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Wond rous Items 76

\oVondrous Lair Items 79
"l"alloos 83
Consumablcs 87

!leagellls 87
Immuremcnts 88

Chaptcr 2: Itcm Sets takes the idea ofmagic items as
na\'or de\'iees one step further. Each of the morc than
30 sections in lhis cltilplcr tells lhe story ofa group of
ilems that have a common origin or theme. Each itcm
is tailorcd for one of the three ticrs of play-heroic.
paragon. or epic. Although any of these items can be
used individually. a charactcr who owns and uses
more than one item ofa set gains all additional bellent
beyond whatthc items themselves imparl.

Alternatively. an item mighl be part ofa group SCI,

These collections ofitellls arc special becausc they
provide additional bencllts based on how lllany dif­
ferent members of'llI ach'enturing party wield one or
more of the items in thc SCI,

ITEM SETS

ITEM TABLES
Finally. 110 book ofthis son would be complete with·
alit a collection oftablcs to sUIlHllilrize its contellts.
The tables in thc appendix ofAdl'cllfurcrs Vaul12 arc
organized by level and by Iypes of items within each
level. so that a OM looking to n II out a trcasure parcel
and a player making up a wish list Ciln both easily nnd
what they need.

2: ITEM SETS 92
Ilcraie Ticr Item Sets 94-
Paragon Tier Itelll Sets 104
Epic Tier Item Sets 124
Group Sets 130

APPENDlX: ITEM TABLES 138

t\dl'i?nlurers Vauh 2 is a successor and a companion
10 the t\cJvelliurers Vau" supplemelll. In it you'lI nnd
a wide selection of magic items to ilugment those
presented in its predecessor as well as in the Players
Handbook. Players llandbook 2. and olher sources.

More than just a cont iIluation. though. Adventurers
Vaul12 pllts fOrlh a fewildvances in the way Ihat lllagic
items arc presented and conccptualized.

MORE MAGIC ITEMS
Chapter I: Magic hems givcs players and OMs C\'CIl

morc choices for gcar and good ies to Olllnt charac-
tcrs and to scrve as treasure. In add ilion to thc lIsual
cillegorics (armor. weapons. rings. and so forth). this
chaplcr has sections for lwo kinds orilllplcmcllls­
lomes and totcms-thal have been added to the ginne
sinee Ac/I'clllurer's Vaillt was published. [I also breaks
new ground with lair items. which bring new meaning
to the term "comforts of home"; tilllOOS'. for those who
wilntthe ultimate in portability lor their magic: ilnd
immurcmcnts. a form ofconsllluabic item that enables
its owner to actually reshape Ihe b..11tlcncld.

Sidebars throughout this chapter highlighl particu­
lar itcms. providing namr in the form ofbi,ckground
stories and offering one or two ideils for how the item
can be worked into an adventure plol. Magic items
can bc morc thall just possessions-they can be the
stuff of which elll ire campaigns ilre built.

I: MAG1C lTEMS .4

Arnlor.............. . 6
Weapons 15
Ammunition 25
Iioly Symbols 28
O~ 32
Rods 34-
Staffi............ . 37
TonJes 41
TOlcms 43
Willlds....................................... . .. 4-8
Arms Slot Itcms 52
Fect Slot Itcllls . .. 57
Hands Slot Items 58
Head Slot Items 61
Neck Slot Items 63

MOR MAGIC IT MS
hapt I' J: Magi It m gi e pIa er and OM even
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Se\'Crnl of the item descriptions arc augmented by
sidebars Ihm offer lore or background about the
item. plus one or more 3(hellture hooks im'olving
the item and how the characters might acquire it.

WHEREVER ONE Iral'cls throughoullhe
world (and I>c)'ond). magic items arc highly sought
after for Ihcir benefits both sIllaII and large.

Ad\'ClIllITCrs seck oUllllagicallreasures to help
thelll achic\'c their &'Oals. Many of those treasures
have hi.slories thai inspire rumors and spawn quests.

Thl.. chapler prescnts morc magic items to fill oul
adv('llIurcrs' wish Iisls.
• Armor: ~trollg mmcrials and protccti\'c magic

keep blades ilnd :lrrows away from )'our ncsh.
+ Weapons: Strike fear inlo your enemies when you

\\ idel a weapon of power.
+ Ammunition: Arrows. bolts. ilnd sling Slanl'S gh'c

)'ou a combat edge <II range.
• I mplemCJlls: Iioly symbols. orbs. rods. slafTs,

tOllle... totems, and wa nds chanllc! )'our magic and
gram 'l>cd,.1 bellefits.

+ Arms Sial Items: Shields 10 guard YOll and
braCer'iIO slIIlte your foes.

+ Feel Slot Items: When you need to 1110ve quicker.
JUIIlP farther, or dodge belter, step illlo one of
1he'ie items.

+ I-lands 5101 Items: M'lgic gloves and gauntlets IlOt

only keep your hands warm bllt keep yOIl alh'e.
+ 1·lead Slot Items: M'lgic 10 bolster the mind, body,

.md spirit.
+ Neck 5101 Items: Improve )'our defenses in style!
+ Rings: Jewelry imbued wilh powerful and varied

enchantmel1t~.

+ Waist Slot Items: These items can improve your
health and increase your skills-as well as hold
your pallts up.

+ Wondrous Items: Strange and fantastic items
with a wide rall!.'C of uses.

+ Lair Items: New wondrous items to enhance your
base ofopermions.

+ Tattoos: The best thing about magic ofthc ncsh
is thm it's inseparable from )'ou.

+ Consumables: Use these one·shol items to get
out ofa tough "ituation.
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65,000 gp
325.000 gp

1,625.000 gp
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ARMOR ~
,

No (If/(lck is 100 clewlslnlin8 to be turned nside.

Armor is an illlcgral part ofilny aclvcntll rer's gea r.
Fromlhc WiZilrCl'S robes ilnd the barbarian's hide to
tlte b.lrCl'S chainlllail and the paladin's p1:ltc. armor's
protection is ilvailable to evcry hero.

Enchantments improve the wearer's Armor Class.
whether by fi llillg plate il rmor's gaps with shields of
force or hardening Icather armor irllO something that
call stop a ballista shot. Seasoned advent Lifers Ciln

depend all magic armor 10 prOlccllhem even frolll
the teelh of all :lI1cicnl wynn.

At least sOllle orthe time.

Armor of Aegis Expansion Level h
/:lecks of1ll118fca1jorcc swfrlllrtlllllJ fhis lIn'll armor, (()IllesciutJ
10 deflect <1(fllCk!; llyuht51 you andJour wlllplln/olls.

LvI 2 +1 520gp Lvl17 +4
Lvi 7 +2 2.600 gp Lvl22 +5
Lvl12 +3 13.000gp Lvl27 +6
Armor: OOlh, leather
Enhilncement: AC
Power (Encounter~ Immediate Interrupt. Tri88f!r: A crea·

ture you have marked with your ae8is ofshieldin8 power
targets you and at least one of your allies with an attack.
Effect: The damage of the lriggerlng crealure's attack
damage [s reduced by 5 + the armor's enhancement
bonus.
Level 12 or 17: 10 + enhancement bonus.
level 22 or 27: 15 + enhancement bonus.

Armor of Shared Health Level 30

1111s yolden cJrnlnmlli/yrol\'S with divinc ('new l/rlll hcalsJOu
wlren )tJu help ot/wr$.

Lvl30 +6 3,125.000 gp
Armor: Chain
Enhancement: AC
Property. When you use a healing power that benefits an

ally, you also regain nit points equal to one-half the nil
points lhat ally regains.

Armor of Shared Valor Lcvd 15+

\V/U'/1 you exlrort your 1I11il!S 10Jlnd (OUnine. JOlJJln1/ il )'Ours<'lf.

Lvi 15 +3 25,000 gp Lvi 25 +5 625.000 gp
Lvi 20 +4 125,000 gp Lvi 30 +6 3,125,000 gp
Armor: Leather. chain
Enhancement: AC
Property: When you use a power lhat grants an ally a bonus

to any defense. you gain an equal bonus of lhe same lype
to the same defense. This bonus lasts until the power's
effece ends or until the end of your next turn.

Armor of Sudden Recovery level 3..
YOII sllrllY offdellill)' WtUlili011S eMil)' hr litis Sl'l'ple ,mnor.

Lvi 3 +1 680gp Lvl18 +4 8S,000gp
LvI 8 +2 3,400 gp Lvi 23 +5 425,000 gp
Lvl13 +3 17.000gp Lvl28 +6 2,125.000gp
Armor: Cloth. leather
Enhancement: AC
Property: You gain a +1 Ilem bonus to saving throws against

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

power when you're laking ongoing damage. The ongo·
Ing damage ends, and you gain regenerallon equal to
lhe amount of the ongOing damage unul the end or the
encounter.

Armor of Dark Deeds Levell 4-

Armor of Enduring Health ll"ve[ 23 ..
\VhJlt' \\~"Iritln lllls nrrllOr,)"ou C/lIl dm", more decply all your

imr,'r I'1'sourct'S.

SwirIJn8 with Slllldows, lllis IIrmar musl:s JOU from Jour
enemies.

32S.000 gp
l62S.000gp

325,OOOgp
1.625,000 gp

Lvl22 +S
Lvl27 +6

Lvi 22 +5
Lvl27 +6

Lvi 7 +2 2,600 gp
Lvl12 +3 13,000 gp
Lvi 17 +4 65,000 gp
Armor: Scale, plate
Enhancement: AC
Power (Encounter~Minor Action. You end a mark on you

or an ally adjacent to you.

Bastion Armor Level 7+

\ \'mf'J'e,1 in Ilris IUlll.'fC,1 Murk riO/II. )'011 mn britjly IfllII90nll
luto uJlock "f fIll'l.'l1S.

Lvl12 +3 13.000 gp
Lvl17 +4 65,000 gp
Armor: Cloth
Enhancement: AC
Power (Daily): ImmedIate ReactIon. Tri88er. You take

damage from an allack. Effect: You Oy 8 squares and be·
come Insubstantial until the start of your next turn.

Blackflock Robe Level 12'

This hlocly urmor. l1suully trllJle,J In till' dWlln'en style, is a
JUl'Orilt' oJdwlln'l!n "ifelll't'l"s.525,000 gp

2,625.000 gp
Lvl24 +5
Lvi 29 +6

Lvl14 +3 HOOOgp
Lvl19 +4 105,000 gp
Armor: Leather. hide
Enhancement: AC
Property: When you attack an enemy that Is granting

combal advantage to you, you gain concealmenl until the
end of your next turn.

Lvi 23 +5 425.000 gp Lvl28 +6 2,125,000 gp
Armor: Hide, chain
Enhancement: AC
Property: You call use your second wind one additional time

per encounter.

CHAPTER I I MaB;e "ems
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ARMOR J

Level3-!-

L~vcl I ~+

lIul courall ,)'Ouj1nd il)'Oll elf.

Lvi 25 +5 615,000 gp
Lvi 30 6 3,125,000 gp

easil ' in this slll'ple amlOr.

Lvi 18 +4 85,000 gp
Lvi 23 +5 425,000 gp
Lvl18 +6 2,125,000 gp

•• e _..

Lvl15 +3 15,000 gp
LvllO +4 125,000 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 same typ
to the same defense. This bonus lasts untillhe power's
effect ends or until the end of your next turn.

011 shrUB off rleQd~' wntlililln

Lvi 3 + 1 680 gp
Lvi 8 1 3,400 gp
Lvi 13 3 17,000 gp
Armor: Cloth, leather
Enhancement: AC
Property: You gain a +1 Item bonus to saving throws against

ongOing damage.
Power (Daily + Healing): Minor Action. You «In use this

pow r wh n you're taking ongOing damage. The ongo­
Ing damag ends. and you gain r generation equal to
the amount of th ngOing damag until th end of the

This yoIi/ell hntnmalls/nll' with Irvine enerw' thai heal )'Ou
IVlten .I"'u Iwlp Otll 'r .

Lvi 30 +6 3,115,000 gp
Annor: Chain
Enhancement: A
Property: When you use a healing power that benefits an

ally, you al 0 regain hit points equal to one-half the hit
points that ally regains.

nl!d~s ~rrn1l8f a/force sWIrl tlr lind this linlll annol';
10 rluJIecl attacks tlBa inst yOtl tlntI fOur compalliollS.

Lvi 1 +1 510gp Lvl17 +4 65,000gp
Lvl7 +1 1,600 gp Lvi 11 5 315,000 gp
Lvl12 +3 13.000 gp Lvl17 +6 1,615.000 gp
Armor: Cloth, leather
Enhancement: AC
Power (Encounter~ Immediate Interrupt. Tr1B8er: A crea·

ture you have marked with your ae81s ofshleldinB power
targets you and at I ast on of your allies with an attack.
Effect: The damag of the triggering creature's attack
damage Is reduc d by 5 the armor's enhancement
bonus.
Leve/12 or 17: 10 ~ nhanc ment bonus.
Level 22 Or 27: 15 enhancem nt bonus.

o urrack is 100 rleVClsICltiTl8 10 be turned llside.

Armor is an integral part fan)' adv ntur r' gar,
Fr m t h wizard's robe and th barba rian' h,ide to
Ih bard' cJlainmail and Ih paJadllJ' plat. armor"
pI' I cUon is available to v I' hero.

Enchanlment i mprov th w arer's Armor las.
wh ther b filling plat armor' gap \ jth shields of
force or hardening leather armor intu someLhjng that
can slup a ballista hot. a Oiled ad" nlur I' an
d p nd n magi arm r t pI' t tthem ev n from
the t th fan andenl wyrm.

t I a I m of the lim

Lvi 13 5 425,000 gp Lv128 6 2,125,000 gp
Armor: Hide, chain
Enhancement: AC
Property: You «In us your second wind one additional time

per encounter.

Level 7+

Level 11+

325,000 gp
1,615,000 gp

315,000 gp
1,615,000 gp

Lvl12 +5
Lvl17 +6

Lvl21 +5
Lvl17 6

Lvi 7 +1 1,600 gp
Lvl12 +3 13,000 gp
Lvi 17 +4 65,000 gp
Armor: I, plat
Enhancement: AC
Power (Encounter): Minor Action. You end a mark on you

or an ally adjacent to you.

encounter.

WTclpl'l'cI in Ihl~ l/I/1l'Ted bla Ii dorh"l II alii bri ifl)' 1l'tJIlifonll
intn u.flllrk oj TtlI'lIllS.

Lvlll +3 13,000 gp
Lvi 17 +4 65,000 gp
Armor: Cloth
Enhancement: AC
Power (Daily): Immediate Reaaion. Tr;BBer: You take

damage f~ m an attack. Effect: You fly 8 squares and be·
com Insubstantial until th start of your next turn.

1his hlo !Iv Ufmw. lIsualh rtl ted in the dwurv"n Ie, - I

jUl'oritl' (). r1wun'cn c!e!e,;ders.525,000 gp
2,625,000 gp

Lvi 24 +5
Lvi 29 6

Lvi 14 3 11,000 gp
Lvl19 +4 1 05,000 gp
Armor: Leather, hide
Enhancement: AC
Property: When you attack an enemy that Is granting

combat advantage to you, you gain concealment unlil the
end of your next turn.

H PTER I I fUBi I'em



Counterstrike Armor level 10"

Death's Brink Armor leYl'17 T

ARMOR OF SHARED VALOR (5
The ballad of Vellra Is also the legend of the annar of ~ II
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 of humanoids and helped defend
them against all 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 annat of shored volor exist today, but they're
thought to be lesser copies of the original.

Persuade a Bardlc College: Bardic colleges usually
craft and control distribution of atmOf" ofshored volar. An
adventurer who seeks such an item must convince the
organization of his or herYlOrthlness. True bardic colleges
are few and rar between, but loose fellowships ofwander­
ing bards are often called colleges as well Obtaining their
approval requires getting references and lJ3Yeling to meet
with scattered members.

Vellra'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 arette regions. Adventurers who locate such
iI hidden people might learn the secret of creating armor
af shored volar, or perhaps acquire a suit that has been
stashed away since ancient times.

625.ooogp
3.125,000 gp

65.000gp
125.oo0gp

1,625,000 gp

325.000 gp
1,625.000 gp

Lyl17 +4
Lyl22 +5
Lyl27 +6

Lyl22 +5
Lyl17 +6

Lvi 25 +5
Lvi 30 +6

Lvil0 +2 5.ooogp
Lvi 15 +3 25.000 gp
Lvi 20 +4 125.000 gp
Armor: Cloth. leather, hide
Enhancement; AC
Property: The fl~t enemy that hits you during an encounter

takes ongoing 5 damage (save eods~

t£WI 10. 15. or 30: Ongoing 10 d<Jmage(SilYe ends).

Lyl 7 +1 1.600 gp
Lyl12 +3 13.000 gp
Lyl17 +4 65.000 gp
Armor: Scale, plate
Enhancement: AC
Property. While you're dying. you don't die until you filii

four death saying throws.
Power (Dally): No Action. Triooer: You roll a death SilYing

throw iln<! dislike the result. Effect: You gain a +2 bonus
to the saying throw.
/..eY2l110f" 17: +3 bonus.
/.eYe1 22 Of" 17: +4 bonus.

Coruscating Armor Leyell+

'1llis Hlilti:rfnH sh'd 'lrmor lilli-los your ,'Xdct /OGlfiorifrollll!'n
('lilies IIIUI ",oulllllll/,!',I., )"u.

Lyl2 +1 5l0gp
Lyl7 +2 2,600 gp
Lyl12 +3 13.000 gp
Armor: Scale, plale
Enhancement; AC
Power (Oaily~ Minor Action. Until the eod of your nexI

tum. you don't provoke opportunity anacksand can', be
grabbed. This power doem't end an existing grab.

Dazzling Plate Levt'14 ..

IU\'(IrrJ h;I ,.,J1>1dinS ofPdl/r, this sltininB suil ofpolished mi,h
rill rime strrl18lhnls )uur spiril am' daz::/l'S)uurJoes..
Lyl4 +1 840gp Lyl19 +4 10S.000gp
Lyl9 +2 4,2oogp Lyl14 +5 525.000gp
Lyl14 +3 11.000 gp Ly129 +6 1.625.000 gp
Armor: Plate
Enhancement: AC
Property. You gain a +litem bonus to all defenses against

charm. fear, and psychic effects.
Power (Dally): Minor Action. Each enemy adjacent to you

lakes a -2 penalty to allack mils (save ends).

This II/uck mCldl .. ruror IHIS rIle lrtuIJ}!' oJml ollulrruslllIllIII
cmhlu~orll'.1 on its /,rea,t.

The l\'>InI1ll8 011 ,hlS armor punisfto, ,h,firs! VlDJI)' '0 strike
.rOllin Nllllt.

I\rmor ofshurl'd ,·,Ilar

TIll "'urk III~I(//,mllllr Ilrls 1111'1111119(' n rill C1l1l/lrrusl IWIllI
('III"'tnmt'll (!II ", /In'll I
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65.000 gp
325.000 gp

1,625,000 gp

62S.0oogp
3.125,000 gp

Lvi 17 4
Lvl22 5
Lvi 27 6

Lvl15 ~5

Lvi 30 6

Ivln S 325,000 gp
Lvi 27 6 1,625,000 gp
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p rtunity attacks and can'r be
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Gfllrlbilllrmor

Demonscale Level 9+

Formidable Armor L~veI14·

225.000 gp
"125.000 gp

105,000 gp
525,000 gp

2.625,000 gp

Lvl19 +4
Lvi 24 +5
Lvi 29 +6

Lvi 21 +5
Lvl26 +6

l:ll'nrelllal elll'rJJies drpll' llrrounh Ihls omlOr, said to COlllaill
Ihe lift, cnt'rH}' ojII yenas!.

Lvl4 +1 840gp
Lvl9 +2 4,200 gp
Lvl14 +3 21.000 gp
Armor. leather. hide
Enhancement: AC
Property; This armor is attuned to one genasl elemelllal

manifestation (FoRoorT£N ROOMS Player's Guide. page 10)
chosen at the time the armor Is created.

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

Lvi 6 +2 1,800 gp
Lvll1 +3 9.000 gp
Lvl16 +4 45.000gp
AmlOr. Leather
Enhancement: AC
Property: When you make at least two saVing throws, you

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

Power (Daily): Immediate Interrupt. TrJooer. An enemy hits
you with an attack. EJJert: The trlggertng enemy reroUs
the attack roll and muSt use the second resull. If that
result is a hit. the i1t1ack scores a critical hit.

j\ladefor rhow. ",IIO/ike 10 lake chances ill hllt"e, rllis arlllor leIS
JUU riskJVllr 011'11 SlJJelJ'Jor II b£'lfer chance 10 hnr," JlVlIrJoes.

Lvl13 +3 17,000 gp LvlH +5 425,000 gp
Lvl18 +4 85,000 gp Lvl28 +6 2,125,000 gp
Armor. Cloth, leather
Enhancement: AC
Property: When an enemy scores a crWcal hit against you.

you can score a critical hit on a roll of 17-20 on your next
attack against that enemy before the end of your nextlUrn.

Power (Daily + Stance): Minor Action. Until the stance
ends. you grant combat advalllage and any creature you
attack grants combat advantage to you.

Luck isfirkll.'. 1111'/ lids styllsh set ofll.'lUhers 1li1lYS bolh sides of
Ill(' will.

Gambler's Suit Level 6

Gambit Armor Levell]..-

Genasi Soul Armor level 4·

This lI1oJJlliflcl'1ll suir ofplolemail rewnMS )'Ilufor se!Jlessly
!l'lullu8JlIur Wlllllanlans.

Lvl27 +6 1,625.000 gp
Armor. Plate
Enhancement: AC
Property: When you use the loyon hands power on an ally,

you also regain hit points equal to one·half your healing
surge value.

Gallant Armor Level 17

525,000 gp
2,625.000 gp

525,000 gp
2,625,000 gp

Lvi 24 +5
Lvl29 +6

Lvi 14 +3 11.000 gp
Lvi' 9 +4 105,000 gp
Armor. Hide, chain
Enhancement: AC
Power (Daily): Immediate Interrupt. Tri88cr. An attack hits

you and doesn't score a critical hit. EJJect; The triggering
attack deals the minimum damage.

Pil'crUleal skins, SCllles, Ilflll exoskelelOl15 ofdemO/Is form (I

fri1Jluful hUI sumly SUil ofscale firm or,

Lv19 +2 4,200 gp Lvi 24 +5
Lvl14 +3 21,OOOgp Lvl29 +6
LvI 19 +4 105,000 gp
Armor. Scale
Enhancement: AC
POWi!r (Encounter): Immediate Interrupt, Tri88er. You take

acid, cold, fire, or lightning damage. EJJect; You gain re­
sist 5 to the triggering damage type until the end of the
encounter.
level T4 or 19: Resist 1O.
level 24 or 19: Resist 1 5.

\Vhen)'llu nClll'fIlc lIds armor. !.'\'en rlw mlnilliesl blow CWI do
lillie more limn scrarch your skin.

CllAPTElt I I MaHi~ Ilems

Level 27

Level 4 t

nS,OOOgp
1nSOOOgp

105.000 gp
525,000 gp

2,625.000 gp

Lvi 19 +4
Lvi 24 +5
Lvl29 +6

Lvi 21 +5
Lvl26 +6

liI"llIclrIlll en!!r8ies ripple IlrrouiJh this amlor, aid 10 COlUoin
IIr life 'n&!fBJ oj (l n'rul~i.

Lvi 4 +1 840 gp
Lvi 9 +2 4,200 gp
Lvi 14 3 21,000 gp
Armor: Leather, hide
Enhancement: A
Property. This armor is attuned to one genasl elem ntal

manifestation (FoRGOTTtN RCALM Player's Guide, page 10)
chosen at th time the armor is created.

Power (Daily): MInor Aaion. Until the end of the encoun·
ter. y u can us the ra lal ncounter power associated
with the armor' elemental manifestation. If you already
hav that racial power, you can use it a second time dur­
ing thi ncounter.

Lvi 6 +2 1,800 gp
Lvi 11 +3 9,000 gp
Lvi 1 6 +4 45,000 gp
Armor: Leather
Enhancement: A
Property: When you mak al least two saving throws, you

can chaos Lo gain a +2 bonus to the (IrS{ saving throw and
take a -2 penalty to the second.

Power (Daily): Immediate Interrupt. Tri88er. An nemy hits
you with an attack. Effect; The triggering en my rerolls
Lh attack roll and must use the second result. If that
result Is a hit. the att.!ck scores a critical hit.

Gambler's Suit Level 6

Lu k bJlcllll!. /llII11ltis 1)'11. Ii 'et oJ lealh plllY bolll sid of
lite (lin.

Levcl13+

M,ldI'for Iho t.' wholih' leI 10k· hall III burLle, this arlll r let
J u risk itlUr 1111'11 safel for u belt r IWllce lO hann your foes.

Lvl13 +3 17,000 gp Lvi 23 +5 425.000 gp
Lvi 18 +4 85,000 gp Lvl28 +6 2,125,000 gp
Armor: Cloth, leather
Enhancement: A
Property: When an enemy scores a critical hit agalnS1 you.

you can score a critical hit on a roll of 1 7-20 on your next
attack against that n my before the end ofyour next turn.

Power (Daily + S nee): Minor Action. Until the stance
ends. you grant combat advantage. and any creature you
a[lack grants combat advantage to you.

This 1II0W'!fiCl!/1I suit ofplarl' lJIoil rewords ,vouJor se!fless~'

rm Iillnyaur corrrp(mions.

Lvl27 +61,625,000 gp
Armor: Plate
Enhancement: AC
Property: When you use the lay on hands power on an ally,

you also regain hit points equal to on ·halfyour healing
surge value.

Gombil annar

\Nlu!IJ VIlli UCllvcJlI! flJi's armor, L'l'l'r, 'he roill'uil'st blow
liule ,n'or than scratch YDur s/zjn.

LvI 14 +3 11,000 gp lv124 +5 525,000 gp
Lvl19 +4 105,000 gp Lvl29 +6 2,62S,000 gp
Armor: Hide, chain
Enhancement: AC
Power (Daily): Immediate Interrupt. Tri88er: An attack hits

you and do n't score a critical hit. Effect The triggering
attack deals he mInimum damag .

Piecem!!o/ kim, mll!.• mill 0 /idelorlS ofdemoll5Jam, u
fri.qlttful bUl sturdy suit of 'eerle armor.

Lvi 9 +1 4,100 gp Lvi 24 5 515.000 gp
Lvi 14 3 21,000 gp Lvi 29 ~6 2,625,000 gp
Lvl19 +4 105,000 gp
Armor: Scal
Enhancement A
Power (Encounter): Immedlat Interrupt. Tri8Ber: You t.lke

acid, cold. Fire, or lightning damage. Effect: You gain re­
sist 5 to the triggering damage type until the end of the
encounter.
Level 14 or 19: Re 1st 10.
Level 24 or 29: Resist 15.

HAPTEH 1 I MaBie Items



Kemstone Armor Level 8+

Hero's Armor Level 2+

Holy Radiance Armor Lellel15 4

425.000gp
2.125.oo0gp

65,000gp
325,000gp

1625,000gp

Lvi H +5
LII128 +6

LIII17 +4
LIII22 +5
LIII27 +6

520gp
2.6oogp

13.0oogp

';1151110111'11 wllh thc slrvnH but li,lJlu J.oelllrns stolll!JouruJ ill
\'llrlous dOlllinions ofdu' i\Slml Sfll. this arlllor swbiliZl.'s 115
WfdTfTsessrnn'.

LIII 8 +2 3,400 gp
LIII 13 +3 17,000 gp
LIII18 +4 85,000 gp
Armor: Scale. plate
Enh3ncement: AC
Property: You gilin a +4 Item bonus to all defenses against

polymorph effccts.

Wht'JI)VU SloT(lr an l1<Ilh a,lJuirut )'OUr prty. dM"l! sma pt'TlTIe
ates Ihis armor. prolmillJJ)uu fI,lJflillSl,har crt'IJrufl!"s auack

Lvi 3 +1 680 gp Lvl18 +4 8S,000 gp
Lvi 8 +2 3,4oogp LIIIH +5 425,000gp
Lvl13 +3 17.0oogp LII128 +6 2.125.000gp
Armor:Ooth
Enhancement AC
Power (Daily): Minor Action. Untillhe end of the encoun­

ter. you gain resistance to all damage ag<lin~ attacks by
your current ooth of l!nmlty target equal to the armor's
enhancement bonus.

lilt 2 +1
LII17 +2
LvlI2 +3
Armor: Chain
Enhancement: AC
Property. When you spend an action point to take an extra

action, you also gain a +2 bonus to all defenses untilihe
end of your next tum.

Power (Dally + Healing): Free Action. Trl8tJer. You spend
an iKtion point. Effect: You forgo the bonus to all de­
fenses granted by the armor's property. Ill5lead, an aUy
within 5 squares of you uses his or her se<ond wind as a
free action.

Holy Adversary's Armor level 3+

'/111s 81rallll1l8 dlClinmdlls'ows wlrll ,lie mdillnu ojfllc sun.

Lvi 15 +3 25,000 gp LII125 +S 62S.000 gp
LII120 +4 125,000 gp LII130 +6 3,12S.000 gp
Armor: Chain
Enhancement: AC
Power (Daily + Healing): Minor Action. You expend your

usc of a Channel Divinity power for this encounter and
shed brighlllght 20 squares In all directions. While with·
In the Ught, you and each aliy gain regeneration 3 while
bloodied and a +2 power bonus to sailing throws.

This shirt ofH'hnrnerlllS dWhllnllllforrifles dlOSt' who lake bolll
delion In bdtdc.

lltis sllmJ) armor eflhunctS .luur alrilirr to hl!al )'OUr alii£$.

LIIl5 +1 l.OOOgp LII120 +4 12S.000gp
Lll110 +2 5.OOOgp Lvl2S +5 62S.000gp
LIIl15 +3 25.000gp LII130 +6 3.12S.000gp
""'-: Hide. chain
Enhancement: AC
Property: When you use a healing power. the target regains

additkJn,a1 hit points equal to the armor's enh3ncement
bon",

Healer's Armor LeIlt"IS+

Jlllhis ~Icck sui! ofhidc armor.)'Oll bound arol/lld 11ll! baulejleld
like a powcrfillftli"c.
Lilt 19 +4 105,OOOgp LII129 +6 2,625,OOOgp
LIIl 24 +5 525,000 gp
Armor: Hide
Enh3ncement: AC
Property: When you shift, you can shift 1 additional square.
Power (Dally): Move Aaion. You shift a number of squares

equal to twice the armor's enhancement bonus..

HOLY RADIANCE ARMOR
Xelfide 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 PelOT known as
KosUn came to Xelflde with the Intention of purifying It.
His first attempt was met with outright resistance, vio­
lence, and theft. After that disaster, the cleric's resolve
faltered-until he received a vision from Pelor that showed
him standing in the town square at noon and praying.

Koslln 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 Koslln many converts to the wor·
ship of Pelor. Tragically, the cleric was slain by those who
stili clung to their evil ways, but not before the town had
turned to a righteous path. Holy radiance armor memorial·
Izes this sacred act.

Purify Xelflde, Again: In the years since the death of
Koslln, Xetflde has slowly returned to its old ways. The
corrupt town leaders hold KosUn'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.

Remnanu of the Underbelly: Afew ofXelfide's most
evil dtlzens fled to the frontier when Kaslin 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
remOfSe. The citizens seek aid from heroes who walk the
same path as Koslin.

Great Cat Armor Level 19+

,

- 9-

4 65.000gp
5 325.000gp
6 1.625.000 gp

85.000gp
5 25.000gp
6 2.125.000 gp

ual (0 the armor's

Lvl17
Lvi 22
Lvi 27

vi 23 5 425.000 gp
Lvi 28 6 1.125.000 gp

nus (0 all defenses agai

Lvi 18
lvlH
Lvi 28

680
3.00

17. 00

1
2
3

Holy ,R~diance Ann~r l.eetl~

II P 1 R I I \1°8 i c" m

\ \ 'll'n. IU 'ilr tJ" 11. ""11Im') ur 1'"1. dhi 8m pam
til ,It Inn r. r It· '/JIll II I1l1t.'1 rlllIf CJ1!atIlO'" cum

Holy Adversary's Armor t.evet"3i-.

Lvi 2 1
Lvi 7 2
Lvl12 3
Armor:

rh' /J'·ctllli"IJ halllmctil 11' "" ,dlh Ih rmlian e ofrIll? n.

lvl15 3 2. 00 gp Lvi 25 +5 625.000 gp
Lvi 20 12. 0 gp lvl30"l"6 3.125.000 gp
Armor: h In
Enh ncem nt: A
Pow r (Oily + H ling): Min r A I n. You expend your

US of a hann I DIvinity p w r for Ihls ncounter and
sh d bright light 20 qUilr In all directions, While with·
Ih th light. you nd ea h ally gain reg n ration 3 while
hi odr d nd a 2 pow r b nus 10 saving throws.

125.000gp
62S.000gp

3,125.000 gp

6 2.625.000 gplvl29

Lvt20
lvl25 5
LvnO . 6

1
2
3

Lvi 5
Lvi 10
vl15

Tnl 11m!. In" Ir ,11111" , lIIr ,.In/Ill Ie> ,. 11" ur lllIi

Healer's Armor ..... s+

H
lfid wa a d n f Iniquity. in. and bauchery. Th

• Inhabit d by viii in . I ch . and oLh rio char-
eters. ltd id Lh 1m of la and decency. In
u h a pi d h d Iinl chane to flourish.

Fifty y ars a o. a trav ling cleric 0 Pelor known as
Koslin cam to X Ifld with th Int ntlon of purifying I
His n tt mpt was m (with outright resistance, vio­
lene • and h ft. Aft r th t dl as( r. th cI ri 's resolve
fait d-untll h Iv d vi I n from Pelor that show d
him standing in h t wn quar at no n and praying.

Ko lin w nt 0 th qu . b ylng what h saw as
a ml Ion from hi g d. At fir t. h ttra d sneers and
laughs, but as h contlnu d to pray. his armor began to
glow with In rasing brlllian e. ThIs d monstration of
divine bl sslng won Koslln many converts 0 the wor­
ship of P lor. Tragi lIy. th cI ric was I In by those who
stili clung to th Ir vII w y • but not before the town had
tum d to right oos path. Holy radiance armor memorial­
Izes (his sa red act.

Purify X lAd. In: In th y ars since the death of
Koslln, XeJflde has slowly returned to I old ways, The
corrupt t wn lead rs hold oslin's armor and keep it
hidd n In th Ir tron hold. If a worthy hero can recover
the armor and ar It a n In P lor's name, the town
might rerum to h 00.

Remnan of the Und rb 1Iy: A ~ w ofXelfide's most
e iI citizens fl to th ~ ti r wh n Koslin converted th
town to th w rshlp of P lor. B fore they left, they man·
aged to murder the cleric and plunder his armor, which
th y buri d In th Ir n mpm nt. 0 • th Yplague the
town, paralyzlOg t d nd st aling and killing with no
remors . Th c1tl7. n k aid from heroes ho Ik the

m path as Kiln.



Lifefont Armor Level 4 ~ Ma netic Armor LeV('I 9·

105.000 gp
525.0oogp

2.625.000 gp

S/luMt,.1 with IlJIJCSIOIlt'S, liTis IU.'lny IIrlllor pulls (Tellllln'S into
)vur TCa(h.

525.0oogp
2,625.000 gp

Lvl24 +5
Lvi29 +6

Lvi 9 +2 4,200 gp
Lvl14 +3 21.000 gp
Lvl19 +4 105.000 gp
Annor. Scale, plate
Enhancement: AC
Power (Daily) Minor ActkKl. You pull one creature within

3 squares of you 3 squares. If you pull It into a square
adjacent to you.lt·s also Immobilized (S<N'e ends~
lRwII4 or 19: One crealllre within 5 squares.
Level 24 or 29: One creature within 10 squares. imd you

pull it 5 squares.

):;lIIbe"I!t'lI willi IlIIrlerrl 11m' pOlwrJi.lllrillllll ~lIIbols. tIli5 ar
1II0r has Sd\1'lIlll1' life oj1110",111(111 Ollt' wardtll.

Lvi 4 +1 840gp Lvl19 +4
Lvi 9 +2 4.200gp Lvl24 +5
Lvi14 +3 21,000gp Lvi29 +6
Annor. Hide
Enhancement: AC
Property. When you make saving throws at the start of your

tum using the FOflt of Life class feature. you gain a +1 item
bonus to each saving throw,

Power (Dally) No Action. Trfooer. You start your tum and
ha~ the Font ofUfe class feature. EJfett You make a sav­
ing throw against each effect that a save can end instead
of just one.

Marauder's Armor Lewd 7-

Mind Armor Levell3·

85,000gp
425,OOOgp

2,125,000gp

325.ooogp
1.625.000 gp

Lvi22 +5
Lvi27 +6

Lvl18 +4
Lvi H -+5
Lvl28 +6

I1lls "NI,...fiJr linN t1mlOl' lsJIl\'Cm'd 11)' baroorillll pinlles "'ho
null illIO rllt'fror

Lvi 7 +2 2,600 gp
Lvi 12 +3 13.000 gp
Lvi17 +4 65,000 gp
Annor. Leather, hide
Enhancement: AC
Property: When you charge, you gain a +1 bon~ to AC until

the end of your next tum.
lRwI12 or 1]: +2 bonus-
lRwI 22 or 2]: +3 bonus-

Power (Daily + Healing~ Free ActIon. Triooer. You hit with
a charge allack. Effea; You make a saving throw with a
bonus equal to the annor's enhancement bonus- or you
spend a healing surge and regain additional hit points
equal to the armor's enhancement bonus.

lhl$ armor Is" IIIm't')l1l1l1 .lcposl15 of 11 SlrllllBI.' 0"' dial sollie

bt'lit'l't' ClHlIeJroll1lhe 1110011.

Lvi 3 +1 680gp
Lvi 8 +2 3,400 gp
Lvi 13 +3 17,000 gp
Annor. Chain
Enhancement: AC
Property: While )'Ou're In darkness or dim light (including

starlight), you gain a +1 bonus to AC

J\I II 1IIIJIIII'nl'$ IlOrln'. roll call surrounll Ihi5 alllllnalllillc arlllor

wlrh II I's.rrhlc}lrllI dll~ll'roli'C1S)vufrolll lIIi'mal Mlach.

Lvi U +5 425,000 gp Lvi 28 +6 2.125,000 gp
Armor. Scale, plate
Enhancement: AC
Praperty: You gain resist 15 psychic.
Power (Daily): MInor Action. UOIli the end of the encoUII·

ter, all)l enemy lhat attacks )Iou with a charm. fear.iIIu·
sion, psychic, or sleep power rolls the attack roll twice
and must use the lower resull.

RAT KILLER'S COAT
The reclusive mage Sarkudo hid his laboratory deep
under the capital city 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

50 frustrating and time-consuming that Sarkudo almost
gave up and left.

Sarkudo had long observed one of the city's rat catch­

ers and was baffled as to how the man had survived 50

long in such a dangerous place, armed with only a sharp
stick and a small but vIcious 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 coat 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 kl/ler's
coats soon became popular.

The King of Cats: The King ofCats Is a very specialized
shop, carrying special Items such as sliver weaponry, rat
poison, and exotic tools. Rufflans are extorting protection
money from the owner, who seeks assistance in Slopping
them. She offers a rat killer's coot as a reward.

The Grieving Family: Sven 15 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 5Omeone 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.



Parchment Armor Level 4 .

Nightmare Ward Armor Level l ~

85,000gp
415,000gp

2.125,000 gp

105.00081'
515.ooogp

2.625.000 gp

Lvl19 +4
Lvi H +5
Lvl28 +6

Lvl19 +4
Lvl24 +5
Lvl29 +6

"OIls umlOr lJ; madl' oj rrta8iC(lf~1"mrifort"t"d fKlrt"hmt"lll in·
scrifHod "illl art"u~wrilinss.

Lvi 4 +1 840gp
Lvi 9 +2 4.200 81'
Lvi 14 +3 21.000 81'
Armor: (loth. leather
Enhaocement: AC
Property: This armor contains a number of arcane charges

equal to Its enhancement bonus. Recharging the armor
require§ an extended re§t.

Power (At·Will~Free Action. Tri88t""= You use an arcane
power and make an attack roll. Effect; You spend any
number of unused charges from this annor and gain a
power bonus to the auac:k roll for the t.riggering power
equal to the number of charges spent.

Ilu' HllslcfliuH blacl! mlltl'r1ul oJlllis urlllar. srmllyel), cold 10 rht·
louch. Il.'lillb~l· dtjleclS 1Il1'1lflll allac/ts.

Lvi 3 +1 680gp
LvI 8 +2 3,400 gp
Lvl13 +3 17.000 gp
Annor: Leather. hide
Enhancement: AC
Property: You gain re§ist 5 psychic.

Lnd 13 (K 18; Resist 10 psychic.
LIM'! 23 (K 28: Resist 15 psychic.

Property: You gain a +2 item bonus to Sil'l/ing throws against
chann. fear. or psychic effects.

"0115 IIJjl'r's "illt' rll'lIrly IIIlIrl:sJOu as aJomlldublt' Immel:

Lvi 3 +1 68081' lvll8 +4 85.000gp
Lvi 8 +2 3,400gp LvtH +5 425.000gp
Lvi 13 +3 17.000 gp Lv! 28 +6 2.125.000 gp
Annor: Hide
Enhancement: AC
Property: When you hit a target you have designated with

your Hunter's Quarry class feature. you gain a +1 bonus to
all defenses against attacks by the deSignated quarry until
the end of your neKl turn.
Level 13 or 18; +2 bonus.
Level 23 or 28; +3 bonus.

Rat Killer's Coat Lev1'12- I'<!nhmenrtlrmor

85.00081'
425.00081'

2.l 25.000 81'

\\'''I'n 11rI1'rl1'IIly's ull<ldlll1lsSt'Syou. dlls bl/loMins robe con

fU54!S IIII' flJ4' so lhal}tnt CllIlIJC! u",ay.

Lvi 3 +1 68081' Lvl18 +4
Lvi 8 +2 3.400 81' Lvi 23 +5
Lvl13 +3 17.00081' Lvl18 +6
Armor: OOlh
Enhancement: A(
Power {Encounler~Immediale Reaction. Tri,98ft"= An

enemy misses you with a melee aaack. Effect; You shih
1 square.

Robe of Avoidance Level 3+6S.0oogp
325.0oogp

1625.0oogp

Lvl17 +4
Lvi 22 +5
Lvi 27 +6

ThisJurlrllllllll'J}acl:C! Isflll'Oll.'d b)' allllo'ho musr dl'alll'irll
darV:!l'rlJus "t'nllin.

Lvi 2 +1 52081'
Lvi 7 +2 2.60081'
Lvl12 +3 13.00081'
Annor: Cloth. leather
Enhancement: AC
Property. You gain re§lst 5 against damage from swanns'

attacks. In addition. you can move through a space
occupied by a swarm. and your movement doesn't pnwoke
opportunity attacks from swanns.
Lnd 12 or 17; Resist 10.
Lt:wI22 or 27; Resist 15.

CIIAI'Tt-R I "'a8i .. 'r",ms



Runic Armor Level 3+

Sanguine Vestments Level ] ~

SANGU1NE VESTMENTS

nil' bl()j)(1 oj ",oulIIll',Il'Ill'mll'S only Srrl'nnlhells rhls drep rrd
8<lrmenl.

n5.000gp
1.625,000 gp

105.000 gp
525.000gp

2.625,000 gp

105.000 gp
525.000gp

2.625.000 gp

lvl22 +5
Lvi 27 +6

2,600 gp
13,000 gp
65.000gp

lvl7 +2
Lvl12 +3
lvl17 +4
AmlOr: Hide
Enhancemelll: A(

Power (Dally~ Immcdiate Rcaction. Tri88er. You become
bloodlcd. Effect: You become Insubst,lIIti,t1 until the end
of your next turn.

I'orllc,J byJotllorlullsJrolllil slrmlHe 8reen art' oJlhe FeywUd.
IMs urmor l/1ah'S)UII us s11P11CI)' as (I srljll.!e.

Lvi 4 +1 840gp Lvl19 +4
Lvi 9 +2 4,200 gp Lvi 24 +5
Lvt 14 +3 21.000 gp Lvi 29 +6
Armor. Sale
Enhancement: AC
Property. You gain a +5ltem bonus to checks to escape a

grab.
Power (Dally): Immediate Reaction. Tri~ An effea

dazes, immobilb:es. slows. or- stuns you. Effect: You milke
a saving throw agall15t the triggering effect. On iI s;ave.
thai effea ends.

Shadow Warlock Armor LevcllO-

CruJtl'.IJmlll ,hI' hille oj II lIl11ssh'C' shmloll' Ii0UrUl, lllis llrlllor
leIs ),ouJ<IIII' ll",llyfrol1l dllllBrr wlll'n you sulfer II Hril'I'011S
",OUlUI.

Shadow Hound Armor Ll'V'l'1 7'

Scale of the Serpent Level 4·

Serpentine Armor Leve{ 4·
'lrlullie SlIIilu'S "'rillu' (I!orts t/uo surfac:~ of this armor. ~adJ' 10
S1ril.!r III all) frx IIl11llrits 10 IJd ~ JUII.

lvl4 +1 840gp Lvl19 +4
lvi 9 +2 4.200 gp Lvi H +5
lvl14 +3 21.000gp lvl29 +6
Armor: Scale
Enhancement: AC
Property: You gain resist 5 polson.
~ 14 or 19: Resist 10 poison.
~ 24 or 29: Resist 15 poison.

Power (Daily~ Free Action. TrijilJl'l"= An enemy adjacelll
10 you shifts. Effect: The triggering enemy takes damilge
equal to 5 + the armor's enhaocement bonus.
~ 14 or 19: 10 + enhallCemelll bonus.
level 24 or 29: 15 +enhancement bonllS.

85.000gp
425,000gp

2.125.000gp

Lvl18 +4
Lvl23 +5
Lvl28 +6

1111' lIIl"1mr 51Sils l'IlSrlJl'eJ all lhis (lrmor Slow in flu· pll!SellCl' oj
manlcal rJllallllliollS.
Lvi] +1 680gp
Lvi 8 +2 3,400 gp
Lvl13 +3 17.000gp
Armor: Any
Enhancement: AC
Property: You gain an Item bonus to Arcana checks equal to

the armor's enhancemcnt bonus.
Property: When you usc your second wind, you also gain

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

Avengers wear tnese magic robes to proclaim their
enmity for their chosen prey. Sonsulne 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 vletory.
This action also reinforces the avenger's commitment to
destrOy all enemies of his or her god.

Prove Yourself Worthy. The Rm step in acqurrlngsan·
8ulm> WSlments Is to eam them through suitable actions.
The guardians of the monasteries that train avengers
bestow such II garment only on someone who defeats a
great enemy.

Red Thread of Bel Yasura: Far from any civilization,
across II dry, dangerous scrubland. stands the Bel Yasura
monastery. Here. priests. monks. and avengers-in-training
craft beautiful sonsufnewslments as a fonn 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.

625.000gp
3.125.000gp

Whill' "'i'IIrlI18 lhis suil o(blllcillrUlhl'r.yllll call cloud ,he mind
ofUC"Urst:J l'lIelllY SO Ihdlyour lUhlCil srrikes lrue.

