 Nine furies totem +5 44 Z
Immurement ofthe abandoned throne 90 *Stern mountain totem +S 112 '"Q.Immurement of the blood vine 90 Totcm of nature's balm +5 45 Q.

LIYEL 25 IITMS 625.000 GP
Totem of the crashing tide +5 4. <
Totem of the scouring wind +5 47ARMOR
Tolem of the world tree +5 47Armor of shared valor +5 Leather, chain • WANDSCounterstrike armor +5 Cloth, leather, hide 7

*Crystalline breastplate +5 Leather, hide, 118
Sharpshooter's wand +S 51
Wand of aplitude +5 51chain..scale, plate

ARMS SLOTHealer's armor +5 Hide, chain 9
Holy radiance armor +5 Chain 9 Deathward shield 54

5hadow warlock armor +5 Leather 11 HANDS SLOT

'Shockweave armor +5 Cloth~ leather 98 ·Resplendent gloves 104
Spectral plate +S Plate 13 'lehir's gloves 117
Supporting armor +5 Scale, plate 13 NECK SLOT

WEAPONS Bloodgem shard +5 .5
'Rouslng hammer +5 Hammer 95 Bralani cloak +5 .5
Battle spirit weapon +5 AIU!, flail, hammer, ,. • Cloak of burgeoning shadow +5 110

hvy blade, mace, spear • Mantle of regrets +5 113
• Blade of the eldritch Hvy blade 114 Periapt of wound closure +S .7

knight +5 RINGS
·Reaper's axe +5 A" 112 *Haggaron's ring of conlrol 137
Runic weapon +5 Aoy " WONDROUS LAIR ITEMS
Songbow of summoning +S Bow, crossbow 12 Magic weapon rack 81
Supreme skirmisher's Bow 24 TATTOOS

bow +5 Tattoo of vengeance 85
·Thane blood weapon +S Any melee 100 CONSUMABL.ES(lS,OOO GP PER ITEM)
• Weapon of evil undone +5 Aoy 113 Immurement of the dragon boneyard 90
• Weapon of great Any melee 9.

LEVEL 26 ITEMS 1,125,000 GPopportunity +5
ARMOR

AMMUNITION (25,000 GP PER ITEM)
Gambler's suit +6 Leather 8Bending bullet +S 1.
WEAPONSPhasing arrow +S 11
Challenge-seeking Any melee 17HOLY SYMBOLS

weapon +6
'Champion's symbol +5 113

Earth-wrought hammer +6 Hammer 17loun stone of divine Imowled~+S 18
ARMS SLOTSymbol of daring +5 19
Flameward shield 54Symbol of protection +S 30
Stormward shield 5.ORBS
Winterward shield 5.Orb of distance denial +5 33
FEET SLOTOrb of petrification +5 33
Clearing cleats 57RODS
HANDS SLOTRod of devilry +5 3S
• Hands of Hadar 115Rod of sliver rain +5 35

*Rod of Ulban +5 11. RINGS

Torch of misery +5 31
·Bloodshard ring 114
• Kartan's void ring 131
Ring of guarded will 71
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TATTOOS
Symbol of the first spirits +6 31

Ghostwalk tattoo 87 • Symbol of the forgotten one +6 114

CONSUMABlES (4S,000 GP PER ITEM) Symbol of vigor +6 n

Immurement of seething scoria 8. ORBS

Immurement of the vengeful river ., Orb of heightened imposition +6 3J

LEVEL 27 ITEMS 1,625,000 GP
Orb of resilient tenacity +6 3J

Orb of visionary protection +6 '4

ARMOR RODS
Armor of aegis (loth, leather • Rod of burgeoning memory +6 '4

expansion +6 Rod of stolen starlight +6 35

•Armor of dwarven Chain, scale, plate '4 Rod of the fkkle servant +6 ,.
Vigor +6 Rod of the risen dead +6 37