Lvtl0 +2 S.OOOgp lvl25 +5
Lvl15 +3 25.000gp lvlJO +6
Lv120 +4 125.000 gp
Armor: leilther
Enhallcement: AC
Property: While you have concealment from your Shadow

Willk class feature. any creature i1ffected by your Warlock's
Curse gr.tnts comoot adwllltage to you.

85.000 gp
425,000 gp

2.125,000 gp

Lvl18 +4
Lvi 2J +5
Lvl28 +6

680gp
J.400gp

17.000 gp

Lvi] +1
Lvi 8 +2
Lvi 13 +]

Armor: Goth
Enhancement: AC
Property. You gain a + 1 bonus to all defenses while your

ooth ofmm!ly target Is bk>odied.



Slime Armor Level 8+

rou (lin (auS<' IIIIs Ill'IlW llrmor.o drlJI ",llh aeillic ooze dUll

burliS dlOsl' ",ho lOudl I•.

Spirit Armor Ll:V\"t14 ..

I'1l1ll1'1I "lwr-s1wrf' spl1:es sprhrtl omJrolll Ille clbcws_ shou/­
dcr.<. allcl sil/es ojIhlsjac1:el \I.·hl'll solllc.hlrlH arum)"u.

Lvi 3 +1 680 gp lvl18 +4 85.000 gp
Lvi 8 +2 3,400 gp lvlH +5 425.000 gp
Lvl13 +3 17,000gp lvl18 +6 2.125,ooogp
Armor: leather. hide
EnhanCl:'ment: AC
Power (D.ally~ 5ti1ndard Action. Tri88eT: You are grnbbed.

f/Ject: You escape the grab. and the enemy thai was grnb·
bing you takes 1d6 damage per plus.

Spiked Jacket level J+

425,OOOgp
2.125,000 gp

lvlH +5
lvl28 +6

Lvi 8 +1 3,400 gp
Lvl13 +3 17.000 gp
Lvl18 +4 85.000 gp
Armor: Scale. plate
EnhallCement: AC
Power (Dally + Add~ Minor ActJon. Unlil the end of your

next tum. any crealure thai hits you with a melee altack
tilkes ongoing 5 acid damage (save ends).
lewl 13 or T8: Ongoing 10 acid damage (save ends).
LevellJ or 28: Ongoin& 15 acid damage (save ends)..

525.ooogp
2.625.000 gp

Snaketongue Robe wvt'11 J.

,\ pallt'rtl of'ill.\. scilllillalit1jJ scalesC~dt~ surf(Jc~ ofthis
Joosco sannenl.»fflllliIlS )"ulh~ qualiries oja serpenf.

Lvl13 +3 17.ooogp LvlH +5 425.ooogp
Lvl18 +4 85.000gp Lvl18 +6 2,125.ooogp
Armor: Cloth
Enhancement: AC
Property: You gain a +2 item bonus to Bluff checks.
Prop€'rty: You gain resisl 5 pcMson.
Power (Daily): Move Action. You shift a number of squares

equal to the armor's enhancemenl bonus.

-nliS Sull OJJlIlC chain hIlS a ahosdy sheer!. and ilS tm'Sh protects

)wJrom l"~ tJl'lll:ms oJtht spiril \l.tlrld.

Lvl14 +3 21.000 gp Lvl14 +5
Lvl19 +-4 105.000 gp Lvl19 +6
Armor. Chain
EnhallCement: AC
Power(At.W1II~ Immediate Reaction. TriBtJeT: An insub·

stanti.al enemy adjacent to you hits you. Effect: The trig·
gering enemy loses the lnsubst.antial quality (save ends~

You become Insubstantl.al unlll the triggering enemy
saves .against Ihis effect.

Spectral Plate L(>v("\ 20.
Thi5 dull bl<.ld: plale armor Is mlldt ofIron plules 'nJUHJ lI'illl
SllOlIO"fdl esseIlCf.yn:lIIllnS.ltlu ",I'll',hllh' Prolll"rlies.

Lvi 20 +4 125.000 gp Lvt30 +6 3.115.000 gp
Lvl15 +5 625.000 gp
Annor: Plate
Enhancement: AC
Property: You ignore the speed and skill check penalties for

wearing plate armor.
Power (Dally): Move Action. You move your speed. in addi·

tlon. you become insubslantl,,1 and gain phasing unlil,he
end of your turn.

Supportin Armor LevI:'14'"

'nlls 'IrQ"- iron anllOrlibsorm lilt shock oJjarrilliJ mlac1:s.

lvl5 +1 1.000gp LII120 +4 125.000gp
lvl10 +2 5.000gp LillIS +-5 625.000gp
lvl15 +] 25.000gp lll130 +6 1.12S.000gp
Amll.tr: Scale. plale
Enhancement: AC
Power (Dany~ No Action. TrlBJlf'r: An effect da~es or Sluns

you. Effect.: You make.a saving throw against the trigger­
Ing effect. On a save. Ihe effect ends.

SNAKETONGUE ROBE
Spiderweb Robes l{,VI'18'

-nrls IiY'I!. dlln ru/'" is ",ovrllfrum SllMl'r sU1: IlIIcI CC1rrks II IIhu
of lIre I'0"TT IIJ Ilnlchlll,ls.

Human worshipers of the serpent god Zehlr, known as
snaketongue cultIsts, perform dreadful rituals to trans­
form themselves Into more snakelike forms. Snalceton8ue
robes enhance the efficacy of these rituals. Yuan-tl create
the robes for cultists who have performed exceptional
deeds In Zehlr's name.

Celebrants of Zehlr: Some snaketongue celebrants
(Monster Manual, page 273) wear snolceton8ue robes to

even more closely resemble the serpent god and his
yuan-t1 emissaries. These culUsts are of high rank and are
protected by many snaketongue zealots and warriors.

Serpent Crypt: Yuan-U have been weaving snoke­

too8ue robes since their empire was In full bloom. The
garments were originally worn only by nobles. and royal
crypts withIn ruined yuan-tl cities or under ancient pyra­
mids stili hold these treasures of former rulers.

425,000 gp
2.115,000 gp

LvlH +5
lvl18 +6

3,400 gp
17,000 gp
85.000gp

Lvi 8 +2
Lvi 13 +3
Lvl18 +4
Armor: Clolh
Enhancement: AC
Property: You gain resist 5 poison.

Lewl 13 or 18: Resist 10 poison.
lewin or 28: Resist 15 poison.

Power (Dally~ Immedlale Reaction. TriMer: An enemy
adjacenilO you hilS you with a melee attack. Effect;
The Irlggering enemy ls restrnined until the end ofils
ne.llt IUm.

(1l,\l'lllt 1 "'''lfi~ 'umi'



Translocating Armor Level14~

'nme linllllrmor

Time Link Armor Level 4 •

425,000 gp
2.125.000gp

S1S.000gp
2.615.000 gp

85,OOOgp
415,000gp

1.125,000gp

Lvl23 +5
Lvl28 +6

17,000 gp
85.000 gp

Warmage's Uniform Level 3+

i\ftrld of"luIHlr elll.''1{.\ SllrTOUl1lls lhls armor. Ifan ('JlemyJails
to hir )uu.Jou call Ir!''POrI OUI Of lIs reach.

Lvl14 +3 21.0oogp Lvl24 +5
Lvi 19 +4 105.000 gp Lvl19 +6
Annor: Any
Enhancement: AC
Power (Encounter + Teleportation): Immediate ReactJoo.

Trigger: An enemy misses you with an attack. Effect; You
teleport 3 squares.

Wall Armor Level 3+
This armor seemSfur hClni...,. lhan irs (OllSlilum! mauna!. "
Wt-omts as unf0'"8l1iI18 as a brnA! wall af 0 momml's notict.

Lvi 3 +1 680gp Lvl18 +4 85.000gp
Lvi 8 +2 3.4oogp LvlH +5 425.000gp
Lvl13 +3 17.000gp Lvl28 +6 2.125.000gp
Annor.Any
Enhancement.; AC
Power (Dally): Immediate Reaction. Trigr. An enemy hits

or mlsses)'OU with a bull rush or charge attack. EJJI'tt
The triggering enemy takes 1d6 damage per plus and is
Icnocked prone.

lvlll +3
lvl18 +4
Armor: AllY
Enhancement: AC
Property: You gain an Item bonus to Athletics checks 10

Jump equal 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
nellt tum.

Glorious 11Il1Jt'llc 1I'1I1IJS spmulfmm rIlls urmor ar)Ullr
COll1lll1l11ll.

llu'SC' tltcOn.lll'd l:!Il'Lllcoors COrlll' in a mrit'!)' ofsryks. bUI all
Ii'Jld IIIUirlllY lIIiy/r! 10 Ihi'ir W£OIl'TS.

Lvl3 +1 680gp Lvf18 +4
lvl8 +2 3.400 gp Lvl23 +5
Lvl13 +3 17.0oogp Lvl28 +6
Annor: Cloth. leather
Enhancement: AC
Power (Dally): Free Anion. rriBBer. You hit an enemy with

an arcane atlaclc power. EJJect: Until the end of your next
turn. one alty within 5 squares of that enemy gains a
power bonus 10 attack rolls against the enemy equal to
the amlor's enhancement bonus.

105.000 gp
515,OOOgp

2,615,000 gp

325,000gp
1.625,000 gp

Lvi n +5
Lvl27 +6

Lvl19 +4
Lvi 24 +5
Lvl29 +6

840gp
4,200gp

21.000 gp

Lvlll +3 13.000 gp
Lvl17 +4 65.000 gp
Armor: Scale, pla{e
Enhancement: AC
Power (Dally + Teleportallon): Move Action. You telepon

a number of squares equal to twice the armor's enhance­
ment bonus.

\\'l1I'l'Idrom shimmrrllly "ysral, fhls lrylu chllin sull impl'O'l'{'S"
)Ullr rellcflolt rlllle.

Lvi 4 +1
Lvi 9 +2
Lvl14 +3
Annor: Chain
Enhancement.; AC
Property: You gain an item bonus 10 inilialive che<ks equal

to the armor's enhancement bonus.
Power (Dally): No Aetion. Tri~ Yoo rollinitialive and

dislike the result. EfJttt You rerotllnltiatrve but must use
the second result.

Teleporting Armor Level11~

A slIlulllfll'porlllrlol1 cirrII' is ell1bla:oul'd 011 rhl' brelL5rpllUl' of
IIlis armor.

CIlAI'TER I I MaBie 'It:ms
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WEAPONS >

There's 110 "rolce/ioll ill/he lI'orM/llm can stop ,his cilfliny
tllye. Or old ojIhe lI'orlcl,for dllllmaUer,

Along with ;.fmor and ned: slot items. weapons are
central 10 011 a<kcnlurcr's gear. Even the most dip­
lomatic ad\'cllIUTcr knows thai when defense iSll't
enough.there·s 110 substitute for a good offense.

Aftershock Weapon Level 2+

rllis ",C,lp"n S1'1Il1s rfllp/lOS ojjoru 1O",llnll1l.'arl!YJOt'S.
Lvi 2 +1 520gp Lvl17 +4 65.000gp
Lvi 7 +2 2,600 gp Lvi 22 +5 325.000 gp
Lvll1 +J lJ.OOOgp Lvl27 +6 1.625.000gp
Weilpon:Any
Enhancement: Attack rolls i1nd damage rolls
CritiGilI: +ld6 damage per plus, <lnd eilCh enemy adjacent to

the target of the critical hit is knocked prone.

Alfsair Spear Level ] ...

8S.DOOgp
425.000gp

2.125.000 gp

85,ooogp
425.ooogp

2.125.000 gp

Aegis Blade LeW'I]·

l11iS ",...d.. llllows U1U 10 p111ltmUr 111'1:lls ou all nt<lrt,-jOt'S l\ilh

u sillSI.. lI"Onloj f"l~"'''f.

Lvl) +1 680gp lvllS +4
LvlS +2 3,400 gp 1\1123 +5
Lvi 13 +3 17.000 gp Lvi 28 +6
Weapon: Heavy blade. Ught blade
Enl1ilrta.ment: Attack rolls and damage rolls
Crftlal: +ld6 damage per plus
Power (DOJily):. Minor Action. Mark each enemy within a

dose burst 3 (~ve ends). Ir you have the Swordmage
AegiS class feature, treat each mark as If you applied it
with your chosen <tegiS.

'nIts spt'ar is ojol'Orifr timid ",l'l/PO,L

Lvi] +1 680gp Lvl18 +4
Lvi 8 +2 3,400 gp Lvi H +5
Lvl13 +3 17.ooogp Lvl28 +6
Weapon: Spear
Enhancement: AltiJCk roUs and damage rolls
CritiGIl: +1 d8 psychic and polson damage per plus
Property: You gilin an Item bonus to Nature checks equal to

the spe<lr's enhancement bonu$..
Property: Cl.lsses that use totems Giln use this spear as an

implement for class powers and par.lgon path powers.
Power (Daily + Polsoo. Psychic): No ActlorL Tritwer. You

score a crltlGilI hit against an enemy with this spen_
Effect: The enemy hit by the triggering attack is dazed
until the end of Its next tum.

Avalanche Hammer Level 4~

Aura Killer Weapon Level ] ...

111r dllr~ IIurJ'le nloll/{ ,mUlIIS III llrls wrapon's \t·akl.' shillS
down )1Jur rnrmy's sulllll.' spells on" lnstlnClh,. powers.
Lvi 3 +1 680 gp Lvl18 +4 85,000 gp
Lvi 8 +2 3.400 gp LvlH +5 425.000 gp
Lvl13 +3 17,000 gp Lvl28 +6 2,125.000 gp
Weapon: Any melee
Enhancement: Attack rolls ilnd damage rolls
Critical: +1 d6 damage per plus
Power (Daily): Free Action. Tri88er. You use this weapon to

hit an enemy that has an aura. Effect: TIle enemy's aur.l
ends, and Ihe enemy can't reactivate il (save ends).

105.000 gp
525.000gp

2.625.000 gp

Lvf 19 +4
Lvi 24 +S
Lvf 29 +6

Fur/lIlllle,' wllh ill<' l'SSI'UW ojl'leillelllllll."llrilr. lilis IUllrllllCr
Slriill'SJOl.'S /fke Uliliml/lllrlw.

Lvi 4 +1 840gp
Lvi 9 +2 4.200gp
Lvi 14 +3 21.000gp
Weapon: Hammer
Enhancement: Attack rolls and damage rolls
CritiGil/: +1dl 0 damage per plus. and lhe target Is knocked

prooe.
Property: When you charge <Ill enemy alld hit Wllh a melee

basic ilttack using this we<lpoo, the altack deals 1[WI
extra damage.

ALFSAIR SPEAR
Where the Dayforge Mountains meet the pines of the
Wlnterbole Forest, small copses of strange twisting
coniferous trees called alfsalrs grow in remote glens.
Sometimes called wisewood by the druids and shamans
ofthe north, the light and remarkably strong wood of this
tree constantly exudes a sticky, sweet-smeHrng sap that
some tribes use for primal communion.

Druids carefully harvest and prepare the warped
br.lnches of these trees and shape them into seemingly
awkward but surprisingly functional spears. Through
clever cr.lftlng and enchanting. wielders are able to con­
trol the flow of the sap. focusing it for their own benefit
and to their enemies' detriment.

Vanishing Wisdom: An old shaman 15 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 ofan alfsojr
spear. He will be grateful to any adventurer who can come
to his aid with one of these spears.

Roofof the World:AJfsoirspears 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 Dr.lgontooth wandering star is
visible in the night sky, a new olfscir spear appears on the
summit of the Roof of the World Mountain.

('11\"1"\1' MOBie'l"ms



525.000 gp
2,625.000 gp

Blood Drinker Ln-e19...

Battle Spirit Weapon levl'l15-

525.ooogp
2.625.000 gp

Lvi 24 +5
Lvi 29 +6

\'ou ImoM' ...hm to fud Jour wtapon. btc:ausr il8"'"u "nm it's
hut1Jll);

Lvi 9 +2 4,200gp
Lvl14 +3 21.000 gp
Lvi 19 +4 105.000 gp
We.;apon: Axe. heavy blade
Enhanc:emenl: Att:aek 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 extra damage to the flrst targel it hits.
leYd 14 or 19: The weapon deals 10 damage to you. and
your next attack deals 3d6 extra damage.
l.eYeI24 or 19: The weapon deals 15 damage to you. and
your nexl attack deals 4d8 extra damage.

BATTLE SP1R1T WEAPON

JllfU5l'clldlh rhl' sllrlf lif 1I sllI'ayl' Wllfrlor, fhls wl'apoll8h-esyou
1I1lOSfly f'(l"'I'1'S whl'll c1111r8ir18'

Lvi 15 +3 25.000 gp Lvi 2S +5 625.000 gp
Lv120 +4 125.000 gp Lv130 +6 3.125.000 gp
Weapon: Axe. flail, hammer. heavy blade. mace. spear
Enhancemenl: AUOICk rolls and damage rolls
Critial: +1d6 damage per plus. or +1dl 0 damage per plus

on a charge
Property: While charging. you are Insubstantial and

can move through squares occupied by enemies. Yoor
movement provokes opportunity attacks as nonnaL

Somellmes a warrlor'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 baule spirit weopon to transform into a ghostly mist
when charging. Barbarians believe that this transforma·
tlon allows a warrior to step briefly 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 bottle 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 vloories. 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 construo and
reforge the weapon will eam the right to wield it.

Banishing Spellblade level 14,

lvl14 +3 21,OOOgp lv124 +5
lvl19 +4 105,000 gp Lvi 29 +6
Weapon: Heavy blade, light blade
Enhancement: Auack mils and damage mils
Critical: +1 d6 damage per plus. or +1d8 per plus when

used as an implement for an arcane power
Power (Dally + Teleportation~ Free Action. TrilJ8€r. Using

this weapon, you hit an enemy with an arcane attack
power that pulls, pushes. slides. or tdeports the l.uget.
Effert Instead of being pushed, pulled. slid. or Ideported.
thaI enemy disappears. At the end of the enemy's next
tum. II reappears In the space It left-If that s~e is
occupied. It ilppeal'S In the nearest unoccupied space
(your choke~

8alll~ spirir weapon

A powcrjull'lIc1umrllll'lIr "Inccil Otl this hllldc nlloW5),ou to Sl'­
Ilul.'SfC'r IlfOl'for II shorf 11rllOUllr offlml'.



,

Blood Fury Weapon Level ]+ '"Z
o..

65.000gp j
315.000gp 3:

1.615.000 gp

Duelist's Bow Level 2-

Earth-Wrought Hammer Levr11 ..

\VIIII Ihis mill'lly "'1'1111011 hutntnln8 asJ1Iu release arrow afta
arrow. l'fll!mJ urrhmJlIce eerwln deJem.

Lvl2 +1 510gp Lvl17 +4
LvI] +1 1.600 gp lvl21 +5
lvl12 +3 13,OOOgp Lv127 +6
Weapon: Bow
Enhancement: Anack rolls and damage rolls
Critical: +1 d6 damage per plus
Property: When you hit an enemy with thiS weapon. that

enemy takes a -1 penalty to r.tnget! and area arrack rolls
until the end of your nUl tum.

85.000gp
415.000gp

2.125.000 gp

lvl18 +4
lvl H +5
Lvl28 +6

Often deeomlea willi bloods,ones. Ilu.'Se blllan- or axn- art'Ja
l'01l'd blllm8onborn "..rburlllltS-

Lvi 3 +1 680gp
Lvi 8 +1 3,400 gp
Lvl13 +3 17,000 gp
Weapon: Axe. heavy blade
Enhancement: Att<tCk rolls and damage rolls
Critical: +1 d8 damage per plus. or +1 d11 damage whJle

you're bkMxlled
Po_r (Encounter): Minor Aalon. You are considered

bloodied for all purposes (Including benefICial effects
such as the Dr.tgoobom Fury racial tr.tit) untillhe end of
your nellt tum.

315.ooogp
1.625.000 gp

Echoing Songblade len'14'

Entrapping Weapon Level 2+

Thl' echotS aJyour spells mwbrnlle in the blade. hopi"8 10 IH.'
unleashed.

65.00081'
325.00081'

1.615.00081'

105.000 gp
525.000 gp

2.625.00081'

45.ooogp
115.00081'

1.125.ooogp

Lvl17 +4
Lvl11 +5
Lvl17 +6

Lvl16 +4
Lvl11 +5
lvl16 +6

AlIllrrowflrl'llJrvlll lhls lI't'alHlrl "'ee,1S jvur enelllYJrom WIlli·

dcriI18°.JJ.

Lvi 2 +1 520gp
Lvl7 +1 2.600 gp
Lvi 12 +3 13.000 gp
Weapon: Bow. crossbow
Enhancement: Allack rolls and damage rolls
Critical: +1 d6 damage per plus. or the target is restr.tined

until the end of your neXl turn.

Lvi 4 +1 84081' Lvl19 +4
Lvi 9 +2 4.20081' Lvl24 +5
Lvl14 +3 11.00081' lvl29 +6
Weapon: Heavy blade. light blade
Enhancement: Attack rolls and damage rolls
Critical: +1 d6 damage per plus. and If the attack was a bard

encounter power. you can use that power one more time
on your next \Urn against a single target with a -2 f)Cnalty
10 the attack roll (you must sllll use the appropriate action
10 use the power~

Property: Bards Cilll use this weapon as an Implement for
bard powers and bard paragon palh powers.

This hamlflfr urfN'urs 10 tHo ean't?dJrom a slns'e piKt' ojSfOTU'.

,hOU8/r il'S 110 hta\i~ "um a nannal wt'apon. Bu! II hitsJour
mernln-li"" U OOllfflns mm.

Lvi 1 +1 36081'
Lvl 6 +1 1,800 81'
Lvl11 +3 9.00081'
Weapon: Hammer
Enhancement: AttOlCk rolls and damage rolls
Critlcal: The target Is knocked prone.

lOu ru" 1M IrlmJ~. srraJins shilrJs al .\VurJaa

lvl7 +2 1.600 gp lvl22 +5
Lvl12 +3 13.000 gp Lvi 27 +6
Lvl17 +4 65.000 gp
Weapon: Crossbow
Enhancement: Anack rolls and damage rolls
Critical: +1 d6 damage per plus
Power (Dally): 5tandard Action. Make a r.tnged bask

altack using this crossbow against each creature In a
close blast 3.
L.eve11] or 11: Dose blast 5; a creature hit Is also pushed

1 squares.
tewl27: Close blasl 7: a creature hit Is also pushed

2 squares.

TIlls lI't.'UPOIi Imows when JOu "'rll a hall'dJOl'.leltlrl8JvlI shiji
uII'ay 10Juel' u IllOW I'm'III}.

LvlH +5 415.000gp Lvl18 +6 2.l15.000gp
Weapon: Any
Enhancement: Att<tCk rolls and damage rolls
Critical: +1d6 damage per plus. or +1 d12 damage per plus

against an enemy marked by you
Power (At-Wlll~ Free ActkKl. Triaqer. You use Ihls weapon

to reduce an enemy lhat Is marked by you to 0 hit points.
E1Jecc You shift a number of squares up 10 your speed.

lhis lI'tllr'Oll Is uhmys eU!Ja 10 bt InrroduCl'd 10 aJresh tIll'my.

Lvi 1 +1 360gp Lvl16 +4 45.000gp
Lvi 6 +1 1,800gp Lvi 21 +5 225.000gp
Lvl11 +3 9.000 gp lvl26 +6 1,125.000 gp
Weapon: Any melee
Enhancement: Attack rolls and damage rolls
Crilical: None
Property: You deal 1d6 extra damage when you hit enemies

that are at maximum hit points with Ihls weapon.
Level 11 or 16: Deal 2d6 eXira damage.
Level 21 or 26: Deal3d6 extr.t damage.

Death Mark Weapon Levell]"

Boltshard Crossbow 1..fte17~

Challenge-Seekln Weapon Lcvell·

ellA"TEN. I "'''Bie "emf



Farbond Spellblade level]·

85.000gp
41S.000gp

2.125.000 gp

65.oo0gp
325.oo0gp

1.625.000 gp

\ \"11.'11 bOlld... I'(Iyou. Ihls SIJcllbllltl1' rt'tunlS 10 )1.IUr IWIllJf(lSllT
(Iud fromfimllcr lIiShUl(fS.

Lvl2 +1 520gp Lvil1 +4
Lvt 7 +2 2.600gp Lvt 22 +5
Lvi 12 +3 13.000 gp Lvi 27 +6
Weapon: Heavy blade. Ilglll blade
Enhancement: Attack rolls and damage rolls
CriliGlI: +1d6 damage per plus. or + 1d8 per plus when

used as an implement for an arcane power
Propeny.1his weapon an be used as a heavy thrown

weapon with a range of 5/1 O. If you have the 5wordbond
class feaIUll!. you an all this weapon 10 your hand from
up to a mile away.

Flesh Grinder level 3·
This ~l'apon S("1l'l'('If'S us Ib serrnlt,J tel1¥' biles IIIFVUahjles'"
/>0111'. und Sltd.

Lvi 3 +1 680gp Lvl18 +4
Lvi 8 +2 3.400 gp Lvi H +5
Lvl13 +3 17.0oogp Lvi28 +6
Weapon: Axe. heavy bbde. poleilrm
Enhancement: AttilCk rolls and dilm;tge rolls
CritiGIl: +1 d10 dilmage per plus
Power (Daily): Free Action. Trl88er: You milke iln ilnack

with this weilpon that tilrgets AC. Effect The triggering
ilHack targets Fonitude Instead ilnd deills 1d6 extra
damilge on a hit.lew' TJ Of' 18: 2d6 exIra damage.
J.evel13 Of' 28: 3d6 exIra damage.

"idellu5 ..-e<lp<ln

Great Hun er Weapon h·vel]·

Frost Fury War-Ute Level]-

85.000gp
425.000 gp

2.125.000 gp

85.000gp
425.000 gp

2.12S.000gp

Lvl18 +4
lvl21 +5
Lvi 28 +6

\\'hrn 11115 1I\'lll/()U'S II'lddlT 15 bloodiel!. die (IXI' blade becomes
il) (lml pmml5N" II col./ "ellllr wllllfaell Sl\'il!8.

Lvi] +1 680gp Lvl18 +4
Lvi 8 +2 J,4oo gp Lvi 23 +5
Lvl13 +3 17.000gp lvl28 +6
Weapon: Axe
Enhancement: Attack rolls and damage rolls
Critical: +1 d6 cold damage per plus. or +1 d1 0 cold damage

per plus while you're bloodied
Property: Whlfe you're bloodied, this axe deals extra cold

damage equal to your Constitution modifier.

'I'Ms Il'l'ujJou's IlOrlllalloll' IIrrlllrttl lones build 11110 lIBreOIIIl1ld
wllrn if ell8uBI"S ill bUillI'.

lvt3 +1 680gp
Lvt 8 +2 3,400 gp
Lvi 13 +3 17,000 gp
Weapon: Any melee
Enhancement: Attack rolls and damage rolls
Crillal: +1 d8 damage pel" plus
Property: When you score a critlcill hit using this weapon

scores. the damage of the next crWcal hit you score with
this weapon Increases by 11W~ This effea is cumulative
unlillhe end of lhe encounter.

Power (Dally): Immediate Reaction. TrI~ An enemy ad·
jacent to you scores a critial hit against you. Effect Roll
this weapon's critical damage dke (Including any extra
damage from the weapon's property) and deal that much
damage 10 the lriggering enemy.

FARBOND SP£LLBLAD£
There'san ancient story about a war between an enclave
of eladrfn and a kingdom of dragonbom. 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 eladrln prince and
his escort approached the dragonborn klng'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 eladrln
embassy Into his fortress. Once Inside, the eladrin were
assaulted, blinded, and thrown Into the dungeon.

The dragonborn king had hoped to ransom the prfnce's
life for political gain. bot the prince and his fellow prisoners
arranged their own "ransom" the tim nlghL The prince and
his companions. all elite swordmages trained rn the art of
blind fighting. called theirfarhond spellblodes from beyond
the walls of the fortress and fought their way free. The
treacherous dragonbom king didn't survive the nighL

Benefit of Membership: A condave of swordmages
connected to the local wizards' college grants a farbond
speI'blode to each new member as a symbol of acceptance.

Membership Isn't easily gained. Applicants must fim 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 GR1NDER
A horrlOc weapon created from nightmare. the flesh
8r1nder 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 smoOlh cuttfog edge. It has a toothy row
ofJagged 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 bom 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 pbne'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) ofJlesh 8rinder 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 mortal world, many of which assume a
variety of names and attribute innumerable personas to
the Chained God, each more mghtful and insane than the
last, Cults devoted to this fallen god seek items associ­

ated with his dread name and prize theJleshsrinder as a
physical symbol of their deity's malicious intent against
those who stand against his designs. Finding and elimi­
nating one of these culu Is bound to reveal a Jlesh srinder
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
tonnents. Simply surviving the Endless Maze Is an achieve­
ment In Its own right. but actually navigating iU tricks.
traps. and guardians provides a nearly certain means to
obtain all sorts or sinister items. including a Jlesh srioder.
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 Lewol3+ Harmonic Songblade ll"lIt."ll"

TIlls M'l'0I'On bums M'hile Millilulln'd wllrn iI's ne(lr (I wordl'n's
marked I'nl.'nl)~

nil! OIl~V lhlt18 liull looks worse dum tills lIB!), M'C(lpvn is JUlir
1'''l!III.'' whl'l1)uu're dOll<' widl it.

Hideous Weapon level 8+

As wdl U$ ch(lnndillHJuur bard spells. lhls blade8h-es off1IIU5;(

"Ull swirl5 (lM'(l)' 10 l'ndrrle and rml'0w" ant of)'lJur .:lilies.

Lvi 1 +1 520gp lvl17 +4 65,OOOgp
Lvi 7 +1 2,600gp Lvl22 +5 315.000gp
lvl12 +3 13,000gp Lvl27 +6 1.625.000gp
Weapon: Heavy blade. light blade
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 (Dally): 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.

85,000gp
425,000gp

2,125,000 gp

lvl18 +4
lvtH +5
Lvi 28 +6

Lvi 3 +1 680gp
lvl8 +2 3.4oogp
Lvl13 +3 17,000 gp
Weapon: Any melee
Enhancement: Attack rolls and damage rolls
Critical: +ld6 Ore damage. or +ld1 0 nre damage while

you're in a guardian form
Power (Dally + Flre~ Free Action. Trf88er: You hit an en­

emy with your worden's fury power using this weapon.
Effect: Thill enemy takes ongoing fire damage equal to 5
+ your Strength modifier.
Levell3 or '8: Ongoing fire damage equal to 10 + your

Strength modifier.
Levell3 or 28: Ongoing Ore damage equal to 15 + your

Strength modifier.

425.0oogp
1,nS.000gp

Lvl13 +S
Lvl18 +6

Lvi 8 +2 3,400 gp
lvl13 +3 17.000 gp
lvl 18 +4 85,000 gp
Weapon: Flail, hammer. pick
Enhancement: Attack rolls and damage rolls
CritiGlI: +1d6 damage per plus
Propeny: You gain an Item bonus to Intimidate che<ks

equal to this weapon's enhancement bonus.
Power (Dally + Fear, Weapon~ Free Action. Tri81Jf!f: You

use this weapon to reduce an e:nemy to 0 hit points.
[gecr: You make an attack against each enemy in a close
burst 1: Charisma + 2 + the weapon's enhancement
bonus \IS.. Will: on a hit. the target takes a -2 penalty to
attack roIl~ 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~

Guardian's Call level 1+

Dreamll',1 willi lhl' si8i15 ofIhl' wind (lnd lhe oak. lllls weapon
Inm'USt'SJUlir drJensn M'hr/e)'ou'rt In )UUr 8uardiallform.

lvl2 +1 520gp lvl17 +4 65,OOOgp
lvl7 +2 1,600 gp lvt 22 +5 325,000 gp
lvl12 +3 13.ooogp lvlH +6 1,62S,OOOgp
Weapon: Any melee
Enhancement: Attack rolls and damage rolls
Critical: +1d6 damage per plus. Of" +1 dID damage per plus

while you're In a guardian form
Property: When you assume a guardian form. pick one

defense other than AC. You garn a +2 bemus to that
defense while you're In lhat guardian fann..

ellAI"IIH1,\taBicllrms



105,000 gp
525.000gp

2.625.000 gp

Impaler's Pick ll'wI4-

This 11IIrlICli 1....(ll'l/l1 ell/I 11'1JI1'''' shorl IIwd ma8ical wplica of
llselfin )Vllr rlli"'~l· 10 krrr II Ilillllrd down.

Lvl4 +1 840 gp Lvl19 +4
Lvi 9 +2 4.200 gp Lvi 24 +5
Lvl14 +J 21,OOOgp Lvl29 +6
Weapon: P1ck
Enhancement: Attack rolls and damage rolls
CntiGlI: +1d6 damage per plus. and the t..rgells restrained

by a magiGlI dupliGlle of this weapon (save ends).
Aflen1Ject: 10 damage.
level 14 or 19: Aftereffect: 15 damage.
l£vel 24 or 29: Aftereffect: 20 damage.

Incisive Da er l~19.

'ncillih-e d..1J8"'T

Master's Blade lcvel4·

Maw of the Guardian It'\I'Cl4-

Intensifying Weapon lewol4·

105,000 gp
525.000gp

2,625,000 gp

Lvl19 +4
Lvl24 +5
Lvl29 +6

This l'Tllpoll bllO':S l'~lh fnnL'T powrr that mhancl'$)Vllr OllJJO

i"8 eJJiCl$..

Lvi 4 +1 840gp
Lvi 9 +2 4,100 gp
Lvl14 H 21.000 gp
Weapon: Any
Enhancement: Auad rolls and damage rolls
Critical: +1d6 damage per plus. or +1d 10 damage per plus

on atTacks thaI deal ongoing damage
Property. When you use this weapon to hit with an attack

that deals ongOing damage.lhe ongoing damage Increases
by an amounl equal to Ihe weapon's enhancement bonus.

SI'eIllIIlHtl' frnllO$slbll'jellls /IF\: pos5iblefor maslt'r warriors.
11IIdfor lllOSI' who wield rhis perfrdll' lIt'SiHllrd wf.'pon.

Lvi 4 +1 840 gp Lvi 19 +4 105.000 gp
Lvi 9 +2 4,200 gp Lvi 24 +5 525.000 gp
Lvl14 +3 21.000gp Lvl29 +6 2.62S.000gp
Weapon: Heavy blade, light blade
Enhancemenl: Attack rolls and dalllage mils
Critical: +1 d6 damage per plus
Property: While you're using a stance power, you gain a +1

oonus to allack rolls on melee basic attacks and at·will
attacks with this weapon.

Power (Dailyk Minor ACllon. Until the end of the en­
counter, while you wield this weapon, you can ha'IC two

stances actl'IC at the same time.

Enyr'Il'I'J Idlh IIII' prhlll11 rurrl' oJIht, demul'l't. this w('apon
incrraS/'SJour dUI1I/lor wllilrYOU'fl' in "ouardiuIlJonn.

LvI 4 +1 840gp lvl19 +4 105,OOOgp
Lvi 9 +2 4,200 gp Lvl24 +5 515,000 gp
Lvl14 +3 21,000 gp Lvl29 +6 2,625,000 gp
Weapon: Any melee
Enhancement: Attack rolls and dilm.;Jge rolls
Crldcal: +1d6 damage per plus
Property. This weapon deals extra damage equal 10 your

ConstllUtion modifter while you·re in a guardian form.

lNC1SlVE DAGGER
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 daBBer lacks that famed

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

mO\le through space and access different portals.

Defeat the Ghost Thief. In the hands of the wrong

person. an Incisive dOBBer can prove an Invaluable tool

for criminal enterprises. Such a weapon came Into the

possession of an ambitious thief whose exploits earned
her the moniker "Ghost Thief." The authorities have no

dues 10 how the elusive thief manages her daring crimes.

because no one has ever spotted 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.

lOu CUI throuJ.jl, spar,. as rasil) 45)llU CUI rhrontlhJltsh-
Lvi 9 +2 4,2oogp Lvl24 +5 525.ooogp
Lvl14 +J 21,OOOgp Lvl29 +6 2.625.ooogp
Lvl19 +4 105,000 gp
Weapon: D;lgger
Enhancement: Au",k rolls;lnd d;lmage mils
CritiGlI: + 1d6 dam.;Jge per plus
Property. You GIn use this we;lpon as a focus when

performing a travel dlua1 thalln\lOlves c"-"aling and moving
Ihrough ponals. You Gin add the dagger's enhancemenl
bonus as an Ilem bonus to any skill checks rebted to the
ritual's perform.;Jnce.

Property: When you use;l telepo"alion power. the distance
you can telepo" increases by a number of squares equal to
the dagger's enhancement bonus.

Power (Dally + Teleportadon~ Minor Actkxl. You telepo"
5 squares.
level 14 or 19: 10 squares.
level 24 or 29: 10 squares, and you don't need to be able

to see the destination square.

CIlAI' II M I "'''8ic'l .. mlli



Ravenclaw Warblade lew18+

Quicksilver Blade level 2+

Reboundin Weapon leve12+

425,OOOgp
2.125.000 gp

105,000 gp
525,000 gp

2,625.000 gp

Lvl23 +5
Lvl28 +6

Lvl19 +4
Lv! 24 +5
Lvl19 +6

Lvl13 +3 17,000 gp
Lvl18 +4 85,000 gp
Weapon: Bow, crossbow
Enhanccment: Anack rolls and damilge rolls
Critical: +1 d6 damage per plus
Property: Bards can use this weapon as an Implement for

bard powers and bard paragon palh powers.
Power (Dally + Fear): Free Action, Tri88er: You hft an en­

emy with a bard illlilCk power using this weapon. Effect:
That enemy mOlleS a number of squares away from you
equal to your Charisma modifier, aW)iding opportunity
allacks and unsafe squares If possible.

V'
Z

\\'hlll Ilt'HIIiS us u low "'Otlll rlst'S 10 l.lIl eurs-plini/lY shriek us rill' 0
urmll' $('tlts onf Its murk. ~

<
~

3
lvl4 +1 840gp
Lvi 9 +2 4.200 gp
lvl14 +3 21,000gp
Weapon: Bow
Enhancement: AUOtCk rolls and damage rolls
Critical: +1 d6 thunder damage per plus
Property; When you use this weapon to hit iln enemy with

an altack power that doesn't have a damage type. the
attack deals Ihunder dilmage, and the enemy is deafened
unlUthe end of your next IUm.

Power (Daily): Free Action. TrilJ8f'r. You hit an enemy wilh
this weapon. EJJect:.1hat enemy gains vulnerable 5 thun·
der (5iIVe ends~ Each creature adJilCentlo thai enemy is
dCilfened and gains vulnerable 5 thunder untillhe end of
your next tum.
l£wI14 or 19: The enemy gains vulnerable 10 thundet'"

(Silve ends~

l£wI24 or 29: The enemy gains vulnerabk 20 thunder
(save ends~

Screaming Bow level 4 t

Shrieking Songbow Lcovel 13+

Shadowrift Blade Levt>lt2"

Till' sOlJlul ofunllrhlledfellr IrUl'ds Illunn witlr ejlch Ofyour
sirOiS.

\'ou CUll ['<l5S throunh til.. ShIlJm<jtl/ 10 UIlfiZrby locution ",hm
.IUU USl.' t!lis blmlt. bUI doilly so costsJuu U bil ofJ~r lift jO(((,.

Lvl12 +3 13,000 gp lvf U +5 325,000 gp
Lvl17 +4 65.000 gp lvf 27 +6 1,625,000 gp
Weapon: Ught blade
Enhancement: Attack rolls and damage rolls
Critical: +1d6 damage per plus
Power (At-Will + Teleportation): Free Action. TrllJ8f!r.

You hit an enemy that is granting you combat advantage.
Elfect: You lake 5 damage and teleport 2 squares.
Level 17 or 22: Tilkc 10 dilmage and teleport 3 squares.
leve/27: rake 1 5 damage and teleport 4 squares.

125.000gp
625,000gp

3,125,000 gp

425,ooogp
2,l25,ooogp

65,000 gp
325,000 gp

1,625,000 gp

65.000gp
325.000gp

1.625,000 gp

Lvf 23 +5
lvf 28 +6

Lvl17 +4
Lvl21 +5
lvl27 +6

lvl17 +4
Lvl21 +5
Lvl27 +6

rou I/If'jIllIIO ti~ IIltl!. No. rrally.

Lvl2 +1 520gp
Lvl7 +2 2,600 gp
Lvl12 +3 13.000gp
Weapon: Any ranged
Enhancement: Attack rolls and damage rolls
CriliGlI: +1 d6 damage per plus
Power (Encounter): Free ActIon. Trl88er: You attack an ene·

my with thIs weapon and miss. ElfeCl: You make a ranged
basIc allack agaInst a dlnerent enemy wIthin 5 squares
of that enemy.

Lvi 8 +2 3,400 gp
Lvl13 +] 17,000 gp
Lvi 18 +4 85,000 gp
Weapon: Heavy blade
Enhancement: Attack rolls and damilge rolls
Critical: +1 d6 damage per plus. or +1 dl 0 dilmage per plus

while you're bloodied
Property; When you use this weapon 10 ~uce a non'

minion enemy to 0 hit poinu, you can eithet'" spend a
healing surge: or make a Silving Ihrow.

'n,ls Wl'uflQl1 Is t-1I1/TIlI'1'11 witlr 11lIIIlenJUS IIrrmrt rUlles 11IIt! siyiIs
thul,9low WIl('11 lI1unkulell1ll1lll'loliS 1111' Ileur.

Lvi 5 +1 1,000gp Lv120 +4
Lvl10 +2 5,000gp Lv125 +5
Lvl15 +3 25,000gp Lv130 +6
Weapon: Any
Enhancement: AttilCk rolls and damage rolls
Critical: +1 d6 damage per plus
Property: When you hit wllh an arcane power using this

weapon, you gain temporary hil poinl5 equill to the
weapon's enhancement bonus.

Runic Weapon levelS·

lhis SMl:lnl MOrnl'S mort roWtTful whm II.> "iddl'r or his en·
nnll'S llrt UI titl/,h's llooT.

This "'l'lIflQrl Sfl'ms '0 mllrt '00 l/uirkh 10 ~ St·l."rl. llmlll 1m
l'urlS rlllIl ""WI) '0you.

lvl2 +1 520gp
lvl 7 +2 2,600 gp
Lvl12 +3 13,000 gp
Weapon: Ughl blade
Enhancement: AttOtCk rolls and damage rolls
Critical: +1 d6 damage per plus
Property; You gilln an Ilem bonus to Inlliative checks equal

10 the blade's enhancement bonus.
Power (Daily~ Free Action. TrilJ8f'r. You score a critical hit

with Ihis weapon. EJJect: You gain a move action Ihal you
must use before the end of your lum.

(11\1'1"1 It 1 "'''8it'"'I~n:\S



Saeumlnn bow

... . ,
"

Songbow of Lullabies LeVf'19'"

Songbow of Summoning Lellel , ,,-

The pro)cctileftfl'dfrom Ihls ~'l"lIpml sllljJS sofdy in 1I \'Oiu llul/
it,) 11IrjJl'ljln,Js mosl soo"lh18'

525.000 gp
2,625.000 gp

lvl24 +5
Lvl29 +6

Lvi 9 +2 4,200 gp
lvl14 ...3 21.000 gp
Lvl19 +4 105.000 gp
Weapon: Bow, crossbow
Enhancement: Auack rolls alld damage rolls
Critical: +' d6 damage per plus
Property: Bards can use this weapon as all Implement for

bard powe~ and bard par.lgon path powers.
Power (Daily + Charm): Free ActIon. Trl88er': You hit an

enemy wIth a bard charm power using this weapon.
Effect: Thai enemy Is slowed (save ends). Am Failed
Sav/ny Throw: The enemy Is Immobilized (save ends).
Second FaJ/ed Sav/ny Throw: The enemy Is knocked uncon­
scious (salle ends).

\Vnrn rhis \1\.'1111011 fire<:, /.In llIlciellf paMU SllnjJ ~ (onqul.'Ti1l8
IIC0J,rl.'S rlf18s 0111 mId (It/Is)'Our al/les infor rne !rill.

Lvl15 +3 25,OOOgp Lvl25 +5 62S.000gp
Lvl20 +4 125.000gp Lvl30 +6 ),125.000gp
Weapon: Bow, crossbow
Enhancement: Attack rolls and damage roUs
Critical: +1d6 damage per plus
Property: Bards can use this weapon as an implement for

bard powers and bard paragon p;'Ilh powers.
Power (bally + TelepolUtion~ Free Action. Trieser. You

hit an enemy with a bard power using this weapon.
Effect: Exh ally wilhln 5 squares of you or within 5
squares of that enemy can telepoR 10 a square adjacent
to the enemy as a free action.

CIIAI'TFR I I M'"Ble 'lems

SCREAMING BO\I1
Assembled from overlapping pieces of yew, lemonwood,
hom, and other materials boond together with sovereign
glue. a screaming bow would pass for any other high-quallty
longbow except for the sliver eagle talons mounted at
eIther end to hold its golden bowstring taut. Arrows fined
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 screaming 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 scream/ns bow,
and then only when the bow Is fashioned by an eladrln
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 stilt told around hearths about these lost heroes and
the screaming 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
screaming bow as a token of friendship.



Songbow of Vanishment Level ]~

Soul Drinker Weapon levl'1 14 t

SHADOWRIFT BLADE

85,ooogp
425,OOOgp

2.12S.000gp

525.000gp
2,625,000 gp

lvl18 +4
Lvi 23 +5
lvl28 +6

Lvi 24 +5
Lvi 29 +6

Lvi 3 +1 680gp
Lvi 8 +2 3,400 gp
Lvl13 +3 17,000 gp
Weapon: Bow, crossbow
Enhancement: Attack mils and damage mils
Critical: +1d6 damage per plus
Property: Bards can use this weapon as an Implement for

bard powers and bard paragon path powe~
Power(Oally + lIIusion~ Free Action. TriMer. You hit

an enemy with a bard power using Ihls weapon. Effett
You're invisible to Ihat enemy until the end of your
next tum.

Ifrhis "'t'lll'(Hl Ifocsrr'r mull.. II kill, It wires Irsfru5/mrloll our on
JOU.

Lvl14 +3 21,OOOgp
Lvl19 +4 105.000gp
Weapon: Any melee
Enhancement: Attack rolls and damage rolls
Critical: +1 d6 necrotic damage per- plus
Power-(Encounter + Necrotlc~ Free Action. TrijJger.

You hit an enemy with this weapon. Efftel: You deal
2dlO extf'il necrotic damage to that enemy. If this hit
doesn't reduce the enemy to 0 hit points,)'OU "'Ice
2d12 damage..
llw/24 01'" 29: Deal3dlO necrotic damage, and "'ke

3d12 damage if the hit doesn't reduce the enemy to
ohit points.

rlll1r nblnie lI"hisptTS In 'hr milllls of.luurJocs. corn"Indns ,hem
YQU'Tl' rlsrwllCTl'.

l05.000gp
525,Ooogp

2.625.000 gp

Space·Bending Weapon Level 19-+

fhis lI'l!IlJ'OIl IlIIl'U.l'3" 5el.'nl$forrlJrr 1III'0y 1111111 1/ a(fually l5.

Lvl19 +4 105,000gp Lvl29 +6 2.625.000gp
Lvi 24 +5 525,000 gp
Weapon: l1eavy blade, lighl blade
Enhancement: Attack rolls and damage rolls
Cr-Itlcal: +1d6 damage per- plus
Power- (Oally~ Minor Action" The next enemy you target

wllh Ihls weapon can be up 10 5 squares away from you;
you attack thai enemy as if you were adjacent 10 II.

Level 24 or 29: Up to 10 squares away.

Stormbiter Warblade Lew14·

GIIsI..nins M"ilh dmr-k·blut' ddrilch t'tlt'f8Yo Ihis 1I'Cllron's "llId!'
par"'s lJ Slonll.' punch.

lvl4 +1 840gp Lvl19 +4
Lvi 9 +2 4.200 gp Lvl24 +5
Lvl14 +] 21000gp Lvl29 +6
Weapon: Heavy blade.Ughl blade
Enhancement: Attack rolls and damage rolls
Critical: +1d6 thunder and Iighlning damage per- plus
Power- (Dally + Ughtnlng): Free Action. TrilliJf!r. You hit

an enemy wlih a lightning power or- a thunder- po~r-
using this weapon. £1fea: That enemy Is knocked plUfte.
lI's also deafened and "'kes ongoing 5 lightning damage
(save ends both~

level 14 or 19: Deafened and ongoing 10 IIghlnlng
damage (save ends bolh~

Leve/24 or 29: Deafened and ongoing 15 IIg11lning
damage (save ends bolh~

Eladrln and even some elves consider- It distasteful­
almost taboo-to carry a shadowrfft blode. 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. Other-s that the strange gray-green metal of the
weapons comes from a comer of the Far Realm where
time and space conspire to produce spiraling Insanity. And
a few hint that the secrets of making shodowrlft blades
were given to the eladrln 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 Shadowfellinto the
Feywild. To those who use a shadowrift blade, the eladrin's
claims serve as the only evidence for any lalnL

Zerth's New Blade: A rogue githzeral zerth has been
tor-mentlng a small, peaceful settlement. The leader of
the town describes the powerful teleportlng swon:! the
zerth wields and promises that the blade's value alone is
worth the effort of getting r-Id of his glthzerai problem.

Save My Daughter-{the Hard Way~An eladrin scholar
Is worried about her- daughter. an errant swordmage. She
has picked up a shadowri/t blade to aid In her- endeavors.
Ignoring her people's concems about such weapons. The
scholar Is looking for- someone to convince her- daughter
to give up the blade and is afraid that a swon:! duel-a

combat In which the winner takes the sword of the
vanquished-might be the only way.

t IIAI'TI,l{ I I ,\tIlHI~ 11""'$



Targeting Weapon Le~1 ] ..

Totemic Spear L~12·

\\'hell tht bolljlirsfrom Jvur M,.apo". It shows the ",ay 10
\i(fOl)~

85.ooogp
425.ooogp

2.125.000gp

65.ooogp
325.ooogp

1,625.000 gp

Lllf18 +4
LIIf 2] +5
LIIf 28 +6

LvI] +1 680gp
Lvi 8 +2 3,400 gp
Lvi 13 +3 17.000 gp
Weapon: Bow. crossbow
Enhancement: Attack rolls and damage rolls
Critical: +1 d6 damage ~r plus. and the target grants

combat advantage until the end of your next tum.
Power (Dally): Fret! Act[on. Tri88er: You hit an enemy with

an attack using this weapon. Effect: Until the end of your
next turn. you and your allies can roll twice on attack
rolls aga[nsl thai enemy illld use either result.

This spt'ar's~,.,.oTmJs inlo fhl' spirif \l.'Orld.

Lvt2 +1 520gp Lvl17 +4
Lvi 7 +2 2.600 gp Lvl22 +5
Lvi 12 +3 13.000 gp Lvi 27 +6
Weapon: Spear
Enhancement: Attack rolls and damage rolls
Critical: +1 d6 damage per plus
Property: Shamans can use this weapon as an implement

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

your spirit companion with aUilcks that halle iI range of
"Melee spirlt.w

Siormbill.'r M·(lrbludl.'

STOR1'1B1TER \I1AR13LADE
Supreme Skirmisher's Bow le~110·

Supremely Vicious Weapon Levell·

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 flrst
stonnblter warbfades. 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 normbifer worn/odes. 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 Feywlld's Under­
dark [s 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.

65.000gp
315.000gp

1.625.000 gp

625.oo0gp
3.125.000 gp

Lvl25 +5
Lvl30 +6

LIIf 17 +4
Lvl22 +5
Lvl27 +6

Purr Il'fhalif)".

Lvi 2 +1 520gp
Lvi 7 +2 2.600 gp
Lvi 12 +3 13.000 gp
Weapon: Any
Enhancement: Attack rolls and damage rolls
Critical: +' d8 damage ~r plus. and you can choose to remll

allY or all of your critical damage dice. bUI you muSt take
the s«ond result of each die.

Prrftctly IxIlanceJ unJ blessed Milh ~Y15 dUll help shape l'aell
o()vur motiOIlS.lhis bow allows JVU 10ft8hl \l.ifh umtullchl'd
aracl'.

Lllf10 +2 5,ooogp
Lllf15 +3 25.000gp
LIII20 +4 125.000 gp
Weapon: Bow
Enhancement: Attack rolls and darllagc rolls
Critical: +1 d6 damage ~r plus
Power (Encounter): Free Action. Tri8lJi!r. You make a

r.mged basic illlack using this weapon, Effect:. You make a
ranged at-wlll auack using this weapon Instead.



Totemic Warclub Level 2+

Weapon of Oaths Fulfilled Level 4·

Unforgettable Cudgel level 8 ..

zUNFORGETTABLE CUDGEL

~z ((
An unforgettable cudael features a sturdy haft cut from ,....
hickory and wrapped with red cord around a handle
capped In iron wrought to resemble a stem face with :::
a spadellke beard. The business end is a flanged mace ~

head capped with a smoothed, convex steel ferrule. Each ~

flange forms 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 divine 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 unforgettable cudgel 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 act of self-sacrifice 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 unforgettable cudgel.

lhilljj lines Wl"illl4" and cons'rlc1arou"d Ihis w~aporl ""hen i"s
f:ll 1'l'S1. bUI lillySffiSp at aml/Illl'l)' JvurJ~ wilh each SWill,9.

Lvi 8 +2 3.4oogp LvlH +5 425,000gp
Lvl13 +3 17.000 gp lvl28 +6 2,125.000 gp
lvl18 +4 S5.oo0gp
Weapon: Any melee
Enhancement: Attack rolls and damage rolls
Critical: +1 d6 damage per plus
Property: When you Immobilize a target with a melee

attack using this weapon. that target grants combat
advantage to you until the end of your next turn,

Power (Dally): Minor Action, Make an attack: Close burst
3: target one e.nemy in burst; Constitution + this weal"
on's enhanceme.nt bonus V$, Fortitude: on a hit. you pull
that enemy 3 sqUilre5.

Writhing Vine Weapon leYI:'I 8 ...

6S.ooogp
n5.000gp

1,625.000 gp

425,000 gp
2,125,000 gp

105.000 gp
525.000 gp

2,625,000 gp

Lvl17 +4
Lvi 22 +5
Lvi 27 +6

Scmi' oJ!hi' POWeI" jrlll'Sled in your spirit (ornpal1ion also.f/lM>s
fhrough tllis ""IHrlll&.

Lvi 2 +1 520gp
Lvi 7 +2 2.600 gp
Lvl12 +3 13.000 gp
WNpon:Mace
Enh.mcement.: Anadc: rolls and damage rolls
Crfilal: +1d6 damage per plus
Propeny: Shamans GIn use thIs weapon as an impkment

fOf' shaman powe~ and shaman paragon path powers..
Propeny: When you use this weapon as an Implement for a

power that has a range of-Melee spirit: you can choose to
use your square as the origin square of the power,

i\ well plllm/ strl!ll' wWr lhls IIll1ee 1J0l'S II 10lln \l'IIY lowllrd
slrO\l'h1n fill enemy fill' error oJilS lI'ays.

LvlS +2 3.400 gp Lvi 23 +5
Lvl13 +3 17.000gp Lv128 +6
Lvl18 +4 85.000gp
Weapon: Mace
Enhancement.: Attack rolls and damage rolls
Critical: +1d6 damage pet' plus. or the liIrget is dazed

(save ends)
Prope.rty: Divine char.Kters can use this mace as a holy

symbol im~ment 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 Of' an implement
for a divine melee attM;k power.

1\$ .lVur M'l'apon slays)vur dri'y's t'llt'mJ,JvuJeel d SIlrne of
\'lflllll) ,hUl allows )VU fO l1el'J'Jls/11iI18.

LvI 4 +1 840gp Lvi 19 +4
LvI 9 +2 4,200gp Lvl24 +5
Lvi 14 +3 21,000gp Lv129 +6
Weapon: Any melee
Enhancement.: Auack rolls and damage rolls
Critical: +1 d6 damage per plus
Property: Avengers can use this weapon as an implement

for avenger powers and avenger paragon path powe~.

Property: When you reduce the 'arget of your oath ofenmjl:)'
to 0 hit points, the next atlilck you make with thIs weapon
before the end of your next tum deals 1d6 extra damage
per plus.

Whistling Songbow Level 2~

The effec:ri\'tmCS5 ofa mnsed weapon Ilellellds Oil ailff. DUI
dOIl'1 discollnr ilS paylood.

(Ilr\PTElt I 1.u"Hlr """'$

Ench:mtL,<1 arrows. bolls. and sling bullets can be
acliv:!tL,<1 and fired from r.ffl!,ocd weapons 10 achie"e
exceptionill results. YotllTluSllo....d flwgic aflUllIlflilioll
bcfore you ciln i1clivate and fire il (spending wha{C"er
aclion is necessary to do so). and it'!> ust:d up when
lIred. When uscd with powers thal t:fr8C{ Illultiple cl1e·
111 ies, l11llgic nllllllllllil iOll affects ollly Ihe nrsl altack
roll or target ancr it's 10ildcd.ln ccrlain c!rCll1l1slanccs

- -- -- -- - - -----~ -- -----

AMMUN1Tl0N ~

65,ooogp
325.ooogp

l625.000gp

Lvl17 +4
Lvl22 +5
Lvi 27 +6

!>roJfClilts Illullchedfrom Ihis "''l'0porl ""hisrle as 11U']' strl"u'"
1tn\'llN 'heir IIl'Bf'L

Lvi 2 +1 520gp
Lvi 7 +2 2.600 gp
Lvl12 +3 13,000 gp
Wl!:apon: Bow, crossbow
Enhancement: Attack rolls and damage rolls
Critical: +1d6 damage per plus
Property: Bards can use this weapon as an implement for

bard powers and b<Jrd paragon palh powers.
Power (Dally~ Free Action. Tri88er. You attack an enemy

with a bard attack power using this weapon. Effecf.: Each
ally within 5 squares of that enemy gains a +2 power
bonus to attack rolls against the enemy until the end of
your Ile)lt turn.



Boh of Transit L......,18~

Bolt of Clumsiness leYel8_

l:~ fhls IiH'lfilinH shapt"d boll fO 1Il00T dosn 10Jour I/lrstl_

Lvi 8 +2 125gp LvlB +5 17.ooogp
Lv11) +3 650gp Lvl28 +6 85,ooogp
Lvi 18 +4 3.400 gp
Ammunition
Enhancement: Attack rolls and damage rolls
Property: When you hit an enemy with an aUilCk using this

ammunilion, you an teleport to a space adJacent to Wt
enemy,

17,000 gp
85,ooOgp

LvlB +5
Lvl28 +6

125gp
6S0gp

3.400 gp

r\ l'itfinr 11dds IIlIIlforml'd 1/IiUrTl.'lls 100 uUBaill9' to lII'Oid
indlillB a!lucks.

Lvi 8 +2
LvlH +3
Lvl18 +4
Ammunition
Enhancement: AUilek rolls and damage rolls
Property: When you hit an enemy with an attack using this

ammunition, that enemy can't shift until the end of ilS ncJrt
tum.

(such 1l.S wh~n loading is a frec aclion), howevcr, a
rangcd allacker can lorld morc magic amlllunition
during an ..tlllck ;lgainstllluhipic targets ifdcsircd,

Allllllllllit ion applies;ln cnhanccmcnt lXlllUS 10

an alwck roll and damage roll when used, tfthc
projcrlile wcapon is 1I1l1gical. IISC the ammuni·
lion's cnhancemcnl bOllus ill place oflhe wea!)()n's
cnhanccment I)()IIUS, The weapon's critical bollUS and
Ihe properties from bolh the \\cal)()11 alld Ihe ammu­
nition still apply, Using magic anullunilioll docsn'l
prc\'ent )"011 from aCliv'lting a magic WC3j)()II'S powers.

You can nre magic auullunilion wilhout aclh'at­
ing it, using your W(31)()U'S enhauccmcnt bonus and
receiving no bcnent from lhe amlllunition's magic.
The amlllunition is still expended.

Ammunilion names arc ke)'ed to certain ammuni·
tionlypes, bUl 311)' ofthe cnchantmcnts described in
this ..cclion can bc placed on any type ofammuni·
tion; for inslallce, It's possible to creatC' or acquire an
arrow or 3 sling Imllclthat has the altributes ofa bolt
ofdlllllSifll"Ss.

:nooogp
105,000 gp

Arrow of Revelation level 9"
loun's t)T mar!ls lhis bri»'lfJrflOl" arn:m:

Lvi 9 +2 160gp Lvl24 +5
Lvi 14 +3 800 gp Lv129 +6
Lvi 19 +4 4,2oogp
Ammunition
Enh4lncement: Attack rolls and damage rolls
Property: Whcn )'Ou hit an enemy with ;m atta<k using this

ammunition, thai enemy doesn't benefit from invisibility
unlll the end of your neJrt tum.

Dispellin Bolt 1.rve18·

ThisJlm "'IICl! lluarrt'l Ulil'8ui5/uos conjumlions lind :ones.

Lvi 8 +2 125 gp Lvi 23 +5 17.000 gp
Lvi 13 +3 650 gp Lvf 28 +6 85,000 gp
Lvl18 +4 3,400 gp
Ammunition
Enhancement: Attack rolls and damage rolls
Property: When)'Ou hit an enemy with an atlack using this

ammunltfon,)'Ou can end One conjur;J11on or lone that
enemy has created.

Attention-Stealing Bullet Level 3-
'nlis brllllll ITII S/h18 srolle draws JUllr rur!Jcl's immediate
Ill/I'm1011.

Firestorm Arrow Lev~13+

l('II'J'Orllllfon /JCCOlliCS IlUln'll!f1lwh 1I'11~1 fhis bulf strihos irs
murlo,

Forbiddance Bolt Ley~19+

fill' cllIlrn'11 W(lOa of rills urrow 51:,'111>" fo sllillllller WillI Iwar.

Lvl3 +1 30gp Lvl18 +4 3.400gp
Lyl8 +2 125 gp Lvl2J +S 17.000 gp
Lvl13 +3 650 gp Lyl28 +6 85,000 gp
Ammunition
Enhancement: Allack rolls and damage rolls
Property: When you hit an cnemy with an allack using this

ammunition, Ihal enemy and each creature adjacent to it
take 1d6 extra Are damage per plus,

),400 gp
17.000 gp
85,000 gp

Lyl18 +4
Lyl23 +5
Lvl28 +6

30 gp
125 gp
6S0 gp

Lvi 3 +1
Lvi 8 +-2
LvlIJ +3
AOlOlunlllon
Enhancelllent: Allack rolls and damage rolls
Property: When )'Ou hit an enemy with an allack using

this ammunition,)'Ou mark that enemy until the end of
lIS neJrt lurn, While marked by)'Ou in this manner, when
the enelllY makes an attilek that doesn't include you as a
target, Ihe ammunition strikes thatliJrget again for 1d6
damage per plus.

Bending Bullet lc-15+

Enhancement: AII;Kk rolls and damage rolls
Property: While you have line of elfect 10 a square adjacenl

to an enemy, you GIn altack that enemy using this
ammunition. Treat the enemy as having COYer.

2l000gp
105,000 gp

Lvl24 +5
Lvl29 +6

160gp
800gp

4,200gp

Enhancement: Altack rolls and damage rolls
Property: When you hit an enemy with an auack using this

ammunition, that enemy can't teleport until the end of lIS
next turn, and no creature an telepolt to a space within 2
squares of that target until the end of ilS ncJrllurn.

Lvi 9 +2
Lvl14 +3
Lvl19 +4
Ammunition

5.000gp
25,000gp

125,OOOgp

Lvl20 +4
Lvl25 +5
Lvl30 +6

50gp
200gp

1,ooogp

Wllis,>cr II dirttflon 10 Ihis warped bulle., aud il bends llroulld
ohsl/lclts.
Lvi 5 +1
Lvl10 +2
LvilS +3
Ammunition

(HAl'!" H I "'''Hi~ Ir .. ms
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Freezing Arrow Ll'vcl 3· Phasin Arrow Level IS·

3,400gp
, 7.000 gp
85.000gp

TIlt ~haft oj lIrls arrow Is Slh.ll't'dJrolll unmflthl8 lu.

LIIlJ +1 30gp Lvl18 +4
Lvt8 +2 125gp LvlB +5
Lv,,3 +3 650g" LII128 +6
Ammunition
Enhancement: Attack rolls and damage rolls
Property: When you hit an enemy with an allack using this

ammunition. that enellly takes 1d6 extra cold damage per
plus and Is slowed untlt the end of lIS next turn.

!;phflllfml illjllyllr, ,his nrmw slrikn Its la'1:/e' solid~~

Lvi 25 +5 25.000 gp Lvl30 +6 115,000 gp
Ammunition
Enhancement: Attack rolls and damage rolls
Property: When you attack using this ammunition. you

don't need line of effect to Ihe target, and your attack roll
takes no penalty from cover or superior cover.

Space-Shifting Bolt LevelB +

Sider Bolt level)-

, 7.000 gp
85.000gp

LvlB +5
Lvl28 +6

125gp
650gp

3,400 gp

\VroUIlJ,t JIIIIII dmlrill ,IesI/JII, this sJ:::1I118 boll rdepmls Ihose
II hirs.

Lvi 8 +2
Lvl1J +3
Lvi 1a +4
Ammunition
Enhancement: Attack rolls and damage rolls
Property: When you hit an enemy with an aU<lde. using this

ammunition, you teleport that enemy 1 square.

TlJis urrow's billf IIIIlI ""Ilre srn'Ilks IImllll wlrll 1'llcrl:lY-

LII13 +1 30gp Lvi 18 +4 3.400gp
LII18 +1 115gp Lvl13.;.5 17.000gp
LvlH +3 650gp Lvi IS +6 as.ooogp
Ammunition
Enhancement: Allack rolls and damage rolls
Property: When you hit an enemy with an allack using this

ammunition, that enemy takes 1d6 extra lightning damage
per plus and Is dazed unlil the end of its nexl tum.

Ughlnin Arrow Ll'vel ].;.

l1t1s ~'t'b-stl'l.'W" quarl'l'I I.'lll'l'lops II.., tntmy whtlt irlliu.

Lvi 3 +1 30gp bol18 +4 3.40081'
lvl8 +2 125 gp lvlB +5 17,000 gp
Lvl13 +3 650 gp Lvi 28 +6 85,000 gp
Ammunition
EnhalKement: Attack rolls i1nd damage rolls
Property: When you hit an enemy wtth an attack using this

ammunillon. thaI enemy and each enemy adjacent to It is
slowed unlilthe end of your nexl tum.

Onslau ht Arrow LevfOll·

Ibis Plad: anuM' lrolls a brlJjhl ptmllllll.Jla88ln» Its la'1:/~-

btl +' 2S gp Lvl17 +4 1,600 gp
Lvi 7 +2 100 gp Lvlll +5 13,000 gp
Lvi 11 +3 500 gp Lv127 +6 65,000 gp
Ammunition
Enhancement: Attack rolls and damage rolls
Property: When you hjt an enemy wilh an attack using this

ammunition, each ally that can see that enemy gains a +1
item bonus 10 attack rolls against it until the end of your
neXilUm,

<··,•



Summonin Bullet levt>18"

{'M' lids nhlJlul.'llc bulll'l 10 brirrH (III (Illy closer 10yourJoe.

lv18 +2 125 gil Lvi 23 +5 17,000 gp
Lvl13 +J 650 gp Lvi 28 +6 85.000 gp
lvl18 +4 3.400 gp
Ammunition
Enhancement: Anack rolls and damage rolls
Property: When)'Ou hit an enemy with an attack using this

ammunition. one ally within 3 squares or that enemy <.an
teleport to a space adjacent to It.

cnhanccmcnt bonlls 10 Ihc alt:lck rolts and the damagc
rolls orany ofyollr powcrs from that class that have
thc implcment kc)·word. :lnd JOU can usc a symool's
properties and powers. Mcmbers ofother classes gain
no benent from wearing or holding a hoi)' S)'mbol.

YOII can', mllke melee allacks with a hal)' symbol.
Unlike othcr implements, )'OU need onl)· wear a

holy symbol for its property or power to function.
If)'oll arc wearing or holding more than one holy
symbol, none ofyour symbols function.

Surprise Bullet L~ll+

\Vlrafe\'('rJorm il 'cd:es. lilt' s)'lIIool oj It 8",1 has power. Of
collrSt'. all ellCh'lIl1ell llOIy s)'",bol has el'ell IIIorl' power.

- - . - - -- -- - -- - -- - -- . -

HOLY SYMBOLS ~

Ammunition
Enhancement: Attack rolls and damage rolls
Property: When you allack an enemy using this

ammunition. that enemy grants combat advantage to you
for that attack.

42S,OOOgp
2,125,000 gp

Lvl23 +5
Lvl28 +6

This symOOl is ~ (~ni"Jl oJ0 rnllld 8n1Spi1l8 an arrant Implt
'"Mil. "alloM'sJDI.I 10 conl'l'11 SDlnt oJ)wr orront: pc1M'l'T infO
hf',dillfl'
Lvl13 +3 17,000 gp
Lvl18 +4 85,000 gp
Implement (Holy Symbol)
Enhancement: AtlXk rolls and damage rolls
ential: +1d6 damage per plus
Property: Arcane casters an wield this~ symbol in one

hand to use it as an Implement for arcane powers. Choose
the type of arcane Implement when the symbolls created.

Power (Daily + Healing): Minor Action. You expend an
arcane dally attOfCk po1Ner. One ally you can see within
10 squares of you regains hit points as though he or
she had spent a healing surge, plus additional hit points
equal to the level of the expended power.

Convert's Symbol levelll

3,400 gp
17.000 gp
85.0oogp

L.... 18 +4
Lvl23 +5
Lvi 28 +6

30£1'
125gp
650gp

This Mi'lHnJl bu!lcr bllnb" ill (lnd oul. SD Jour taIBt'I ran't sa if
corni"S-

Lvi 3 +1
lvl8 +2
lvl13 +3

65,OOOgp
325,OOOgp

1,625,000 gp

A holy symbol reprcS4:nts )'our deity llnd takes ,he
shapc ofan a"pect ofthc god. \-Vhatner the ..ymbol
itselfs<ty, about it .. wlcldC'r. cnchantments arc neu·
tral and call be transferred from one holy sYl1lbolto
another to !>cttcr 'iUltll new owner (sec the Transfer
Enchantment ritual. pilgC 199 of,\,h'crl/urcrs VllIlh).

If)'011 arc a mcmber ofa class Ihat call usc a holy
symbol as an implcmcnt, yOIl can apply the symoot's

IOUN STONE OF
DIVINE KNOWLEDGE

The most powerl"ut 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 hIstorians consider them to
be the flrst, or at least the only true, loun stones.

Become an Exalted Eye: loun's most prominent priests
are known as the Exalted Eyes of loun, and each wears an
loun stone ofdivine Icnowfedse. 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 ohhe Exalted Eyes.

Undertake loun's Test loun keeps many loon stones
of divine knowledse 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 magnJflcem glft.

loun Stone of Divine Knowledge L~11S+

Tllis (lmm-r sphere M'ilh a rell8em in irs relller slo1l.·1y orbirs
Jour IleollJ, lelll'bIB II Imil oJ/wink/hlB Bolderl IiJJllIs,

Lvi 25 +5 625.000 gp lvl30 +6 3,115,000 gp
Implement (Holy Symbol)
Item Slot: Head
Enhancement: Anack rolls and damOlge rolls
Critical: +1 d6 damage per plus
Property: Divine characters can use this item as a holy

symbol Implement for divine powers.
Property: You gain an Item bonus to InSight checks and

Religion checks equal to the symbol's enhancement bonus,
and an item bonus to other Intelligence·based skill checks
equal to one·half Its enhancement bonus.

Power (Dally): Free ActIon. TriMer: You hit an enemy
wIth a divine attack power USing this holy symbol. Effect:
You learn whether each of the other defenses of that
enemy Is hIgher or lower thOln the defense hit by this
attack. In addItion, the enemy grants combat advantage
(save ends).

10un·Blessed Symbol Level 1+

TIlis 5\·mbol. Mrs.~J ",illl lol.l'l·s 11»'(' oJku~~td8t. is 0 slclld..,.
k'IBllloJh'Or') M'IlIlolIl.1 II SUHHl'5lioll oJller icon.

L 2 +1 520gp Lvl17 +4
L 7 +2 2.600 gp Lvi 22 +5
L 12 +3 13,000 gp lv127 +6
Implement (Holy Symbol)
Enhancement: Anack rotls and damage mils
ential: +1d8 damage per plus
Property: Arane char.Kters can wield this~ symbol

In one hand to use It as a wand Implement for arcane
powe~



Symbol of Branding level 11 ..

--

65,OOOgp ~
315,OOOgp

1.625.000 gp >-

Lvl17 +4
Lvl22 +5
Lvi 27 +6

Lilt 2 +1 510gp
Lvi 7 +1 1,600 gp
Lvl12 +3 13.000 gp
Impkment (Holy Symbol)
Enhancement: Attack rolls and d.lmage rolls
CTitial: +1d6 force damage per plus
Power (Daily~ Free Action. Trlgr. You hit an enemy with

a divine attack power using this ho'y symbol. EIfert You
push that enemy a number of sqUilres equal to the. sym·
bol's enhancement bonus.

Symbol of Divine Force lfovel1"

nrotl»'. fhis symbol.)uu OOlltrfOft 10;11. )uur mnlfles.s
COIll;Clioll.

325.000gp
1.625,000 gp

Lvl22 +5
Lvl27 +6

\5 .\UII 1If/1T II pru}l'T, fhis .srmb.'l jlIlrrs fO 5tflrJUllr 1JCHl'.s lcol!
inlo Ihl.'(orrhClld ohuur foe.

Lvi12 +3 13.000 gp
Lvi17 +4 65.000 gp
Implement (Holy Symbol)
Enhancement: Attack rolls and damage. rolls
Critical: +1d6 radiant damage. per plus
Power (Daily~ Free Action. Trigr. You hit an enemy with

a divine. auack power using this holy symbol Effm: Until
the end of the encounter. when that enemy lakes radiant
damage rrom your divifN! chol/enBe or divine sanction, it
takes 5 extra radiant damage,
l.ew!/ 22 or 27; 10 extra radiant damage,

Symbol of Brawn h'wI3+

Symbol of Defense LeYe118..

Symbol of DaTing le.....IS...

CIIA!'TER I I "'''HIt" '1f'''U

·l1u:jlcrcl· ru!liuucc offhis symbol is rlw bllUC off0111 CrealllrL'S
rhul r(m·' bl'lIr 5Wlli8/1l.

Lvi 17 +4 65,000 gp Lvl17 +6 1,615,000 gp
lvl22 +5 315,000 gp
Implement (Holy Symbol)
Enhancement: Attack rolls and damage rolls
Critlal: +1d6 radianl damage per plus
Property; Any creature within 5 squares or you that has

vulnerability to radiant damage has thatll\llnerabillty
increased by 5.

CONVERTSSYM130L
legend tells of a lone warlock named Cella. usually said
to be human but sometimes a halfling. who quested deep
In the Astral Sea for secrets left over from the wars of cre­
ation. Cella 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. Cella 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 flndlng an astral weapon to fighting off
the ships of glthyanki 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
flndlng hidden items and bringing them to where they
were most needed. With a shock. Celta realized they were
talking about her. Recognizing the truth laid before her,
she: adopted loun as her divine patron.

The flnal piece of the legend states that Celia opened
a w;ry for other practitioners ofarcane power to touch the
divine. through the convert's symbol.

Rampaging Cultists: Cultists ofVe<na are terrorizing
people within a few days' joumey of one of their hidden
temples. mutilating innocents by cutting one eye and one

hand from each. The cultists have made the mistake of
attacking one of the communities that used to be under

Cella's protection. A priest of loun asks for aid. offering a
converts symbol to help in the cause.

Symbol of Divine light Lellel 17+

115.000 gp
625.000gp

3.125.000 gp

85.000 gp
415,000gp

1,115,000gp

llll18 +4
LII123 +5
LII128 +6

lll120 +4
lll125 +5
LII130 +6

Whell .IUII lO·ielJ Ihis symbol.jullr allies are impirrd !o .sITiJre
bo!lll.l~

LIII 5 +1 1.000 gp
Lll110 +1 S.OOOgp
LIII15 +3 25,000 gp
Implement (Holy Symbol)
Enhancement: Auack rolls and damage rolls
Critical: +1 d6 damage per plus, or +1dl1 radian! damage

per plus with attacks made when you spend an action
point

Property: When any aUy within 5 squares of you spends an
action poInt to make an attack. he or she gains a bonus
to damage rolls 00 that attack equal to the symbol's
enhancement bonus.

Ph.\·Sical srnollBIII mul hoi), Ilevorioll lire borll l.'nll(lllCCII b)' !lris
1lIlmrumrflle 1101.1' symbol.

LII13 +1 680gp
LIII 8 +2 3.400 gp
LvI 13 +3 17.000 gp
Implement (Holy Symbol)
Enhancement: Auack rolls and damage rolls
Critial: +1 d6 damage per plus
Power (Oaily~ Free Action. Trigr. You hll with a divine

attotek power using this holy symbol. Effm: Make a melee
basic altiKk. Ir the. anack hilS a creature. marked by)'OO.
it deals 1d1 0 extra damage.
1-' 13 or 18: 2dl0 extra damage.
1-' 23 or 28: 3dl 0 extra damage.

On command, Ihis s)'mholsennult"S a mmult offorct ID Ikfn.d
arommdt,

Lvl18 +4 85,000 gp lvl18 +6 1.115,000 gp
Lvl23 +5 425.000 gp
Impkment (Holy Symbol)
Enhancement: Auack rolls and damage rolls
Critial: +1 d6 force damage per plus
Power (Dillly): Immediate Interrupt. TrllJBl!r. An allack

hilS an ally you can see. Effect: The ally gains a +5 power
bonus to all derenses against the triggering all>JCk.



Symbol of Foe Turning Level 7+

Symbol of Fire and Fury Levelg>

Symbol of Protection Level 10+

Symbol of Prayers Recovered Level 18-

325,ooogp
1,625,000 gp

Lvi n +5
LIIl27 +6

Lvi 7 +2 2,600 gp
Lvl12 +3 13,000 gp
Lvl17 +4 65,000 gp
Implement (Holy 5ymbol)
Enh.lIncement: Attack roUs and damage rolls
Critial: +1d6 damage per plus
Power (Daily + Healing): Free Action. TriBBtt You use

your second wind. or)'OO use a power that allows)'OO to
spend a healing surge to regain hit points.. Effect: One ally
within 5 squares of you GIn spend a healing surge.

Symbol of Reflection Level 24·

\\'hill'Jt7ll "'tllr ".is n'lllbol.)Ullr (lin ileal an lilly "Tn asJml
lend IIIyour (mTl wounok

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 Ihat 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
a/the Rodianl 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. lIS 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 posslbllities.

Protect the Faithful: Followers of the Radiant Aame
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 of lhe

Rodionl Flame.

AsJVll I,rrsrllllllls sUI/alliS symbol. dfl'lnr power rurns)l.lUr
I'nell1les' a1l1lrks !Jilek 1.18llillSllhem.

Lvi 24 +5 525,000 gp Lvl29 +6 2.625,000 gp
Implement (Holy Symbol)
Enhancement: Attack rolls and damage rolls
Critical: +1 d8 damage per plus
Power (Dally~ Immediate InterrupL Trl88l'r. An enemy Clr­

gets you with a ranged attack. Effect: You gain a +3 power
bonus to all defenses against the triggering enemy's
attack. If the attack misses you. the triggering enemy
repeats the altac:k ag<1inst itself.

Symbol of Shared Healing level 7~

625,OOOgp
3.125.oo0gp

325.oo0gp
1.625.000 gp

525.000 gp
2.625.000 gp

Lvl25 +5
Lilt 30 +6

Lvi n +5
Lvl27 +6

Lvl24 +5
Lvl29 +6

'nIls 5JrrlboillUOWS)UU 1051111'11111 rompllllionfrom lhl' lhrrals
Il.fJvurJIWS.

Lvl10 +2 5,OOOgp
Lvl15 +] 25,000gp
Lv120 +4 125.000 gp
Implement (Holy Symbol)
Enhancement: Attack rolls and damage rolls
Critical: +ld6 damage per plus
Power (Dally): Free Action. Trl88er. You hit an enemy

with a divine altack power using this holy symbol. Effect;
Choose one ally within 5 squares of you. Untlllhe end of
your next tum. the enemy you hit Gln't att<tCk that ally.

"llrouSh lhls sJ'mbol,Jou (all punish spt'Cyk trlemli'S ofJuur

falln as ~t'll as lilt' undead.

Lvi 7 +2 2,600 gp
Lvi 12 +] 13.000 gp
Lvl17 +4 65,000 gp
Implement (Holy Symbol)
Enh<lncement: Auack rolls and damage rolls
Critical: +1d6 damage per plus
Property. When this Item Is created. choose angel, demon.

devil, dragon. or giant. When you use)'OOr turn undeod
power, you can target creatures of the chosen kind Instead
of undead creatures.

\'our prnJ"r$lIrt rnrtly wllSled whileJOu wellr 1111.1' holy symbol.

Lvl18 +4 85,000 gp Lvi 28 +6 2.125.000 gp
Lvl2] +5 425,OOOgp
Implement (Holy Symbol)
Enhancement: Anack rolls and damage rolls
Critical: +1d6 damage per plus
Power (Dally~ Free Action. Trl88er: You miss alll:argelS

wllh a divine encounter auack power using this holy
symbol. Effect: The power Isn'l expended.

This symbolls madl' ofrtd lroll slrtllked wilhJlt:TJ( IIriShl
mrll1l. "'hill' -,UIl wellr il.yOll (1111 bIas! Juur foes wllh ris'urous
j1mnl'.

Lvi 9 +2 4,200gp
Lvl14 +3 21,Ooogp
Lvl19 +4 105,000 gp
Implement (Holy Symbol)
Enh<lncement: Attack rolls and damage rolls
Critical: +1d6 Are damage per plus. and each olher enemy

within 5 squares of you lakes Are damage equal to)'OOr
Charisma modlfler.

Property. When you hit an enemy marked by)'OO with a
divine attack power using this holy symbol, that enemy
takes ld6 extra Are damage. or ldlO fire damage while
you're bloodied.
~ 19 or 24: 2d6 or 2d10 extra Are damage.
l.eM!I 29: 3d6 or 3d1 0 extra fire damage.

CHAI"I"~ I .u"8Ie "ems



65,OOOgp
325,OOOgp

l625,OOOgp

SYMBOL OF THE
CHAMPION'S CODE

Every paladin follows a code, whether written or internal­
Ized. The symbol a/the champions 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 throogh 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 finnness 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 o[t.hechompion's code
covered with sinister oaths to foment war and wrath.
Those who can defeat him might be able to erase the
staIn of his cruel acts by transfonnlng his symbol into one
holding less destructive precepts.

Symbol of the Self: Although any ritual caster can
learn to craft a symbolofthe champions 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 riwalln a private, sacred place. For example,
a paladin ofBahamut might craft a symbol from platinum
gathered from a dragon's hoard, while a follower ofCorel­
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 Level 8·

\ roJr 0Jfwllor is inscrilwd 011 '''is srmbol. mnJordll1J Jour
CO'llrllllllll'nI 10.lVur900 aruf IIlilkill8Juur challl.'llgr irresistible.

Lvi 8 +2 3,400 gp LvlB +5 425,000 gp
Lvl13 +3 17.0oogp Lvl28 +6 2,125,OOOgp
Lvi 18 +4 85.000 gp
Implement (Holy Symbol)
Enhancement: AUa<:k rolls and damage rolls
Critial: +1 d6 damage pef" plus
Property: When a creature t<'Ikes ooiant damage from your

df\line cho'~nge or divine sanction. it takes extra r.tdiant
damage equal to the symbol's enhancement bonus.

Power (Dally): MInor Action. You choose an enemy
marked by you. Untillhe end of your next turn, Ihat
enemy can'l make an attack thaI Includes any creature
olher than you as a target.

Symbol of the First Spirits Level h

;\U IImll o{IJj',11Clllfoll ro rllc rlllruml S/Jlrlls oJrllc world is ill'
S(ri/,,·c/ illfillc Kril,r upo"llris woodrrl llOly symhol.

Lvl2 +1 520gp Lvl17 +4
Lvi 7 +2 2,600 gp Lvi 22 +5
Lvl12 +J lJ,OOD gp Lvi 27 +6
Implement (Holy Symbol)
Enhancement: Anack rolls and damage rolls
Critical: +1 d8 damage per plus
Property: Primal chalilClers can wield this holy symbol

In one hand to use it as a 10lem implement for prilOill
powe~

SYMBOL OF FIRE AND FURY
The dwa~n 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 Morad!n and human
champions of Kord worked together to turn the cities'
longstanding conflict to a positive end, creating symbols
offire and fury.

Find a Priest-Smith: The art or 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 Cloudgate and South
Gwyvar. This challenge identifies those worthy ofcarrying
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 pass the test. By finding a cleric to administer the trial,
a hero might be able to win a symbol affire and fury.

>-

Cll/\I'TI:lI I I M"lllr "ems



Symbol of Unified Defense Level 9+

'n,ls S)'1I1bol is c'rwuI'CJ with sc\'fflll rlnns linlltd In a drcle.
repTt'SCllli1l8 IIII' /r1l1'Tl1l'ptndtllCt' Ofyou audJ'Uur commdes.

525,000 gp
2,625,000 gp

Lvi 24 +5
Lvl29 +6

LvI 9 +2 4,200 gp
Lvl14 +3 21.000 gp
Lvi 19 +4 105.000 gp
Implement (Holy Symbol)
Enhancement: Attack rolls and damage rolls
CritJcal: +1 d6 damage per plus
Power (Dally): Immediate Interrupt, Tri~An enemy

targets you and at least one ally with an attack. Effert
You and your allies' defeme agaInst the triggering en­
emy's attack is the highest appropriate score among all of
you being attacked, For uample, If the attack Is against
Refla and the highest ReflC!)[ among you and your allies
Is 25, you all have Refla 25 against the attack.SJ·mbol oflhiE holy nimbus

Symbol of the Radiant Flame Level 8+

Symbol of the Holy Nimbus Lf'W14·
Symbol of Vi or ~I 7·

This S)"lIlho1 rewards)Ullr eooJ htaJth ..ilh dhine mitfhL

Lvi 7 +2 2,600 gp Lvl22 +5 325,000 gp
Lvl12 +3 13,OOOgp Lvl27 +6 l,625,OOOgp
Lvl17 +4 65,000 gp
Implement (Holy Symbol)
Enhancement: Attack rolls and damage rolls
Critkal: +1 d6 damage per plus. ()t" +1 dl 2 damage per plus

while you're at maximum hit points
Property: You gain a +1 bonus to attack rolls made using

this holy symbol while you're at mill(imum hit points.

i\bo\'e all clse, be carefuillot fo sel Jour orb Ilown 011 a}lIlt.

inclined surface.

-----> _._- ._-----

ORBS '

105,000 gp
525,OOOgp

2,625.000 gp

Lvl19 +4
Lvi 24 +5
Lvi 29 +6

This SJ'l'lbol combInes lht' imaan ofsun arm moon. Whm
)UU spmk a ..'Om oflmllitllJ.)'OU andJour allies are barhed in
~lori"81i8"L

Lvi 4 +1 840gp
Lvi 9 +2 4,200 gp
Lvl14 +3 21.000 gp
Impl~m~nt(Holy Symbol)
Enhanc~m~nt:. 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.
Propeny. When you use the hmUnS worn power during a

combat encounter. you and each ally within 5 squares of
you also gain temporary hIt points equal to your Charisma
modlfler + the symbol's enhancement bonus.

Till) syrnoolll111Jt'llN 10 bt' rnalle afbrillloni lh'innflre Imnn all
tI chain of molrl'rt mellll, bur II doesn't burn Jt'ur skill.

LvI 8 +2 3.'100 gp Lvi 13 +5 425,000 gp
Lvl13 +3 17.000gp Lvl28 +6 2,n5,000gp
Lvi 18 +4 85,000 gp
Implement (Holy Symbol)
Enhancement: Attack rolls and damage rolls
Critical: +1 d6 nre and radiant damage per plus, and each

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

Property: PrImal characters can wield this holy symbol in one
hand to use It as a totem Implement for primal powers.

Power (Daily): Free Action. rriBBer: You score a altical hit
with an attack power using this holy symbol. Effect: 1he
bonus to allies' damage rolls when you score a critical hit
with thls symbol lasts until the end of the encounter,

CIIAI'TFH. I M"Slc Huns

The orb represcllts clarity of will, finc control of
magic. and command over thc creatures you target
with mllgic. Wii'.nrds who wallt to ellsure that their
magic endures wield orbs, and
the additional enchantments
on lIlost I1wgic orbs llid
thm goal.

Ifyou arc:.
member ofa
class thm can
wield an orb liS

iln implement,
)'on can add the
orb'scnhance­
melll bonus to
the attack rolls
and the damage rolls of
implement powers from
Ihat class that )'OU usc
through the orb, and you
can usc its pr0!'Crties and
powers. Members of01 her
classes gain no benefit from
wielding an orb.



Orb of Petrification level 10-

Orb of Distance Denial Ln-e120·

Orb of Accuracy Level 14+

425,000gp
2,125.000 gp

Lvi 23 +5
Lvi 28 +6

Lvi 13 +3 17,000 gp
Lvl18 +4 85,000 gp
Implement (Orb)
Enhancement: Attack rolls and damage rolls
Critical; +1 d8 dalilage per plus
Power (Dally): Free Action. Trl88er: You hft an enemy with

an arcane allllck power using thIs orb. Effect: You regain
lhe use of your Orb of Imposition class feature Ifyou
have already used It during this encounter.

Orb of Repeated Imposition L~veI13...

1111s ",dlc,' Illrlluoisr orb iliffI'll51'S IIII'frtlIIH'"lJ' offour arcllrrc
illll'lJsflioll.

525,000 gp
2,625,000 gp

lvl24 +5
lvl29 +6

lvl14 +3 21,000gp
lvl19 +4 105,000 gp
Implement (Orb)
Enhancement: Allack rolls and damage rolls
Cntial: +1 d6 damage per plus. Of" +1 d12 per plus against

enemies that are Invisible or that have concealment or
tOlal concealment from you

Property: When you use an al"Gllle attaCk power through
this orb. you take a -1 penalty (Instead of -2) to atrack rolls
against enemies that have concealment from you, and a ·3
penalty (Instead of ·5) to allack nHls against enemies that
have tOlal concealment from you,

rIwl18h \'<.lUr l'I'llOlll'nr l!UI'III/'rs III hidl', IIr1s sihw cuHed, crys.
I'Jllint' orb erulbli.'5)1Hl 10 I",rrl'iw ib IOCIl/ioll.

Orb of Hei htened Imposition Level 11-

ComroseJ ofnumm:JUS smuller lJrlls fustJ inro lJfIt spherica'
",...Is~,lhis (>Tit IlIlInj1Cf'S IJIl tIll'T1I)"S rlJllarJ aflatk

Lvl20 +4 125,000 gp Lvl30 +6 3,125,000 gp
Lvl25 +5 625,000 gp
Implement (Orb)
Enhancement: Attack rolls and damage rolls
Critia!: +1 d6 damage per plus
Power (Dally): Free Aetk>n. Trl~ You hit an enemy with

an arcane attack power using this orb. Effect: That enemy
can't target any creature more than 3 squares away from
it (save ends).

Thisan'rn 'IUMr:: orb CXll'lIds rhe JUrI/liOIi ofJIOwl'rful SJ'l'11s.

lvlll +3 13,000 gp Lvi 22 +5 325.000 gp
Lvl17 +4 65,000 gp Lvi 27 +6 1,625,000 gp
Implement (Orb)
Enhancement: Auack rolls and damage rolls
Critical: +1 d6 damage per plus
Property; Your Orb of Imposition dass feature can eXlend

the duration of an effect created by an encounter power
you use through this orb that would otherwise end at the
elld of your curren! turn. TIle effect InSlead ends at the
end of your next turn. You can stili use Orb of Imposition
only once per encounter.

Orb of Resilient Tenacity h.·vcI1-

65,000gp
325,000gp

1,625.000 gp

Lvl17 +4
Lvl22 +5
lvl27 +6

'11,,· conS/Iln! buzzilla whisper 111111 Issuesfrom lhls IIl1ll.'rJrysl orb
reiliforli.'5 )l}ur will,

Lvl2 +1 520gp
Lvi 7 +2 2,600 gp
Lvl12 +3 13.000 gp
Implement (Orb)
Enhancement: Attack roUs and damage rolls
Critical: + 1d6 damage per plus. and you or an ally within 5

squares of you gains a power bonus to SilVing throws equal
to the enhancement bonus of the orb against one effeo
until that effeo ends.

Power (Daily): Minor Aalon. You Of" an ally within 5
squares of you gains a power bonus to saving throws
equal to the enhancement bonus of the orb against one
effeo until that effect ends,

'rids dull WilY Hilmi/I: orb WUSf'S )vur I'nl>rrTies ill II Siony
I.'m&l"IIct.

Lv120 +4 125,000 gp lvl30 +6 3,125,000 gp
Lvl25 +5 625,000 gp
Implement (Orb)
Enhancement: Attack rolls and damage rolls
Critical: +1 d6 damage per plus. and the target Is slowed

until the end of your next tum.
Power (DaJly): Free Action. TrliJ8Cr. You hit an enemy with

an arcane attack power using this orb. Effect:. That enemy
Is petrified (save ends).



325,ooogp
1,615,000 gp

Orb of Supplementary Force level 3.,.
fhls sphl'rr ofs.:arlCI Jjluss IJulses lI'il/l barely conrrolled l'Ufray.

LvI 3 +1 680gp Lvl18 +4 85.000gp
Lvi 8 +1 3,400 gp lvlll +5 425.000 gp
Lvl13 +3 17.000gp Lvl28 +6 2.125.0oogp
Implement (Orb)
Enhall(:ement: Anack rolls and damage rolls
Critical: +1d6 fOKe damage per plus. and the Larget is

knocked prone.
Power (Daily): Minor Anion. Until the end of your tum,

each enemy you hit with an arcane dose blast attack
power using this orb Is knocked prone after all other ef·
fects ofthe attack are resolved.