Bastion armor +6 Scale, plate •
Blackflock robe +6 Cloth • STAFFS

Coruscating armor +6 Scale, plate 7 Moonsilver staff +6 ,.
"Darkstrike armor +6 leather, hide no Staff of diVinity +6 ,.
Death's brink armor +6 Scale, plel.e 7 Staff of knives +6

,.
Gallant armor +6 Plate • ·Staff of the Far Wanderer +6 117

Hero's armor +6 Chain • Summoner's staff +6 40

Marauder's armor +6 leather, hide 10 Verdant staff +6 40

·Mooncloth robes +6 Cloth 117 TOMES

·Radiant temple uniform +6 Cloth 101 Dispelling tome +6 41

Rat kilter's coat +6 Cloth, leather 11 TOTEMS

Shadow hound armor +6 Hide n Earthfalltotem +6 44

·Shadow hunter hide +6 Hide '0. Roaring bear totem +6 45

•Shipboard armor +6 leather 101 Totem of the harrier's claws +6 4.

Teleporting armor +6 Scale, plate 14 Totem of the night +6 4.

WEAPONS
Totem of thunder's keeper +6 47

Aftershock weapon +6 Any 1S FEU SLOT

Boltshard crossbow +6 Crossbow 17 ·Time-jumping boots 118

Duelist's bow +6 Sow 17 HANDS SLOT

Entrapping weapon +6 Bow, crossbow 17 Great hero's gauntlets 5.

Farbond spellblade +6 Hvy blade, It blade " HEAD SLOT

Guardian's call +6 Any melee " Firebird
.,

Harmonic songblade +6 Hvy blade, It blade " •Mirrored mask 175

• Hungry spear +6 Spear •• Philosopher's crown .,
"Infighting blade +6 lt blade, axe 101 NECK SLOT

(one-handed only) Amulet of double fortune +6 .,
• lion's heart hammer +6 Hammer 130 Amulet of elegy +6

.,
Quicksilver blade +6 It blade 21 Badge of the berserker +6 .4

Rebounding weapon +6 Any ranged 21 ·Cloak of the crimson path +6 ,.7

Shadowrift blade +6 lt blade 21 • Deep-pocket cloak +6 '7

Supremely vicious Any 14 • Eldritch medallion +6 114

weapon +6 lifesaving brooch +6 .7

Totemic spear +6 Spear 24 • Mantle of the golden general +6 1B

Totemic warclub +6 Mace 25 ·Necklace oHate +6 ",

• Unbroken lance +6 Spear ", 'Scarf of reconciliation +6 m

Whistling songbow +6 Bow, crossbow 25 Talisman of terror +6 ••
AMMUNITION (6S,000 GP PER ITEM) RINGS

Onslaught arrow +6 77 •Avandra's ring 17.

HOLY SYMBOLS
·Ring of Khirad 176

loun-blessed symbol +6 'S TATTOOS

Symbol of branding +6 ,. Resurgence tattoo .4

Symbol of divine force +6 2. Tattoo of the wolverine .5

Symbol of divine light +6 ,. CONSUMABlES (6S,000 GP PER ITEM)

Symbol of foe turning +6 '0 Clay of creation '7

·Symbol of Gaj;t +6 135

Symbol of shared healing +6 10
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LEVU 28 IHMS 2,125,000 GP AMMUNITION (85,000 GP PER ITEM)
ARMOR Attention·stealing bullet +6 16
Armor of enduring health +6Hide, chain 6 Bolt of clumsiness +6 16
•Armor of essence Ao, m Bolt of transit +6 16

inviolate +6 Dispelling bolt +6 16
Armor of sudden Cloth, leather 6 Firestorm afrow +6 16