Orb of Visionary Protection level 111"

'nlls fnmsluUJlIlJrb n.irls \lirh po,mtl(lljulUrtS. e(leh \\'(IifilljJ

f<rr JUU 10 srwp and helm I' to)uur \lill.

Lvl11 +3 13.ooogp Lvl22 +5
Lvi 17 +4 65.000 gp Lvi 27 +6
Implement (Orb)
En.... ll(:ement: Attack rolls and damage mils
Critial: +1 d6 damage per plus
Power (Daily): Immediate Interrupt. Tri88er: You are sub­

jected to an effect that a save can end. EUea; You can
v:pend your Orb of Imposition class feature to make a
saving thmw against that effect instead of gaining the
feature's normal benefit.

----- -_. -------------

RODS J

Battle·Pact Rod Level 181"

T/,1s liM\!)' Clu1nd can III' lIS<!d as bOl/' a wurlock's rod and a
1\,{,"llOn.

Lvl18 +4 85.000gp lvl28 +6 2.115,000gp
Lvl23 +5 425,000gp
Implement (Rod)
Enhall(:ement: AtLack rolls and damage rolls
Critical: +1d8 damage per plus
Property: This rod can be used as a me~ weapon,

functioning as a mace. You add its en....ncemeot bonus '0
ilttack rol15 and dilmage mils of melee weapoo illtiJC.ks.

Power (Daily): Free Action. TrlmJer. You place your
Warlock's Curse on an enemy. EUea; That enemy is also
mariced until the end of the ellCounter. When a crealu""
mariced by you In this way makes an attiK.k that doesn't
illClude you as a target. It takes your Wariock's Curse
eliCtra damage.

Darkspiral Rod L..wI4·

'J1u- d(lrbpirul allm Ihal fxeJllplijles JUllr de\vrion 10 llle dark
pac' cOIdrs€cs "'f0 a black ,loud around r1,is impltnJeJJf_

Lvt4 +1 840gp Lvl19 +4 105.ooogp
Lvt9 +1 4.200gp Lvl14 +5 515,ooogp
Lvl14 +3 21,OOOgp Lvl19 +6 1,625.000gp
Implement (Rod)
Enhall(:ement; Allack rolls and damage rulls
Critical: +1 d6 nec:rotk aod psychic damage per plus
Property: When you hll an enemy affected by your

Wilrlock's Curse with a wilrloc~ attack power using this
rod, you deal eliCtra damage equal to the Viilue of your
Darkspiral Aura class feature 10 the enemy.

Ilelll'irr rlttm a wflml. smnl/er tllllll II sliiff.lfJoli IIm'r to

as~ II'ltm "will'S ir II!ffcrcllf,you'U IICI'rr 11110"',

H~xer's Rod Level 3-
Cmfll'" b) Huhlills.IIlls J'l)jl duwurls Ihcir 'riclrj, IIlld....lll1ml..d
"wHIe.

Rod of Burgeoning Memory Level 2+
T/ll' lISlml 1'»<'11«' In ",is roll lit'sJllll lJIorr tiSlt")' 10)uur j"arlir-r
Ih't'S ll!o II Ji"\\l.

85.000gp
425,000 gp

2,125.000 gp

65,OOOgp
n5.000gp

1,625.000 gp

Lvi 18 +4
Lvi 13 +5
Lvl18 +6

Lvl17 +4
Lvi n +5
Lvt 17 +6

Lvi 3 +1 680gp
Lvi 8 +2 3,400 gp
lvl1J +3 17.000 gp
Implement (Rod)
Enhancement: Auack rolls and damage rolls
Critical: +1 d6 dalnage per "Ius
Power (Dally~ Free AClion. TriMer: You hil an enemy wilh

an attack power using this rod. EUret: The next time that
enemy misses you with an altack, you can shift 3 squares
as an Immediale reactIon. and you gain concealment
agalnstlhat enemy until the end of your next tum.

Lvi 2 +1 520gp
Lvi 7 +1 2.600 gp
Lvi 11 +3 13,000 gp
Implement (Rod)
En....ncement: Allack mils and damage mils
Critkal: + 1d6 damage per plus
Property: When you usc your mt'moty ofIl thousand lifetimes

racial power to improve the atlack roll of a divine attack
power you usc through this rod, add +1 to the d6 roiL

\Varlock" invokers. and ,Irlinccrs channel their
power through rods. Somc rods idclltiry their
intended u~ers clcurly by referencing sped fic class
featllrc~ or powers, Otller~ have a broader appeal.

Except 111 rarc caSCS,:l rod is not robust enough to
be lIsed as" wcapoll. Ira rot! Cilll function as either
:l wCilpon or an imptcll1cnt.that filctls noted inlhe
iteill's description.

[fyoll arc a l'llcmUcr of" class that Cilll wicJd a
rod a~ an implemcllt. you can add the rod's enhance­
mcnt bOllus to the ,Illllck rolls and the damage rolls
orimplcment powers from that d"ss that )'011 usc
through thc rod, and you can lISC its properties and
powcrs. AlemOc" orother classes g"in no bcncnt
from wielding a rod.



625,OOOgp
3,125.000 gp

Rod of Obliterating Wrath Level 9·

T/lis rool llfll'Cllrs 10 lIt:'1II111lrfrom mollen 51/1'1'1: II (1m crealI'
dmul.5 Ilrm rllin si/\'CT Upon Ihr oollllifll'/lI,

Lvl15 +3 25,OOOgp lv125 +5
Lv120 +4 125,000 gp LvlJO +6
Implement (Rod)
Enhancement: Attack roll!> and damage rolls
Critial: +ld8 damage per plus-or +ld12 damage per plus

agarnst fey creatures
Power (Dalty~ Minor Action. Make an attack: Area burst

3 within 20 squares. Each enemy In the burst that is
affected by)'OUr Warlock's Curse takes ongoing 10
damage and grants combat advantage (5iI11e ends both~
If the t<trget Is a fey creature, add your Charisma modifier
to the ongoing damage..
level 25 or JO: Ongoing 15 damage.

~

Cmfll'J 10 fI"l'i111' a.s much deslruC1IOn a.s possibll', Ihis" rod 1..15 S_ Ii
.Hm l'il'l"["l' )UUI"fOC'S' dl'.fl!l1SeS and dt'Sl~smup!> oftnl'mia ~, I
Lvi 9 i-2 4,200 gp Lv124 +5 525.000 gp
Lvl14 +3 2l.ooogp Lvl29 +6 2.625,OOOgp
Lvi 19 +4 105,000 gp
Implement (Rod)
Enhancement: Attack rolls and damage rolls
Critial: +1 d6 damage per plus
Property: When an enemy'!> resistances reduce the damage

of any invoker attack power you use thmugh this rod, that
enemy's resistance to that attack Is reduced by an amount
equal to this rod's enhancement bonus until the end of
your next tum,

Power (Daily): Minor Action, You gain a +2 power bonus
to attack mils wllh the nColiCt Invoker ilttack power you
use through thi!> rod.

Rod of Silver Rain l.eveI15+

Rod of Devilry Level 10·

An inrolltr wilh pll'nly ofrods allhe ready

Rod of Divinity level 3·

J25,OOOgp
1,625,000 gp

Lvl22 +5
Lvl27 +6

AI )'Vur cOlmlwlll!. Ihis rOO infusesJvur SJH'1l "'III, /iBhlfrolll
n!.l'Slfrlolls sIms.

Lvi 7 +2 2,600 gp
lvl12 +3 13,000 gp
LvI 17 +4 65,000 gp
Implement (Rod)
Enhancement: Attack mils and damage rolls
Critical: +1 d6 radian! and necrotic danlage per plus
Property: When you hit an undead enemy affected by your

Warlock's Curse with iln attack power using this rod.)'Ou
deal an extra die of Warlock's Curse damage against that
enemy,

Power (At-Will + Radiant); Minor Action. The next ne·
erotic or poison power you use through this rod deals
radiant damage instead of necrotic damage or poison
damage.

Rod of Stolen Starlight level 7+

625,000 gp
3,125,000 gp

85.000gp
425,OOOgp

2,125,000 gp

Lvl25 +5
Lvi 30 +6

Lvl18 +4
Lvi n +5
Lvl28 +6

lu(rrlllll jXJ'lIWflow!> IhmuBh lhis" rod, KourfnB yuur fOf'!> willI
hellfln',

LvllO +2 S,OOOgp
Lvi 1 5 +3 25,000 gp
Lvi 20 +4 125,000 gp
Implement (Rod)
Enhancement: Attack rolls and damage roll!>
CritlCilI: +1 d6 fire damage per plus, or +1 d1 0 fire damage

per plus agaln!>1 a bloodied targilt
Property: Jr you're a tiefllng, when you use an atlack power

through this rod, your bonus to atlack rolls from your
bloodhunt racial trait increases by 1.

Property: When you hit a bloodied enemy affected by your
Warlock's Curse with an attack power using this rod, it t<tkes
extriIllre dama~ equal to this rod'!> enhancement bonus.

',ltis" dtlicillt sihw rod 1/!IS)oo channel)oor drily's plI\''Cf" back
'CI)uursd(.

Lvi 3 +1 680gp
Lvi 8 i-2 3.400 gp
Lvl13 +3 17.000 gp
Implement (Rod)
Enhancement: Attack mils and damilge rolls
Critic.al: +1 d6 damage per plus
Power (OO1lly): Free Action. Tri88er: You hit with a divine

aflack power using this rod. Effect You gilln one extra
use of your Channel DllllnilY class feat\Jre during this
encounter.,



Rod of the Fickle Servant lev,'l 7.~

'/llis sfll'rlnl roc/Sil't'SJVII IIfeNSlo (I dUfi'rl!1Il1't'Sli8C ",hl'n )VlI

nred ll.

105.000 gp
525.000gp

2.625,000 gp

525,000 gp
2.625.000 gp

lvl19 +4
lvl24 +5
lvl29 +6

fhls sll'mlt'r 111.sldiuu TOIl IsIOI/fWd ",ldlll 11l18'S 1')'1' dlill Opt'llS

",hl'll )1'IU list'your powcrs, h'rrifyinHJvurfOl'.

lvl14 +] 21,000gp lv124 +5
lvl19 +4 105.000 gp lvl 29 +6
Implement (Rod)
Enhancemenl.: Auack rolls and damage rolls
Critial: +1d6 psychic damage per plus
Power (Dally): Free Action. Tri89er: You hit an enemy af­

fected by your Warlodc's Curse with an atGld power
using this rod. Effect:. Thai enemy takes enra damage
e<Juallo this rod's enhancement bonus and is da:l:ed until
the end of your nen tum.

\n (I(JIN ln5(l'i!J(J 011 tills m.J 8i1'tS.roo quid: au~ 10 om' of
.IVlJr \,tsli/11.' "...Inms.

lvl4 +1 840gp
lvl9 +2 4.200 gp
lvl14 +J 21,000 gp
Implement (Rod)
EnhallCemenl.: Auack rolls and damage rolls
ential: +1 d6 damage per plus
Property: When you acquire a rod of lhis sort. choose ooe

darly power you know that has a vestige pact entry. this
choke Gln't be changed later. The vestige associated with
lhat~r becomes bound to this rod.

Power (Daily): Free Action. Tri8lJff= You hit an enemy af·
fected by your Warlock's Curse with an auack power us·
ing Ihis rod. Effl'Cl: The vestige bound to the rod becomes
your acttve vestige.

ROO OF STOLEN STARLIGHT
When a drow 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
starlight, 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 starlight

The Demon Prince's Drow: Some draw take up the
worship of Orcus, whkh displeases the powers of dark­
ness. Followers of those entities might give a rod ofstolen
starlight to a group of heroes to help them desrroy these
Orcus-worshlplng draw and their undead followers.

Rod ofthe Pactbinder l.ewI4-

Rod ofthe Hag level 14·

65.000gp
J25.000gp

1.6i5.000 gp

lvl17 +4
lvl22 +5
lvl27 +6

lv12 +1 520gp
lvl7 +2 2.600 gp
lvl12 +J 13.000 gp
Implement (Rod)
Enhancemenl.: Attack rolls and damage rolls
Critial: +1 d6 damage per plus
Power (Daily): Free Action. Tri8lJff= You hit an enemy af­

fected by your Warlock's Curse with an attack power liS'

ing this rod. Effect:. You make one of your primary vestiges
your active vestige. (Arcone Pow2r. page 72~

ROO OF SILVER RAIN
Every fifty years, a supernatural rain falls across the Fey­
wild. It coats the land In silver, Gluslng 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 eladrln 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 fomorlans and other dark fey. The rod created
a silver cloud that burned the minds ofSuzasha's foes and
aided her allies. Not surprislngty. the evil fey crafted a plan
to remove the threat of the rod.

The romonans dispatched their lackeys to steal the
rod from Suzasha under cover of nighL The thieves were
successful and returned the rod to their dark stronghold,
where the (amonans unsuccessfully attempted to disen­
chant the Item. PaIned by Its proximity, they cast It Into
the Shadowfell. lesser copies have been created. but the
eladrln have been searching for the original ever since.

ShadowfelJ 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 fomorian 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 fomorlan'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 ofsliver roln 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,



Spider Rod level 1]'"
rhis 8ml mrlll' rod is ct1lwf,1 willi a wl'b oj lIIitlrml studdf'/
",idl billcll OIIJX ~pidl'T5.

425,ooOgp
2,125.000 gp

lvl2] +5
lvl28 +6

lvl13 +3 17.000 gp
lvl 18 +4 85,000 gp
Implement (Rod)
Enhancement: Attxk rolls and damage rolls
Critical: Ongoing 10 poison damage (save ends)

If!'Yd 2J or 28: Ongoing 15 polson damage (save eods)
Property: When you hit with an attack thai deals ongoing

necrotic or ongoing poison damage using this rod. the
ongoing damage increases by an amount equal to the rod's
enhancemenl bonus.

Power (Daily + Poison): Minor Action. Youc~ an
enemy wllhln 20 ~uaresof you lhat Is affe<:ted by an
effe<:t you created that a save Gin end. The effea gains
-Aftereflec.c The target takes ongoing 5 poison damage
(save eods~w

If!'Yd 2J or 28: Ongoing 10 poison damage (save eods).

Turch ufmi~,.,.

Torch of Misery lewll0'"

Rod ofthe Risen Dead leYel27

l1lis drlimll" cry'Sfl!1 rod allUM'S JOtl (0 (aliI" colllrol oIdle mind
and bodr flfasl'linJor.

lvl27 +6 1,625,000 gp
Implement (Rod)
Enhancement: Attxk rolls aod damage rolls
Critical: +1 d6 psychic damage per plus
Power {Dally + Chann~ Free Action. TriOOer. You use this

rod 10 reduce an enemy affected by your Warlock's Curse
to 0 hit points. Effect: Thai enemy Is dominated until the
end of its next tum, Arterlhat, the enemy Is killed or
knocked unconscious. as nonnal.

TORCH OF MISERY
Both Infernal warlocks and star pact warlocks use torches
of misery, which are created to mock the warmth and
comfort of light and flame, These rods Glrry a legacy of
torture and death, They gaIned Infamy In the hands of
camblan warlocks called the Prlnces 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
ofmisery to light their halls, usually pinning the former
owner's dismembered head or hand to the wall with the
Implement. Any heroes brave enough to venture Into one
of these domains can claim one of these rods and put Its
former owner to rest.

Prince Corna's Torch: Corna 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 Hallbllght 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
Rnd Gorzla's powerful Implement.

l-lalllr5 rnrirc/l" die rnJ oJIITis hladl' and noId lI'and.

lvll0 +2 5,000gp lvl25 +S 615.oo0gp
lvl 15 +3 25,000 gp lvl]O +6 3.115,000 gp
lvllO +4 125,000 gp
Implemenl (Rod)
Enhancement: Anadr: Iclls aod damage rolls
Critical: +1d6 lire damage per plus
Property: When you hit an enemy with a lire or radianl

attack power using this rod and deal damage 10 ii, that
enemy grants combat advantage 10 you on your nel[t
auack against it.

Power (At.WlII~Minor Aalon, Green flame bursts from
the end oflhe rod, illuminating Ihe area around you like
a torch. You Gin end this effee as a free aClion.

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

STAFFS >

A lJlllflelille Itl/he GmywIlfdllllllllun/ 011 (Ira/illll with pris
OIlCfS rl'ltds, MN('I'I'r lel/I'f C111 01111111/11 or a lrardcr Ilis staff.
No eX({'I"iIJlls,M

A tr"clitioll:t] implelllcnt for old, wise spclkastcrs.
Ihc st:tfT!>crvc!>:t~:t perfect dWllncl for power. )'et
remains scemingly innocuous. It can be difficult
10 lake a walking o;lnlTfrom <,;omeone who looks
hnrmle<>s.

ne)'ond Iheir enhancelllent bonuo;co;, Sl:tlTs often
hold defensive power'i, as bcOI'i Iheir inoffensivc
:tppcarance. bUllhey're by 110 IIlC.IllS Iimiled 10 dcfen­
shoe magic.

If)'ou arc a mcmber of'l class Ihat can wield a slalT
as :til implemcnt, YOIl can add Ihe slilfrs enhance­
IIlcnt 1>OIlliS 10 Ihe ill lack rolls and Ihe dilll1ab>e rolls
ofimplcmenll>Owcrs frOllllhat class Ihat )'01l1l5('
Ihrough Ihe Sian: and )'ou can lise Its properties and
powers. Members ofOlher c1asS(.'S gain no bcncOI
frolll wielding a !>Ian:



n5.0OOgp
1.625.000 gp

MOONSILVER STAFF
Hundreds 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
darkness drove Iycanthropes into a supernatural madness.
They rampaged across the land, slaughtering anyone they
encountered.

A sorcerer and devotee of Sehanine 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 me
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 of evil conspire to bathe
the land in darkness once again. Heroes are needed to
find a holy place of Sehanine where a moonsilver staff
wailS and banish this evil.

Society of Sliver: The Society ofSilver, 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 moonsitve, staff to those
who prove themselves worthy.

Moonsilver Staff level 7 ..

Thls/,alt' \\'OOf1 sraffls 'ol'lll'd willi a mOOIlS'Onl' spl1l'~. Ir
ltanll5lycoInrlmllleS lI'illt mdfmll t'nl''IW

Lvi 7 +2 2.600 gp LvlU +5
Lvl12 +3 13.000 gp Lvl27 +6
Lvl17 +4 65,000 gp
Implement (StaR)
Enhancement AU<Kk rolls and damage rolls
Critical: +1d6 radiant damage per plus
Property: Treat this st..ff as silvered (PiO)'l'rs Hondboole, page

220) for the purpose of implemenl and weapon allack
powers made using it.

Power (Daily): Free Action. TriBBet: You hit an enemy with
an arcane radiant power and deal damage to it using thrs
stafl Effecr: That enemy takes extra radiant damage equal
10 5 + the S1aff's enhancement bonus.

Spellshaper's Staff Lew118·

'nIls lIIolWSllII\ Sloffmils in 0 complex series of~
mw1ra Mias.

Lvt18 +4 85,OOOgp Lvl28 +6 2,125.ooogp
Lvi 23 +5 425.000 gp
Implement (SuR)
Enhancement Attack rolls and damage rolls
CritIcal: + 1d6 damage per plus
Power {Daily~ Free Action. TrI.saer. You use an arcane area

bursl all:ack power through this staff. Effect: The attack
becomes an area wall in a number of squares equal 10

the burst's sb:e + 5 (for example. an area burst 2 within
20 becomes an (lrea W<llt 7 within 20). The wall Is 2
sqU<lres high. This effect doesn't change the doration or
other attrlbUles of the power.

Staff of Divinity Level 2+

Blastwarp Staff Levell 0'"

Illl' cmwnpll'(e ofsUwr IIII/Inold rhul fallS Ihls slOffexre'hls
nrrmlr IlOlwr Moumllfs wklller.

105.000 gp
525,000 gp

2.625.000 gp

fhl' IlllJlI'illH .srmool ora lleily "'Srs mop 'hls lIIajeslic staff.

Lvi 2 +1 520gp Lvl17 +4 65,000gp
lvl7 +2 2,600 gp Lvi 22 +5 325,000 gp
lvl12 +3 13.000gp Lvln +6 1,625,000gp
Implement (Staff)
Enhancement: Attack mils and damage rolls
Critical: +1 d8 d<lmage per plus
Property: Divine charactcrs can use this staff as a holy

symbollmplcmcllt for divine powers.

\Vllh rltt' lIid Oflhis fron sllI.ff.your helilinn Ilrt!flees olsa lOu8"­
('11 your 1I1~'s skin. nUIHnn11 rrslsUmllo dalllonl.'.

Lvi 4 +1 840gp Lvl19 +4
Lvi 9 +2 4.200 gp Lvl24 +5
Lvl14 +3 21.000gp Lv129 +6
Implement (Staff)
Enhancement: Attack rolls and damage rolls
Critical: +1d6 damage per plus
Property: When you use your Healing Infusion class feature

on an ally, lhat ally gains resistance to all damage equal
to the staff's enhancement bonus until the end of your
next tum.

Power (Dally~ Minor Action. An ally within 10 squares of
you gains resist..nce to all damage equal to your WISdom
modiroer + the staff's enhancement bonus until the end
of )'OUr nexl tum.

Staff of Iron Infusion Level 4.

625,000 gp
3.125.000 gp

Lvi 25 +5
Lvi 30 +6

Lvll0 +2 5,000gp
Lvl15 +3 25,000 gp
Lvl20 +4 125.000 gp
Implement (Staff)
Enhancement: Allack rolls and d:lmage mils
Critical: +1 d6 force damage per plus
Property: When you hit at least three targets with a dose

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

Power (Daily~ Free Action. Trl89er: You use an arcane dose
blast allack power through this staff. Effect: The attack
becomes a dose burst 2 squares smaller than the blast.
to a minimum of 1 (for example. a close blast 5 becomes
a dose burst 3).



Staff of Knives Levell .. Staff of Resilience Level 3..

85.000gp
425.000 gp

1,125.000 gp

Lvi 18 +4
Lvl13 +5
Lvl28 +6

LvlJ +1 680 gp
Lvi 8 +2 3,400gp
Lvi 13 +3 17.000 gp
Implement (Staff)
Enhancement: Attack rolls and damage rolls
Critical: +1 d6 damage per plus
Power (Dally~ Minor ActIon. You spend a healing surge

but regain no hll polnlS.lnstead, you gain temporary hit
pohllS e<lual to twice your healing surge value.

l11is bliJ(k 11)11 SI'YJcan ubsorb SOIllI' ofJrmr life fOffe {lIUI'Um
it ill/OIl proret/h'" f1UrtL

65.000gp
n5.000gp

1.615.000 gp

Lvl17 +4
Lvl12 +5
Lvl17 +6

This 5!l'd 8ray 1<'00dl'II ~r(Jffrl'llnifomlslllfo (J sled-Iumiwood­
I'll tl1l8l:/I'r on (Qlllllwml.

Lvl2 +1 510&P
LvI 7 +2 1.600 gp
Lvt 11 +3 13,000gp
Implement (5taff)
Enhancement: Atlack rolls and dam<lge rolls
Critical: +1 d6 damage per plus. or +1 dl1 damage per plus

when used as a melee weal)()11
Power (At.Wm~ Minor Action. You transform this item

from a staff into a dagger or from a dagger into a staff.

Staff ofluck and Skill Level 13 ~ Staff of Sleep and Charm Level)'-

85,000 gp
42S,000gp

2.125,000 gp

Lvl18 +4
Lvl23 +S
Lvl18 +6

n't' crysful t')l' u/OI' lids dusk) 11irdl SItYJenlwlltts s[lt'lls lhlll
IM81'1 du' mind.

LII13 +1 680gp
LII18 +2 3,400 gp
LIII 13 +) 17,000 gp
Implement (Staff)
Enhancement: AtloitCk rolls and damage rolls
Critical: +1d6 damage per plus
Property: Vou gain a +1 item bonus to attack rolls wilh

arcane cnarm or sleep attack powers.
lnoeII3 or 18: +2 item bonus.
lnoeI23 or 28:+) Item bonus.

\\'IWt·I....r ll'lelds lllis blurul Jew Slufft(Jl,illlllus 011 bolh luck
"lid skill.
Lvi 13 +5 415.000 gp Lvl18 +6 1.115.000 gp
Implement (Staff)
Ennancement: Attack rolls and damage rolls
Critical: +1 d6 damage per plus. and you gain a cumulative

+1 bonus (up to a mallimum of the staff's ennan<:ement
bonus) to all defenses eoitCh time you score a critical hit
until the end or the encounter,

Power (Dally):: Minor Action. The first time you roll an
attack roll of 17 Of higher with an attack power using
thi!> staff before the end of the encounter. you score a
critical hit with that attack.

•



Staff of Spell Blasting Level14~

Rourull" s;ker, fills IHlllslrtd flllle dm stuff\,jolcmly dumlitis
IIIT/IllI'I'llr.rllr,

425.000gp
2.125,000 gp

12S.ooogp
625.000gp

3.125.000 gp

325.000gp
1.625.000 gp

65.000gp
325.00011'

1.625.000 gp

Lvl20 +4
Lvl25 +5
Lvl30 +6

Lvl22 +5
Lvi 27 +6

Lvl17 +4
Lvl22 +5
Lvl27 +6

'Illis Illal"lSlrr 51l1jJls 'opped ",lIlt a dl'lry's symbolJor ,IIOS/! 11'110
fIIll,ider dlf;r IHI\I~'rs 10 be asiftJrom llldrSod.

Lvi 8 +2 3,400 gp LvlH +5
Lvl13 +3 17,OOOgp Lv128 +6
Lvl18 +4 85.000 gp
Implement (Staff)
Prerequisite: You must have the Initiate of the Faith feat.
Enhancement: Attack rolls and damage rolls
Critial: +1 d6 damage per plus
Power (Daily + Divine. Healing): Minor Action. As the

cleric's hoofin8 word paoNer (Ployers H(lodboole. page 62).

Lvi 5 +1 1.000 gp
LvilO +2 S.ooogp
Lvl15 +3 2S.000gp
Implement (Staff)
Enhancement: Attack rolls and damage rolls
Critial: +1d6 damage per plus
P(lwer (Dally): Minor Action. Make an attack: Close blast

5; targets each creature In blast: Intelligenc::e or (harisma
lIS. Fonitude: on a hit. the target is pushed a number or
squares equal to the enhancemem bonus of the staff and
knocked prone.

Staff of Wind Level S+

Staff of the Faithful Arcanist Level!l·

TIlis how'hom SIi!ffis erlflml'l'd Kith dlt' inllllJltS ofdo=ens oj
J!lft'relll CrealUrL'S.

Lvi 7 +2 2.600 gp
Lvl12 +3 13.000 gp
Lvl17 +4 6S.000 gp
Implement (Staff)
Enhancement: Auack rolls and damage rolls
Critical: +1 d6 damage per plu~ or +1 dl 0 damage per plus

if a creature you summoned scored the crilical hit
Property: When an enemy auacks a creature you

summoned and misses. you or an ally within 5 squares of
the sumllloned creature garns temporary hit points equal
to 5 + the staff's enhancement bonus,

Power (Dally~ Immediate Interrupt. Tri88er: An enemy hilS
a creature you summoned. Effect: The triggering enemy
reroUs the attack roll and must use the second result.

Verdant Staff L~ell~

nlisJrother IiBIIi sl<lffC?((loudr ayslOl allol.'SJOu 10 rormnarul
lhroir.

Summoner's Staff kvel7'

Tllis Writ/lillY SIU..ff1s CQtIIJ'OSI'" oj lhbl lines IIl11f coIISlandy
flourl511 lind witlr..r.

Lvi 2 +1 S20gp
Lvi 7 +2 2.600 gp
Lvl12 +3 13.000 gp
Implement (Staff)
Enhancement: Attack rolls and damage rolls
Critlal: +1d8 damage per plus
Property: Primal characters GIn use this staff as a totem

Implemem for primal powers.

525.000 gp
2.625.000 gp

Lvl24 +5
lvl29 +6

Lvl14 +3 21.000 gp
lvl19 +4 105,000 gp
Implement (Staff)
Enhancement: Anack rolls and damage rolls
(ritlal: +1 d6 damage per plus
Property: When you use an arcane ranged or area attac:k

power thr04.Jgh this staff, you don't provoke opponuniry
attacks rrom enemies adjacent to you that are largeted by
the attack.

Power (Dally~ Free Action. Tri8,9ft'= You use an at·will
arcane ranged attack paoNer. fffett The attack bec::omes a
dose blast 3 Instead.

STAFF OF SPELL BLASTING
Morgrale the Brilliant was an ogre of rare wisdom. It was
said that he could curse in four languages and even sign
his own name. He was such a prodigy that he wughl
training In matters arcane. As the story goes, he found
lucius. a dark wizard who was amused by the idea of a
spellcasting ogre and took Morgrale as an apprentice.. In
time. Tucius came to regret that decision.

When Tudus had taught the ogre all he cared to, he
sent Morgrale away. Soon. the ogre beame 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 al calling down magical fire as he was at leaping
Into melee and blasting foes up close.

When Morgrnle'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 of an onl mage carrying a standard ofMorgrale.
They're invading their neighbors In the name of their
master. There are too many ogres to tum away; only
taking the fight to Morgrale, who still keeps the original
staffofspell b/astlnB, wtll 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,
Gharlteban switched sides and began worked against
his former master. He has grown old and frail, however,
and now seeks Morgrale's final defeat before he Is no
longer able to appreciate it fully. He's looking for others
to accomplish this task and Is offering his staffof spell
blaslinB In exchange.



Frozen Tome Level 18+

Dispellin Tome level 7..
.. ------~~--~-----~~--

TOMES ~

Secrets lire bollnd wirhin rhese fH18l!S rhat Oll~' rhe frllt'
1II11Slers ojma8ie ClIli know.

Most lomes contain one or morc wi/.ard spells. ortcn
supplcmcnloo by inforrnarion on hnpro\'jng the
spells' cffectivcncss. You can't make melee auacks
"'ilh a tome,

IryOIl arc a member of il cla'iS Ihm can wield a lome
as an implcmcnl. you can add Ihc lome's enhancc·
mcnl bonus 10 the allack rolls and the damage rolls
ofimplelllelll powers from lhal c1a'is Ihal )'011 lise
lhrollgh the tOllle. and you can usc its properties and
powers. Members ofOlher classes gailillo benefit from
wielding a lome.

'"~
1111J lllin Imllt hrlps )1JU unbind lI111sical O'1'OliOlI£ ~

Lvi 7 +1 1.600 gp Lvi 11 +5 315,000 gp ~
~

Lvi 11 +J 13,000 gp Lvl17 +6 1,625,000 gp
Lvl17 +4 65,000 gp
Implemenl (Tome)
EnhaTKement: AllitCk rolls and damage rolls
CritiG~ +ld6 damage per plus
Property: When you use the dispel mogie power Ihrotlgh Ihis

lome, you can I.. rgel two eonjuralions or zones instead
of one, and you gain a +1ltem bonos to attack rolls 10

desll"O)' them.
Power (Daily~ Free Action. You expend an unused wizard

utmly power of level 6 or higher and gain the use of Ihe
dispel mogle power (PIlI)'tr's Hondbook, pJge 161~ The
power Is losllf you don't use It before Ihe end of the
encounler.

Confounding Tome Level 18

111f' clo'l! (Ol't'r oflllls lom{' is inscribt'lIl1'i'h a Fl'IX'a1h18 1I1(1U'­

likt ralll'rn.

Lv128 +6 1,115,000 gp
Implement (Tome)
EnhanCl!'ment: Attack rolls and damage rolls
Critical: +1d6 psychic damage per plus
property: When you use the rtMIU' power Ihrough this tome,

lhe targel rolls IWke when making Inleiligencl!' checks
10 escape the maze and can escape only If both checks
~<eed.

Power (Dally): Free Actkln.. You expend an unused wizard
dally attack power oflevd 15 or higher and gain the
use of the maze power (Player's Handbook, page 168~
The power is lost if you don't use II before Ihe end of Ihe
encounter.

TIlt' (Owr llf'lIls ,Mel.. 10llle IIl'pI'lIrs 10 he /lIlIIle from $Drill kl'.
II's cool 10 tile IOlIdl bUI doesn'l mdl.

Lilt 18 +4 85.000 gp Lvl18 +6 1.115,000 gp
Lilt 13 +5 415.000 gp
Implemenl (Tome)
Enhancement: Attack rolls and damage rolls
Critical: +1d6 cold damage per plus
Property: When you use the Il1'011 of Ice power Ihrough

this tome, the Willi can be up to 1 5 squares Ioog and 10
squares high.

Power (Daily): Free Action. You expend an unused wizard
utility power of level 15 or higher and gain !he use of
the Il1'011 ofiee power (Pfayer'J Hondbool', p;age , 65).
The power is lost if you don't use It before Ihe end of the
encounter.

Deck of Spells Level 14+

,Ul)tlur slldls lin' wriflell Oil lli~ (IIrcls. WllOSI' !lIus'mlions
(1l'llkr )llU CTushill8/0I!5 II'JIII )1Jur 11O/ClIlllTClwe llrscnul.

OECK OF SPELLS
Although wizards have a reputarion for being ponder­
ous and analytical, not all of rhem 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 aurhoritative story tells how the deck came to be.
Some say that Amproemus meant to create a spellbook
that let Its user cast spells more often and that random­
ness was a side effect. while others dalm the item was the
produa of a deranged mind. A few believe Amproemus
Simply lost a bet.

The Unassuming Deck: There are many decks ofspells
In Ihe world, and not all are possessed bywtzards.ln faa.
someone who doesn't undersland arcane magic might be
using one Simply as an ornate deck for card games.. Gam­
blers swear by them as ~Iucky decks~-some might give
rhem up for money, oot a Superslitious gambler might
demand a contest ofThree-Dro8on Ante or another game
of chance.

515.000 gp
1.615,000 gp

Lvl14 +5
Lvl19 +6

LvI 14 +3 21.000 gp
LvI 19 +4 105,000 gp
Implemenl (Tome)
Enhancement: Attack rolls and dilmagc rolls
Critical: +1 d6 damage per plus
Property. Wizards can use this lome as a spdlbook.
Property: When you prepare your arcane powef5, you Citn

choose one wizard daily ,mOtek power from your spellbook
at ...mOOm. You must prepare the randomly chosen power
before you prepare any o!he~You gain a +2 bonus to
attack roils wilh that power until you lake an extended rest.

Power (Daily~Free Action. You choose a wiurd daily
attitCk power In your spellbook that you didn't prepare
lodily and expend an unused wlurd darty allitCk power
of an equal or higher level. You gain the use of !he cho­
sen power, with a +1 bonos to altack rolls with Ihat
power, until the end of the encounler. The power Is lost if
you don't use It before the end of the encounler.

CIIAPTI'lt I I "'''Hlr 11~"15



Gossamer Tome Lrw18· Tome of Crushing Force l~ 9·

Mordenkainen's Tome Levell]·

TIds 1('"1(' is (O''t'Fl:d in webs infesll'd '" myrillllli".v Spillt'l"5 dim
SWllrm O\ocr)1111r 11Ilnds bUI nn..., bill'.

S2S.000gp
2.62S,OOO gl'

S2S,ooogp
2,62S.OOO gp

Lvl24 +5
lvl29 +6

Lvl24 +5
lvl29 +6

Tome of Striking li htning Level 4.

Lvl 14 +3 21.000 gp
Lvi 19 +4 1OS,ooo gp
Implement (Tome)
Enhancement: Attack rolls and damage rolls
Critical: +1 d6 damage per plus
Prop4."ny: When you hil with it wizard att<lck power using

this tame, a creature you summoned gains temporary hit
poInls equal to 2 + the tome's enhancement bonus.

Po-r (Daily): Free Action. Tri88er. You use a wizard sum-
moning power. Effect: A creature you summoned gains
a +2 power bonus to all defenses until the end of the
encounter or until the creature Is dismissed.

r()llr SUllllllOue,1 (Jl.'1If1l11'5 an' mon' durable when )'Ou M'll'Id IIlis
/emlll'" OOlllld IOnlt'.

This:jl'l billel: IOIlli' Is if1S('1 willi Sl'\'mll moonstollf5l1nd mdi
1110" JKm't'T.
Lvi 9 +2 4.200gp
Lvi 14 +3 21,000 gp
Lvi 19 +4 1OS,OOO gp
Implement (Tome)
Enhancement: Attack rolls ilnd damage rolls
Cridal: +1 d6 force damage per plus
Propeny: When you use a wf~rd force power through

this lome that attacks Reflex, you can choose to have the
power ilttack Fonilude instead.

Prop4."ny: This tome contilins two wizard daily force powers.
Both powel'l must be of iI level equal to or lower thall lhat
of the tome. You must choose these powers when you
acqUire the tome: they can't be changed laler. You can ildd
these powers to your spellbook.

Power (Dally): Free Aruoo. You choose a power contained
In the tome and expend an unused wizard daily attack
power of an equal or higher level. You gain the use of the
chosen power. TIle power Is lost If you don't use it before
the end of the enCounter.

Tome of Enduring Creation Levcl14-

SlltIrils /e,,1' 1"'/\1'1.'1'11 lhl' eO\'ers IIflllls col'lll'r baulIl! lIHue.

Lvi 4 +1 840gp Lvl19 +4 10S,OOOgp
Lvi 9 +2 4.200 gp Lvl24 +S S2S,OOO gp
Lvl14 +] 21,OOOgp Lvl29 +6 2.62S,ooogp
Implement (Tome)
Enhaocement: Attack rolls and damage rolls
Critical: + ld6 lightning damage per pllJS
Propeny: When)'Ou use a wl~rd lightning attack power

through this tome, you can score a critIcal hit on a roll of
19-20.

Propeny: This torne contains two wizard dally lightning
powers. Both powers must be of a level equal to or lower
than that of the tome. You must choose these powers
when you acquire the tome; they can't be changed later.
You can add these powers to your spellbook.

Power (Daily): Free Action. You choose a power COfItained
In the tome <lnd expend an unused wl~rd dally attack
power of an equal or higher level. You gain the use of the
chosen power. The power Is losl if you don'I lise it before
the end of the encoUl1lcr.

42S.000gp
2,1 2S.000 gp

LvlH +S
Lvl28 +6

Lvi 8 +2 3,400 gp
Lvl13 +3 17,OOOgl'
Lvi 1 8 +4 85,000 gp
Implement (Tome)
Enhancement: Attack rolls and damage rolls
Critia!: +1d6 damage per plus
Property. When you use the web power through Ihi5 tome,

any creature th.lt ends its move in the:woe of webs i5
restrained instead ofimmobUiled.

Power (D.lily): Free Action. You expend an unused wi~rd

utility power of level S or higher and gain the use of the
web fKlWer (Player's Handbook, page 161~ The power Is
lost If)'Ou don't use It before the end of the encounter.

I11i5 10llle's cO'", Is insaihtod widlll slli"lml'Tins si/l..., 5lo<unl

Lvl13 +3 17,000gp Lv123 +S 42S,ooogp
Lvl18 +4 8S.000 gp Lv128 +6 2,12S.0OO gp
Implement (Tome)
Enh.lncement; Anack rolls and damage rolls
Critical: +1 d6 force damage per plus
Propeny; When you use the Monlenkainens sword power

through Ihis lome, the sword deals extra force d.lm.lge
equal to the tome's enhal1Cement bonus.
r-r (Daily): Free Action. You expend an unused wizard

utlliry power of level 9 or higher and gain the use of the
Mordenkainen'ssword power (Players Handbook, page
16]~ The power Is lost if you don't use it before the end
of the encounter.

GOSSAMER TOME
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 wizards.

Gossamer [Dmes 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 grotesque, 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 confine other contestants In a maze, or simply

to SUppoll the most weight. The winner receives a gos­
samer tome stolen fTom the drow (who might want to get

It back~
Draw Bandits: Some Venom Tongue drow have been

raiding shipments traveling between towns that lie above

a draw 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.



CII,\I'Tt'K 1 I "'a8ie ff~mJ'

Dire Totem Level 10-+

Bronzewood Coils Totem leYf'll]+

625.oo0gp
3,125.000 gp

125.000 gp
625,OOOgp

3,125.000 gp

Lvl20 +4
Lvl25 +5
lvl30 +6

As)1JII Ulult,'l.Io Iht Inlllsforll1U1ioll hila bellSrforll1.)1Jur OOily
Brows Illryt'r. IlcUI'ier; lfnd filr moll' dar\lleTtlus.

LvilO +2 5,000gp Lv125 +5
Lvl15 +3 25.000gp Lv130 +6
Lv120 +4 125.000 gp
Implement (Totem)
Enhancement: Attack rolls and damage rolls
Critial: +ld6 damage per plus
Power (Dally): Free Aaioll. Triooer; You use your wfld shope

power (PfO)"'r's HOlldbook 2, page 84) to assume your
beast form. Effect: While you are In beast fonn, your size
is large, ilnd you gain il power bonus to damage rolls
using beast form powers through this totem equal to the
totem's enhancement bonus.

\\'llh lhis l'lIllllrd St'Tpt'11I 1/11('111 cmftl'd Ilfbroll:t'wood.)'ou (.11I

8nll1l.l1Jur splril lOlI1l,mlioll llIlIISpt'CI ofIIle \\'orld &rpenl.

Lvl13 +3 17.000 gp Lvi B +5 425.000 gp
Lvi 18 +4 85.000 gp Lvl28 +6 2.125.000 gp
Implement (Totem)
Enhancement: Attack rolls and damage rolls
(ritical: +1 d6 damage per plus
Power (Dally): Free Action. Trl88er. You hIt an enemy with

the spIrit's[anss power (Players Hnndbook 2, page 120)
usIng this totem. £ffca: That enemy Is grabbed by your
splrlt companion. When the enemy attempts to escape
the grab, you can have It make the Acrobatics check
or AthletIcs check against your WUllnstead of your
Fortitude or Rene•.

Lvi 5 +1 1,000 gp
LvilO +2 5.000gp
Lvi 15 +3 25.000 gp
Implement (Totem)
Enhancement: Attack rolls and damage rolls
Critical: +1 d6 damage per plus. or + t d1 0 damage per plus

against a bloodied t<lrget
Property: You gaIn a +1 bonus to attack rolls using this

totem against bloodied creatura

Boar's Charge Totem level 3..

Bloodhunter Totem Level 'i-

"'Jim .I'DU 8rusP diU boor's lusIr.Jtnlr heart I'lKts "'ilhfmll
!.'Xcill'rrtrnl mld)vu Ihrow )'OUl'SI'lfhrlldloilS into b'Ilr1I'.

Lvi 3 +1 680 gp Lvi 18 +4 85,000 gp
Lvi 8 +2 3,4oogp LviU +5 425,OOOgp
Lvl13 +3 17,OOOgp Lvl28 +6 2,125.0oogp
Implement (Tolem)
Enhancement: Attack rolls and damage rolls
Ctitlal: +1d6 damage per plus
Property: When charging while you are in beast form. you

gain a +1 bonus to speed.
Power (Dally): Free Aaion. Trl&rJer: You hit an enemy with

a charge aHack using this totem while you are In beast
fonn. Effect: You push that enemy 1 square and can shift
into the space It vacated..

TIlls 11111'11I is (lln't',l from nlli"lrijlrd IICllrl. wIdell bl.'ms 11'111.'11
tilt" IOlrlll is elOSl' III woullllcd prty.

Avalanche's Wake Totem Level 19+

Your splrll COrllllllnIon dnlws II/JWl'r from IIllsJIl88l.'d SWne 10'

1l'1II III bl.'WtlW us UllSW/II,ublc liS (I IUllIlslide.

Lv'19 +4 105,OOOgp Lvl29 +6 2.625.000gp
Lvl24 +5 525,000 gp
Implement (Totem)
Enhancement: Anack rolls and damage rolls
Critical: +1 d6 damage per plus. and you push the target 1

square per plus.
Property: Your spirIt companion Ignores dIfficult terrain

when It moves.
Power (Daily): Free Action. Tris,ger: You hit with an attack

through your spirit companIon using this totem. Effect:
Each enemy adjacent to your spirit companion Is slowed
untllthe end of your next tum.

Toxic Tome L~veI24·

A lotem is a short lenglh ofwood or bone can'ed to
resemble patron spirils. which are gcneraUy ancestors
or animals. Sirips ofhidcs, teelh, small bones, and
the like hang from one end. The symbolism ofthe
carved image, combined with Ihe lUI ached items, give
the tOlelll its power. YOII cal1'llIIake melee allacks
wilh a totem.

IfyoII arc a memocr ofa class Ihal can wield a
lotelll as an implement, yOIl can add the totem's
cnh:lI1cemenl bonus to the allack rolls and the
damage rolls of illlplemelll powers from lhal class
that yOllllse through the totem. and yOll can lise its
properties and powers. Members ofother classes gain
no hellenl frolll wielding a tutem.

Cou9ar bolle. PJ'fhon hide, "'ere,,'Olf loes-alld deod foes.

'11,15 smlh-sklll bound 1(llIIr jjh'!':i liff II sliHfu uaid SCl.'nl.

Lvl24 +5 525,000 gp Lvl29 +6 2.625,000 gp
Implement (Tome)
Enhimcemenl; Anack rolls and damage rolls
(ritial; +1d6 polson damage per plus
Property: When you use the dOlldkill power through thb:

tome, you can move the cloud 3 squares as pan of the
minor action to sustaIn the power.

Power (Dillly): Free Aalon. You expend an unused wbard
utility power of level 19 or higher and gain the use of the
dOlldkUl power{PfO)Ws Hondbook. page 166~ The power
is lost if you don't use It before the end of the encountCf".

- - - - . -- ~ - - - - -- - - -

TOTEMS '



Earthfal! Totem lel/eI7 .... life River Totem Levell]'"

\\,!r,I.. _IVU'rc 1Irr1l(',1 willI Ihis IJrcCll 1i'OOllllllclll.Jour BllIuP
CIYO)'$ IJIl'IlI drolllJ I'\'cn ill Ihl'filCC of llcndlr lIdl'crsif):

Ll/t13 +3 17.0oogp lvlH +5 425,OOOgp
Ll/118 +4 85,000 gp Lvl18 +6 l.12S,OOO gp
Implement (Totem)
Enhancement: Attack rolls and damage rolls
Critial: +1d6 damage per plus
Property. When you hit with a primal attack power using

this 10lem, you or any ally adjacent to you who spends
a healing surge berore the end or your Ilexttum regains
additional hit polnlS equal to Ihe totem's enhancement
boous.

32S.000gp
1.625.000 gp

Lvi 12 +5
Lvl27 +6

/\UlIC!ls wlllllliIs rollO" IU'wl1 Slollc IOICllIl'm:/;- 1I1'0werfid
punclt.

ll/17 +2 2.600 gp
lvl 12 +] 13.000 gp
lvl17 +4 65.000 gp
Implement (Totem)
Enhancemenl: Al1ack roUs and damage rolls
Critial: +1d6 damage per plus
Property. When you use a primal attack power through this

totem that pushes or slides a creature or knocks a creature
prone. you deal1d6 eKtra damage 10 each crealure thai
was pushed. slid. or knocked prone.
lewI '7. 22. or 27: 2d6 eJ[tra damage..