recovery +6 Freezing afrow +6 17
Champion's hauberk +6 Chain, scale 113 Lightning afrow +6 17
Gambit armor +6 Cloth, leather 8 Space-shifting bolt +6 17
Holy adversary's armor +6 Cloth 9 Spider bolt +6 17
Kemstone armor +6 Scale, plate 9 Summoning bullet +6 18
Mind armor +6 Sule, plate 10 Surprise bullet +6 18
Mirrored pia Ie +6 Plate 110 HOLY SYMBOLS
Moon armor +6 Chain 10 Convert's symbol +6 18
Nightmare ward armor +6 leather, hide 11 Symbol of brawn +6 19Predator's hide +6 Hide 11 Symbol of defense +6 19Robe of avoidance +6 Cloth 11 Symbol of prayers recovered +6 30Runic armor +6 Ao, 11 Symbol of the champion's code +6 31Sanguine vestments +6 Cloth 11 Symbol of the radiant flame +6 31"Skin of agonies +6 Leather, hide 11. ORBS
Slime armor +6 Scale, plate 13 Orb of repeated jmposition +6 33Snaketongue robe +6 Cloth 13 Orb of supplementary force +6 3'Spidersweb robes +6 Cloth 13 RODS
Spiked jacket +6 leather, hide 13 Battle-pact rod +6 34"Tinkersuit +6 leather 119 Hexer's rod +6 34Wall armor +6 Ao, ,. Rod of divinity +6 35Warmage's uniform +6 Cloth, leather ,. Spider rod +6 37Winged armor +6 Ao, ,. STAFFS

WEAPONS Spellshaper's staff +6 38Aegis blade +6 Hvy blade, It blade 15 Staff of luck and skill +6 39Alfsair spear +6 Spear 15 Staff of resilience +6 39Aura killer weapon +6 Any melee 15 Staff of sleep and charm +6 39"Blade of vengeance +6 Hvy blade, It blade 103 Staff of the faithful arcanist +6 .0Blood fury weapon +6 Axe, hvy blade 11 TOMES"Blood harvest blade +6 Lt blade 107 Confounding tome +6

""Bradaman's weapon +6 Hvy blade, axe, 110 Frozen tome +6

"hammer Gossamer tome +6 .,Death mark weapon +6 Aoy 11 Mordenkainen's tome +6 .,Flesh grinder +6 Axe, hvy blade, polearm 18 TOTEMSFrost fury waraxe +6 A.. 18 Boar's charge totem +6 .3"General's weapon +6 Polearm 113 Bronzewood coils totem +6 .3Great hunger weapon +6 Any melee 18 "Death fang totem +6 106Guardian's brand +6 Any melee '9 Fell beast totem +6 ••Hideous weapon +6 Flail, hammer, pick 19 Iron bear totem +6 ••"Pact blade +6 It blade 108~ 120 Ufe river totem +6 ••Ravendaw warblade +6 Hvy blade 71 Totem of the awakened bear +6 .5"Rhythm blade +6 It blade 97 Totem of the satyr's dance +6 .7"Rovikar's weapon +6 Ao, 135 Vengeful spirit totem +6 .7"Scorpion tail blade +6 lt blade 131 WANDS"Serpent's kiss bow +6 80w 131 • Feyshard wand +6 115"Shepherd's arms +6 Polearm, spear 119
HEAD SLOTShrieking songbow +6 Bow, crossbow 71 ·Crown of stuttered time 118Songbow of vanishment +6 Bow, crossbow 13
NECK SLOTTargeting weapon +6 Bow, crossbow ,.
Amulet of warding +6 63Unforgettable cudgel +6 Mace 15
• Bafning cape +6 96"Warding blade +6 lt blade 103
• Bane's collar +6 116Writhing vine weapon +6 Any melee 15
Cloak of the desert +6 65

•
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Courtier's cape +6 66 Screaming bow +6 Bow 11
• Fleece of renewal +6 ", Songbow of lullabies +6 Bow, crossbow 12
Necklace of key... +6 67 Soul drinker weapon +6 Any melee 13
Orc's-eye amulet +6 67 Space-bending weapon +6 Hvy blade, It blade 13
• Pavise charm +6 101 Stormbiter warblade +6 Hvy blade, It blade 13
Possum amulet +6 68 • Sword of melancholy +6 Hvy blade, It blade 114
• Re...plendent dO<lk +6 10' • Weapon of arcane Hvy blade, It blade 102
Seashimmer cloak +6 68 bonds +6
Shroud of ravens +6 68 • Weapon of cruel Any melee 114

• Spidersilk mantle +6 109 persuasion +6
• Star-strewn ...carf +6 118 Weapon of oaths Any melee lS

RINGS fulfilled +6

Ring of fearle......ness 71 AMMUNITION (105,000 GP PER ITEM)
Ring of windows 73 Arrow of revelation +6 26

WAIST SLOT Forbiddance bolt +6 26
Sash of heroic inspiration 75 HOLY SYMBOLS
Sash of regeneration 75 Symbol of fire and fury +6 30
TATTOOS Symbol of reflection +6 30
Fleet hero tattoo 87 Symbol of the holy nimbus +6 31

Greatwing tattoo 87 Symbol of unified defense +6 31

Ironheart tattoo 86 ORBS
Strongheart tattoo 86 Orb of accuracy +6 33
CONSUMABlES (85,000 GP PER ITEM) RODS
Immurement of baleful gossamer 89 Darkspiral rod +6 3'
Immurement of the mordant hideaw;ly 91 • Pelor's Kepter +6 127
Immurement of the strident statuary 91 Rod of obliterating wrath +6 3S
Silver sand 88 Rod of the hag +6 36
VOrteK stone 88 Rod of the pactbinder +6 36

LEVEL 29 ITEMS 2.625.000 GP STAFFS

ARMOR
Staff of Iron infusion +6 38

Armor of dark deeds +6 Leather, hide 6 Staff of spell blasting +6 .0

Dazzling plate +6 Plate 7 TOMES

DemonKale +6 Scale 8 Deck of spell... +6 .,
Formidable armor +6 Hide, ch;lin 8 Tome of cru...hing force +6 .2

Genasi soul armor +6 Leather, hide 8 Tome of enduring creation +6 .2

Great cat armor +6 Hide 9 Tome of striking lightning +6 .2

Ufefont armor +6 Hide 10 Toxic tome +6 .3

Magnetic armor +6 Scale, plate 10 TOTEMS

Parchment armor +6 Cloth, leather 11 Avalanche's wake totem +6 '3
Scale of the serpent +6 Scale 12 Panther totem +6 '5
Serpentine armor +6 Scale 12 Ral.or talon totem +6 '5
Spirit armor +6 Chain 13 Totem of new beginnings +6 '5
Time link armor +6 Chain "

Totem ofthe ravenous beast +6 .7

Translocating armor +6 Any ,. ·Totem of the severed eye +6 107

WEAPONS Totem of winte"s Korn +6 .7

Avalanche hammer +6 Hammer 15 Wildfire totem +6 47

Banishing spellblade +6 Hvy blade, It blade 16 Winterwood totem +6 '8
Blood drinker +6 Axe, hvy blade 16 WANDS
• Dragontooth blade +6 Hvy blade 130 Cursing wand +6 '8
Echoing songblade +6 Hvy blade, It blade 17 Diamond wand +6 '9
• Harmony blade +6 Hvy blade 97 Hawthorn wand +6 .,
Impaler's pick +6 Pick 20 Iron wand +6 .,
Incisive dagger +6 Dagger 20 Master's wand of eyes of the vestige +6 50

Intensifying weapon +6 Any 20 Master's wand of illusory ambush +6 50

• Kamesti crossbow +6 Crossbow 101 Master's wand of misdirected mark +6 51

Master's blade +6 Hvy blade, It blade 20 Master's wand of phantom bolt +6 51

Maw of the guardian +6 Any melee 20 Master's wand of spiteful glamor +6 51
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Mastcr's wand of vicious mockery +6 51 ·Weapon of evil undone +6 Any 113
'"Shielding wand +6 51 • Weapon of great Any melee 96 "--Wand of allure +6 51 opportunity +6 '"Wand of thunderous anguish +6 51 AMMUNITION (125,000 GP PER ITEM) f"