Fell Beast Totem L~I]·

Flameheart Totem level 10'"

·nris IOft'1I1 is craftt'd ofhorn. \l'ood. and sinnl~ Ilflam I\irh
pc1I\Yr ItS I\"<lmor spirlr./minonlleJOurcomrudes in oollk.

Lvi 20 +4 125.000 gp lvl]O +6 ].12S,OOO gp
Lvl25 +5 625.000 gp
Implement (Totem)
Enhancement: Attack rolls and damage rolls
Critic.al: +ld6 damage per plus
Property- When you grant temporary hit poinlS to your

allies wirh a shaman power. one ally gains additional
remporary hit points equal to the totem's enhancement
bonus...

Power (Daily): Immediate Reaetion. TrI~An ally you
an see becomes lOOodied. Effett Each ally you can see
gains temporary hit polnlS equal to twice the totem's
enhancement bonus. These temporary hit poinlS stack
with any existing temporary hit points.

Nine Furies Totem l.eYellO..

85.ooogp
42S.ooogp

2,125.000 gp

Lvl18 +4
Lvi H +S
lvl28 +6

This IOICJrl is infused wilh ~'t'lIOIll mmCll'd from cormpl prcdtl
10r5 ofdl~ sWllmp-

Lvi] +1 680gp
Lvi 8 +2 ].400 gp
LvllJ +] 17,000 gp
Implement (Totem)
Enhancement: Allack rolls and damage rolls
Critical: + 1d6 poison damage per ~us
Power (Daily + Poison): Free Action. The next time you

use a primal attxk power through this totem during this
turn. each creature hit by the attack lakes: ongoing S poi·
son damage (save ends~

Level1J or 18: Ongoing 10 jXMson damage (save ends~

~12J or 28: Ongoing 15 potson damage (save ends~

625.000gp
].125,000 gp

425.0oogp
2.125.000 gp

/\ consflltllly slIloldl'rllllJ moll' ofJllllll1' douIJles from lhis IOIil'III
and InfuSl'S }Uur n'()(aliOIlS wllhfli'Jy 1101\Tr.

Lvl10 +2 5.000gp Lvl25 +5
Lvi 1S +l 2S.000 gp Lvi 30 +6
Lvl20 +4 12S.000 gp
Implement (Totem)
Enhancement: Attack rolls and damage rolls
Critical: +1d6 flre damage per plus
Property: When you hit a creature that Is granting combat

advantage to you using a primal attack power through this
totem, that crealUre takes 1d6 eKU'iI Ore damage.

Power (Daily + Fire): Free Action, TIle neKt time you use
a prtmal attack power through this totem during this
tum. each creature hlt by the attack takes ongOing 5 fire
damage (sal/e ends~

lelIel 15 or 20: OngOing 10 fire damage (save ends).
Leve/25 or ]0: Ongoing 15 fire damage (save ends~

Iron Bear Totem levelS ..

TIlls PllICI: iron nJ(1. bound willr bi'arfur. I'lIlpc1l\"nJour sp/rll
companion 10 bolsfer Ill'lIr~'allits.

Lvi 8 +2 ].4oogp LvlH +5
Lvi 13 +3 17,000 gp lv128 +6
Lvi 18 +4 85,000 gp
Implement (Totem)
Enhancement: Attack rolls and damage rolls
Cntial: +1 d6 damage per plus
Power (Dally): Minor Action. Until the end of your next

tum. any ally gains a +2 bonus to all derenses while adja­
cent to your spirit companion.

TOTEM OF NEW BEGINNINGS
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 mona Is have stolen, and
something new always arises from the wreckage of the
old. This Is life's cycle. New growth and new possibilities
can elliS( only through death,

Atotem ofnew beginnings 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 leam 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 beginnings 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 redalmed by the wilder­
ness, especially as a consequence of war or a battJe with
primal powers. that hero might stumble upon a liVing
branch that can function as a totem of new beg/nnlngs
while returning to visit the ruined homeland_ Perhaps
It's growing from a ruined doort'rame of an old home or
at the grave of the hero's parents.



Razor Talon Totem Lcvt'114~

Panther Totem Lt'vt'19·

'-l'5romwl! ",illt IIllml5. "11",5, UlIlIf<IIIJI)' rills flIrCIIl mllkes)Vur
1I11l1rh III hl'IIS/fimll morc d(l1l81'roUS,

525.ooogp
2.625.000 gp

Cl1,\I'II'J{ I I ,\t"H'r "e",s

Totem of the Awakened Bear Level 13+

[I.ln'l',lln till' form ofaJ'uwTliny /l('asl. dlis 10'"m rouses )uur
5Jliril COlllf'll,,101l1l8uinsf 0PIIOIJt'I'I15 dllll limM'.luur uUfnrioll.

Lvlll +1 l7.oo0gp Lvl23 +5 425.oo0gp
Lvl18 +4 85.ooogp Lvl28 +6 2.125.000gp
Implement (Totem)
Enhancement: Attack rolls and damage: rolls
Critical: +' d6 damage per plus' Of +1dl 0 damage per plus

while )'OlJ're bloodied
Power {Ditlly~ Fret: Action. Tri,MeJ: YOII hit an enemy with

your spfril's shield power (P/O)W's Hondboolc 2. page 121 ~

Effect: That enemy grants combat advantage until the end
of your next turn.

'Ibis b.ml' lornn IJrndually chllllJ¥5 ColM in Jour Imnds. shiflin8
from IJI'l't'l'I 10 aray 10 blacll'o 8rel'n llBllin.

Lvl14 +3 21.oo0gp 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 Action. Tri88er: You use a Ilrl'lIal daily

;mack power through lhls lotem and miss all targets.
Effect: One ally within 5 squares of you regains Ihe use
of an eKpended encounter power of the totem's level
or lower.

Totem of New Beginnings Le'I"l14'-'

Roaring Bear Totem Level 2...

Whl'lI JVu ",<II'" ,!lis 'Oll'm. dfcorlllfd "'lrll dril'd Ilam, Iw,dill,'j
IIlJllr Slrclll1l5 from Jour spirll WIIlI/(mIOIl hUll ),our (lilies.

Lvi 10 +2 5.000 gp Lvl25 +S 625,000 gp
Lvl15 +3 25.000gp Lvl30 +6 3.125,000gp
Lvl20 +4 , 25.000 gp
Implement (Totem)
Enhancement: Attack rolls and damage rolls
Critical: +1d6 damage per plus, and one ally you can see

within 10 squares of you can spend a healing surge.
Power (Daily~ Free Action. TrilJ8f!r. YOlI hit with a primal

attack power using this totem. Effeel: Each ally within 2
squares of you Of your spirit companion makes a saving
throw with a power bonus equal to the tOlem's enhance­
menl bonus,

Con't'dfrolll Ihe 8re<ll rlo~' ofa dirt bt-our. rllis 'Oll'm l:lro~is Ill,.,
'hili milJlII} be1l51 ~·h...".rou chmmel primal J'OI''l'I' Ihrou8h il_

Lvl2 +1 520gp Lvl17 +4 65.oo0gp ....
Lvi 7 +2 2.600 gp Lvi n +5 325.000 gp
Lvl12 +1 n.ooogp Lvl17 +6 1.625.ooogp
Implement (Totem)
Enhancement: Attack mils and damage rolls
Critical: +ld6 damage per plus
Power (Daily~ Fret: Action. TriJJ8er. You hh an enemy with

a primal attack power using this totem. Effect: You knock
the enemy prone.

'Totem of Nature's Balm Level 10+

525.ooogp
2.625,000 gp

525,000 gp
2,625.000 gp

LvlN +5
Lvl29 +6

Can...,l In Iltl' Shllpr ofa fHlnlhrr llllli oJOnll'd WltllfillllJS. /his
lo/l'rn 8nmlSib usrrfdine sll'alllL

Lvi 9 +2 4.200 gp Lvi 24 +5
Lvl14 +3 21.000gp Lvl29 +6
Lvl19 +4 105.000 gp
Implement (Totem)
EnhaIKement: Attaclc rolls and damage rolls
Critical: +1 d6 damage per plus' Of +1 d1 adamage per plus

against a target granting combal advantage to you
Power (Dally + lIIusionF Minor Action. Until the end of

)'OlJr nellt Itlm. you are invisible 10 enemies more than 5
squares away from you.

LvI 14 +3 21.000 gp
Lv! 19 +4 105.000 gp
Implement (Totem)
Enhancement: Attack rolls and damage rolls
Critical: +ld6 damage per plus. or+1d8 damage per plus

whfle you are In beast form
Property: When)'OlJ U5e it beast form attack power through

this totem. you can score it critical hit on it roll of 19-20.

N1NE FUR1ES TOTEM
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. it catastrophic
dragon ofgreat 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 ancient
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 dr.agon's
skull. The cruel voice of the dragon was silenced forever.

A NIne Furies tOlml captures the noble deeds of these
mighty champions. Each totem contains the essence ofone
Fury, and on moonless nights Its w1ekfer might just spy a
spectral hero and dragon banting In the~Those who bran­
dish one ofthese totems In banle an draw on a measure of
that fabled power to ak:! 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 manubaure. To acquire
such an Item, a hero must seek out a tribe of centaurs and
prove his Of her worth by defeating a dragon In batde. Sue·
cess eams not only a Nine Furies totem. but also the potendal
to unearth other long·guarded secrets and forgonen lore.

Ninth Fury: Conventional legend holds that all the
champions perished. but some tales suggest that the
ninth survived and might live stilI. If she can be found.
she might gr.ant her totem to a worthy bearer.



Totem of the Crashin Tide level 15-

Totem of the Harrier's Claws Level 12 ...

Molsrurr (OnriIllUll~' !,,',"ls OI'l'T 1111' mild. shell lharforms rllis
101l'm lIIulllll'tl 1'''lf/(mlles. rrJlrttlnlJ tlu'/ides ill II'hicll ir OI1CI'
!h't'J.

325,000 gp
l625.000gp

TOltm oJlllt nialll

'J1,is 'Ofem ~rbl(lrkl'lIt',1 11'00<1 Is SIUIIH','!ike <l st.r1i:ed bat and
allo",s )tllJ '0 ,'f.·""t' llJr \'l'ill?fnlB'lI.
Lvl12 +3 1l.000gp lvll1 +5
Lvl17 +4 65.000 gp Lvl27 +6
Implement (Totem)
Enhancemenl; AttOlCk rolls and damage rolls
Critical: +1 d6 damage per plus
Property: You gafn Iow·llght vision. If you already have low·

light vision, you Instead gain darkvlsion.
Power (Daily): Minor Action. Until the end of )'OUr tum,

your attacks using this totem Ignore cewer and conceal­
ment, but not superior" cewer or total coocealment.

Totem of the Night l('\t·1 1)

625,000gp
3.l2S.oo0gp

325.000gp
1,625.000 gp

Lvl25 +5
Lvl30 +6

Lvl15 +3 1S.000gp
Lvl20 +4 125,000 gp
Implement (Totem)
Enhancemenl; AUOICk rolls and damage rolls
Critial: +1d6 damage per pills. and YOli push the target 1

square per pills.
Property: When you push a crealUre with a primal aU<Kk

power using this totem. lhe distance of the push increases
by 1 square.

Powet- (Daily): Free Action. TriB,9ft"= Vou push an enemy
with a primal attack power using this totem. Effect: That
enemy grants combat advantage until the end of your
next tum.

TI.ls lO'nn. cm't'Tl"d in owlfl'alhm (Ind fal0l15.8flmlS )tlU l/u>

fmKlf)' oja IlUllfi"8 bini a8ains' ~'l'aker.td prey.

Lvl12 +3 13,000 gp Lvi 22 +S
Lvl17 +4 65,000 gp Lvl27 +6
Implement (Totem)
Enhancemenl; Allack rolls and damage rolls
(ritiGilI: +1 d6 doIrnage per plus
Propeny: Creatures taking ongoing damage grant comba,

advantage 10 you.

TOTEM OF THE N1GHT
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 protects the
land and gains strange powers of augury from the swamp
spirits the Circle members revere.

Although totems ofthe n/8ht 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 Oil's
too high during daylight and breaks through the thick
canopy. When touched by the rays of the sun. it turns
to wood and faUs to the swamp floor, where its body is
harvested to create one of these 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 numherof shamans and druids, collecting each victim's
totem of the nisht as a trophy of the kill. The Circle has
asked for assistance in destroying the hags.

Nightheart Cave: This grono 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 pennanent portal into the
Shadowfell. It Is taboo for members of the Circle of the
Bat to enter the Nlghtheart Cave. so they must seek a
champion from outside their oreler to perform this task.
The Circle Is willing to arm that champion with a totem
ofthe nisht.

(H,\I'TI K I I "'<lSlc "ems



Totem of the Ravenous Beast ll."Vl."19+

Totem of the Satyr's Dance levelS-

--~
65.000gp ....

325.0oogp
1.615.000 gp

Totem of Thunder's Keeper Level 2-

A styli:t'jlfilcl' (,In'cd ililo IIlis lotI'''' Imillllllrs wiflt Illi IIllyl)'

8rQ1<'lw rebll.ff IIIOS\' II'lro hllrlll )'VU r Illlies.

Lvl2 +1 520gp lvl17 +4
Lvi 7 +2 2.600 gp Lvl21 +5
Lvl12 +3 13.00081' Lv127 +6
Implement (Totem)
Enhancement.: Attack rolls and d..mage rolls
Critical: +1d6 thunder d..mage per plus
Power (Daily + Thunder): Immediate Reaction. Tri88l"r.

An enemy hits your spirit mmp'lllion or an ally within 5
squares of you with a melee attack. EJIett 11Ie triggering
enemy Iolkes thunder damage equal to your Wisdom
modiAer.ln addition, you push It a number of squares
equal to the totem's enhancement bonus.

525.000 gp
1,625,000 gp

Lvi 24 +5
Lvl29 +6

Thb hi,lcous blllOdsldlllcJ WlClIIlJlIrlJ~'S luclf011 fhr lifr I'lIl:'rHY
of.lVurfot'S.

Lvi 9 +2 4.10081'
Lvl14 +3 21.000 gp
Lvf 19 +4 105.000 gp
Implement (Totem)
Enhancement: Altitdr. rolls aod damage rolls
Critical: +1 d6 damitge per plus. or +1 d1 0 damage per plus

agail1Sl a target gr.tnting combat advantage to you
Power (Daily~ Free AClion. Tri88ft: You reduce ,In enemy

to 0 hit points with it primal powc!.r using this totem.
Efflet: You take a move action.

425.oo0gp
2,115.000gp

Totem of Winter's Scorn Lrve19'"

Wildfire Totem Level 4*

Vengeful Spirit Totem lkvelS'"

525.0oogp
2.615.000 gp

Lvl24 +5
Lvl29 +6

Can'ed from a bmnch of"imerflr 1m'. Ihis lolem channels the
bill..,. cold afllK' furulm.

Lvi 9 +2 4.200 gp
Lvl14 +3 l1.ooogp
Lvl19 +4 105,000 gp
Implement (Totem)
Enhancement.: Atlack rolls and damage rolls
Critical: +1d6 mid damage per plus. and the target is
s~ until the end or your nelCttum.

Power (Ditily): Free Action. Tri88er: You hit an enemy with
a primal cold power using thIs totem. Effect: thai enemy
Is lmmobilb:ed and gr.tnts combat advantage (save ends).

"!fiISl.',1 "'rtll IlIr mjjl' ofu 1ll0liSUml \~cious beilStS. Ihis IOlrm
lIlukl"syour sJliril COllllllmlon intimidlllhl8 in bllllll:'.

LvI 8 +2 3,400 gp Lvi 23 +5 415.000 gp
Lvl13 -d 17.000 gp Lvi 28 +6 1.115.000 gp
Lvi 18 +4 85.000 gp
Implement (Totem)
Enhancement: Attack rolls and dillnage rolls
Critical: +1 d6 damage per rlus, or +1dl 0 per plus with a

primal spirit attack power
Power (Dally): Minor Action. Umil the end of the encoun­

ter, each enemy adjacent to your spirIt companion takes
a -2 penalty to allack rolls.

nib' 8IlLlrl~'J bnlllch, C<ln"C<l 10 loo!Illu U hom. dIUIIIIL'ls Ilw
frrnctic donu ormTfi"8 )tll)T spirifs.

Lvf S +2 3,400 gp LvllJ +5
Lvl13 +3 17.00081' Lvf28 +6
Lvl18 +4 85.ooogp
Implement (Totem)
En....ocement: Auack rolls and damage rolls
Critkill: +1d6 damage per plus
Property: When an ally regains hit points from a primal

power used through this 101em. he or she.gains a + 1 bonus
10 speed until the end of his or her next tum.

Power (Daily~ Free Action. Tri88l!r. You hit with a primal
altack power usrng this totem. EJJett An ally you can
see within 10 squares of you gains a +1 power bonus to
speed until the end or the encounter.

Totem of the Scouring Wind Level 15 ...

l!S(',1 0)' Il~'rr llwdllll,!l (['mUUT IriOt'S. lMs 10lCllt shaped fTOm
SlUI,lswnr 'UlfIIlIOIIS IIII:' poll'\'!" oj lhl! Il:'rribll" simoom.

Lvl15 +3 25,000 gp Lvl25 +5 625,000 gp
Lv120 +4 125.000 gp Lv130 +6 3.125,000 gp
Implement (Totem)
Enhancement: Attack rolls and damage rolls
Critical: +1 d6 damage per plus. and the target tilkes

ongOing 10 damage (save ends).
Level 25 or 30; OngoIng 15 damage (siwe ends~

Power(Dally~ 5t"and:Hd Action. You push each creature
that Is adjacent to you 1 squares. Until the end of your
next tum. you gaIn a +2 power bonus to all defenses
against ranged and area attacks.

("1l_\I'T~H I ,\laSlt'llemJ"

105.000 gp
525.oo0gp

2.615.000 gp

Lvl19 +4
Lvl24 +5
Lvl29 +6

This dwrred lOlerllYTOws hOI fO lhr fourh asyour enelll)' enlpl>
ill hunO'YjlUI1Il'S.

Lvi 4 +1 840gp
Lvi 9 +2 4.200gp
Lvl14 +3 21.000 gp
Implement (Totem)
Enhancement: Attack rolls and damage rolls
Critical: + ld6 fire damage per plus
Property: You gain a +2 bonus to wving throws against

ongoing fire damage.
Power (Daily + Are): Free Action. TriBBtt You hit an

enemy with a primal fire power using this totem. EJIect.:
Each enemy adjacenlto you lakes ongoing 5 fire damage
(save ends).
leYd 14 or 19: Ongoing 10 fire damage (save eods).
leYd 24 or 29: Ongoing 15 fire damage (save eods).

rJw ridl 11'00.1 uJIhis Wh'lII is ~'llTlII 10 lhe 10uc!I. Yrnl CUllf1"l'1
Ihl·life uJ lltr II'vrlJ pulslrl,!lIlITOul:lh il.

Lvl20 +4 125.000 gp Lv130 +6 3.125.000 gp
Lvl25 +5 625,000 gp
Implement (Totem)
Enhancement.: Attack rolls and damage rolls
Critical: Each ally within 3 squares of you gains 1d6

temporary hit points per plus (roll once ;md apply the
result to each ally).
~r (Daily): Free Action. Trign: You hit an enemy with

a primal attack power using this totem. EJJect: You or itn
ally within 3 squares of you makes a saving throw with a
bonus equal to the IOtem's enhancement bonus..

Totem of the World Tree Level 20+



Cursing Wand level 14·

rOll fUf'S(' mur f04' W'IMI JOU dill/IIII'!JlIur spill.' t11rouJjh Ihis

durk yew wilml
525,000 gp

2.625,000 gp
Lvl24 +5
Lvl29 +6

LIII14 +3 21.000 gp
Lvl19 +4 105,000 gp
Implement (Wand)
Enhancement Attack rolls and damage rolls

Crltic;al: +1 d6 damage per plus
Property: When you score a critical hit with the unluck

power usIng this wand, the target also takes 01·2 penalty

10 aUOlCk rolls, skill checks. ability checks. and saving

throws {save ends~

Power (Daily + AI"Ciln«!, Implement, Necrotic~ Standard

Action. As the bard's unluck potNer (Ployer's Hondbook 2,

page 72~

If)"011 arc a member ofa class Ihat can wield

a wand as an implemellt, )'OU can add Ihe wand's

enhancement bonus to the allack rolls and the

damage rolls ofimplemelll powers fTOmthat class

that you use through the wand, and )'Oll can usc it'\:

properties and powers, Members ofother classes gain

no bcncOt from wielding a wand.

CURSING WAND

105.000 gp
525.ooogp

2,625.000 gp

Winterwood Totem Level 4·

huhiOlltd from fl'l.'C!S P'-""pellljll~' Cffllled in Jtrilllolfrosi. lids

IOft'1Il is SlirrOllrull'lJ Il)' II cloud offrte::l"8 misl,

lvl4 +1 840gp LIII19 +4

Lvl9 +2 4,200 gp Lvi 24 +5

LIII14 +3 21.000gp Lvl19 +6

Implement (Tolem)
£nh;mcement; Attack rolls and damage rolls

Critic;al: +1d6 cold damage per plus

Power (Daily): Free Action. Trl88er. You hit an enemy wIth

a primal cold potNer using this totem and deal damage

to iL fJIecr: That enemy gains vulnerable 3 cold until the

end of your next turn.
lewl14 or 19: Vulnerable 5 cold.
Lem 24 or 29: Vulnerable 10 coM.

-- - --------- - --~- ----

WANDS ~

\ VmuJs 0111.1' look like fhl'Y're 100frtltJile 10 be dea"~'.

\Van&. arc ortcn considered the rno~l popular arcane

implcmellts becmlse nearly all arcane heroes CiJnllse

them.
\Vands arc used to store spells, but they can also

modify Ihe spell'\: C:lSI through thclII. Perhaps the

best aspccllo Ihesc implemenlS is lheir \'ersatility,

since they allow a bard and a wl7..1rd, for example, to

explorc caeh other's magic.

Except in rare cascs, a walld is 1101 large enough or

slrong enough 10 be used as a weapon. If a wand call

fmlClion as either a Weapon or an implement. tlmt

fact is nOled in ,he item's descriplion.

CIIAI'I"l'lt I I "'''Hir JI~m$

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 Implemenl, spiraling

toward Its tip. Starting with large leuering in the lokharic

script.lhe words gradually shrink until they can be seen

only through dose InspectIon. The curses themselves

change with the reader, pinpoinling the wielder's flaws,

fears, and failures.

The cursing wand origlnaled in the hands of a jilted

lover-a young minstrel spurned for another, younger

woman. Her heart broken, she poured all her malice

and hale into her wand, imbuing It with the darkest

and most sinister curses imaginable. With the Imple­

menl complele, she hunted down her former paramour

and put a curse on him thai lurned everything he

touched to ash until the day he died under mysterious

circumstances.
The cursing wands found In the world today are

reproductions of the original and, allhough potentially

powerful in their awn right. lack the full weight of lhe

original creator's malevolence. Stili, things have a way of

going wrong when a cursing wand Is present.

Defeat the Renegade Minst.rel: Zasterly, a middling

performer of little talent, holds a town hostage. living

as a lord and compellrng the locals to leap to his every

whim. Those who have refused have found themselves

the targets of his add tongue and cruel spells delivered

through a cursing wand. Over time. each of Zaslerly's

enemies has died in a lethal accident. The lownsfolk are

terrified of the minstrel and will pay someone well to

remove him from power.



Diamond Wand level 4-

'nIls ~III r0l'l')I'd wclllds frtlyill' apJ'l'amll((' ftt'1J1'S its srrrnyrh.

Lvi 4 -+1 840 gp 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
Implement (Warwf)
Enhancement Attack rolls and damage rolls
Critlal: -+1 d6 damage per plus
Property. When you hit an enemy with an artAlne force

power using this warwf, the nellt attack that hilS that
enemy deals 1 extJa force damage.
Level 14 Of 19: 2 extla force damage.
Level 24 or 29: 3 extla force damage.

Power (Dally): Standard Action. As the artificer's spike wire
!'Ower (E8l:1l/ICW Players GuIde, page 48), which Is repro­
duced below,

Spike Wire Artificer Artack 1

rOll Ihrow a bUlulle ofburhed ",in' rhur biles 11110)'Uur cllemy's
JINII. dl8IJlny dl't'flt'r utili drl'per.

Encounter + An;;ane, Force, Implement
Standard Action Ranged 10
Target One creature
Attack: Intelligence vs. Fonilllde
Hit.: ld8 -+ Intelligence modifier force damage. Until the

end of your next tum, any attack deals extra damage to
the target e<jualto your Wisdom modifier.

Hawthorn Wand L.e-I g~

T'his ptl/l' w<llId haml'SSlffIJtl' IJlld IllaL:n if)tnlr Sl'n"lmr.

LvI 9 +2 4,200 gp lvl24 -+5 525,000 gp
Lvl14 +3 21,000 gp lvl29 -+6 2.625.000 gp
Lvl19 -+4 105,000gp
Implement (Wand)
Enhancement Attack rolls and damage rolls
Critical: -+1 d6 damage per plus
Propeny. When you use an arcane power through this

wand to giant yourself or an ally a bonus to saving throws
and the saving throw roll Is lower than this wand's
enhancement bonus, you or the ally can rerollthe saving
throw and use either result.

Power (Daily): Standard Action, As the anlncer's altered
luck power (EBlRRoH Player's Guide, page 49), which is
reproduced below.

Altered Luck Artificer Attack 3

rour "l"'llk bI.Jsu all mI'mJ' and rrart5fm lis luclt 10 a nrart,- al~:

Encounter + ArciIne. Impko.ln€'nt
Standard Action Area burst 2 within 10 squares
Target One creature in burst
Attxk: Intelligence vs. Will
Hit.: 1d6 + Intelligence modifier damage, and the target

lakes a -2 penalty to saving throws until the end of your
next turn

Effect: One ally within the burst gains tempor.try hit points
equal to 5 -+ your Wisdom modifier ;lind a -+2 bonus to an
attack roll. a skill check, an ability check, or a saving throw
before the end of )'Our next turn. The ally (iln use the
bonus after detennlnJng the result of a roll.

Iron Wand Level 14 ...

TId! lI.iclt Pi) bar does double July us a ",.... ron and an
Implement

Lvl24 -+5 525,000 gp lvl29 -+6 2,615,000 gp
Implement (Warwf)
Enhancement.: Attack rolls and damage rolls
Critical: -+, d6 damage per plus
Property: You gain an Item bonus to Strength checks

to break open doors at" chests equal to the wand's
enhancement bonus.

Property: This wand can be used as a melee weapon,
functloolng as a mace. You can add Its enhancement bonus
to the attack rolls and damage rolls of melee weapon
attacks.

Power (Dally~MInor Action. As the artiAcer's Iron-hide
Infusion power (f8c1l1lON Ployt>r's Guide, page 53), which is
reproduced below,

Iron-Hide Infusion AniOcer Utility 16

YOII (nlsh II bit oJirol1 ill )'lJUr /111111/, hifllsJIl81t with prorrcril'r
tllll8k. You /I,en cast'}le JUSI 01110 )'tIur aUlrs' arl11Or.

Encounter + An;;ane
Minor Action Close burst 5
Target.: You and each ally In bum
Effect.: Each target gains a -+4 bonus to AC untllthe end of

your next tum.

IRON WAND
A thick length of iron easily miSLlken for a pry bar, an
Iron wond 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 doo~ chests. and
just about anything else that needs opening. An iron wond
can also be used as a weapon, since its weight and size
are perfect for clobbering enemies.

For the mage who divides her time between flinging
spells at enemies and building servants to I1ght 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 warlorged 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 ofa blasted wilderness where nothing grows
and the corpses of those who oppose him swell beneath
a merciless sun. Adventurers who defeat him GIn wrest
control over his followers and his wand.

Join the Forgesmiths: The Forgesmlths were the first
artificers to fashion iron wonds. 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.

ellAl"l I'll t J Altllllc: "e".,



Eyes of the Vesti e Warlock Atta{k 1

Illusory Ambush Wllard AUdck 1

Master's Wand of lIIusory Ambush l~vt'1·1·

,

105,000 gp
525,000 gp

2,625,000 gp

Lvllg +4
Lvi 24 +5
Lvi 29 +6

Lvi 4 +1 840gp
Lvi 9 +2 4,200 gp
Lvl14 +3 21,OOOgp
Implement (Wand)
Enhancement: Attack rolls and damage rolls
Critical: +1 dB damage per plus
Propeny: After you hit an enemy with the Illusory ambush

power using thIs wimd, when that enemy attacks whIle it's
taking the penally to attack rolls. it takes psychic damage
equal to 3 + this wand's enhancement bonus.

Power (Encounter): Standard Action. As the wizard's iI­
luSQl)' ambush power (MOlle Power, page 101~ which Is
reproduced below.

Yau matI' an illusioll ~(swirIi1l8 spt'CfrulllSS/lilalllS rim' swamI

0\'l'TJtJlIr rlll.'nlJ',

At-Will. Arcane. ltIuslon. Implement. Psychic
Stoindiilrd Action Ibnged 10
Target: One creature
Arutt;:1c Intelligence vs. Will
HIt: 1d6 + InteJllgenee modifler psychk damage. and the

target takes a·2 penalty to attack rolls until the end of
your next tum.
1..-11 J: 2d6 + Intelligence modifier psychic damage.

Illis clxlltl' 11'<11111 nrikl'5 Jvur /IIrSl.'ls Willi Iln'll5larillS poI\'t'I",

Lvi 4 +1 B40gp Lvl19 +4 105,OOOgp
Lvi 9 +2 4,200 gp Lvt 24 +5 525,000 gp
Lvl14 +3 21.000gp Lvl29 +6 2,625,000gp
Implement (WiJnd)
Enhancement: Auack rolls and damage rolls
Critical: +1dB damage per plus
Property. When)"OU hit with the tyeS of the Yl!Sl:i,ge power

using this wand, the second creature tan ~ within 5
squares 0( the target instead of 3 squares. and)"OU gain a
+1 bonus to)"OUr Warlock's CUBe extra damage for that
attack,

Power (Encounter): Standard Aetk>n. As the warlock's eyes
ofdle vesflge power (Art"one Power, page 73). which is
reproduced ~Iow,

\'otH rnrmr's t;lft glOlY wllh an ddrirch 'ish! asJour l'nlitlt'
Iliffl hold lind SCOUt'S Ihlll fIN's mlud whill'you OIIW IInDlhlT
Ill'arb)/IN.

At-Will. Arane, Implement, PS)'(:hk; Varies
Stoindard A{tion Ranged 10
Target: One creature
AltoJ(:lc Constitution vs, Will
Hit: 1d6 + Constitution modifler psychic damage. Choose

the toIrget or a creature within 3 squares of the target
and within the target's line of sigh!. You place your
Warlock's Curse on that creature: if the creature is al­
ready cursed by you, you can deal)"OUr Warlock's Curse
extra damage to that creature Instead or to the target.
Level 21: 2d6 + Constitution modlner psychic damage.

Master's Wand of Eyes of the Vestige Level 4-

\\'1111 fills rt"'/JUIIII WUIlll.Juur /,IUlllfOrns continue 10 hamss
Jour I'rll'rnlo'S.

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 hawthomwond Is an 18-lnch wand that
tapers to a flne point. Varnished to give the implement
an amber flnlsh, it's smooth to the touch. When used 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-Oroscn Ante or receive a small
windfall In coin or opportunity. The wand's tfue power,
howevtlr, is to bend reality In Its wIelder's favor so that
he or she can slip free from dire sltuatlons.

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 skill 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 flnd 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.

(-llAI' .... K



Master's Wand of Phantom Bolt L('veI4~

Phantom Bolt Wizard Altilck 1

Master's Wand of Misdirected Mark It'veI4·

, 05,000 gp
525,000 gp

2.625,000 gp

LI/I19 +4
Lvi 24 +5
LI/129 +6

\VidllirtB ",is IJlIcklwrry "'lim! sllllrpt'lls )vnr lortBuc amI hOllrs
)tJur ",II.

Lvl4 +' 840gp
Lvl9 +1 4,200 gp
Lvl14 +3 11.000 gp
Implement (Wand)
Enhancement: Auack roils and damage rolls
Critical: +ld8 damage per plus
Property: When you hit wilh the vicious moclccry power

using Ihls wand, choose a different enemy within 2
squares of the targel. That enemy takes a penalty to auaclc
rolls equal to your Intelligence modifier untillhe end of
your ne.lltlUrn.

Power (Encounter + Arcane, Charm. Implement.
Psychic): Standard AcIion. As the bard's vicious mocicery
power (PfU)'l?r'S I-Iondboolc 2. page 69~

UlAMOND WAND

el1,\I"1 Fit I I MoU/(' 111'11I5

Master's Wand of Vicious Mockery Level 4+

A sparkling diamond the size of a human's thumb caps
the base ofthis wand. The smooth holly wood taper.; from
the gemstone until it terminates at a slightly rounded tip.

The gem glimmer.; 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 artificer.; flrst created this wand as a means

to focus their concentration when manlpulatlng a("(ane
energy into the solid material they called force. The dia·
Oland aids In thIs process, helping the wand wielder adapt
his or her magical creations to meet most circumstances
on the baulefleld. For this reason, diamond wands were
valued among battlesmlth artiflcer.;.

Join an Artificer Guild: One of the best ways to
acquire the implements of artiflcer.; is to join one of their
societies. Artiflcers 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 respecL

Trawt a Battlefield; Avyn Wastel, a gnome artifICer of
some fame. took part in the Battle of Nine Stars, a terrible

conRict that laid waste to nearly a square mile ofcountryside.
Wastelled a detachment ofwannages against a host ofhid·
eous creatures born from the nine fallen stars. Stopping the
threal cOS! 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.

111t' mt're siy/u oj)'OU i5 I.lJladlCIIlO 10)VUr t'llemy.

At·WilI + Arcane, Implement, Psyc:hlc
Standard Action Ranged 10
Target: One creature
Attack: Charisma \IS. Will
Hit: 1d8 + Charisma modiner psychic damage, or 1d11 +

Charisma modifier psychic: damage to a target at malli·
mum hit points.
lnod 11: 2d8 + Charisma modifier psychic damage, or

2dl1 + Charisma modlfler psychic damage to a target
al m.:urimum hit points.

Spiteful Glamor Warlock lDark} Attack 1

105,000 gp
525,000 gp

2,625,000 gp

105.000gp
51S.ooogp

2.615.000 gp

lvl19 +4
Lvl24 +5
lvl29 +6

Lvl19 +4
Lvl14 +5
Lvi 29 +6

Lvi 4 +1 840gp
Lvi 9 +2 4.200 gp
Lv114 ...3 nooogp
Implement (Wand)
Enhancement: Auack rolls and damage rolls
Critical: +1d8 damage per plus
property: When you hit an enemy with the phantom boll

power using this wand, you can slide that enemy 1 extra
square.

Power (Encounter): Standard Action. As the wizard's
phontom boll power (Arrone Po.r. page 101 ~ whic:h is
reproduced below.

lvl4 +1 840gp
Lvl9 +2 4,100 gp
Lvl14 +3 11.000 gp
Implement (Wand)
Enhance.me.nt: Attack rolls and damage rolls
Critial: +1 d8 psychic: damage per plus
property: When you hit an enemy at mallimum hit points

that Is affected by)'OOr Wadodc.'s Curse with the Jpileful
S/ornot power using Ihls wand, you deal an extra die of
Warlock's Curse damage to that enemy.

Power (Encounter~ Standard Action. As the warloclc's
Jpjrefu/slornor power (FoRwTTIH REALMS PlayerJ; Guide.
page 35). which is reproduced below,

Master's Wand of Spiteful Glamor level 4-

jou wal\, )uur h..lIld, IIIld),ourjCJe sees a boll offlrc slrcaJrill8
IOw'lnl il. TIle ml''''Y JilTS awayJrom rlu' illlasilled IIlrclll.

At·WIII + Arcane, Illusion, Implement, Psyc:hit
Standard Action Ranged 10
Target: One creature
Attack: Inlelligence V$. Will
Hit: Id8 ... Intelligence modifier psychic damage, and you

slide the target 1 square.
level 11: 2d8 + Intelligence modifier psychic damage.

\'(Ulr Wu.o')' bolts WWtIll' marl' omInous ",III. rhIs sural" 1111I'

Iwr ",lUld.

Di5o<brcr 11\\',li1S rill&' hq,uileJ by Ihls croolred hiclr0IJ' ~'arul

lvl4 +1 840 gp lvf 19 +4 105,000 gp
lvl9 +2 4.200gp lvf24 +5 S2S,OOOgp
Lvl14 +3 21,000gp Lvl29 +6 2,62S.000gp
Implement (Wand)
Enhancement: Attack rolls and damage rolls
CritiGlI: +1d8 damage per plus
Property: When you hit with the misdirected mort: power

using this wand. the ally that marked a larget gains a +1
bonus to attiKk rolls against that target until the end of
your nellt turn.

Power ([ncounter + ArOllle, Implement): Standard
Actloo. As the bard's misdirecled marlc power (P/U)'I?r'S
Handbook 2, page 68~

TIlls ''''11I.1 is C'Sp«iaDy dtadtl' 10 (TClllul'tS),ou IUII't.'II'1 hanlled
.1'1'1.



Sharpshooter's Wand l""ll0~ Wand of Aptitude Lewll0..

62S.oo0 gp
3,12S,000 gp

LII12S +S
LIIl 30 +6

lVlll'n JDlldfrl'c, )1I1Ir allit'S willI 'his Iflrewood 1<'111111, IIlty reorll
bt"md Ihelr rwrrllltl limJlutlollS.

LIIl10 +2 S.Ooogp
Lvi 1S +3 2S,000 gp
Lvi 20 +4 12S,OOO gp
Implement (Wand)
Enhancement: Attack rolls and damage rolls
Critical: +1 d6 damage per plus
Property: When you use the Inspire competence power

through this wand. each affected ally adds this wand's
enhancement bonus to skill che<ks made with the skill you
selected,

Power (Daily + A.rune): Minor Action. As the bard's
Inspirecompttenc:e power (PkJyer's Hondboolr 2, page 70~

62S,000gp
3,12S,000 gp

lilt 2S +S
Lvi 3D +6

You (,111 sllril1l: IIII.' sl:;1.' oJ),our (lI/oclls (1''1'11 ",illt Ihis "'mu/'
nllll:11I8 II lIlort'I'I'I'(IsI.'.

lvll0 +2 S.OOOgp
lvllS +] 2S.000gp
lvl20 +4 12S,ooOgp
Implement (W,JOd)
Enhancement: Attack rolls and damage rolls
Critical: +1d6 damage per plus
Power (Encounter~Minor Action. TIle next area burst

attack power you use through this wand has Its area
changed to 1 square (within the same range). and you
gain a +2 power bonus to the attack roll.

Power (Daily + Arc;ane, Implement, Ughtning): Sl<lOdard
Action. As the wizard's shoclr SpMre powet" (P1Q)Ws
Handboolr, page 161~

10S,ooogp
S2S,OOOgp

2,62S,000 gp

Shielding Wand le.....14·
As y"lIr SIlt''' obli'cralt'Syour rnrlll): dlis hrlll)'jullilocr ",uml
Ol'alts II shimmerill8 pmfl'CliI,. shield.

Lvi 4 +1 840gp Lvl19 +4
LII19 +2 4,2oogp Lvl24 +S
LIII 14 +] 11,000 gp Lvi 29 +6
Implement (Wand)
Enhancement: Allack rolls ilnd damilge rolls
Critical: +1 d6 damage per plus
Property: When you score a critical hit with an artificer

attack power using this wand,)'OU or one ally within S
squares of)'OU gains a +2 bonus to AC until the end or)'OUr
next turn.

Power (Daily~Standard Action. As the artUker's shleldins
cube power (E8l:1IROH Players Guide, page 48), which is
reproduced below.

Wand of Thunderous Anguish Lellel14,

Aft!'r .\VII uS{' rills bU=inn rrd",ooo ",mrl!. (I rmr1- ojrllUrulrr
iudir,m'S lltal Jour lfIc1yinll effert n>maills on Ull rnrll1)~

Lvl14 +3 21.0oogp Lvl24 +S S2S,ooOgp
Lvl19 +4 10S,OOOgp Lvl29 +6 2,62S,OOOgp
Implement (Wand)
Enhancement: AUiKk rolls and damage rolls
Critical: +1 d6 (hunder damage per plus
Property: When you hit an enemy with a thunder power

using this wand, until the end of your next turn thilt enemy
takes thunder damage equal to this wand's enhancement
bonus whenever one of)'04.lr allies hits It.

Power (Daily + Arc;ane, Implement, Thundu): Standard
Action. As the bard's distroclin8 shoot power (Players
Handbook 2, page 72~

Wand of Allure Lellel 4,

,

Wa"d aJallure und w'<lnd oJllnmdefolls "nBuidT

The most iconic heroes arc Ile,"cr seen without their
shields, and bracers sene as a lesser defcnsc for Wilr·
riors who nccd their arms unfcllcrcd,

l:nch"l1t lllcnb on shields lllagilify their purpose,
gmnting lheir wielders 'iupcrior defellscs. Some draw

Shields WId !JmcerS life IIcJellsh'e lools, bw inlhe larl811118e
ofIIwyir. Sllieids (leJend rurd bmcers deslroy

- -- --- -- --- -- .- -- ---

ARMS SLOT lTEMS '
10S,ooogp
S2S,ooogp

2,62S,000 gp

Lvl19 +4
Lvl24 +S
Lvl29 +6

CIl.\I'TEH

e1umllS cast lIrrvllJJh tills rWhlk1hry J.loldrn wllnd wadI lite mosr
dislLlllt oJJot'S.

Lvi 4 +1 840gp
Lvi 9 +2 4,200 gp
Lvl14 +3 21,000gp
Implement (Wand)
Enhancement: Allack rolls imd damage rolls
Critical: +1 d6 damage per plus
Property: When)'04.l use a ranged arcane charm power

through this wand, the powers range increases by 2
squares, and )'OU ignore cover and concealment.
i£vel 14 or 19: S squares,
i£vel 24 or 29: 10 squares.

Power (Daily + Arc;ane, Charm, Implement): Standard
Action. As the bard's fasl friends power (Prayer's
Handbook 2, page 69).

lou dim1 II minUfe ruM rO"('fed in "lIles inlo liltfror AI
IIlDUNh small, fhl.' rube rOllIOil15 oforrt Ihot basllesJ0(5 and
sllkids .11lltS.

Encounter + Arcane, Force, Implement
Standard Action Ranged 10
Target: One creature
Attack: Intelligence lIS. Reflex
Hit: 2d6 + Intelligence modifier force darnage.
Effect: Until the end of your next tum, any ally gains a +1

power bonus to AC while adjacent to the I4lrget.

Shielding Cube Artlhcl.'r Anilck 1



a drab'OlI·... LJreath into Ihem to "1>.1re allies. while
others guard their holders with a larger shield of
force Ihm falls when pierced. A sct of(Iualilies that
pertains to a magic shield can be applied 10 a light
shield. a heavy shield. or an)' shield. as noted in each
ilem's description.

Bracers grnnttheir wearers gre<lter deftness in
comOOt. adding power where Ihere is already gr.lCe.
and turning a simple wound into a fatal blow. They
arc more offensively oriented than shields.

Absorbing Shield levrl17

fhi5 !It'''' ~hidJ llbsorbs dIe pol4'1-'I" from 'llfueks."rolwh18 ooth
IV1I mulyour IIlIil'S.

hem Slot: Arms 65.000 gp
Shield: Any
Power (At-Will): Immediate Interrupt. Trl88er: An area

attack misses you and hilS an ally. Effcct: The triggering
aU3ck Instead misses the ally.

Ankhmon's Bracers Level 19
nlrsc plllllnUm "meers an' "1I8fUW'd Wi"III )y1l1001 ofall CJ'l'
IO'FI",uneJ illf/llll1t'S.

Item Slot: Anns 105.000 gp
Propeny: When you hil an enemy thai is gr.mting combill

i1dViJntage to you with an arcane alliKk power. the anaeX
deals 1d1 0 extra d3mage against the enemy. You also
regain a number of hit points equal to the extra damage
roll result.

ANl<.H1'10N'S BRACERS
When the IIch Ankhmon was preparing his undead army
to Rght the army known as the CelestIal Company, he
created a pair of bracers that allowed him to channel his
tactIcal knowledge into powerful attacks that harmed
hIs enemies and healed him, Ankhmon was eventually
defeated. but his essence survived as a powerful vestige.
granUng power to a number of warlocks.

A IIch 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 south. 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 tbem, they could be used
without talnL

Thw~rt Revad~l: Revadal doesn't have Ankhmon's
brours, but dIvinations have revealed that he Is using his
army to search for them. Some scholars worry that the
bracers might be a key component In freeing the vestige
of Ankhmon from Its eternal bondage. They seek heroes
to flnd the bracers flrst befon!: Revadal can perform this
terrible deed.

8100JhtlunJ braUN

Barrage Bracers Lwei 10
\\'IrJle )'ou weur lhrsc bweITS. WIIl''11 )'011 ullocll mpidi):)vu CUll
focus 1110rr power in/o)uur attacks.

Item Slot: Anm 5.000 gp
Propeny: When you hit an enemy with a melee all<Kk. you

gain a +1 bonus to 3ttae:k roils against that tilfgel until the
end of your tum.

Bloodhound Bracers I..evrd 13

You Cdll In!Ck U I4UUllJeJ!OC' and strlk~ il dl7l4'l1 when il's masl
\'lJll1trubll".

Item Slot: Arms 17.000 gp
Propeny: Cre3tures that 3re taking ongoing damage grant

combat adViJntage to you.
Power (Daily): Free Actlon. Trl88ft': You bloody an enemy.

Effccl: ThJI enemy takes ongoing 5 damage (SOlve ends~

Charm Bracelet Level 8+
TIlls shlll,lt bmce/el WillI lilly OffOllt' 9'tlIbals IllllliJII1I8frorll il
leIs)1Jll sharI.' in yourfoes' YODCI lue,,".

lvl 8 3.400 gp lvl18 85.000 gp
Item Slot: Arms
Property. You gain a +1 item bonus to saving throws againsl

ongOing damage.
levI!f 18: +2 item bonus.

Power (Daily): Immediate Reaction. Trl.!J8Cr. An enemy you
can see succeeds on a saving throw. Effect: You make a
saving throw.

Climber's Bracers L~116

Your hands arr as t.JJrctin' as an animal's claws al climbill8
whill' ~l'ari1l8 llu5to IUUlJh kal/uor brocns.

Item Slot: Arms 45.000 gp
Power (Daily): Minor Action. You gain a climb speed equal

to your speed until the end of the encounter.

<

,
•



F1am£M"'rd.dtldJ

Deathward Shield It'\le115·

This rbony shirW M'illl llJamlmtine studs pMectS)UIl from Jmlt
I"tI(TSks.

Lvl15 25.000 gp lvl25 625,000 gp
Item Slot: Arms
Shield: Any
Property: YOIl g<tin resisl 10 oe<rolic.

Level 25: ResisI15 necrolic.
Power (At.WiII): Immedl<tle Interrupl. TrilJ8l!1: YOIl ,Ire

l<trgeled by a necrotk attack. Effect: All other largeLS of
Ihal attack gain reslSI 10 necrolic against Ihe attack, and
yOIl lose reslSlnccrotlc for the allack.
Level 25: R~lsl 15 nccrotic.

EHecutioner's Bracers level j.

fhL'S!' ofllulllrllllrl 1J0id bmCl:rJ hdl' JOu [0 1If[ IUln/cr.

Lvi 3 680 gp Lvi 23 425.000 gp
Lvi 13 17,000 gp

hem Slot: Arms
Property: When you score a crltic<t! hit, the attack deals 1d6

e"lra damage.
Level 1J: 2d6 e"tra damage.
Leve/2J: 3d6 e"tra damage.

Flameward Shield Level 16..

SlJli:fOd golll!,IlJlllltll's mlorn tllis dL'Cp red shield.

Lvi 16 45.oo0gp Lvl26 1.125.oo0gp
Item Slot: AmlS
Shield: Any
Property: You gain resist 10 fire.

LewI 2& Resist 15 fire.
Power (AI'Will): Immedi<tte Inlerropt. TriJj8er. You are

largeted by a Are a!tack. £ffrct All other targeLS of that
attack g<tin resist 10 Are against the <tltal::k.
Lewl26: Resist 15 fire.

LUN1A'S BRACELET
Thousands ofyears 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 abllrty
to Aght evillyGtnlhropes. She led them In banle against
an army of werewolves that were plaguing the forest. In
that conflict, an exarch of Yeenoghu was summoned to
Aght lunla, and the two engaged In a massive battle. In
the end, lunla sacrfAced herself In a burst of moonlight
that destroyed the exarch and removed lycanthropy from
the werewolves' bloodlines.

Some of lunla'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 forgonen now, some
nill worship or pay homage to lunia.

Stop the L)"C3nthropes: Asmall 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 werewotves back, possibly by claiming the item,
which Is said to be a bracelet.

Holy Pilgrimage: Divinations byworshipers ofSehanlne
have revealed that an ancient relic oflunla 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 retum.

Force Shield Level 11

ThIs 11ITIJ(' shld,llll'lwurs 10 bc compose,/ cl1Ilrc!r offorcr. If
f,rtllcCb )UU HI1If1 )lIU'rr srrurk by (l1l/ll/lIrlt.

Item 5101: AmlS 9.000 gp
Shield: t'leavy
Property: At the slart or each enCOUnler, you gain a ...1

bonus to AC and Rene" until you're hll by an attack.

Frost Char er Bracers levelll

111l'S" nll'llIluud Ir,"hcr bmcers hllw II COIlSlalli ShCMl OJJrosl.

Item Slot: Arms 17,000 gp
Property: When you hll an enemy wllh a charge attack,

enemies adjacent 10 Ihat enemy take cold damage equal
to your Strength modlner.

Keeper's Shield h·v,·19

Iliis bJllrll iron slllrM Wi"18ilt rJ815 ul~'S Joor allies 10 mnkt'
/0118 nllr.ljt' IIlwrlts wilh 1CS5 mit.

Item Slot: Arms 4.200 gp
Shield: Heavy
Property: Allies adjacent 10 you gain a +2 shield bonus to

AC and Ref\eIC against opportunity attacks provoked by
Ilsing ranged or area powers.

Power (Dally): Immediate Interrupt. Tri~ An aUy ad­
jacent to you provokes an opportunity attack by using
a ranged or area power. Effett The opportunity allack
targets you Instead.

CII,\I'TI:.R I I ""'ale "I:m5
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Lunia's Bracelet It'vt.'13 Serpentine Bracers level 18
This s//lw brucrlef COl!fains c!llIrlllS ofswrs UIlII nWOI15 Ihm
hQld 1'0"'''''' IlI:lUinsl '.\'[tlllfhropes.
Item Slot: Arms 680 gp
Property: Treat weapons you wield (Including ammunition,

thrown weapolIs, and the like) ilS slivered (Player's
Hundbook, page 220).

Power (Dillly~ Free Action. Tr188Cr: YOu hlt iI shapechilnger
with a weapon attack. Effect: The creature reverts
10 Its nalural form and can'l use polymorph powers
(savt' ends).

Preservation Shield level 2
Iltis /l8hl wooJ shkW dispW)'s an inslBnla of111'0 tnJS5I'"d ur­
rtJII"'i. OllfjlCldu:d Breen and 1111' olhl'T rtd,
Item Slot: Arms 520 gp
Shield: Ught
Power (Dally): Mirxw Action. You and each ally within 5

squares of you gain temporary hit points equal to the
number 0( healing surges you have ~malnlng.

f(cselll"'i"8 coilrd IDllke:s, dlts!! bmcl'l"S SII"flUI Juur ,'inim
1I"11l'1I )l.IU Ill/lick wilh surwise.

Item Slot: Arms 85,000 gp
Property: While you'~ hidden from the target of your

<Jttilck, you deal 1 dS eXira I>olson damage 011 altacks
against that targel.

Shield of Sliver Light level 4

nlis 1'0/ishl,(1 sllidd H'earr15 wilh tlllxmliy'rr. C\"l'n ill the lITitld/r
ofrhr IIII_Y.

Item Slot: Anns 840 gp
Shield: Any
Power (At-Will): Minor Action. The shield sheds bright

IlgllI 5 squares in all directions. You can end Ihis effeo iI$

a mlrxw action. You and)'OUr allies within the light treat
)'OUr weapons (including ammunitloo, Ihrown weapons.
and the like) as silvered (~'sHandbook, page 220~

Shield of Ultimate Protection L-' 30
This H0lt/and silrer m/rW prort'Cb )l.IU from t'\Y'J at/ilc"
Im<.lyinllble,

hem Slot: Arms 3,125.000 gp
Shield: Any
Property: You gain a +1 shield bonus 10 Fonitude and Will.

If this itcm is a hcavy shield, the shield bonus increases
to +1.

Powcr(Dally): Minor Action. You gOlln a +5 bonus 10 all
defenses ulltilthe end of the encounter.

Rhino Bracers lewll S
lltnt 8'U\ leilllR'r bruurs lel)tlU dUlrBl' with IIII' sln'''ylh of
lly"'111 ~uSI, usill8 iliOn' JK1IIYrfullllluc,ti dlllll)UU oulinunl".
could.

Item 5101: Arms 25.000 gp
Power (Encounter): Free Action. Trls.qer: You charge an

enemy. Effect: You can use an at-will melee attack power
Instead of a melee basic attack against that enemy.<



Stormward Shield Level 16+

lrimmr,lln {Ol'p,'r. rills a:urI' sllidd Iupers 10 II SllUrp poilll.

Lvi 16 45,000 gp Lv126 1,125,000 gp
hem 510(; Arms
Shield: Any
Property: You gain resist 10 lightning.

tem 16: Resist 15 lightning.
Power (At·WiII): Immediate Interrupt. Tri88er. A lightning

atlaCk targets you. Effect: All other targets or the trigger·
ing attack gain resist 5 lightnIng against that attack.
Level 16: Resist 10 lightning.

Trapping Shield Level 14
'n,is shidd lIpetl5likr a porlal al Juur command. brilj/J' Imp
ril18Jour VIM'I} Imidt'.

Item Slol: Arms 525.000 gp
Shield: Any
Property. When you grab a creature. it takes a -2 penalty to

Athletics checks or Acrobatics checks to escape the grab
and to altOKk rolls against targets other than you.

Power (Daily): Immediate Reaction. Tri,qser. An enemy
adjacent to you misses you with a melee attack. Effect:
The triggering enemy disappears until the end of its next
tum. Then II reappears in any unoccupied space or its
cooke within 5 squares or you.

SH1ELD OF SlLVER LlGHT
The township or Brocada was being preyed upon by
Iycanthropes who controlled the sewers and who had
managed to capture most or the city's silver supply. A
group or halAlng 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 Sellon 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 halning. In the aftermath, they found out about the
shield, and the halnlng was surprised at how enthusiastic
these adventurers were to see it replicated.

By Sliver Command: A local bandit Is using a shield of
silver U8ht to keep his werevvolf underlings in line, and they
have been very successful in their raids. Claiming the shield
would be only one reward for stopping these bandits.

1he Wererats Retum: Brocada is once again menaced
by wererats. The city gates have been closed, and its dtlzens
live in fear. Adescendant of the original shield's creator has
a map to a cache of silver weapons, one ofwhich is a shi4!ld
ofsilver Il8hl, stashed in the 5eWef5 below the city. He will
give the map to heroes who pledge to end the menace.

W1NTERWARD SH1ELD
The Snowfang tribe lived In the far nonh. 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. Acourageous band of tribesfolk led by lhe 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·
fke.lce Elk held forth his shield, protecting his companions
from the brunt of lhe blast but laking 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 nowgone, 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, launt·
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 Lt'wl14

\r'lItll runl'S form 1I sr1rul J'flllcrfl on Ihe surfacr ofdlis shield.
whl,h wo't'S 10 druw Illrtit' a/llicks 1000'ard iL

Item Slot: Arms 21.000 gp
Shield: Any
Power (Dally): Immediate Interrupt. Tri8[Jer: An enemy

targets you with a burst or blol5t illtad,. Effect: The trig·
gering enemy takes a -4 penalty to attack rolls against all
other targets of the attack.

Wlnterward Shield Level 16+

Thls Jev willI!' shield willi I. slhw rhn Is ,111/110 IIrr touch lIS iI
draws ·,h,. mIt! rll ludf.

Lvi 16 45.000 gp Lvl26 1.125.000 gp
Item Slot: Arms
Shield: Any
Property: You gain resist 10 cold.

Level 16: Reslsl 15 cold.
Power (At·WJII): Immediate Interrupt. Triwr. You are

targeted by a cold attack. Effect: All other targets of the
altack gain resist 10 cold against that affilCk, and you
lose your resistance to cold for the attack.
Lem 26: Resist 15 cold.

(1I ..\I'I'1-:K 1 MaBie Ir",ms



Clear/liS de..,s

Boots of Unchecked Passage level 12

-
_ 57

CHAI'TF.H I I "'''Illr IlemJ"

-!lINt' /moMJJ soltd boob temporurily warp 1I11' lermin (lround
)'011. elCllrillS 1I111.'llS)' IHI'h.
Item Slot: Feet 1.125,000 gp
Property: You ignore difficull t.erraln.
Power (Dally): Minor Action. Each ally within 5 squares of

you Ignores difficult leffilln until the end of thc encoun­
tcr, cllen If that ally moves morc than 5 squares rrom you.

Clearing Cleats If've126

YourJors will mllile wayJor)UtI "'hilt )vu'rr w,'arin» ,/u>se s'm
"""...
hem Slol: Feel 13,000 gp
Power (Dally): Minor Action.. Until the. end of your tum,

you can move through enemy spaces, and you don't pro­
voke opportunity attacks when moving.

TllI'sc sprllli;lY boOls 11'1 YOUfll'f out oJII/InIl's way when you
IIced III wlcl! your "rellllt.

lIem Sial: Feet 2,600 gp
Property: When you u~ your ~(ond wind, you can shih 2

squares..

Boots of Surging Speed level 7

\\1111 dltSt' poliS/ltd ICalh" OOoIS,)UtI arr hanl,o slow dowl!.

Item Slot: ~I 1.000 gp
Power (Enc:ounter): Immediate Reaction. Trl&Jer. An effect

slows you. EJIett You make a saving throw against the
triggering effect. On a save. the effecl ends.

Power (Dally): Minor Action. You gain a +1 !JOwer bonus
10 speed unlll the end of the encounter.

MuSic bool.Scomil! in Q multitude ofslyles

Boots of Bounding level 6

Boots of Rapid Motion levelS

TIltS(' liHhtweW'll WIlI'US boors UI'l' rerf..cr for mhrCfd, sready
IncJ1'usinll 11H.·'ens,1t ofIeups.

Item Slot: Feet 1,800 gp
Property: You gain a +2 item bonus 10 Athletics checks to

jump.
Power ([Mounter): Move Action. You make an Athletics

check to jump as if you had a running st,m. You add 3
squares to lhe distance jumped for a long jump. or 2
squares for a high jump.

Boots of Blood It''Vt'116
Th('Sl' ""lll'ddH'r &oof5 COlliI' nlh'f' W'lI'lI Jvur hlood is SIIiIIl'll.

hem Slot: Feel 45.000 gp
Property: You gain a +1 item bonus to Renex.
Power (Dally): Immediate Reaction. Trl88er: An enemy

bloodlC5 )'Qu. Effett You shih your speed.

FOOfJjear miJjlll I!eufraliu impediml!nts or SlepJ'OIl tllroush
lime. bUI rhe 0Cs-1 boors also make afashion Sfllfl'mtlll.

Magic foolbocar almost always affccts speed or 11l00'C­

men!. \Vhclhcr )'our boots. shoes. or sandals lei yOll

dash away when wounded or u\oid opportunil)
3113Cks.thc)' do Iheir job by !.'Cuing )'Oll around the
lXlIllcOcid.

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

FEET SLOT lTEMS >



Fey Warrior's Boots level 14

511'1' III drill oU/lhr 't:\'wll.l ~'rlll Ihis Irajweln'l/joolWI'Ur.

Item Slot: Feet 525,000 gp
Property: You gain a +1 Item bonus to Reflex,
Power (At.WiII + Teleportation~ Immediate Reaction.

TtilJ8fT. An attack misses you. Elfett You telepon 3
squares.

Greaves of Fortunate Falling le-vel8
ThL'Sf' pldln flm) bands fluillr Jour IOlldillfl "'''ell )'ou/opple.

Item Slot: Feet 3,400 gp
Property: When you're knocked prone (including when you

bllunconsclous). you can filII into any unoccupted adjacent
space Instead of your current space. Being prune does not
grant enemies combat advilntage.

Riding Boots LI:W14

TIU'St sl)'lisll knee hish boors In)UIl IooIr flOOd while t/lq spur
)UUrSltfOJ.

Item Sktt: Feet 840 gp
Property: While you ride a mount. it gains a +1 item bonllS

to speed.

Sandwalker Boots level 14

'111l'Sl' sUI'plt' bucllsldll boors let )tnl8lidl' Inroufln dIe drserl
$(111.1 Iikr 0 llulp/rill lllro"811 Wafl'r.

Item 5101: Feet 21.000 gp
Property: You gain a burrow speed of 6 in sand. You can

breathe sand as If It were air.

SANDWALKER 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 of the land
was draIned by the Inhabitants' own magic.

Determined to flnd the ruins of this ancient elviUxation
and study Its culture, the adventurer and self·styled arche·
ologist Thaigan lhornbum 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.

Thalgan 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, 1 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 Implled that the explorer owned a powerful item
that allowed Its wearer to master the desert. Perhaps that
item was a pair of sarnfwalker boots,

Captun!: the Murderer: Thaigan Thombum's murderer
is rumored to have escaped the desert with the archeolo­
gist's sond\.mlJcerboots. Whoever hunts down this murderer
can avenge the explorer's death. prevent the killer from
perpetrating further evil. and lay claim to the magic
boou.

(1It\I'II,Rl "'QBij"rl~mS

Survivor's Boots level 16
I1INI' mll8h !dllt· boors Un.' drllr!r wrll used. bUl Jllly IIl.'n'.,.
I\'('ur 0111.

Item Slol: Feet 45.000 gp
Propeny: While bloodied. you don't provok~opponunity

allacks when moving. using ranged powers, or using
area powers.

----~. -----.----- ----

HANDS SLOT lTEMS .
All adWlllur('r's 8'o\'t's do lIIarr rllClIIjusr keep her !rands

W/lrlll.

Any task pcrrormcd wilh thc hands can be imprm'Cd
wilh magical handwcar. Enchalllcd gauntlets 3110\\
warriors 10 unlcash dC\'astating altacks or disrupt
those orcnemics. MagiC glovcs havc many purposes
bUI ortCIl impro\'e Ihc usc orskills that require fine
comrol or subtlet)· or help with tasks that rClluirc thc
hand~. such as healing.

Feintin Gloves lneI 7

'I'hesr block silk 81Q1.'tS hell')UU misliirrctJour oppo:mnll's
lUll'lI/ioll.

Item Slot: Hands 2.600 gp
Property: You gain a +2 Item bonus to Bluff c;hecks to gain

combat advantage.
Power (Daily): Minor Action. You gain combat advantage

agaInst the nellt (realure you attack this tum.

Gauntlets of Blood leW'14~

flU' blood of \\Ylmllll'djOC$ Sfn.'lllIlS flIOll8 dlcjoinlS ojlh~
rUSf." IOf/kin8 sll.'d 811ll1lfll"s.

Lvi 4 840gl' lvI24525,OOOgp
Lvi 14 21.000 gp

hem Slot: !-Iands
Propeny: You gain a +2 bonus to damage rolls against

bloodied targets.
Level 14: ..4 bonus.
Level 24: +6 bonus.

Gauntlets of Discontinuity level 1J

t\rrllllr r"rr8f (rneldt,s QI.'l"!" /ht.'Sl" fllllllllll.'15. diSrIlJl1in8
11'l.','Or!UllolI,

hem Slot: Hands 17.000 gp
Power (Dally): Immediate Interrupt, TrilJ8fT. An enemy

within 2 squares of you leleporu, EJfett You negate the
teleport. and the lriggering enemy can't telepon umil the
end or your next tum.

Gloves of Dimensional Grasp Level 16
\\iln dll'St' skin fi8'11 jlll1\'tS)t1U Col" Cfl'alr a slOaU portal
fhwllflh ~'hich /II malliru1all' obycrs.
Item Slot: Hands 45.000 gp
Property: You gain a +4 item bonus to Thievery checks.
Power (DaUy): Standard Action. You make a Thievery

check ilgalnsl a larget up to 5 squares away from you.
You must have line of Sight to the larger.
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During the ancient war between the primordia Is 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 still 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'sgauntlets might be burled 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 conflict 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 Hrothmars gauntlets_

HROTHMAR'S GAUNTLETS

IIrolhmlJrs Boundets

Grizzly Gauntlets level 8

Great Hero's Gauntlets l£'v£'l17

11lt'Se h.rall S/t'd 8aUluirb n'M'un! 81l'1l1 risll and lu·roism.

Item Slot: Hands 1.625,000 gp
Propeny: When you spend an actloll point 10 make an

attack, you gain a +2 bonus to atlack rolls for that attack.
Propeny: When you spend an action poinl to make an

atUlck and the attack deals damage, you gain temporary
hit points equillto your healing surge value.

'J1Jtsfo bWc~ INthl.'l' slO\n Un' /imnfd Milh an uum offorce Uwl
slumer1 or dfJltt:1S PTUJITfilrs Uillll.·J III JOU.

Item Slot: Hands 9,000 gp
Power (Daily): Immediate Interrupt. TriBBtt Aranged

allack thaI targets AC or Renex hits you. [ffeel; You gain
a +4 power bonus to AC and ReRex against the triggering
attack.

Gloves of Grace level 5

'illesi' HlIlllltll'lS, COlwell with brur fur, make)'ol1r 8mb iItlllclls
<Iud r-smpes morl' rffl'c'll'f,

Item Slot: '-lands 3,400 gp
Propeny: You gilln il +3 Item bonus 10 Strength checks

to grab a creature and to Athletics checks or Acrobatics
checks to escape a grab.

Encrusll"J ",id, r1ellll'l1I11Ii(l'. Ihf'St" 810\'1'5 don'l fll'rJ )ulIr
IlanJs M"hll.. ",Ofll.

lvlll 9,000 gp lvl21 225.000 gp
Item Slot Hands
Property: Choose one: Your cold attacks gain a +2 bonus to

damage rolls. Of")'OUr cold auacks Ignore 5 of the target's
resistance to cold. You an switch between propenk!s as a
minor action.
levrI21: +4 bonus. Of" ignore 10 resistance to cold.

Gloves of Ice l_ll t

Hero's Gauntlets level 17

Gloves of Missile Avoidance leVf!Il1

Tilesi' sll'rl HUlllltll'ts ",wllfd risl.: alUl heroism.

Item Slot: Hands 65,000 gp
Propeny: When )'OU spend all action point to make an

atl<lck, you gain a +1 bonus to iltlack rolls for that attack.
Propeny: When you spend an action point 10 make an

attac:k and Ihe attack deals damage, you gain temporary
hit points equal to one-half)'OUr healing surge value.

\\'hllt, M1.·arlnyllll'Sr yIOI't'<,)llU hdllll comlllllliorl r"coI'er
qllklll.~ witll but (I lIlucII.

Item Slot: Hands 1,000 gp
Power (Dally): Minor Actloll. An ally adjacent to you

makes a saving throw.



ILLUSIONISTS GLOVES
Many illusionists are content to spend their llves perform­
Ing simple tricks, whether to cheat and steal or to amuse
people for profit. Zallan. 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,
lallan earned a meager liVing.

Kellevec was a traveling illusionist who sought Inexpe­
rienced spellcasters to exploit. He noticed ZaUan's gtoves
and coveted them. Kellevec trapped the lesser illusionist
In a maze of false visions. where lallan wandered until
he collapsed from dehydration and starvation. Kellevec
stole the I/Iuslonlst's gloves and what little coin hIs victim
had amassed, tken moved on with his llI·gotten prize.

Find Kellevec: Although lalla" was a minor wltard,
the story afhls robbery has become well known. Kellevec
Is rumored to be In the local area, commlnlng more thefts
with the help ofthe illusionIst's gloves. He has yet to be
aught. but Ifsomeone were to take his magic gloves. he'd
have a harder time escaping.

A Grouter Master: l<ellevec was secretly working for a
shadowy drow mage who seeks magic to boost his own
spells. The drow runs a criminal organixatlon In a nearby
city and Is an even more formidable challenge now that
he has the gloves.

Hrothmar's Gauntlets Level 18
l1u-'SI' tIlllssl\'/', hillell ill1ll8uunrll!IS Un' doliI'd widl red IIIl!fal
sfmk nll'y err/Ill' s1lOell WIll'I'S dllll Imrlfoes '0 fhe SroulIll.

Item Slot: Hands 85,000 gp
Property: Prone creatures don't gain the normal +2 bonus

to all dc(enses agalnsl your r.Jnged attacks.
Power (Dally): Minor Action, Make an attack: Close burst

5: targets each enemy In burst: Constitution or Charisma
+4 vs, Reflex: on a hit, you knock the target prone. You
gain all additional +1 bonus to the attack roll against any
target affected by your Warlock's Curse.

Illusionist's Gloves Level 9
Tilt'S{" sllillltllrrhlH Jlluw.s clllulllfr )vlIr iIIusioll spells IIIl1I Irt
.lUlI qllielltr /lher all illusion IIl11t wouM o,herwise /xo inrffrt'th't,

hem Slot: Hands 4.:200 gp
Property: When you hit an enemy gTilOling combat

advalltilge to you with an lIIusion attack power. thaI enemy
IiIkes 01·2 penalty to saving throws against the power's
effects,

Power (Daily~ Free Action. Tri,cmer. You min with an lllu·
sk>n att3Ck power. Effect: You reroll the attack roll and
must use the second result.



<

Crown of Equilibrium lrvt'111

rllis majrslir ,llulhlliln crown isjll Ollly for Jlll~8r/!alrsl pJ
he~

hem Slot: Heild 2,625,000 gp
Property: You can spend two ilCl.ion points In an encounter.

Crown of Vic::tory level 19

Circlet of Continuity Level 11

As .rour/cIt'S slt.,I.-.. oiJdisGj,/j"H eiJ«l:;. fllis dlicl.- cOf'flt'f hetld
blllUlnmllls)vur /Illies simi/llr 11'11..f
Item Siol.: Head 13.000 gp
Propeny: When an enemy saves i1gainst an effect you

creilled, this Item's power recharges.
Power(Dally): Minor Action. An ally you can see within 10

squares of you milkes a saving throw.

This plmilllllll band sparl:les l\;lh ..mbedd..d Hold.... IOpa:es.
SllarJhlJj t1S.lillSlllll.'nlal disrtlp'ion.

Item Siol.: Head 9,000 gp
Property: You g:lin a +2 item bonus to saving throws i1gilinst ::

dilvng or stunning effects.
Power (Encounter): No Action.Tri~You are due£! or

stunned ilt the start of your tum. Effecl.: You sustain a
power that normally requires iI minor iKtkJo to sustain.

Many Fingered Gloves level 20

Poison Gloves lewJ 4

rou Sl'l.'''' 10 lum.' IUOI'l" dUIII lit;' 1I0rnlllluIlOlllll."nl o(fi'lJjers
lI·hill.' wl.'arlnS"It'Sl.' simplt's'ol'l.'S.

Item Siol.: Hands 125,000 gp
Property: You can wear and gain the bene:fit 0( one

addItional milgic ring while wearing these gloves.

roo C<.In sll'" <.I ndSl) SlJrp~ in fllt'Sl.' pldln 1ooklr18 slm'l!S '0
l'JlI'l'Tlom tl lI'tilpulltl'tl mOllu'n,'s flo,Ifl'.

Item Siol.: Hands 840 gp
Power (At-Will): Standard Action" You store one dose of

polson that can be: applied to a weapon In these gloves.
The gloves can hold only one dose of poison at a time.

Power (At-Will): Minor Action. You apply the stored pol­
son to a weapon you're holdfng; doIng so consumes thilt
dose of polson.

Adrdello c1l'or lhc milld" II !le/lllel '0 commmullhe
\\'('IIk willed, (III lOlln SIOlle toarall' esoteric I'o\\'crs-dle
JlOSSibili,it"S are nearly limitless.

-- -- - - - -_..._- - - -- - -- -- -- - ---

HEAD SLOT lTEMS '

The head holds the mind and thc majorilY oflhe
senses, and magic items Ihat take IIjJ the head slot
follow Ihm thcme. Among olher Ihings.lhey impro,·e
3n arcanist's focus on magic, protcct a hero from
mental illlrusions" or bear testamclllto Ihe wc<trer·s
nobility and glory.

Bear Headdress level 9
ll1is 'll/lIIl'd lIIlll (un'.1 !war Ilead aidsyou wlril..yOIl all'
IrllIlSfilfrll,'d,

Item Siol.: Heild 4.200 gp
Property: You g:lin a +2 item bonus to Nature checks.
Property: White you"re affected by a primal polymorph

power. you gilln a +1 bonus to WlII.

Chimera Headdress level1G

Thr...• mlnllUll11' lI..tuls ofu cllimera Slare olllJmm fllis hl."/Id·
Bi'llr, Srllnli'18)OU ,II.. multifaceled abililies 0JI11l11 !was'_

Item Siol.: Head 45,000 gp
Property: You Giln usc only one: of the headdress's powers

each day.
Power (Dally); Free Action. Trigger. You score a critical hit

i1gilinst i1n ene:my. Effect; That ene:my takes ongoing 10
dilmage (SiIYe ends).

Power (Daily): Free AetJon. Trigger. You hit wtth iI chilrge
i1ttack. Effect; The charge i1ttad; deals 2d1 0 extra
dilmage.

Power (Dally); Minor ActkJo. You gilln resist 15 acid. resist
15 cold, reslst 15 lightning. or resist 15 polson (chosen
when the item Is created) untit the end of the encounter.

Cyclops Helm l~118

111.. 8..mlih't:\l' IIlar start'S from tM bono· ojrhisfilltly l\TOOS'll
milllml helm m'l'ols whol is hilldl'n.

Item Siol.: Head 85.000 gp
Property: You gilin a +4 item bonus to PefCeption checks.
Power (DallyF Minor Action. You can see Invisible crea­

tures until the end ofyour next turn. Also. choose one: in-
vlsible creature that you Giln see. Thilt creilture becomes
visible and can"t become Invisible i1galn untillhe end of
your next tum.

Essence ofthe Wisp level 11

1\ 11'0",1118 "llll oJlln/1I buzzes /lfOUIlfJ )11l1r Ill.'ml. dnlwino hI
fm'S 1l1ll1l11l/lrll JVU from a dlsfallce.

Item Slol.: !-lead 225,000 gp
Propeny: You gaIn iI +2 Item bonus to Will.
Power (At-Will~ ImmedJilte Reiletion. Trl88..r: An enemy

hits you with iI ranged attack. E[fect.: You pull the trigger.
Ing enemy 2 sqUilres.

CI.imf!ra headd~s

i,
CtlAI'TEH I I MnS,lc "ellis



Essence oflhe ...isp

GlB13ER1NG LUMP
A noating mass of twisting nesh, this grotesque hem
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 oflrfe.
but It lacks even the twisted intelligence of a gibbering
beast.

Those who wear a gibbering lump are ohen 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. Agroup 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 nesh from an abomination
creates a gibbering lump.

Escapees from the Far Realm: Stories teU of a sporadic
portal to the Far Realm that opens atop a mountain In the
Underdark of the Feywild. 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.
bitarre. oozes, and scraps offlesh. Agibbering lump might
be found among the leavings. Regardless. sealing the
portal Is probably best for all.

Fey·Blessed Circlet level 8
'11.15 ,Irtul,'r ~ih'('r uml mOOIlSlOllC drdrt 8ronls)VIl u smull
1II1.'MUl1' ,iffr}8rll(('.

Item Slot; Head 3,400 gp
Property: At the Stan of each encounter. you gain temporary

hit points equal to your Charisma modifier.

Firebird level 27
1\ smullJlr!) "im orhilS )vurshDUId~"'amin» u»ainsl]lumc
dlld 1,"rni"l:l"IOSl ",110 strihoJOIl al Illnst·

Item 510(; Head 1.625.000 gp
Property: You g<lln a +4 item bonus to damage rolls with fire

implement attack powers.
Property: Any enemy that hits you with a ranged attack

lakes 1d11 fire damage.

Gibbering Lump Lnell0..

This lim hllnk of mottlcd jksh "'urps cOllstanl~:81'O"ill8 and
losins t)\'S and tII0llrJIS a$ il sirs alOP)'Ollr Iuoad.

lvl10 115.000 gp lvl30 3.115,000 gp
Item Slot; Head
Property; You gain a +1 Ilem bonus to Will

tevd 30: +2 item bonus.
Power (Encounter • PS)'Chk~ Immediate Reaction.

Trl88cr: An enemy hits you with an attack that targets
Will for the first time in an encounter. EJfer::c 11lt" trigger­
Ing enemy Llkes 1d 12 psyd1ic damage.
levcl30: 3d12 psychiC damage.

Lenses of the Luminary Level 13
111l'St' mriwrorc,llr,,51'5 orbit "rollnd JUllr head UIl')1' lcvel.
hllprol'h18)'Our I'Islallus 1I1.'cdrd.

Item 510t: Head 425,000 gp
Property: You gain darkvlsion and a +5 ilem bonus to

Perception checks.
Property: You can use these lenses as a focus for scrying

riwals that require a focus wonh 425,000 gp or less.
Power (At-Will, 3 ChargesfDay); Minor Action. You spend

the number of charges Indicated and gain the special
sense described utltllthe end of the encounter.
Charges Sense

1 You learn the resistances and vulner.lbillties
of an)' creature you look at (bul not the values
of those resistances or vulner.lbilities~

1 You gain a +5 power bonus to Perceplion
checks to spot traps.

2 You gain tllJeslght 10.

Philosopher's Crown level 7·

1111s bllriC(lIc 8o"'cn CW"'II C1ISIlI"CS lllallht breadth o/JOIlr
Imo",rrd»rls IItlJHlmUrird.

lvl7 2.600 gp Lvl17 1,625,000 gp
lvl17 65,000 gp

Item Slot; Head
Property: You gain a +1 Item bonus to Arc:ilna.

Dungeoneerlng. History. Nature. and Religion checks.
tevd 17; +2 item bonus.
tevd 17: +3 Item bonus-

Power (Dilily~ Free ActiOn. Trig.-: You make an Arcana,
Dungeoneertng. History. Nature. or Religion check and
dislike the rewlt. EJfect You rerall the check and use
either result.



Amulet of Double Fortune Level 2-<-

Amulet of Vigor Level 9·

Amulet of Elegy Level 2-

525.000 gp
2.625.000 gp

65.000gp
]25.000 gp

1625.000 gp

Lvi 24 +5
Lvi 29 +6

Lvl17 +4
Lvi 22 +5
Lvl27 +6

This sih'er IlIllulef l~"rs un ellBral·ed prayer for 11C"llllllllfl Ill'ul­
ill8 on its bllck.

Lvl9 +2 4.200gp
Lvl14 +3 21.000gp
Lvi 19 +4 105,000 gp
Item Slot: Neck
Enhancement: FOrlilUde, Reflex. and Will
Property: Your healing surge value increases by an amount

equal to the amulet's enhancemenl bonus-1
Power (Dally + Healing~ Free Action. Trl88er: You spend

a healing surge to regain hit points. Effecc You regain
additional hit points as if you had spent another healing
surge.

Goocl luck bCHcfS I'WII hl'lIl'r luck Wlll'll )111l Wl'Ur lI11s utllulf'l.

LvI 2 +1 520gp Lvl17 +4 65.000gp
LvI 7 +2 2.600 gp Lvi 22 +5 325.000 gp
Lvl12 +3 1J.000gp Lvl27 +6 1625.000gp
Item Slot: Neck
Enhancement: FOrlitude, Reflex, and Will
Property: When you score a critical hit. you make a saving

throw against one effect that a save can end. You gain an
item bonus to that saving throw equal to the amulet's
enhancement bonus.

Amulet of Warding Level 3+

This I1lI1ulc[ (I!lOWS )VU [0 iJifll5(' your I'oiee with a swlm'ss fhlll
8ril'S Ihe hCllrlS ofyour fat'S.

Lvl2 +1 520gp
Lvi 7 +2 1,600 gp
Lvl12 +3 13.000 gp
Item Slot: Neck
Enhancement: Fortitude. Renex. and Will
Power (Daily~ Free A<:tlon. Trl88er: You use a power to

produce an effect thaI a save can end. Effect; Each targel
of the power takes a penalty to Its flrst saving throw
agalnstlhe effect equal to Ihe amulet's enhancement
bonus.

Sacred Mask LevelS

LENSES OF THE LUMlNARY
In all of Bael Turalh, the great llbrary at Taru Maaj held
the most extensive store of knowledge. The tleflingsjeal­
ously guarded their knowledge and entrusted a flgure
they G1l1ed the luminary with the job of gatekeeper of
the library. The lenses ofthe Luminory 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 tieAing 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 Turalh, the library at Taru Maaj
was lost-burled. burned. or perhaps even ripped from the
world and hidden on another plane. legend has It that
the lenses of the lumlnory survived.

loot the luminary: The luminary was an enigmatic
figure who lived a long Ufe. Some records say the librarian
lives stili, 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 tiening has- been teltJng
a story about a vault hidden near where the lenses of
the 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 recon­
structing them Is a job for heroes.

'ntis wllllt' porcelllill mask widl801r1 iuluy is die bUrlc uf lUll/I'm/.

Item Slot: Head 3.400 gp
Property: When you use a Channel Divinity class feature,

until the end of your next tum, you deal 1d6 extra radian!
damage against undead enemies and can score a <:ritical
hit againsl undead enemies on a roll of 18~20.

85.000 gp
425.000 gp

2,125.000 gp

PolJsfwtl W II mirrorfinish, Ihis brou:e disk reJlwsli8hl UlIOli

rhoS<! doses[ 10you, wlmlinB fllcm 111Juiusr ,1'lllHcr.

Lvi 3 +1 680gp Lvl18 +4
Lvi 8 +2 3.400 gp Lvl23 +5
Lvl13 +3 17.000gp Lvl28 +6
Item Slot: Neck
Enhancement: Fortitude. Renex. and Will
Power (Oally~ Immediate Interrupf. Tri88Cr: An ally ad­

jacent to you is hil by an atta<:k. Effect: TIle ally gains a
power bonus to all defenses equal to the amulet's en­
hancement bonus untllthe stan of your next turn.

Most people never realize lhe great valuc of il simple
cloak or amulct. Such magic ilcms arc second only
10 magic armor intcrllls ofdefensive worth. The
en Iwnccment bonus 01" neck sIal ilcms improves For­
[itude. Hcflex. ilnd \o\'i II. and 1II0si items oITcr ot her
oencflts related 10 defense or heahh.

A,lommClIl or lifc-sCll'hl8 lIW81c? C'1Il" il bc bolll?

------ ------------- -

NECK SLOT lTE'MS ~

C1lAI'TEll I I Allillie I""" ...



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 dothing or armor, the spirit the badge contains
lfiInsfers to the wearer, protecting her from the blades
and arrows of lesser foes as she seeks an enemy worthy
of her attention.

Among certain primitive tribes, shamans fashion these
badges to protect theJrfavored champions, binding the spir­
Its of fallen warriors Into the fetishes to lend their strength
and Insight to that war leader. 1he badges are worn with
honor, marking that warrior's duty to the tribe.

Explore the Khlttean 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. Survivtng warriors retumed 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 bodge of the berserlter, but the
barrows have remained untouched for centuries, because
the champions' spirits guard the dead.

Defeat a Tribal Champion: The Skulltaker dan gained
its name from the members' habit ofcutting offthe heads
of their victims for perverse rituals. The dan'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
bad8"of!he~·

C II A I'TI' R I I M,"sie 'U,"5

Assassin's Cloak tevell·l·

'1111s 1"t)lumillVlb cIOt11.! nmllows)"u up. dl'lldenill8 IIle sounds
)"U /nuke Ulld colICl'ulil'8 ),,"r rII01'1'nU'IIlS.

Lvl14 +3 11.000gp lvl24 +5 525,OOOgp
lvl 19 +4 105,000 gp lvl29 +6 2.625,000 gp
Item Slot: Neck
Enhancement: FortilUde. ReOex, and Will
Property: When you make a Stealth check. you roll twice

and use either result.
Power (Dally + lIlusloll): Minor Action. Make an attack:

Close bursl 2: Charlsma + Ihe alllulet's enhancemem
bonus vs. Will; on it hll, you're Invisible 10 lhe larget
(s,lVe ends).

Badge of the Berserker Level 2·

'I1rlsfl'ursomr bUllfll', (rUflC'llfrom hilS ofbolle and lea"lfl)'
flesh. isfumrcd "1' 111OSt' who smw ",ki1l8 rhe/whl ro "Ie
erll'"'-'~

Lvi 2 +1 520 gp Lvi 17 +4 65.000 gp
Lvi 7 +2 2,600 gp Lvl22 +5 325,000 gp
Lyl12 +3 13.000gp Ly127 +6 1.625,OOOgp
Item Slot: Neck
Enhancement: Fortitude. Renex. and Will
Propeny: When you charge. your m~ment made as pan

of the charge doesn't provoke opportunity attacks..

·f•,
•,
•;



525.000gp
2.625.000 gp

Bloodgem Shard LeW'12O+
Ibis blooJ o:d c':''51a1 absorbs IIu·liftJorce o/)wr drJraltdJoes.
bolsll'ri,'IJ),our defcm4!S.

Lvl10 +~ 115,000 gp lv130 +6 3.115.000 gp
lvl 15 +5 615,000 gp
Item Smt Neck
Enhancement Fonitude. Reflex, and Will
Property: When you reduce a nonmlnion creature to 0 hit

points, you gilin iI cumuliltive +1 llem bonus to Fon.lwde,
Reflex, i1nd Will (maximum +3) unHlthe end of the
encoonter.

Bralani Cloak Levt'12O+
""1s c100k leis)VU slip lhrou./:Ih IIII' F<')"I'iI,' ami call upon lIs
winds 10 mOl'r )'011 offlht ./:IroUIliJ.

lvl20 +4 115,000 gp lvI30 +6 3,115,000 gp
lvl15 +5 625,000 gp
Item Slot: Neck
Enhancement: FortItude, Reflex, and Will
Property: You gain resist 15 psychic.

Level 30: Resist 10 psychic.
Power (Dally + Teleportation~ Move Action. You teleport

a number of squares equal to your speed + this cloak's
enhancement bonus. You don't have to end the teleport
on the ground. You gain a fly speed of 8 (hover) until the
end or your next tum.

Chaos Cloak ~W'll~·

This c100k is '"'81119' ct1llmd and cOI'm'd in nodula likt!let
skin oJ0 s/llaJ. and Irs tffms Orr'jusl as ciuwfic.

Lvi 14 +3 11.000 gp Lvl14 +5
Lvl19 +4 10S.000gp Lvl19 +6
Item 5101; Neck
Enhancement: fortitude, Reflex, ..nd Will
Property; You gain resist 10 to .. l1 dilrnage from elemental

creatures.
b:vel 24 or 19: Resist 15 to all damage from elemental

creatures,
Power (Dally + Teleportadon); Immediate Reaction.

Trl88er: An enemy hllS)'OU with an attack that targelS
FOltltude. Reflex, or WJlI. Effect: Roll a d6 and apply the
appropriate result.
1-2: You take half d..mage from the triggering enemy's

attack.
3-4: You teleport 1d8 squares,
5·6: The triggering enemy takes damage equal to the

damage It dealt you.

Cloak ofthe Desert Level 13-
This f'Ul d(Hlk blmds in perfraly widl lluo:d~f sand.

Lvl13 +3 17,OOOgp Lvl23 +5 ~25.000gp

lvl18 +~ 85,OOOgp Lvl28 +6 2.125,OOOgp
Item Slot: Neck
Enh'lIlcement: Fortitude, Reflell, and WIll
Power (Oillly); Minor Action, You gain concealment until

the end of the encounter as sand swirls around you. Until
the end of the encounter. you can unleash the SOInd in
an attack: Standard action: Close burst 3; targelS each
enemy In burst; Constltullon + the cloak's enhance·
ment bonus ¥s. Foltlwde: on a hit, the target takes 1d6
damage per plus and Is blinded until the end of IlS nellt
tum. If you make this attack. the concealment granted by
this power ends.

Cloak of the Shadowthief Level 19·

Cloak of the Bat LeW'll~·

CllJ\PTElt I I MII»i, 'lell1$

1111s cloak tlllI'mp5 )'OU In a \'ril oJshadaws.llttpi'WJOIIC rn
emitS COl1mlll"r 8urssi1l8.

Lvl19 +4 105.000gp lvl29 +6 2.625,OOOgp
Lvi 24 +5 525,000 gp
Item Slot: Neck
Enh;lIrlcement Fortitude, Reflex. and Will
Power (Encounter):: Mioor Action. Until the end of your

nellt tum. each enemy that you have concealment or
cover agaInst grants combat advantage to you.

525,ooogp
2.625.000 gp

Lvl24 +5
lvl29 +6

IJmmiUd dl~ darl.! brown c100k 1m)'oo pt'fCrin llit' ""widfrom
lJ d!ffl'mll prrsp«ti\'t.

Lvl14 +3 21.ooogp
Lvt19 +~ 105,OOOgp
Item Slot Neck
Enhancement: Fortitude, Reflex, and Will
Power (Dally + Polymorph~ Sr.and..rd AClkKl. You assume

the form of an ordinary bat and gain .. fly speed equal to
your speed unlll the end of the encounter or until you
end the effect as a minor aalon. You can't attack, carry
anything, or manipulate objects while In this foml. If you
end this effect while you're stili aimome, you Aoat to the
ground wIthout taking failing damage.



Cloak of Translocation LeVl'19'

Courtier's Cape Lt'Vt'18+

'I1ri5 siktr whill.' c1ooI181iIllmcT5 and sMmmers Whetl you Ielc
porI. hfllllp<'ThW rour enrmy's ubilll)' 10 locale)tlll.

Lvi 9 +2 4.200gp Lvt24 +5 525.000gp
Lvt14 +3 21.000gp Lvl29 +6 2.625.000gp
Lvt 19 +4 105.000 gp
item Slot: Neck
Enhancemenl: Fortitude. Renex. aocl Will
Propeny. When you use a teleportation power. you gain a

+2 bonus to AC aocl ReOex until the eocl of your next tum.
Power (Daily): Minor Aaion. You regain the use of an en·

coonter tdeportation power that you have already used
during this encounter.

MEDALLION OF THE MIND
Medallions of the mind were first fashioned by the mystics
onellac 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 Moh was reduced to rubble
and ash. but a few have surfaced now and then. each a
cherished prize from an enlightened time.

Defeat a Maslennlnd: Though it's unknown how they
acquire them, mind flayers often give medallions of the
mind as rewards to particularly useful servants. Finding
and defeating a mind flayer infiltrator or, bener yet. a
mind Aayer 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 comer 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 Joumey.

425.000gp
2.12S.000 gp

Lvi H +5
Lvi 28 +6

You hm't' IIncommon ((mJldmCt' ",hilt Ihi5 shorJ: silk capE' hallfJS
from .\lIUr shoulJrN.

Lvi 8 +2 3,400 gp
Lvl13 +3 17.000gp
Lvl18 +4 8S.000gp
Item Slol: Neck
Enhancemenl: Fortllude. Reflex. and Will
Propeny. Yoo gain a +2 item bonus to saving throws against

charm ilnd rear effeas.
Power (Dally + Charm): Immediate Interrupt. Tri88ef: An

enemy targets you with a charm or fear power. EJfKt:
You change the larget of that power from yourseJr to any
other creature within 5 squares of you.

Demon Amulet Level 14-

Frostwolf Pelt LI'v~14

rllis sil/lJIII.' IlIllulrl consins of I.l coni wrnppeJ aroullli achunk
oJoo'll.' or IlOrnJrolll a III'mon.

525.oo0gp
2.625.000 gp

lvl24 +5
Lvl29 +6

Lvl14 +3 21.000 gp
Lvl19 +4 105.000 gp
Item Slot: Neck
Enhancement: Fortitude. Reflex. and Will
Power (Daily~ Minor Action. Choose acid. cold. fire.

lightning, or thunder. You gain resist 10 to the chosen
d<lmage type until the end of the encounter.

fill.' Ie) whlre fur lif lllis clollllllrOleru)VII 118alnSI frosl.

Lvi 4 +1 840 gp Lvi 19 +4 105,000 gp
Lvi 9 +2 4.200 gp Lvl24 +5 525.000 gp
Lvl14 +3 21.000gp Lv129 +6 2.625.000gp
Item 510t: Neck
Enhancement: ronltude. Reflex. and Will
Property. You gain reslsl Scold.

leYel '4 or ,9: Resist 10 cold.
Lewl14 Of 19: Resist 15 cold.

Power (Daily): Immediate Reaction. Trl,ooer: An enemy
adjacenl to you hits you. Effect: The triggering enemy Is
knocked prone..

CLOAK OF THE DESERT
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 bom the nomadic people's
greatest hero, Shelan!. 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 of Its abuses.

When all the Imperial Mages were gathered In front of
the emperor. Shelan! struck with a secret weapon made
for her by the desert witches. Her cloak transformed her
Imo a swirling sandstorm that Aayed the Aesh rrom 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 buned empire. The lamias have
found Shelani's cloak of the desert and are using it to flay
the Aesh 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 of the problem.

Thalgan's Research: The explorer Thaigan Thorn·
bum 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 ofthe tksert.



Medallion of the Mind Level 14+

Medic's Amulet Leve19-.-

"U
w
Z

425,000gp
2,125,000 gp

85,000 gp
425,000 gp

2,125,000 gp

105,000 gp
525,000 gp

2.625.000 gp

Lvi 23 +5
lvl28 +6

Lvl19 +4
Lvl24 +5
Lvl29 +6

finch kt.')' lhrenJccllhroullll lilis Iell/ller corel lJecklncl' CUll unlO(k
n porlal. e\'CIl one )l.IU hlll·I.'II't dcrected ,reI.