ARMS SLOT Bcnding bullet +6 16 :<
• Bracers of :leal +6 103 Phasing arrow +6 17 '"
FEET SLOT HOLY SYMBOLS

f--
·Swift-step boots +6 115 ·Champion's symbol +6 113 X
HEAD SLOT loun stone of divine knowledge +6 18 -

Q
Crown of victory 61 Symbol of daring +6 19 Z

NECK SLOT Symbol of protection +6 30 '"Co
Amulet of vigor +6 63 ORBS Co

Assassin's cloak +6 64 Orb of distancc denial +6 33 <
Chaos cloak +6 65 Orb of petrification +6 33

Cloak of the bat +6 65 RODS
·Cloak ofthe lion's mane +6 98 Rod of devilry +6 35
Cloak of the shadowthief +6 65 Rod of sliver rain +6 35
Cloak of translocation +6 66 ·Rod of Ulban +6 116
·Crimson cloak +6 111 Torch of misery +6 37

Demon amulet +6 66 STAFFS
·Far·step amulet +6 115 Blastwarp staff +6 38
Frostwolf pelt +6 66 ·Queen's staff +6 117

• Keicha's amulet +6 134 ·Staff oftime +6 118
Lucky charm +6 67 Staff of wind +6 40
Medallion of the mind +6 67 ·Tempest staff +6 131
Medic's amulet +6 67 TOTEMS
Periapt of proof against poison +6 67 Bloodhunter totem +6 43
·Shadowdancer's cloak +6 105 Dire totem +6 43
Soul shard talisman +6 69 Flameheart totem +6 44
Timeless locket +6 69 Nine furies totem +6 44
RINGS ·Stern mountain totem +6 111
• Ring of free time 118 Totem of nature's balm +6 45

LEVU 30 ITEMS 3,125,000 GP Totem of the crashing tide +6 46

ARMOR
Tott!cm of the scouring wind +6 47

Armor of shared health +6 Chain 6 Totcm of the world tree +6 47

Armor of shared valor +6 leather, chain 6 WANDS

Counterstrike armor +6 Cloth, leather, hide 7 Sharpshooter's wand +6 51

·Crystalline breastplate +6 leather, hide, chain, 118 Wand of aptitude +6 52

scale, plate ARMS SLOT

Healer's armor +6 Hide, chain 9 Shield of ultimate protection 55

Holy radiance armor +6 Chain 9 HEAD SLOT

Shadow warlock armor +6 leather 11 Gibbering lump 61

·Shockweave armor +6 Cloth, leather 98 NECK SLOT
Spectral plate +6 Plate 13 Bloodgem shard +6 65

Supporting armor +6 Scale, plate 13 Bralanl cloak +6 65

WEAPONS ·Cloak of burgeoning shadow +6 110

·Rousinghammer +6 H.llnmer 95 • M;iIIltie ofregrets +6 113

Battle spirit weapon +6 Axe, flail, hammer, 16 Pcriapt of wound closure +6 67

hvy blade, mace, spear RINGS
• Blade of the eldritch Hvy blade 114 Dauntless champion's ring 70

knight +6 WAIST SLOT
• Reaper's axe +6 A.. 111 Diamond cincture 75

Runic weapon +6 Any 21 Wraith's cord 75

Songbow of summoning +6 Bow, crossbow 11 WONDROUS ITEMS
Supreme skirmisher's Bow 14 ·Vecna's punle box 117

bow +6 TATTOOS
·Thane blood weapon +6 Any melee 100 Eager hero's tattoo 86
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MAKE YOUR

WISHES
COME TRUE

YOU\'C just defeated the monsters, and in the back of

their lair you find an old wooden chest atop a pile of

bones and fUSty weapons. Through the keyhole spills a

wondrous golden light. What magical treasures will you

find inside?

This DUNGEONS & DRAGONS· game supplement presents

hundreds of new magic items. including weapons,

armor. ammunition. tomes. totems. and wondrous itelllS

appropriate for any 0&0- campaign. This rook also

introduces item sets. thematically linked collections of

equipment that gram additional powers when the gear is

worn by a single character or multiple party members.
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