Lvl3 +1 680gp lvl18 +4
Lvi 8 +2 3,400gp Lvl23 +5
Lvl13 +3 , 7,000 gp lv128 +6
Item Slot: Neck
Enhancement: Fortitude. Refle~, and Will
Property: You gain an item bonus to Thievery checks to
o~n locks equal to the necklace's enhancement bonus,

Power (Dally + Teleportation~ Minor Action. If you're
grabbed Ot restrained, you can teleport 3 squares,
Levell J or T8: Teleport 5 squares.
Level 23 or 28: Teleport 10 squares.

Necklace of Keys Level 3+

Periapt of Wound Closure Level 25+

Orc's-Eye Amulet Level 8-.-

CJIAl'TElI I I M"lli.: llem,.

'ntl' hlnck 8rlll 011 Jllis dlin silwr elwinlurns wlrile wlren you're
exposed fQ poisOIl.

Lvi 4 +1 840 gp
Lvi 9 +2 4,200 gp
Lvi 14 +3 21.000 gp
Item Slot: Neck
Enhancement: Fortitude. Renex, and Will
Pro~rty: You gain resist 5 poison.

Level 14 or 19: Resist 10 poison.
Level 24 or 29: Resist 20 poison.

Power (Dally~ Immediate Interrupt. TriBBCr. You take
damage from a polson attack. Effect: Your resistance to
poison increases by 1 5 until the end of your next turn.

Tllis urIlull'l. consislhlll ofli lIlullic e)1' wit/lin fI elodl IlOuch, Ilils
IItl' IlOwer 10Jortify you.

Lvl8 +2 3,400 gp
lvl13 +3 17,000 gp
Lvi 18 +4 85,000 gp
Item Slot: Neck
Enhancement: Fortitude. Refle~, and Will
Power (Encounter): Immediate Reaction. Tri88er: An ally

within 10 squares of you bloodies an enemy. Effect: The
ally gains temporary hit points equal to 3 + the amulet's
enhancement bonus.
Ll.'Vl.'/18 or 23: 6 + the amulet's enhancement bonus.
leve/28: 9 + the amulet's enhancement bonus.

Periapt of Proof against Poison Level 4-

11115 brl/J/lt Il'llslOIlC 011 (l8olden c1urill bleedsfreely when )VII

Ol'/'rCOllle a tcrribll' h!lllry.

lvl25 +5 625,000 gp Lvi 30 +6 3.125.000 gp
Item 510t: Neck
Enhancement: Fortitude, Reflex, and Will
Property: You gain an Item bonus to saving throws

against untyped ongOing damage equal to the periapt's
enhancement bonus.

Power (Dally + Healing): No Action. Trl88Cr: An attack
reduces you to 0 hit points or rewer. Effect: You spend a
healing surge and regain additional hit points equal to
your healing surge value + 10.
Level 30: Your healing surge value + 1 S.

65.000 gp
325,000gp

1,625,000 gp

105,000 gp
525,000 gp

2,625,000 gp

525.000 gp
2.625.000 gp

lvl'7 +4
lvl22 +5
lvl27 +6

lvl19 +4
Lvl24 +5
lvl29 +6

lvl24 +5
Lvl29 +6

lvt2 +1 520gp
lvl7 +2 2.600 gp
lvl 12 +3 13.000 gp
Item Slot: Neck
Enhancement: Fortitude. Reflex. and Will
Pro~rty: Allies gain a +5 bonus to Heal checks to

administer flrst aid to you.

AlonkC)'s pUll' or mhbit's foot. this lucky churlll helllS)'lIU slultch
vi''''ry from thejaws oj(lcjCM.
lvl4 +1 840gp
lvl9 +2 4,200 gp
lvl14 +3 21,OOOgp
Item Slot: Neck
Enhancement: Fortitude, Reflex, and Will
Power (Daily): No Action. TriBBer. You miss with an attack

or fail a skill check. abJIlty check, or saving throw. Effect:
Roll a d6 and add the result to the attack ron, skill check,
ability check. or saving throw.
Level 14 or 19: Roll a d6 twice and add either result.
Level 24 or 29: Roll a d6 three times and add any of those

resul15.

lucky Charm level 4 •

Lvi 9 +2 4,200gp
Lvi 14 +3 21,000 gp
Lvl19 +4 105,000 gp
Item Slot: Neck
Enhancement: Fortitude, Reflex, and Will
Pro~rty: You gain an item bonus to Heal checks equal to

the amulet's enhancement bonus.
Propt!ny: 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 against an ongoing
damage effect.

TIlis smull wMte amlll'd pin Ilclps those who seck 10 ui<! j'lJU.

'1111' IlI/lelll)'!t pllpll on lllis mer/tlllioIl8/ows soJlly when your
llrou8hls tllke rool in 1I1e mlruls oJthose mouncl you,

Lvl14 +3 21.000 gp Lv124 +5 525.000 gp
Lvl19 +4 105.000gp Lvl29 +6 2,625.000gp
Item Slot: Neck
Enhancement: Fortitude, Reflex, and Will
Property: You gain an item bonus to Insight checks equal to

the medallion's enhancement bonus.
Property: You call communicate telepathically with any

creature you can see. Those willing to communicate with
you can send thoughts back to you, allOWing two'way
communication, This telepathic communication rulmls the
requirement or a class reature or power that a target be
able to hear you,

Power (Dally): Free Action. Trl88er. An enemy you grant
combat advantage to hits or misses you. Effect: TI,e trig·
gering enemy grants combat advantage to your allies
ulllilthe start or your next turn.

This lllllulet he/,IS 1tl'IIII'rs S'llunch lI'OUllcls.

lifesavin Brooch levl'l2~



Shroud of Ravens level 1]+

Pullill8 Ihis c!ooll's I,l<lck hood UI'CrJour Iwml !Ilillifarms)'Ou
hllo II murlll"!lfTllI't'II5.

425.000gp
2.125.000 gp

Lvi 23 +5
Lvi 28 +6

Lvi 1J +J 17.000gp
Lvi 18 +4 85.000 gp
Item Slot: Neck
Enhancement: Fortitude, Reflex. and Will
Power (Daily + Polymorph): Immediale Reaction. TriBBft"=

You take damage from an attack. £ffctt You tnnsform
Into a cloud or screaming ravens until the starr of your
next tum, While transformed, you become Insubstantial
and gain a ny speed equal to your speed. In addllion, you
shift a number of squares equal to the shroud's enhance­
ment bonus.

ORC'S-EYE AMULET
A follower of Gruumsh might pluck out an eye to look
more like the orc deity. By ritually treating a removed
eye. an ore can turn 1t 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: Orc 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 ore
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
10GlI adventurer who Is a great ore hunter took an ore's­
eye amulet as a trophy from a nearby ore clan. She might
be willing to sell it, or she might be "persuaded~ to give
It up.

TIMELESS LOCKET
This platinum disk features numeric engravings. geomet­
ric shapes. and arcing lines on both sides. Opening a dasp
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 a rune. 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 the power
to move backward and forward through time, watching or
altering events to suit lheJr purposes. Some calamity wiped
out the order. but stories say that the mages' abandoned
dominions floating in the Asual Sea still exist. and that
timeless Iocbts 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 Infinity, each a reality In itself. and
the mareh ofhlstory 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 Jacb!t.

Possum Amulet levei 2h

Seashimmer Cloak Levelll+

Phalllo," "1'llltlS of.-meT Sll1'llIn d014'1. IIlis dlXllr. and ~·lIm

,\'Ou'rr subml'l'8td. ,Ill' ,1001: Is indislin8uishablefrom du' ~'afL'T
orl1lllld if.

Death giants and death titans are known for their soul
shrouds, composed of souls they have tom from fallen
foes. Small pieces of a slain death giant's or death titan's
annor 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 TALISMAN

425.000 gp
2,125.000 gp

Lvi H +5
Lvl28 +6

Lvl13 +J 17.000 gp
Lvi 18 +4 85,000 gp
Item Slot: Neck
Enhancement: Fortitude. Renex. and Will
Property: You gain a swim speed equal to your speed and

Gin breathe underwater.
Power (Daity~ Immediate Interrupt. TriJJ8er. An enemy hits

you. EJJtct: You bec:ome insubst<lntlal untillhe stan of
your next turn,

\\'lIel1 JUu'll' "t·t'l,ly ~uur1f/nl. Illis anmlel Slet1IS ,II.. flaw of
blOOtI fll pf'l'I'l'lll j'OU from (lyill1J.

Lvi 23 +5 425,000 gp Lvl28 +6 2,125.000 gl'
Item Slot: Neck
Enhancement: Fortitude, Renex. and Will
Power (Oally~ No Action. Tri~An attack reduces you

to ahit points or fewer. E/fect: You are instead reduced
to 1 hit polnt and knocked prone. Enemies believe that
)'Ou have bcc!n reduced 10 0 hit points, and you gain totill
cOllceahnent from them until the end of )'Our nextlurn.

<':IIAI'T~n I I "'asir ""m$



Alliance Band LI'Vl'll SSoul Shard Talisman Level 24-

11c1l1)Jor lis sizto flrls hluclo 1111'1." pt'/ltI.lIIII'IIUlllflfes u wisp of
blllt smoh' wlll'IIU soul is frul'I",J illsl.ll' II,

Lvl24 +5 525.000 gp Lvl29 +6 2,625,000 gp
Item Slot: Neck
Enhancement: Fortitude, Reflex, and Will
Property: When you reduce a nonminion e~my to 0 hit

points, this t<llisman gains a charge. There is no limit to
the number of charges it an !'lin, but it resets to 1 charge
aher an extended rest.

Power (Daily. He.aling): Minor Action. You expend 1
charge from this GIlisman and regain 3d6 hit points plus
additional hit points equal to 4 times the number of
charges remaining in the talisman.
Level 29: 3d8 hit points plus 6 times the number of

charges remaining in the talisman.

Talisman of Terror Lne17+

This uIIluln Jqric,s u jilt/' \lidlUn rxpfl'SSWn ojul;t'a ferror.

Lvi 7 +2 2,600 gp Lvi 22 +S 325,000 gp
Lvl12 -+3 13,000 gp Lvi 27 +6 1,625.000 gp
Lvl17 -+4 65.000 gp
Item Slot: Neck
Enhancement: Fortitude. Reflex, and Will
Property: When you use a fear power. each t<lrget t<lkes a -1

penalty to saving throws against any ongoing effects or the

""",,,'.
Levd 12 or 17: -2 penalty.
l.eve122 or 27: -3 penalty.

Timeless locket Level 14-

'nlissol,lrn loc/.orilldps)UlI nwkr dll~ mas' oul ojl'ueh 1Il0nll'lll.

Lvl14 +J 21,OOOgp lvl24 H 515.000gp
Lvl19 +4 105,OOOgp lvl29 +6 1,61S.000gp
Item Slot: Neck
Enh.ancement: Fortitude. Reflell. and Will
Property: You gilin an Item bonus 10 Initliltlve checks equal

to the locket's enhancement bonus.
Power (Dally~ MInor Action. You lilke a standard action.

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

R1NGS

Afler choosill8 111'0 rillJJs ofpowl'r wreflllly. ath'etllllrers
oflellll'etlf /1 IIIl1l1ber ofOIl1l'r tlO/lflJa8iwl riu8s fO "iSSlllse

IIIC faelllldl IIt('y (Ire /IIun/wlly I't/lll,ll'('tl.

A magic ring is ll11oblrllshoc. easily explilil1ed away as
mere jewelry. and porlable.

Most rings have a properly or a power Ihill
improves when the wcarer rcaches a milestone.
Be)'ond Ihat. rings vary widely.

'"v
TIlis slhw riny l~ hlSd wiflr wIlw1ex In'l'rlocki"if ,I..(tlnltions 2
mul llrol"lf!('S 111'11/hlY 10your /lllil'S. :z::
Item Slot: Ring 25,000 gp
Property: When you use your second wind, one ally

adjacent to you regains 10 hit points.
Power (Dally + Healing): Minor Action. You spend a

healing surge but regain no hIt points. Instead, one ally
adjacent to you regains hit poInts equill to your healing
surge value.

If you've reached ilt least one milestone today, the ally
regains addltion;-.I hil points equal to your leveL

Crown of the Dream King Levd 1S

This onlutl' HtJldm rine laolls like u liny crown. rompll1l' wilh

miniawrrJl"'\'tls.
Item Slot: Ring 25.000 gp
Property: You gain;l +1 item bonus to all defenses against

illusion or psychk powers.
Power (Daily): Immediate Interrupt. Trigr: You are hit by

an Iliusion.;I psychic.. or a sleep power. Effect: You gain a
+4 bonus 10 illl derenses against the triggering pov.oer.

If you've reached at least one milestone today. the
bonus to all defenses lasts until the end of your next tum.



Dauntless Champion's Ring Level]O

SUpn'lllll, lokharlc, lIlIa Humzhud c1111mclers t'TII"inr allow
Ihis lllick mllhml oolld. rrarnlllyinylllt'Tnse/,1!S ",hrlllhe riIlB'S

rtlllHlc is uclh'lIIrd.

Item Slol: Ring 3.125,000 gp
Property: You gain a +4 Item bonus to your healing surge

value.
Power (Dally): Minor Action. If you have expended all of

your encounter attack powen.. you regain the use of one
of them, detennlne<! randoolly.

If you've reached at least ooe milestone today and have
expended all of your dally attack powen.. you regain the
use of one of them. detennine<! randomly.

Death Son Ring L~119

TIle sofl SO'WS challled~· Ihis""8 ill timn of lIud all" oj
dIdSf' burled alII". humllled "il"Jad/ns bll"d/h 10 hold oJffM
filla/lliyhl.

Item SIol: Ring 105.000 gp
Property: When you make a death saving throw. each

enemy within 3 squares of you takes 5 necrotic damage,
Power (Encounter • Nec::rotic~ Immediate Reaction.

Tri88"'= An ally makes a death saving throw. £ffttt One
enemy within 3 squares of that ally takes 10 necrotic
damage.

If you've reached at least ooe milestone today, each
enemy. Instead of ooe, within 3 squares of that ally takes
10 necrotic damage,

Death Spiral Rin level 16

nIls rlny's digillJJ black splmls St'elfl 10 &end space and rhnr.

Item Slot: Ring 45,000 gp
Property: You gain resist 5 nec::rolic.
Power (Dally • Tcleportation~ Immediate Reaction.

Trl88er. A creature within 10 squares of you drops to 0
hil points or fewer, £ffecl: You teleport Into the creature's
space or 10 a square adjacent to II.

Uyou've reached at leasl one milestone today. you
can use the power a second tIme during this encoumer.
This second use doesn't coulll as a use of a daily magic
Item power.

Grace Rin of Ll htning lcvel14

'Ille JJllld /lIlfl silwr ",eaw aIr/lis rhly is CUI wlrh spark/irlY
dUlllllek /.iHhlnhlJJ arcs from 1110 prolect )'011 WhL'l1 )'Ou'l"I'
i'lfI11.."lrllll'd.

Item Slol: Ring 21,000 gp
Property: You gain a +1 item bonu~ to saving tl,rows agaInst

dazing or stunning effects.
Power (Encounter~No Action. Tri88er. You are conscious

and end your tum without having made an at.taek dur­
ing it. £ffttt One creature within 5 squares of you takes
lightnIng damage equal to your highest ability modifier.

Grace Ring of Prowess Level 19

'1111' IIUlIJIr 1I'lrh/n this rilly Is ,·islble as a yold alld siil'ff sprral.
swirl/Ill:!' llrounJ.ItlUr h/lllll unril iI's Tl'lellSCd.

Item Slol: Ring 105.000 gp
Property: You gaIn a +1 item bonus to saving throws against

dazing Of' stunning effects.
Po_r (Encounter): No Action. Triooer. You are conscious

and end your turn without having made an attaCk during
iL £ffttt You gain a +2 power bonus to attack rolls during
your next turn.

Grace Ring of Salvation level 14

\\1Irnh~ hIlSjlrJ, ,hls fins's pulsing blue sapphil"l' mighl
rrtaprurt if.

Item Slol: Ring 21.000 gp
Property: You gain a +1 item bonus to saving throws against

dazing Of' stunning effects..
Po_r (Encounler~No Action, Triooer. You are conscious

and end )'Our tum without having made an attaek during
II. £ffttt You gain a +5 power bonus to your next saving
throw before the end of the encounter.

Grace Ward Ring Level 14

This u,Wl.'I'5lafeJ 80Id alld sth't'l'" "\"a\\" holds a s1h't'l'" oJfm!),
c/ln....llnlo II fllIlI'S hrad.

Item Slot; Ring 21.000 gp
Property: You gain a +1 item bonus to saving throws against

dazing or stunning effects..
Po_r (Encounter~No Action. Tri88er: You are conscious

and end your lurn withoul having made an attack during
It. £ffttt You push one creature adjacent to you 1 square.

CROWN OF THE DREAM KING
This ring's name comes from a tale told to human children

(or centuries. In the tale, a young girl named Shamanda

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

Shamanda's hand, the crown is jusllarge enough for her

to wear as a ring, and it protects her dreams from that

night on.
When iI plague of nightmares comes to Shamanda'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, ilnd 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 Feywlld. said by some eladrin sages to be the dream
of the natural world. Some magic-using jewelers in the

wond have learned the craft of making these rings, but

their versions are never as lovely as the ones given as gifts

by the eladrln 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 drrom kinB is

supposedly among his possessions.



Greater Ring of Invisibility LeW'l2]

TIlls oup lHmJ mal:l."S il t'aSinIorJVU '0 cOIr((lIlJour cominDS
llllli yoinss-

Item Slot: Ring 425,000 gp
Property: You gain a +5 item bonus to Stealth checks.
Power (Encounter + Illusion): Minor Action. You beeon~

invlsiWe until the end of your next tum.
If you've reached at least one milestone today. you also

gain concealment until the end or the encounter.

Ring of Action Reversal le.ve110

TIlls IfOIJl'nlHllla llOIJs a SIIUIII didlllOIll' Iwul}lluss. ",hidl ill
l"rrfS tllrh dmt "u' riu,l:l is used.

Item Slot: Ring 125.000 gp
Property: You gain a +4 item bonus to Initiative checks.
Power (Daily): Free Action. If the next encounter attack

power you use this fum misses all Its targets, you regain
the use of that power.

If you've reached i1t leasl one milestone today, you can
apply Ihls power to the lasl encoulller attack power you
used thiS turn, rather than the next.

Ring of Agile Thought level10

\\'frill" nm wt/.lr Ihis ril1,l:l, }UUf Iholl»'115 ~I"m doom: /.Ina )UU

ff'CUI'I"ffrom IIICllla' /.IflllCb: quid'l):

Item Slot: Ring 125.000 gp
Property: You gain a +4 item bonus to DIplomacy checks.

In addition, you gain an item bonus to Wilt equal to the
number of milestones you've reached today.

Power (Daily): No Action. TriiJ8f"r. An attack hIts your Will
and d;J~ or stuns you. Effect: You IIliIke a SOlving throw
against the eHed lhilt dazed or stunned you, even if a
SOlve an't normally end that effect. The effect ends if
you save.

Ring of Battlements It'vet 14

Tllis srl·d ''''Ila is Clln'l'd to SUJJ81!S1 CTl'lldl/.lrious-/.I 5i,l:lll ofil5
proll'cril·l' lIuI8 k.

Item Slot: Ring 525,000 gp
Property: When you have cover. attackers take a -3 penalty

to attack rolls against you instead ora -2 penalty.
Power (Daily + Zone): Minor Action. You creale a tone or

protection in a dose burst. 2. The tone lasts untli the end
of your next turn. Whlie within the tOne. you and your
allies have cover against enemies outside the tone ;Jnd
an move 1 exlra square when they milt. Sustain Minor.
The zone persists.

If you've reached at least one milestone today. you an
increase the sIze of the zone by 1.

Ring of Eladrin Grace l~116

1lu- sillY( I.IrnllfOld Wt/.l\·C' oflhlslJmu firtH rrcnlts rhC' Iltmldl)'
ofIhf' Spiml Tl1\OTr.

Item Slot: Ring 45,000 gp
Property: You gain a +1 item bonus to SOlving throw:;; ;JgairlSl

daZing or stunning effects..
Power (Encountet" + Teleporution): No ACIIoo. Triooer.

You arc conscious and end your fUm without haVing
made an altack during it. Effect: You teleport 5 squares.

Ring of Enduring Earth Level 20
\\'1Ti11'yOIl w~~l.lr Ihis riny.)uur hand ral:l."S on tilt aJlPl'/.ImllCe of
5101lt. si,l:lnijjirl,l:llhlllJVU possess IIII' dumbili'Yoftllrth.

Item Slot: Ring 115,000 gp
Property: You gain a +4 item bonus to Endurance checks. In

addition. you gain an ilem bonus to Fortitude equal 10 the
number of miteslOnes you've reached today.

Power (D;Jily): Free Action. TfiiJ8f"r. You're pulled, pushed,
slid. or knocked prone.. fJfect: You Ignore: the forced
movement and aren'l knocked prone.

Rio of Fearlessness Level 28
nils thiu h"Ol) bwtd Wl.lrdsJUlir IIllndfromf..i.lr.

Item Slot: Ring 2.115,000 gp
Property: You gain a +4 bonus to all defenses against fear

allacks.
Power (Daily): Immediate Interrupt. Tri88er. An enemy

within your line of Sight makes a fear attack. Effect; Each
ally within 5 squares of you gains a +4 power bonus to
all defenses against that attack.

If you've reached at least one milestone today, each
ally within 10 squares of you gains the bonus instead.

Ring of Focus level 24

lltis ornale pllllinum and goI.d balld is dolled 'lilh SI'I't'1i d!ffer
elll8"rns..

Item Slot: Ring 525,000 gp
Property: You gain;J +1 ilem bonus to Will.
Power (Dally): Minor Action. Once per round until the end

of the encounter. you Gin use a fTee aetloo on your fUm

to sustain an effect of yours that requires a minor action
to sustain.

Ir you've reached at least one milestone tod<Jy, you Gin
sustain a power once per round on your tum using no
action, rather than a free action.

Ring of Guarded Will level 26

'his bmlliis nuule of5CUI"reaforel'. II occasionun)' IWrllSfiliully
in )llUr mind.

Item Slot: Ring 1,115.000 gp
Property: You gain a +2 item bonus to Will.
Power (Dally + Psychic): Immediate Reaction. Tri88er. An

enemy hits you with an attack thaI targets Will. Effect;
The triggering enemy takes ongOing 10 psychic d;Jmage
(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 Heroic Health Level 21

·'ltis IloolY eolJ ril18 is SI"l 'lilh /.I I/.IW nllltthYSf. 'l"lkh shim
mmfl.li"t9 Wilh heu.lil1,l:llllasic.

Item Slot: Ring 225.000 gp
Property: When you spend an action point, you reg;Jln hi!

points equal to your ConstllUtloo modlfler.
Power (D;Jily + Healing): Standard Action. You spend a

healing surge.
If you've reached at least one milestolle today, you

don't spend a healing surge. You Instead regain hit points
as If you had spent one.

CII,\I'TEIl I I AI"l/it lIe"')"
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Ring of Influence level 21

This ormur whi'l' 80ld l.llld S<lpphlre rin8 8rarus)'Ou ~'llY O\'{'T

lhl' minds ojOIhrrs.

Item Slot; Ring 125,000 gp
Property: You gain a +2 item bonus to Charisma-ba~dskill

checks and ability checks.
Power (Dally~ Minor Action. Until (he end of your next tum,

you gain a +2 power bonus to attack rolls against Will.
If you've reached at least one milestone today, the

bonus to attack rolls Increases to +4,

Rln of Sympathy levell S

'l1lfSt' COl'll€r rlnySlll'l' Slllll'l'd '" lhose who work wc!lIOMClhl'r.

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 ring ofsymplllhy can
make a saving throw.

PoWI''' (Daily~ Minor Action. One ally within 10 squares
of you am make a saving throw, If that ally is wearing a
ring ofsympllthy, he or she gains a +2 power bonus to the
Silving throw.

nyou've reached at leMt one milestone today, you
can Instead u~ this power to grant an ally within 10
squares who Is wearing a ring ofsympathy a saving throw
(Including lhe +2 power bonus) against each effect on
him or her thai a save can end.

(;IIAI'fFH I ,\I«81 .. ,r ...... f

Ring of the Fallen level 18
n,ls 80ld rirl8 is crrJjnll'l'd Wll" rlu' rnJSSI.-'d·axes symbol oja
IlIIly drmf'lrJll),

hem Slot: Ring 85.000 gp
Property: When you use your second wind, you regain

additional hit points equal to your Constitution modifier,
In addition, you regain additional hit points equal to your
COnstllution modifier for each healing surge you speocl at
the end of a shon rest.

Power (Dally + Healing): Free Action. U~ this power
during a shon rest. You aocl each ally within your line of
slghl regain additional hit poinbi equal 10 one-half your
level when you spend healing surges during that res!.

If you've reached 011 least one milestone loday. the
number of addidonal hit polnbi equals your level + your
Constitution modifier.

Ring of the Risen lnrl H

111u simf'lt sihv ri"8 males it rasi"JorJour allies lD mil"e
)U~

hem Slot Ring 425,000 gp
Propeny. When you have 0 hit poinbi or fewer;JocI spend a

healing surge. you regain 2d6 additional hit poinlS-
Power (Dally + Healing): No Actlon. Triooer. You speocl

a healing surge as a result of an ally's action. fJfect You
speocl another healing surge,

If you've reached at least one milestone today. you
don't spend another healing surge. You Instead regain hit
polnlS M If you had spent one.

Ring of the Zealous lewl 1<;

'1 his HolJ rillJlls inlaid WillI mOlhl'f·oJpcorl blessed by pries's
oJoIJ,
Item Slot: Ring 25.000 gp
Property: When you use tile !Urn undead power, you can

Increase lhe slle of Ihe bursl by 1.
Power (Dally~ Free Action. Trl88er: You use !Urn undead.

EffI!C1: Eadl larget you 1111 with that power Is restrained
instead of Inlrllobililed,

If you've reached OIl least one milestone today, you can
Increase the silt' or the burst by 1 (In addition to Ihe In­
crease from the ring's property~

Thl' knowlrdyl' St'rrrlS as !(ll has nlwoys bel'n wit/lin JOII. in­
srclUl o!lllllhrl'l','11I lhl-' slim rulll'con'l'd band on )1JUr fhlYtr.

Item Slot; Ring 215,000 gp
Propeny. This ring contains one ai-will attack power from

your class. You choose this power when you acquire the
ring and can't change it later.

Power (Dally~ Minor Action. Until the eocl of the encoun·
ter, you can u~ the at will attack power contained In the
ring. If you do SO, choose one of your other at-will att<Kk
powers from your dan. You can't u~ that power during
the encounter.

If you've reached at least one milestone today, you gain
a +2 power bonus to attack rolls and damage rolls when
you use the power contained in the ring.



Rin of Unfettered Motion l~vel 20
\\ 'Ju'lnuu US(' "lis rilltl.)V11 mll'l'r so lillidl'/,} "ulI.lVu're a blur.

Item Slot: Ring 125.000 gp
Property: You gain a +4 item bonus to Acrobatics checks..

In addition, you gain an hem bonus to ReAv: equal to the
number of milestones you've reached today.

Pnwer (Dally): Immediate ReactkH'l. Tri81Jf!r. An altack
hits)'OUr Reflex and immobilizes. restrains. or slows you.
Effect: You make a saving throw against the effect tNt
Immobfl1zed, restrained. or slowed you, even If a save
can't normally end that effect. The effect ends If you
~~.

Ring of Unwelcome Gifting levell7
TIlls tl0/Il oondfro'ds 011 IhirltlS Ihal 0SSl1l1 )uu, sl'iIlillti 1111,'11I vul
VIl.lVur rncmy,

hem Slot: Ring 65,000 gp
Propeny: You gilin resist 3 ilgilhlst ongoing dilmilge.
Power (Dally~ Free Action. Trl88er: You hit iln enemy with

a basic allack. Effect: You tJ"ilnsfer one ongoing damage
effect from yourself to tNt enemy.

If you've reached at least one milestone today, you can
lISe this power after hilling with an ai-will attack that
Isn't a basic attack.

SHAOOWFELL SIGNET
Many generations ago, servants of the Raven Queen
raised 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 10 move on to whallay beyond. The temple's
priests, who were fierce enemies of the undead, forged
Shodow/ell S/gnflS out of the dark metal they mined From
benealh the temple and used them as tokens of passage
through cemln lands of the dead.

Endings come 10 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 Vecna who came bearing stolen signets. Others say
that they dug too deep and woke something that was
best left asleep.

With the fall of the tempte, much of Its lore was lost,
bUI 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 ha>Je ravaged a
town in the mountains. The undead have a leader, a female
vampire who carries a black metal ring that bears the
symbol of the !bYen Queen.enemydall undead. The Raven
Queen's worshipers are anxious to end this blasphemy and
are looking for heroes who can help them do.so.

What Once Was lost: Apaladin who escaped the fall of
the temple passed through the area recently. He had one of
Ihose fancy rings known as Shodowfell signets 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,

Ring of Windows l~vel 28
111is sillll'/r lI'OOdcn rinB al!Ol'-s)VU 108a plaus no Dill." dse can.
llnd )UU mil US(' 1110 oprn and dose dimensional lI'iruWll'5.

Item Smt: Ring 2,125,000 gp
Property: When you telepon and no creature automatically

moves into the space you left, that space Is filled with a
spatial nux that prevents any creature from entering it unlil
the end of your next tum.

Power (Daily + Teleportation~ Free Action. Tri88l."'= You
use a leleportation power. Effect: You don't need lint' of
sight to the destination space.

If you've reached at leasl Ollt' milestone today. the di...·
tance of the teleportation Increases by 4.

Shadowfell Signet ll'vt'119

rltis Ilillcil rllly ofunllnown IIH'III' Ucllrs lilC symbol ofIllc Ha­
wn l.bU'rll In Sf/I'Cr.

Item 510t: Ring 1OS.OOO gp
Propeny: You gain resist 10 necrotic, and If an enemy's

allack causes you to lose a healing surge. you can take 10
damage Instead of losing thaI healing ...urge.

Power(Oaily + Stance): Minor Action. Until the stance
ends, you gaIn a +4 bonus to all defenses against oppor·
tunity att<JCks from undead crealUres, and you don't granl
combat adV<lnlage when fbnked by undead.

If you've reilChed at least one mllestOlle today,
you don't provoke opportunity attacks from undead
creatures.

RlNG OF THE FALLEN
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 OUlpost, 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
thai were handed out for bravery. Since the dissolution of
the army, Ihe rings have dispersed throughoul the land.

Burled Cache: Rumor has It that a cache of rings ofthe
fallen Is burled deep within a forest overrun by brigands.
The brigands are an uncommon lot, using monsters and
magk to prey on nearby townsfolk. Perhaps the brigands
know where the cache Is..

Mad Or.llde: Divinations have revealed that a mad
oracle in the mountains knows the 1000tion of one or
more rings ofthe fallen. Numerous obstacles and monsters
block the path to the oracle, but the promise of one of
these rings would be worth the dangers.

CllAl'TI1H 1 I AlII»I ... Ir!!lIIs



Stone Band level 17
l11is rillJl oflNlsall UrlomfS IIIOI'!! polished /.Il1d illlriCllldy
tan'ed OOdl Illnl' j'tJu use If.

Item Slot: Ring 65.000 gp
Property: You gain resist 5 against critical hits. If you've

reached alleast one milestone today, you gain resist 10
instead.

Power (Oally~ MIllO!" Action. You gain resist 5 to all
damage until the end of )'Our next turn. Sustoln MInor.
The effect pershU.

Stormcatcher Ring Level 17
nils COfIfH'T rinS husll sellins bUI no BcmstolU'. WJIm JOu liSt"

Ihl' rinB' 5fHlrbfill rllt srIlinB'

Item 51ot: Ring 65.000 gp
Property: You gain resist 10 lightning and resist 10 thunder.
Power (Oally~ Immediate Interrupt. TrijJ8el'= An enemy hits

you with a lightning attack. Elfecc The triggering enemy
makes the attack again. but against itself.

If you've reached at least one milestone today, you
can pkk ill second enemy within 5 squares of)'OO. The
triggering enemy makes the attack against the second
enemy too.

Traveler's Ring Level 18

This IllrnlsJlt'd sibv rin8 seI wilh II muddied stOll" look nlUn
dunt. \\ 'hl'l1)UU ~\'(Ir il. i1luaSJOu In fhe "8hl dil't'Clion.

Item Slot; Ring 85.000 gp
Property: You gain ill +4 item bonus to 5treetwise checks.
Power (Oally~ Free Action. You gain a success In a skill

challenge in which Streetwi:;.e is a primary or secondary
skill.

Ir you've reached at least one milestone today, you also
gain a +5 power bonus on your next 5treetwise check
before the end of the day.

Unvanquished Grace Ring Level T4
Thr IllJifi'lcri\'t'/Jold (11111 sih-t'l'" W('lIl'e lIfIhis Broce rlnn is curl'ell
1,,/111fi"lrhers.

Item Slot; Ring 21,000 gp
Property; You gain a +1 Item bonus to saving throws agalnsl

dOlling or stunning effects.
Power (Encounter): No Action. Trl88er. You are conscious

and end )'Our turn without having made an attack during
It. f/fecr:. You or an ally within 5 squares of you can stand
up as a free action.

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

WA1ST SLOT lTD1S ~

No hero \\'l'llrs a lJirdll'. Ifal1)'ol1e ash. ir's a belL

\VaiSI slOlltems. wh~lhcr baldrics, bandoliers, belts.
or $3"hc... arc hard 10 pin down 10 one myslical
Iheme. Many waisl1in~ wraps bellcOllhe heahh or
Ihe wearcr. bUI somc bands servc other purposes a1l0­
get her.Th~ bells Ihal hold weapons or olher lools
call be enchanted 10 enhance Ihose items.

Acrobat's Harness l~veJ 14

'1111'5(' c101h Sfmps hrlpJOu fa rwlsr /.Ind dil't' OUI ofd/.lllfjcroUS

SlfUluion5.

Item 510t; Walsl 21.000 gp
Property: When you make an Acrobatics check, you roll

twice and use either result.

Baldric of Assault l~ll1

l1lisway Il.'all,tr ttaJdrlc ItIS )UtI supplall' )uur rnem)' ~itl'l1
)'ou US(' Jvur orfjis ofussault.

hem Slot: Waist 9,000 gp
Property: When an enemy triggers your aegis ofOSSOtllt

power,)'OO can slide the enemy 1 square and then telepon
Into that enemy's space, instead of teleporting to a space
adjacent to the enemy.

Baldric of Shielding ~119

This tIlarctlSlle sluJdrJ bulJric lIids)uu ~·htn)Utl ltSt' )UlIr 111'­

,ljls ofshlclJ/lW'

Item 510t: Waist 105,000 gp
Property: When you use your Ol'8IS ofihieldins power to

reduce Ihe damage dealt to an ally. you gain tempor;try hit
points equal to the amount of damage)'OO prevented.

Baldric of Time L1'V\'16 ...

This muyh Il'XIureJ bdl seems 10 bt tOOled in Ihe sands of lime.

Lvi 6 l800gp lvl16 45,000gp
Item 510t; Waist
Property: When you roll a 20 on your initiative check,

you gain an extra move acUon during the first turn of the
encounter.
Lrvel '6: YOll Instead gain an extra standard action.

Belt of fragile Guard Level 9
nils wll/.. r"lIlher bU1ll1 fouY/lells )"lJur sllill bill \\\'llh~lls Juur
resiIJI.'IlCl'.

Item Slot; Waist 4,200 gp
Power (At.WHI): Minor Aclion. Unilithe end of your nut

lurn, you gain a +1 power bonus to AC and vulnerability
to all damage equal to half your le~l.

Bell of Nourishment Lt'W'17

This wmforlllblt kllrfuT btl. is worked ~ilh imllJP offood
sfuffs Ifwl'lOlIriS/I.\Uu.

Item Slot: Waist 2.600 gp
Property: You gain a +] Item bonus to Endurance checks..
Property: You don't need to eat. You must wear the belt for

24 consecutive hours before this property functions.



Stonewall Belt Level 8

Wraith's Cord ~I 30

Waistband of the Grappler Level 13

Item Slot Waist 3.400 gp
Power (Dillly); Minor ACllon. Vou can Ignore push, pull. or

slide effects untllihe end of your next tum.

You bccomr wmillllil!r ",Ili'n )1IU wear rlris worn (Opt' ooruf.

Item SJot: Waist 3.115,000 gp
Property: When you score a critk:ll hit, the targelis

weakened unillthe end 0( your next tum.
Power (Daily + illusion} Minor Action. Until the end of

your next turn. you become Invisible and insubstantial
and gain phasing.

BELT OF THE WITCH KING
long ago in the nation of Pak Suth, the king died without
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
could endure a series of dally tem of the body would
become absolute ruler.

Many soldiers. generals. and heroes succumbed to the <
trials before Tulari claimed his right to be tested. Despite s:
his slight mme. he endured each day's test and eventu­
ally became king. Tulari was a great ruler, holding the
boundaries of Pak Suth firmly and ruling wisely. Today,
the legend of the Witch King Tularl remains strong in the
region. and the natlon's ruler wears a belt of office-the
same one that Tularl wore when he passed the tests.

Nation in Exile: Much has changed since Witch King
Tularl set Pak SUlh on the path to greatness. Today, the
people of Pak Suth nee 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 King and possibly
rulership of the kingdom.

Political Ploy; The current ruler of Pak 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.

Tills TOIIBII Bruy bell cO\'rn.'d ill Slonl.' 1,llIles srums slIlbillry /0
irs wrull'r.

Thisfur linrd wrnp channels tilt SI"""8Ih (lnd rhr Fl'CRIn-sntSs oj
lln auomplishrd II'rrsrln:

Item Slot: Waist 17.000 gp
Power (At-Will} Minor Action. Vou gain a +5 power bonus

to d:lm:lge rolls ilnd 10 grnb attempts. but take a·2 pen·
alty to ,lIIack rolls. Vou also grant cOlnbat advantage to
all enemies. This effect lasts until you end it as a minor
aCllon.

flrls \\'1111.' brol\'11 lellllwr Imillric keeps porions in rasy r.'/rcll.

Item Slot Waist 3,400 gp
Property: This belt can hold up to six potions. Vou can

retrieve a potion from the bell as a free action.

Tht dlnmonds on dlls rwtinl.lm 0011.1 arum l:ImllJonitudr.
,,·hiek)'OIl can samfictJor "ralth.

Lvi 10 5,ooogp LvlJO 3,125,OOOgp
LvI 20 125.000 gp

Item Slot: WaiS!
Property: This bell holds one diamond and you gain a +1

Item bonus to Fortitude,
L.eve120; Two diamonds, +2 Item bonus to Fortitude.
lJM!I 30: Three diamonds., +3 Item bonus to Fortitude.

Power (At·WiII + Healing): Minor Actlon. When you use
this power, one diamond on the bell cracks aoo dark·
ens. becoming worthless. Vou regain hit points as if you
had spent a healing surge. i100 the belt's item bonus is
reduced by one. If there are no diamonds on the belt.
you can't use this power. After an extended rest, each
diamond destroyed by this power is restored.

Diamond Cincture level 10 4

Potion Bandolier Level 8

Belt of the Witch King Lt've118

rills brilliant orurwe wmp resrorrs lye 10 ,Ill.' WIrUluislrel1.

Item Slot: Waist 85.000 gp
Property: Vou gain a +1 item bonus to Fortitude.
Power (Daily + H~ling): No Action. TriB8C"= An enemy

reduce:s you to 0 hit poinl5 or fewer. f:ffect: Vou spend a
healrng surge and are dazed until the eoo 0( your next
IUm.

Phoenix Sash Level 18

Thr linb ojthis slim sihw chain lll'l' SL'J'llmted 17 small spft.m.os
ojarc:ane,rnh..nct'J obsidian.

Item Slot: Waist 85.000 gp
Property: Vou gain a +1 item bonus to fortitude.
Power (Daily + Healing} free Action. TrlB8er: You become

bloodied. Effect: Vou regain hit J'Olnts equal to twice the
level of the hlghest·level arcane power yOt.J have nOI
expended.

Sash of Heroic Inspiration leve/28

Thisflush); embroidered red sash proclaimsyour fuorolsm 10 all.

Item Slot: Waist 2.125.000 gp
Property: When you speoo an aclion point. one :Illy within

your line of sighl can spend a healing surge aS:l rree action.

\\'IlilrJVIl Wt'ur "lis hrlll' brown hMe SlISII.j1l1l lIrlll filII In.'
memlol.lS mle.

Item Slot; Waist 2.12S.ooogp
Property: Vou gain regener<ltion 5 while you're bloodied.

Sash of Regeneration Ll!vel 28
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WONDROUS lTEMS '

PHOEN1X SASH
Fenelon was an eladrln warrior of the Feywild who was
known for his abllity to live through anything. In the war
with the fomorlans. 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 abUlty to rise
from the ashes of tragedy and defeat. Fenelon became
known 35 the Phoenix.

Fenelon eventually died of old age, and his magic
sash passed Into the hands of other eladrfn. Eventually It
made Its way Into the world, where It has been worn by
a number of heroes. though none as wonhy as Fenelon.
learning of this disgrace, the eladrin seek a fey warrior of
great prowess who can And 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 archmage by
the name of Kltlias. The archmage 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 Lake it. It's
also said that on more than one occasion, the sash has
saved his life when fey assassins attempted to kill him.

IjYOlll/lillk you hlll'l" 100 "'llII)' wo"drous ilems.you're
II'rollJ.l, Inlrulla. )"ou 1111\'(,'100Jew l'ockels.

The C<llchall cal~gory for cnchallled objects, a won·
drous ilem isn't worn or wielded, and it can ha\'e
myriad enchantments. Advcnturers hoard won­
drous il~IIIS occausc their cffects cO\'cr such a wide
speclrum and nOI h:l\'il1g the right one can be the dif·
ference between SUCCC5S and failure_

Thb seclion described \'arious wondrous items to
help )'OU out Ofj:II11S, wondrous lair ilems to enhance
rour ba~ ofoperalions. and wondrous tattoos thm
arc alwa)'!> with )'ou. e\en ifrourothcr items aren'l-

Blessed Book levrll

This lelllJU'T IOlTlt, ""und in lfl1f1and sihTr. Wnfainsfar IflOn'

rases rhan llI"urnl~ possibk
Wondrous Item ]60 gp
Property: This ritual book has the dimensions and weight or

a standard ritual book. but holds 1,000 page.

Oeepfarer's Pouch lrvelS

l11is oilsl!hl pouch Iwlds mort dUIII il should. illduJinB a small
bretllhiltB IUbt' dllll cxft'ndsfrom rJll,'lll5idl'.

Wondrous Item 1,000 gp
Property: This belt pouch cOOlains 1 hour's worth of air,

which rem;Jins fresh Indefinitely, On<e the air in the
pouch has been consumed, you can refresh the SlJppty by
eKposrng the open pouch to ;Jny supply of breathable air
during;J short rest.

Ghostlight Candle tevell S
/111s IJlulll wllitl' \I'<lX mlldlc mil burn l'\'CI)' day ",II/Will
Ilhnhtlshlllll'

Wondrous Item 15,000 gp
Property: nlis candle sheds dim light 2 S<jU;Jres in all dlr·

ections ilnd never burns down (but can be eJl.tingulshed~

PoWC!r (Dally): St;Jnd;Jrd Action. Use this power while the
Cilndle Is lit. Until the end of the encounter, creatures
within 2 squares of the candle lose the Insubstalllial
qUilllty and can't beconle Invisible.

Horn of Dismissal t~v~1 11
'IlII' SOUIIII.,flllis 111m'!: Sluddr:1l Im7llzt hom dispclsconjumlJorrs.

Wondrous Item 13,000 gp
PoWC!r (Daily): SliIndard Action. You end each conJur.lIion

withIn 3 squares of you.

laun's Parchment tn...·11
TIlls thin sllel'l Ofbrolt:f. dll' siZl' ofII roll ofpardllnel'll, is ('III
bosSf11 "illl loun's symbol In ont wnU'T.

Wondrous Item ]60 gp
Property: This materiill Gm be written on like paper or

parchment.;lInd the writing GJn't be erased until the
parchment's owner wills it blank. It's flexible enough 10 roll.
Creating a ritual scroll using this item fills h wilh lext, but
takes haK the usual time. Once the rilual is performed, the
piece of loons parchment turns blank and can be reused. ••,



GHOSTLlGHT CANDLE
The shadar·kai's service to the Raven Queen has earned
them numerous enemies over the years. One of the most
persistent foes was Antala longscar. a priest of the Raven
Queen who strongly disagreed with the shadar-kai's
philosophy and mel.hodology and who had stymied a
number of their plans. She was enough ofa lhom in their
side that the shadar-kai felt she deserved an accelerated
audience with !.he 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 Bhost/iBht condIe.

Internal Matters: The shadar-kal are as given to politics

and infighting as any other Intelligent people. Acaravan of
them arrived In town with it number of8h05tll8hl condles
and other treasures. These shadar-kal are willing to use

the candles as payment for escort to someplace safe, bUI
others of their kind are willing to pay a similar price 10

see that the caravan doesn't leave. One way or another,

these events offer a good chance to acquire one of the
candles.

The Ught under the Hill: Every night for the past 10
years, the light from a single candle has been seen from
the top of a hill outside town. Stories say it's a 8hostJi8hl
roOOk, lit by a girl tJ3pped by the fey, who is badly in need
of rescue.

Map of Unseen Lands level 7
I'rollYleJ'" II slUnI.~ scroll rubt-, d,is sl,el.'l of,,,Illlin is rinlleJ
lI'il" Sl ",bob- uflrl!W/; walloll whtrJs.fOOlS1rrs, llnd IlIfl5.

Wondrous Item 2,600 gp
Propeny: You gill" a +2 irem bonus to Nature checks and

Percepllon checks to navigate Ihrough areas mapped
by this Item's power (Including checks made during skill
challenges).

Power (Daily): Siandard ACllon. You command this map to
redfaw Itself, depleting the surface area within a 10-mile
radius around you. The map doesn't go Into precise
detail, but I"s aCCUfate. It shows only aboveground ter­
faltl, not underground areas.

The map InciLKIes the following features:
• Genefal terrain features, such as mountains., livers, and

lakes;
+ Slructures 5,000 square feel or larger In size;
+ SUUClUre5 Important for tfavel. such as bridges and

po<Ul,
+ Lilrs of creature'S that are signiflant threats:
+ Names or general descriptions for any of the above

features. If such Information Is well known.
The sketch remains on the map until this power Is used

again.

HORN OF DISMISSAL
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 resiSGlnce group managed to put an enchant- Z
ment on the great bell of the cathedral. When It sounded, :
It shattered, but the note dispelled the phantom army in ~

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 functlonallty.

Immortal Immaculate: The Immaculate Star analyzed
some of the weapons made from the bell In an attempt to
counleracllhelr effect. They were unsuccessful, but even
now Immonal summoned guardians stand watch over
their empty laboratories. A map to one of these locations
has surfaced-a real find, if it's accurate. Perhaps one of
the labs holds a hom ofdismissal.

Ribbon of limitless Questions Level 13
\\"WIt dlis blut'. sflkJ· ribbon is unrolll'J. II Ill'W .,ul'$lion IIppeUrs
011 if in 8/01\;1'8 tJOlJ and sf"....,. rona

Wondrous Item 17.000 gp
Property: When you perform a divination ritual that allows

you to ask a number of questions. such as Hand of Fate,
Speak wilh Dead, or Consull Oracle. you can ask one extra
quesllon. This effect can allow you 10 exceed lhe normill
maximum number of questions allowed.

Power (Oaily~ Free Action. Tri88rr. You fail an Intelligence­
or Charisma-based skill check during a skill challenge.
£fJoo: Reroll the skill check with a +2 power bonus and
use ellher resull.

RIBBON OF
LlMITLESS QUESTIONS

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 Ite.ms are held by high priests In various
temples, especially those of loun and Vecna. One way to
gain access to a ribbon is to convince the prle.sts of such

a deity that It will be used against their enemies.

CIlAI' rl;lt I I Malli ... ''''''$
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Seed of War Levell S

\\'hrn.IUU rrlra~ lhis blacll IIIl'fal acorn, II BroIIo'S Imo aflem'
soldlrr.

Wondrous hem 25,000 gp
Power (Daily + Conjuration): Standard Action. You con,

jure a Medium metal soldier, equipped with sword and
shield, by tossing this item Into an unoccupied square
within 5 squares of you. The sokIier occupies its square
and Gm be att<tded. It shares your defenses with a +2
bonus to AC and Renex. It has hit points equal to your
heallng surge value.. When It lakes damage. you can
spend a healing surge as a free action to negale thai
damage.

The soldrer Is lreated as one of your allies. can nank
enemies. and deals 10 damage to an enemy adjacenllo
II thai Is hit by an ally's atlack. As a move aetion, you can
cause the soldier 10 shift 1 square or move 4 squares.
When reduced to 0 hit points, or at the end of Ihe en'
counter, the soldier disappears, and Ihe seed ofwar reap'
pears in its square.

Vagabond's Die levelS

l1lis drr is 1I'f'1Iu~ lilt' imllHl"S on lIS faces art' almos, II'On!

II\I'CI)~

Wondrous Item 3,400 gp
Power (Daily + Varies): MrllOf Action. You t,ugel a crea·

lure of your choke within 10 S(juares and roll a d6.
1: Drunkonfs MuS- The target takes a ·1 pen.illty to attack

rolls until the end of Its next turn.
2: Camblers Die... Roll a d20.lf the result Is even. the

t;lrget takes damage equal 10 lhe resulL If the result Is
odd, the target regains hit points equal to the result.

3:)estrr's Choir. The target falls prone.
4-5: SoIdirr's An. The Or.it allack that hits the target be·

fore the end of your next turn deals 2d6 exira darn;tge.
6: Storm's Fury_ The target and all creatures adjacent to it

lake 1dl 0 lightning damage.

Versatile Spellbook level 11

Tlte IMill'S oJrhis Sll\!lIlwollllr'l' !IIaylctllly rrl'aled. 1l1l01l'1l1}/yVlt
fa IlulcHy Ilmll' on rherr arcanc llOlI'cr.

Wondrous Item 9.000 gp
Property: Wizards can use Ihls Item as a spellbook.
Power (At-WlII): Free Action. Trl81J4!r. You Onlsh a shon

rest. Effect; Replace one wizard utlllty power you pre·
pared with a wizard utl1lty power of the same level or
lower from your speUbook that you didn't prepare.lflt's
an encounter power, you must repl.ace it with another
encounter power, and if It's a daily power. you must reo
place il with another daily power_

CHAI"II,1I I I MURfr "ems

MAP OF UNSEEN LANDS
When a mop of unseen lands is activated, it piau out the
nearby area, with excellent accuraC)' but poor detail. Fol­
lowers of Avandra, deity of travel and adventure, claim
that mops ofuRJift'n Jands 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 linger.
Wealthy connoisseurs who understand magic items

seek out different mops ofunseen lands, since each draws
maps in a unique artistic style. Some items use jagged
lines, others produce thin StrOkesi in a few. the maps
bleed out into the vellum like Ink washes.

The Halfllngs' Reward: Tribes of river-wandering half·

lings carry mops ofunseen fonds as they eKplore new areas.
Despite the maps, the small ones wind up in dangerous
places quite often. In fact, a brother and sister recently
went missing near some old ruins. Whoever helps them

out might be given a mop ofunseen/onds as a reward, or
they might collect one from one of the halAings' corpses.
if the aid comes too late.

Beg, BorTOW, or Steal: The merchant Phineas Ollune
Is proud of his collection of rare items. which includes a
mop ofunseen lands. Unfortunately for those who covet it,
he refuses to selli!. Phineas lives in a town full ofStJper·
stitious folk, and rumors abound that he is a were-woK.
Whether the rumor is true or not. this Information might
be used to persuade him to give up the map.

Whistle of Warning LevelS

Tltis small. ullrt'lIulrllll&le 100111118 sill,.,. whistle 81115 offa shrill
lIois.- wIlen saumle,l.

Wondrous Ilem 3,400 gp
Power (Encounter~Minor Action. Each ally within 10

5<luares of you who can hear the whistle can shih 1
5(IU3re and draw a weapon or retrieve an implement as a
frce action.

Woundstitch Powder level I

'I1Jis worn Irllllll7 POUcJl romalns a quaml/)' oJlife'5'I,i"Syd
/0'1\' plllI'drr.

Wondrous Item 360 gp
Power (At-Will): Stilndard Action. You sprinkle this dust

on an adjacent dying creature. That creature stops rn;tk­
Ing death saving throws until It takes damage. and any
untyped ongoing damage on the creature ends.



WONDROUS LAIR ITEMS
Lair items arc a class of wondrou'i item llml adven­
turers can add 10 their base ofoperaIions (or ~lairM).

Unlike most magic itemS. lair items aren't JXITlablc:
they llIust be len behind whell a hero goes e"ploring.
They pro\'idc comforts when the p<ITty returns home
afteT a difficult adventure. and a hOl1lc·neld ad\'un­
tage against enemies who would dare ass..1ult them in
their sanctum.

Alchemist's Workshop L~18

fhis Sl'f aJrook. worlfllllm>. liok bf'akm. distillny. dnd oIlier
llldwniClllllPlklfUlumls mdUlIIfrd 10 aid in rhe emilio" of
pmlwfid ulcl,nni(dilltrns.

Wondrous Item 3,400 gp
Property. When you use this workshop to create akhemiGIl

hems. you an ereille items of a level equal to Of less than
your level + 2.

AII-Seein Eye level n
This mul'ifarcltJ dillmond is U5uoli} placed in Ihl' 1')1' sodrn
0(a 51..mu· or un Idol. or alop II lripod lhlll 0I'tI'1oob /.l room. II
~ ullllnJ n'J'Ol'b back 10 its masttT ,,·hdl il karns.

Wondrous Item 3'25.000 gp
Propeny: Thts~ am see InvisIble creatures and objects

within 20 squares 0( it. When a creature enters the eye's
line of sighl. the eye telepathically warns Its owner of
lhe creature's presence and provides a description. II can
communicate with Its owner across planar boundaries.

Arcane laboratory level H
SplrifS of JliISI an'l/IlC maS!ffS art' bound /0 Ihls well equipped
luooralolJ- 'n,ck old allows )VU 10 rr.'focus )vur maBiefor Olhcr
Inlrpl1S('S.

Wondrous Item 425,000 gp
Property: When you spend 24 hours studying in Ihis

laboratory, you can replace one arGIne power as if you had
gained il level and retrained. After you use this property,
you can't use II again unlll you gain a level.

Austere oojo level H

ThL( dojo is fUlIll,ll'le wJlh l'uuchh18 "'IJJS, II II'CllllOII I1lck.
fl!llcirlJJ c<{ull'mcllI. and II1llnin8 UllfOlllllfOlts hllpressed willi
fhl" 1'l.'F'SQIHllflks lifhislOr>,"S Hrt'ufeSf masfl'rs. \Vorkill8 willi
Ihcm ullolI'S )lJU 10 I1'focus your)18/rlh18 slylr.

Wondrous Item 425.000 gp
Property: When you spend 24 hours In training at the dojo.

you can replace one martial power as If you had gained a
le~l and retrained. Afler you use this property, you can't
use it again until you gain a level.

VAGABOND'S DlE
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 WJgobond's die as both a randomizer and
a hem 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 collec-
tion of these dice. C

Some people who carry a vogobond's die consider It a 3:
tool of fate and use it to make decisions on what course
of action to take. Each face's image has a theme.

Drunlwrd's Mug: 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 And one.

Gamble.-'s DkeThis face Implies risk and fate, and sug­
gests that you should take a risky course of action.

Jester's Choir. Buffoonery and f<xHishness are symOOlized
by this image. Don't take things too seriously right now_

SoIdkr-'s Ast: Sltength 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.

Stonns Fury. The sublime powerof nature is represented
by this face. Spend some time 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 vagabond's diu. orcourse, rumors
abound that he cheats. Whoever discovers his secret might
be able to defeat him and claim a vogabonds die. The
rumors don't indicate whether or not he's a sore loser....

Bed of Rapid Rest Level 4
'I1lis colliforwbll' brd spuds )uur resfImlIs 100 /11!'8C 10 ClIrf
llround ill rIll' dUlI8COtl.

Wondrous Item 840 gp
Property: When you take an e~lended rest In fhis bed, you

can spend 4 hours (instead of the usual 6) 10 gain Ihe
benefit of Ihat resl.

Brilliant Scrying Basin Level 11

1110' brl/llllllf/y dellr wlIler ofl/lis IlIIye brollze bllSil18relllly aids
scryilllJ rilUlIls.

Wondrous Item 13,000 gp
Property: When you use this basin as a focus for a scrying

ritual. the du,..tion of your scrying sensor Increases by 2
rounds.

Cask of liquid Gold Levt"13
This caslr Wllfllins II II<'\Yrl"ndil18 sUPI"y ofdWlIn'e'l ole.

Wondrous Item 680 gp
Property: At the start of each day, the cask fllls to its

full volume with dwarven ale. Any ale taken from the
ask evapor.rtes if II has nOI been consumed when the
cask remls.
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Chandelier of Revelation level 14

11IIs dwnddifT mTllls dllll ",hich Is hidden in Iht room.

Wondrous Item 525.000 gp
Property: You (an «KTlmand this chandelier to shed bright

light either 10, 20.04" 40 squares in all directions as a
free action. Within that area, creatures can't benefit from
coocealment or total concealmenL

Deceptive Scrying Basin u-ve116
rhi5 tlChtJ silo-iT basin multO' 1111I011' d!fJlcultfor emllurrs)UIl

OOsenoe 10 dettel )UlIr pr.rlr1llllllU.

Wondrous Item 45,000 gp
Property; When you use lhls basin as a focus for il serying

ritUill, creatures tilke a -5 penalty to checks to notice your
serying sensor.

Dimensional Anchor level 16
rllis SlmUl' aP11e111'S III mrmy Duiscs. bUI cllch binds Ilcarlly e!'CII'

111m 10 rllClr locariolls in "Ie ",orllJ.

Wondrous Item 45.000 gp
Property: Any creature wllhln 10 sqUilres of lhis stiltue can't

teleport,

Diplomat's Table lewl!2
TIlis moJjt'Sll.c darl:wooJ hlbll' tn/lanusJour posifion in
nl'lfOfimions.

Wondrous Item 13,000 gp
Property: You and your allies gain a +3 item bonus to Bluff,

Diplomacy, and Intimidate checks during skill challenges
while sitting at this Llble,

WH1STLE OF WARN1NG
These whinles have been used by bodyguards and watch
soldiers for generations, so it comes as a surprise to many
citizens that they were flrst created for use by thieves.
When a particularly brutal conflict between two halOing
crime families spun OUI of control, each side Invested

In magic to tip things to their advantage. One clever
member conceived the whistle ofwarning to protecl the
family from ambushes.

The feud continued to escalate until the two crime
syndicates discovered that the entire conflict was being
prolonged by the artlflcers 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 Iizardfolk have been get­
ting more aggressive lately, and one of their leaders has
been using a distinctive-sounding whistle to direct his
"hounds," Perhaps it's a whisdeofwoming.

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
ofwarning, to go off the books If the problem stops.

CHAI"11111 I I ,\t<lll'e "",ns

Door of Alarm lewll
"Illts Stl.'lllin»/y inllocuous door issues a shrill alann when an
uuJmuwn CTl'lllure waIlEs drrou»h II.

Wondrous Item 520 gp
Property: You can spend 1 minute (0 altune any number

of Individuals to this door. When a crealUre otht:r than an
attuned individual walks through lhe door, il shrill alano
sounds and doesn't stop for 1 hour, until that creature
le;wes through the door, or you command the door to be
silent.

Door Warden lewlll
TIll' omamcnllll face. on this door illfCml811les and in'roJlU"es
)Ull I' \'lsi'ors.

Wondrous Item 13.000 gp
Property; Cast in the shape of il face, this door ornament

Is aware of its surroundings and ilble to speilk. When you
Install il doorwardcn on il portal. Ihe door gilins resist 10
to all dam3ge and 40 additional hll points. and can be
opened or dosed ill wJJl by the warden as a minor aCllon.
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 the same plane.

Feast Table u-vc19
nils /nosni/kenl round OIl!.! 'ahll.' stars hI'I'Il'l' and pfl7l,ides a
moanljlunl banquetfor all f"l'S4"1t.

Wondrous Item 4,200 gp
Power (At·WiII): Standard Action. A delklous feast for

twelve people appears on the table.
Power (At-Will): 5Llndard Action. All remnants of the

feast vanish. and the fable sparkles with deanliness.

Cnsk ofliqu'" 1101,1 lind ."IHobo"d·s ,lief!
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Uoor 'M'Q~dcn

Ruildill8 rw slimes into )'vur home' rrmm-e: handhold5from
woulJ bt irtlruJers.

Wondrous Item ],400 gp
Propel1y. The DC of Athletics checks to climb a building

Incorporaling shiftslone increases by 10. To gain Ihis
benefit. a house requires one batch of shiftslOllr during
construction, a mansion requires five batches. and a Glstle
or larger structure requires twenty·five batches.

Sacred Glade level 23

Shiftstone level 8

CHAt' rl'lt I I MaHle IIC"If

TIlls r!CllfhllJ surroun,ls II $(1m!! rlTc. \Vhell you ml,(/i,",r by
Il,e Iree,yuu CUll rcf0CU5 )vur I,rimlll powers.

Wondrous Item 425.000 gp
Propel1y: When you spend 24 hours In contemplation In

the glade. you can replace one primal powelr as If you had
gained a level and retrained. After you use. this propeny,
)'00 can't use it again until you gain a level.

Ritualist's lectern lrvcl12

l'his hNI)" 1<,1l1t I.·CIl"fn Is rnsmlTd wlm runes pnd pIlllent5 of
preant' powe,.

Wondrous Item 13.000 gp
Property: When)"Oll use this lectern to master a ritual.

reduce the time nec;essary to 4 hours. and )'00 can master
rituals of a level e<lual to or less than )'OUr level + 2_

Power(At-WiII): Standard Action. Use this power before
performing a ritual that )"OIl have mastered. Performing
the ritual takes half !he nonnal time. This power has
no effect on the time it takes to perform a ritual from a

scroll.

Magic Drawbl'"idge leYI'I 13

Magic Weapon Rack level 25
/'Ills helll)' (ifIll ",{'ullon rack rL'C1ulfllcs WC(II'OII5 lUul ImJl'ctllCniS

srort',J all II.

Wondrous Item 625.000 gp
Power (Dally): Use this power dUring a shon rest. The

dally power of a single weapon or Implement stored on

the rack Is recharged.

This SIll rue uSUIlily rllh·s rhe form of (I "WMf IHilm/in crouchcd
in (I d.jellsiwSIIIIlU.

Wondrous Item 21,000gp
Property: Any creature within 5 squares of this statue can't

shift.
Property: Any marked creature within 5 squares of this

statue takes a -3 penalty (Instead of the normal -2 penalty)
to attack rolls when making an attiKk that doesn't Include
!he creature that marked iL

loadstone Statue 1l!vel14

l'his iron bolndrtl dmwbriJ8t rmus- 10fir flit porlo1l ils pllKed
in. Itlm mists or lowers 'Mim 01 sinale 'M'Om.

Wondrous Item 17,000 gp
Propel1y. You can command this drawbridge to r.lise

or lower as a free action. You must be able 10 see the
drawbridge t.o activate it. and It neither rises if any
creature is on if nor lowers If any creature Is under It.

Holy Shl'"ine u-wl H

\\'hm .\UtI S'IIIIJ htfOrl' rhis wroUBhHronftunled mirror.)'Ou
CeJlI char18l')uur looks 10 njlca JVUf n-rry wlilm.

Wondrous Item 85.000 gp
Power (At-Will. Illusion): St.mdard Action. You gain the

appearance of a member of any humanoid race of the
same site category as)'OO. YOIlr clothing and e<luipment
alter appearance as)'Otl desire. The illusion doesn't alter
sound or texture. so a creature listening 10 you or touch·
Ing)"Oll might detect the illusion. The illusion lasts until
you leave the lair where the mirror resides. or until you
end the effect as a free action.

Mirror of Deception Lt've118

"'Inor anlfd5 aflend rhls 5hrinl'. llllmlill8)VU ro rrfocus )vue
dhine' PO'MTrfor OIher pul"J'OSf'S.

Wondrous Item 425.oo0gp
Property: When )'00 spend 24 hours In prnye.e 011 the shrine.

you can replace one divine power as If you had gained a
level and retrained. After you use Ihls propeny, you GIn'.
use II again until you gain a level.

Gorgonblood Mortar level H

/nfryrnrll18 rills 5p«lal morrar inlo)lIUr wallsmnfS Ir II mC'll

rhnk<llllmst-n~

Wondrous Item 325.000 gp
Property: You can use this morue In the construction of up

to 10 contiguous squares of a wall. Creatures that have
phasing can't pass through walls so constructed.



Shining Sundial Level 10
n,is 8elll-sluclcled sU"l.'I' surulilll rejll.'CIS !i8hl brillillntly. ml1l'l!,6-­
1118 rdlliam effeCls.

Wondrous Item 5,000 gp
Property: This sundi;1I must be placed in a location where

it receives natural Ilght while the sun is up. When you use
a radiant attack power, untllthe end of your next turn,
cre<ltures 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 lush Chllll1bl'r offers I,rh'/ICYJor )vur COIII'eF"Sllt;OI1S,

Wondrous Item 840 gp
Property: When you speak a command word as a free

<letlon, creatures outside the room attempting to listen
to sounds originating In the room take a -10 penalty to
Perception checks until you end the effect with another
free action. Cre<ltures within the room can hear sounds
originating outside the room as normal.

Spying Mirrors (pair) Level 18

You 10011 huo 011I' mirror mul see oul oJllS ,win.

Wondrous Item 85,000 gp
Power (At-Will): Standard Action. When each of these

mirrors IS affixed to a solid structure and you're adjacent
to one of the mirrors, you can see and hear through the
other mirror as If you were In its square until the start of
your next turn. If you choose, creatures adJacenlto the
other mirror can also see and hear through yours,

Special: Spying mirrors are generally created as a miuched
pair. each mirror alluned to the other. One or more Olher
mirrors can be alluned 10 bolh mirrors of a pair, allowing
you to use this Item's at·will power to look OUI through any
one of the mirrors of the set (add 42,500 gp to the price
for eilch addilional mirror attuned~ Asingle mirror can
belong to only one set of sPy1n8 mirrors.

Sun Globe Levell

l\fter IJehlfl insllllled hIll socker on tile Willi or C..WIlY, II,esejlst·
siU'cI cr)'stll1lllobes sized Ii}jlu Whl'lI c(JlIlmarHI~d.

Wondrous Item 360 gp
Property: You call commalld this item to shed bright or dim

light either 5 or 10 squares in all directions as a rree action
(or 10 shed no Iighl~

CIIAI'TEI\ I I .u"/Iie Ilems



Window of Deception LevelJ

TtdrinH dlt,Jorm ojSOlll' 1l5Sef[J('In In Ihe t)1! sockt't ojon idol.
orjllSl sluck in the middlt oja \1'011, Ihis spy n!J"O"U olilhar it
~ ooek 10 il5 ma5fer.

Wondrous Item 1J,000 gp :::
Property: When it creature enters this eye's line or sight. ::

the eye telepathi~lIy wams)'OO of the creature's presence Cl::

and provides a descrlpllon. as long itS you are on the same ~
plane as the eye. 0

~

ellAl'tl K I 1"'''8'(" " .. ms

Window of Escape Le\lel2

Watchful Eye Lewl12

A ,ljlallcr illrouyJr rllisjlnl' 81ass window n!\'l'als \\'lllIt('l'l~r )1)11
drs-if'('.

Wondrous Item 680 gp
Power (At-Will + Illusion); Standard Action. You creitte

itn illusion seen by any creature looking through lhe win·
dow. The Illusion is slade itnd remains umil the window
Is broken or opened, ()I'" until you or another creature
changes the Illusion or ends It with another standard
action. When no JIIuslon 15 presented, cre<ltures see
through the window normally. The window can maintain
a separate illusion in each direction. and a character us­
Ing the window can change either or both at once.

\VlwlI you Ill'l'd 10 81'1 our (JJIl room ill II 11lIrl)\ Ilris ull1t'lIwrk
able \l'hulllW is)1)ur btsll'SCllpl'.

Wondrous Item 520 gp
Property: When you jump or fall OUI or this wlndow,)'Ou

take no damage when you hit Ihe ground. reg.mlless of the
dlslance.

\Vhcrlwr you call Ilrem lalS, illk. or body arlo rutl8ie ItlltOO5
art! far mort' dum simllle f1l.'Slhl'lics.

TATTOOS

As :r lllark ofgroup idcntity, I:lttoos hellHflstl nguish
:rnd cnlpower secls,lribcs, gUilds. ilnd philosophies.
As" pcrsonal art form. tattoos Ciln bc as i1ggrcssivc,
namboy:ml. or dclic:I1C ilS yOIl desire. Gh'Cll how
lIIuch a lallOO can reprC~1I1 to the perSOll wcaring ii,

"'s no surprise Ihat various cultures ha\'e learned 10
infusc those talloos with magic_

Choosing a magic tallOO entails more Ih:rll picking
out an cnchanled loollhat is easy to hide :rnd difficult
to tCIIlO\·C. II changes somelhing 300m your l1:rturc in
a subtlc way. Magic 131100 etreels il1ter.Jct wilh a char­
aclCrS inlrinsic propertie~,such as hc.. ling surges or
aClion poilUS.

Onc's mortal form cOIn contain only:r slllall
1Imount offoreign magic, howcver, so a c1mractcr Gill

11;I\'c only one m:rgic 1'11100 at a lillie.

OBTAINING A TATTOO
Magic talloos arc crealed in a fashion similar 10 other
body art-spedal inks, enchanted needles. or both arc
u..cd ill the performance ofan Enchanl Magic Item
rilual. A ritual pcrformcrcan imbuc a patlcrn being
latlQO('d in his or her skin by another creature:rs well.

J11is lIlu,ljll!flcem (IIn'ed SWill' rIlrtml' is decoroll'll wifh symbols
lIIlIl billIOt'S ojIlobi/Il)' mul hl'rolsl1l.

Wondrous Item 85,000 gp
Property: While you sfl on the throne, you gain a +4 Item

bonus to Diplomacy checks, InSight checks, and Intimidate
checks.

Throne of Grandeur LIf'wl18

Vigilant Gargoyle Lt"1I'el17

This tJ,rolll' Is can'l'd with ornlllrjllJ,ljn!e arulrelil'Js sho",11I8 II
kill8 rulh1J:l m'er sul~l'cIS thut SfIlltl tht, dUllr's elllire stlrJaCt'.

Wondrous Item 13,000 gp
Property: While you sit on the throne, when a creature you

can see anempts to deceive, disobey, or betray )'Ou, It Is

stunned (save ends~ All creatures)'Ou an see I4tke a·J
penallY to attack rolls thall4trget your Will.

Power (Daily + Chann): Standard Action. Make an attadc
Ranged Sigh!: Charisma + 5 lIS. Will; on ill hit, the l4trgt.'tls
dominated until the end of your next tum.

Throne of Dominion Le\lel12

l'.ruoIlJ set in Ihl'floor. Ihls 10'8'" ornole!) IJ1SCTibed lell'J'Orta
tlOll clrrll' mO\'n)vu qUldt~ around )vur domicik,

Wondrous Item 21,000 gp
Power (Af-Will + Teleponilltlon); Move Action. When you

5peak a command word while standing on Ihe dlsk,)'OO
teleport to any location In Ihe same residence or struc­
ture as a move action.

For ages, monarchs and despou have used thrones of
dominion to sway the thoughu and opinions of their
subjects. Stories of the flrst throne's creation are incon­
sistent-it's a defining characteristic of the Item that if
Inspires loyalty in rollowers. who refuse to believe thaf
any other ruler but fhelr own could have produced such a
marvel. Prominentln places where rulers have or had few
qualms about maintaining control using magic. thrones of
dominion were an integral part of the flefltng empire of
Bael Turath, and they can be found today In many drow
cities and glthyankt 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.

THRONE OF DOMINION

This8hosttr slOlU'8<l'/M'1, loob lib: 0 I)'pkol ehurd. d«(7ffi
1I01l. bul ils much 11I0" dIan rfurL

Wondrous Item 65,000 gp
Power (At-Will): Minor ActJon. You an perform this ac­

tion rrom anywhere on the same plane as the structure In
whkh Ihls gargoyle Is Installed. Until the end or your next
ttJrn, you see through the eyes or the vi8r/ont IJUrsoY'e as
though )'Ou were In Its square. While under the effecr
of this power. you're considered blinded In your current
location.

Teleportation Disk Lewl14



Although sOllie cultures consider the act of creat­
ing the ilrl with a needle to be cenlral to activating
the lTIagic ofa tatlOO. other means to acquire ink
esist. Eladri n il re known for their habit of altering the
skin through lllilgic rather by using needles and ink.
Other cre:lI ures il\'oid Ihe need Ie by painting a tattoo
on with a delicate brush. then magically fusing it with
the skin.

TatlOo slOnes Ciln be discovered in I reasure hoards
imd lost cities. Each displays 11 p1lltern or image on a
nill surfal.:e. To transfer the talloo, a character presses
that surface againsl his or her skin and activ1lles it as
part ofan extended reSI. The tattoo appears on the
dwracter's skin where it was applied. and lhe tattoo
stone loses its magic.

CharaClers can also acquire magic lallOOS through
agencies other tha II I heir olVn. A capti\'e hero can
wake Lip bearing a magic talloo; allot her characler
might be forced 10 accepl ol1e through extortion.
Sud, gifts a re sti II magical and beneficial but almost
always serve another purpose as well.

Magic I1IIIOOS 1.:1111 be removed only through the
usc orthe Disenchanl Magic Item ritual (Players
'-I(I//(Ibook, pilge 304), which requires the bearer of
the taltoo 10 be willing or helpless for lhe dural ion
of Ihe ritual. At the ritual performer's discretion. the
ritual c:m dissoh'e the magic and leave the talloO. or it
Cilll remove the art completely.

TATTOOS OF BLOOD
Tmtoos of blood react when yOlI lake se\'ere wOllnds.
They arc worn over important channels ofl i fe energy.
such as the jugular. wrist. heart. or Ihe body's various
meridians.

Backlash Tattoo ll'vel9

/JOMS. sharks. llml oilIer erell/UrI'S 11Ill! enler II frenz)' wIlen
woundell ure usell for Ilrls lullOO.

Wondrous Item 4.100 gp
Property: The first time you're bloodied during an

encounter. you can make a basic attack as an immediate
reaction.

lJae/dash 101100

Escape Tattoo level 3

Brokell dlllills lllla skdl!fon hys ar.'llOllUlllr h1l1l8l'S for Ihis
rmlDo.

Wondrous Item 680 gp
Property: When a nonmlnlon enemy scores a criliCilI hil

against you and deals damage, you Cilrl telepon 3 squares
as a free action.

Reinforcement Tattoo level 9

KollaMs. l'ullbilS. IIml 01111'1' Ilulcld,reerlhl8 CI'{'IlIUIl'S III'{' sllO\\'''
in Ilris fnllOO.

Wondrous Item 4.100 gp
Property. When a nonmlnlon enemy scores a critical hit

against you and deals damage, you Cilrl tclepon each ally
you can see 10 a space within 3 squares of you as a free
action.

Resurgence Tattoo Level 27

ClI'lifUlI'S rlullll'lurrrfrom I1l'felll. such as Ihe phoenix, /11'{'
IWl'ulllr Imoyl'S for this 1111100.

Wondrous Item 1,625.000 gp
Property: When a nonrninion enemy scores a crltlCilI hit

against you and deills dilmage. you regain the use of an
encounter attack power that you have already used during
this encounter.

Strlkeback Tattoo Level 9

A \'iper Is rommonly 1mI'I of Ilrls hltlOO.

Wondrous Item 4.200 gp
Property: When a nonminion enemy scores a crltiCill hit

against you and deals damage. you gain a +2 bonus
to attilck rolls against Ihat enemy until the end of the
encounter.

Tattoo of Arcane Blood Levcl4'

Ilods, orbs. rIll! 'j"!' of IOUlI. /IIul oIlier lrllllot'S symbolic of nll/yic
/11'1' IIsedfor IIlis 1/llfflO.

lvl4 840 gp lvl14 525.000 gp
Lvl14 21,000gp

Wondrous Item
Property: The first time you're bloodied during an

encounter. you deal 3 rorce damage to the enemy that
bloodied you.
level 14: 6 force damage.
LINe' 24: 14 force damage.

"Tattoo of the Escape Artist level 8

Ilrol-I'll IUlIlIfcuJfs amllol'll slrni!i(/ch'lS Illl' IIO/lulurfor "lis
1111100.

Wondrous Item 3.400 gp
Property: When a nonmlnlon enemy scores a critical

hil against you and deals damage. you gain the i1bility
to telepon 1 square as a minor action until the end of
the encounter.

CIIJ\l'l'I\l\ I I MU8i" JIOl"'S
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Tattoo of the Wolverine Levt'17+

l"his IllflOO is IIII"Ilrillh~1 11 woll,,"I1/'.•narlln,., IlnJ 'lloodr

Lvl7 2,600 gp Lvl27 1.625,000 gp
Lvl17 65,000 gp

Wondrous Item
Prope.rty. The first time you're bloodied during all

encounter, you gain a +1 bonus 10 your next attack roll and
a +2 bonus to)"OOr nexI damage roll before Ihe end of lhe
encounter.
Ln.!117: +4 bonus to your 1161 damage roll.
l.e¥e127:+6 bonus to your nexI damage roll.

Tattoo of Vengeance level 5+

ll1is hllloo dlOl\'s wlc!ll'/lloollhIH bl.l.ll'S /mel oolls OfliHltlnins,
ll'J'n'S/'Il/1118 lh/' coml'upJ'llIlCl' ),ou will exlr.tCl.

Lvi 5 lOOO gp LvI 25 625,000 gp
Lvi 15 15,000 gp

Wondrous hem
Property. When a nonrnlnion enemy scores a critical hit

againsl you and deals damage, you gain a +3 bonus 10

damage rolls against lhal enemy until the end of Ihe
encounter.
level 15: +6 bonus to damage rolls.
level 25: +9 bonus 10 damage rolls.

TATTOOS OF BOND
Bonding tatloos bring a ligln·knit group evclt closer.
111cy'rc a way ofdeclaring pcrmanelll allegiance
above all else: and arc worn in \'isible localiolts, such
as Ihe neck. face. or hands. Talloos ofbond borrow
mechanics and appearances from OIher sorb of1a 1­

100S. bulmore than one characler must ha\'c Ihe
sallie lallOO for any mark to work. Each characters
latloo bears Ihe same image or follows a clear 5)'111'
bolie Ihe1l1e.

Quick·Step Tattoo Level 7

rlll,'j'lllll', plll1lJu'F't, alul olherjim prCIIIlIOI'S Sl'n'l' \l'dlfor IllesI'
hJllOO5.

Wondrous Ilem 2,600 gp
Property. When you spend an action I'Olnl 10

talce an elltr.l action, each ally you can see
who also has a quick-step 101100 can shift 1
square as a free action.

Tattoo of Bonded Defense level 6
Olf~ hmt slIllldill8 beJOfl' a ",ounJtd (lIly Is J'f'TJ«TJur "1I~st

hJllotlS.

Wondrous Item 1.800 gp
Property. The firsl time you're bloodied during an

encounter. each ally you Gln see who also has a 101100

ofbondeddef~ Gln shlft 1 square closer 10 you as an
immediate reaction.

Tattoo of Bonded Escape level 6
l'l~ irnuHl'oIl1 sur~I' dwurfholdir18 Ucorridor ",hUt allies es­
CUp<' "~"ti ",.I1/or Ihesc WUDOS.

Wondrous Item 1.800 gp
Property: The first lime you're t*oodied dUring an

encounter, each ally you Gln see who also has a 101100 of
bonded escape can shift 1 square farther from you as an
Immediate reaction.

Tattoo of Shal"ed Consequence Lrvell0

"'II'5t' IllllOOS lISIUlI~y displl.l)· (I. " ..m 11.I111"8 II woundJor onol'll'r.

Wondrous Item 5,000 gp
Property: When a nonminion enemy scores a critical hit

againsl you and deals damage, one ally who also has a
101t00 ofshared consequence and Is In the attack's range can
choose to reduce Ihe damage you lillce from Ihat attack by
any amount and take thai arnOUIll of damage,

Tattoo of Shared Vengeance lcvell0

.'ill'cmJ5, IU'I'S, Iml"rtllcllls, or 0111('1' /1)015 oj Il'llr crossed in "mill'
I'I'hClOd Sol.",/, II'l'lIfor lIu'S/' lauoos.

Wondrous Item 5,000 gp
Propeny. When a noominion enemy scores a critical hil

againsl you and deals damage, each ally you Gln see who
also has a 101100 ofshared Vl'nseonce Gln make a bitsic
i1:lIack agalnsl thai enemy as ill free action.

CHAI'TEH I I M"H;t .''''''$



Tattoo ofthe Shared Heart Levcl14-'-

TIH~SC IIl1lrh rescmble soltlcdlin8 dCM, somet!ri"8 10fi8/1f ollfor.

Lvi 14 21.000gp lvt24525.000gp
Wondrous Item
Property: When you use your second wind. each ally you

can see who also has a lalloo oflhe shared heart regains 5
hit points.
Leve/14: 10 hit poinK

Teamstrike Tattoo Level 11

Tlll'sc 111l/COSfre/lul'nlly show woh'(!S lIClill8 115 a /lacio.

Wondrous Item 9.000 gp
Property: When you spend an action poinl to make an

attack. each ally you can see who also has a teolllstrike
tattoo gains a +2 bonus to artack rolls against the firsl
!lIrget of your attack until the end of your nexlturn.

TATTOOS OF HEART
Tattoos of heart dea Iwith heah h and healing surges.
They're gcncrally worn O\'cr thc hcar! or thc waist
chakra, all arca lhat most cllhurcs considcr thc scat
of the body·senergy.

Eager Hero's Tattoo Level 10+

Scenes sholl'irl8 aile n'arrlor a8ahlS[ lit/my or (I lone l'IClor;OU5
hero arc popul,lr for lllis laflCO.

LvI 10 5,000 gp Lvl30 3.125.000 gp
Lvi 20 125.000 gp

Wondrous Item
Property: When you take a short rest. you gain temporary

hit points equal to 5 + the number of healing surges you
have spcnl since your last extended rest.
Level 20: 10 + twice the number of healing surges you have

spent since your last extended rest.
level 30: 15 + three times the number of healing surges

you have spenl since your last extended rest.

Ironheart Tattoo level 8 ..

lrollhearf [Imoos represem in symbol or illlanc /row tile bearer
r/lll'[ br coll/lucred.

Lvi 8 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 10

the number of healing surges you have spenl since your
last extended rest.
level 18: 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 spent since your last extended rest.

Lon -Battle Tattoo Level 7
'/111s hI/too Is Ofll'lI {Icpilted liS a shield surroulllied by weapons_

Wondrous Item 2.600 gp
Property: When you hit with a daily 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 illlllJJC shows why dIe heroJlJJlllS Ort.
Lvi 8 3,400 gp lvl 28 2.125,000 gp
Lvi 18 85.000 gp

Wondrous Item
Property: When you spend a healing surge. you regain extra

hit points equal to the number of healing surges you have
spent since your last extended rest.
levellR T~ice the number of healing surges you have

spent since your last extended rest.
level 28: Three times the number of healing surges you

have spent since your last extended rest.

Tattoo of the Unlucky level 7
Brokl'n willS. ,/tree.leofdOlorrs. mirror shards, or (ill three do
lIicdyfor IIIIs 1111100.

Wondrous Item 2.600 gp
Property: When you miss with a dally auack 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
Taltoos ofspirit grant Tnimircst hcroism in momcnts
when a character strives for grcilt lICSS. adding effect
to action points. They are worn in many places and
have great variety.

CIIAI'TEI{ I I "'I'8;c Items



Ghostwalk Tattoo Level 26

Clay of Crealion Level 7..-

Greatwing Tattoo l£veI1S-<-

65.000gpLII127100gp
2.600gp

LII17
Lvf 17

Reagenl
Power (Consumable): Free Action. You expend this reo

agent when you use a summonIng power or up to 5th
level. The summoned creature gOlins 5 temporary hil
points. and the flrst lime it misses with i1n a"aclo:, you
rerall that attack roll but must use the second result.
lewl 17; Power or up to 15th level. 10 temporary hit

points-
LI'Vt'I 27: Power or up to 25th level, 15 lemporary hit

points.

Use II. :!lId it's gon~.That's the nature or.. conSllnt·
..ble Item. and for that reason some put orr using such
an Ilem because it could be useful inlhe futllre_ But
because there might be no tomorrow- sometimes
Iilerally-the bold adventurer knows that a dead hero
drinks no potions and quarrs the dr.lUght when he or
she h..s the chance.

Thb section is divided into lhree groups. First arc
potions, elixirs, <lnd OLher sundry one-shot Items.
Secolld urI' reagellts Lhat call be lIsed to improve "pt'·
cilk lypes of powers. Third arc immurement!>. which
ace powerful one·shot items that reshape lhe land·
scapI' when Il<;ed.

\'our SUllllllCJlll'J Crcli/UrtS art' fouyher wlll.'l'l JUlI use /his
mmmlil.

REAGENTS

I\n l!XJH'rienced tldventurer keeps an uIIIJrl'c!ietable assar!
menl ojnW8ic nearb)'. If he/,IS counter flrl' 1I111Jrl'dietlible
frouble tI,al "reak",bly beJalls /tim.

\ \\;111:1. (I fralhrr. or (III)' winged creO:Iurt>-dm80n5 or coualls
arc p"ru11lr - will dofor dlis lalfoo.

Lvi 18 85.000 gp LII128 2,125,000 gp
Wondrous Item
Property: When you spend an action point to I<lke an eJClra

aCllon. you also gain a fly speed equal to your speed umll
the end of your tum.
Lew/28: You gOlin a Oy speed equal 10 your speed + 6.

\rris15 po/Ill/his hlltoo usiny m8ul' or (lIIlorpllOus df!Si81lS and
Ulvidill8 color.

WondrotJs Ite.m 1.115.000 gp
Property: When you spend an action point 10 liJke an uua

action. untrlthe. e.nd of your tum you gain phasing aod
become insubstantial.

- --. -- - - . - -- - - -- - -- -

CONSUMABLES '

Breakchain Tattoo level 13~

Distraetin Tattoo Lewl6

'\11.' Sill"". urlY'lf illlUJJe in a hiahlJ visible piliCt is n!Oldenr.

Wondrous Item 1,800 gp
Property: When you spend an action point to 100ke an eJCtra

action, you end OIny mark affecling you.

lhi~ Ulfloo i~ a ~llIIdll')'l'. often in fhe wrler of fheforchead,
which bUnks \,,.hell usel/.
Wondrous Item 3,400 gp
ProJH!rty: Wherl you spend an action point to take a'l ell:tril

aetlon. one enemy within 10 squares or you Ihat you can
~ee lake~ a -2 penally to sailing throw~ (salle ends~

Curse Eye Tattoo Level 8

\01 all socil",irs lllldl'rs,and "lUI falrDOilVJ (I portion of llellum
Slnll 01110.\Vllr body Isn't an 1.'\;1 act.

Lvl3 680 gp LIII H 425.000 gp
Lvi 1J 17.000 gp

WOfidrous Item
Property: When you spend .m action polnt 10 take an utril

action. choose add. cold. fire. lightning. or Ihuoder. You
gain resisl 5 to the chosen damage type until the eod of
!he encounter.
L-Il J: Resist 1o.
um 23: Resist 15.

I\S )llU cull u/,oI1 irs /lOlwr,j1mlle5j1(ITC mId 'wisl mvuml rIle
heurl ur fhe CMllt., of this '111100.

LII14 840 gp LII124 525,000 gp
LIII14 21.000 gp

Wondrous Item
Property: When you spend an actk)n point to take an exua

action. you gain 5 temporary hit points.
~ 14: 10 temporary hit points.
levd 24: 15 temporary hit polnts.

Ont brv~('lI link iJ C'llouyll for Ihe ~:rll1oollsm. OUIIIII.IIIY IlSt' 0:

lull chuin.

Lvi 13 17,000 gp LvlB 425.000 gp
Wondrous Item
Property: Whc!n you spend an action polnllO lake itn extra

action. you Ignore immobil~ng. restfitlning. and slowing
effects on you untillhe end of your tum.
ltwl2J: You can also end one effect on you thaI is immo­

bilizing. restrilining. or sktwing you.

Demonskln Tattoo Lellel3-<-

Fireheart Tattoo LCllel4-

Fleet Hero Tattoo level 8+

This lIl... r!: ojltn I"'ffl die farm ofwinss lartaocJ on die alllMts.

Lvi 8 3,400 gp lll128 2,125.000 gp
llll18 85.000 gp

WondrotJs Item
Property: When you spend an action point to take an exira

action, you gain a +1 bonus to speed until the end or your
next turn.
leve' T8: +2 bonus 10 speed,
level 28: +J bonus to speed.

(JlAPII'1l 1 1,\ttlfjlcl'l'ms
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Sill'l'r sl/Iul

Flash Flower le\lell1 -

'I1lisflo\t'~T, which Is SOUll.'lillll.'sIound nellr liallfJlina-slnlcll
aTOund, {on'lIl!lS dl'ClrICIIlllluair.

L\llll 350 gp l\lt 21 9,000 gp
Reagent
Power (Consum~ble): Free Action. You expend this reo

agent when you hlf with a lightntng power of up to 7th
le\lel. You choose one larget hit by the attack. It's also
blinded until the end of your next tum. This reagent has
no effect If the power alreildy blinds the target.
l.e\Iel21: Power of up to 17th le\lel.

Rust Bark Level 11 ...

H'hl'l'IOTIlUnd into IIJlnt. Just 'his rrJJish 1m.' bar'" expands
the Ilrra ofJour pa!''l'rS.

L\llll 350 gp Lvi 21 9,000 gp
Reagent
Power (Consum~ble):Free Action. You expend this re­

agent when you use an area burst power of up to 5th
Iellel thai has a damage keyword. The size of the burst
increases by 1.
1.t.Yd 21: Power of up to 151h level.

Silver Sand le.....IS..

rour hraliuH f'O'\'l.'T'S bttOIlll' mort" ~l'cti\T aflCTJlKl coul Jour
/wuds willt IIIIsJln.. sund.

L\lIS 125 gp L\l128 85,000 gp
L\l1 IS 3.400 gp

Reagent
Power (Consumable + Healing): Free Adion. You eJ(pt'nd

this reagent when you use a healing power of up to 6th
lelieL The I ..rget of the power regains 5 additional hit
polllls.
leve/l8; Power of up to 161h le\let 10 additional hit

points.
la.1!/ 28; Power of up to 26th le\lel, 15 additional hit

points.

(:IlAI'Tt-K I "'alJic ItIFms

Vortex Stone te\lel 8-

This s'lmcfTOIIl "l(' Sluu!U\\jcll imbuesJOIH cor~uroliouswilli II

mll81w1fleM lilli' 5(11'5Jvurfoes's1rrnHIh.

lvl8 125 gp lv128 85.000 gp
lvl 18 3,400 gp

Reagent
Power (Consumable): Free Action. You expend this reo

agent when you use a conjuration power of up to 6th
Ie\lel. While the conjuration is In effect. enemies ildjacent
to It take a -2 penalty to attack roIl~

l.e\Iel18: Power of up to 16th lellel.
l.e\Iel28: Power of up to 26th leveL

IMMUREMENTS
An imnmremelll is a rare form ofmagical prison that
conlains a place that has been scaled away from Ihe
rest oftile work!. Thc cnchantments placed on immure·
nleliisarc fragile; wllell all immurenlenfs power is
c.xpended in a blast, it releases the tcrrain and effects
conlained within it infO tile blast area for a short tinle.

Each imlllurcment description pro\'idcs the fea·
tures of tile terrain and cm."Cts cOlllaincd within it.
Hefcr to the illustration ofcach immuremcnt for
placemcnt ofspccifk tcrrain.

OMs should be careful with allOWing immurc­
mc'lts into a gamc. becausc thcy can rendcr lovingly
crafted set pieces less memorable. For a group using
onc, it's useful to havc the new terrain prcparcd
in ;'Idvance and rcady for usc. whcther ii's primcd
out. dmwn on 1I hallie IIll1t. or Illid out in D&Dnt
DlIIl8eoll Tiles.

IMMUREMENT OF
BALEFUL GOSSAMER

Skasshaa was a demonweb terror 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·
lng, 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 batlle was short. He
fashioned the dear sphere of one of her many eyes into an
Immurement that contained her domain, sealing away the
hean of the region's evil so that the land could recover.

Skasshaa Returns: less one eye and a century's worth
of pride, Skasshaa hunts again for what was taken from
her body and from her domain. She seeks those who have
an immurement ofbaleful gossamer and Is tearing through
mortal civilization In her search.

Protect the Immurement: The monal who created
the immurement concealed it within a temple In an altar
to Sehanlne. 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 3
black dragon that rules over them.
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Immurement of Seething Scoria level 26
1111$ dlUll'" of(<lflh frl'ls as liB"1 05 IIfelllller.

Other Consumable 11,000 gp
Power (Dally): Move Action. You can move 4 squares vertl·

cally and then 1 square horizontally. AI the stan of your
next tum, you float safely to the ground. This power is
lost when you use the Immurement's consllnlable power.

Power (Consumable): Standard Action. You destroy this
immurement and ch.mge (he terrain In il close blast 8
uOIJlthe end of the encounter. RepliKC the terrain in the
blilst with the following terrain and effects.
• The marked areas tear themselves free of the ground

(and any moorin~ they're attached to) and rise 10

flOiIl4 squares above the ground. A creature on one of
these floallng sedions has cover against creatures on
the ground.

+ There are shallow pits where the ground pulls away.
Treat these areas as difficult terrain.

+ Allhe Start of your tum, shift eolCh Roaling object
1 square In any direction. Creatures on the objecl
move with II.

+ The other leffilln In the area doesn't change
Special: Using this llem counts as a use of a magic Item

dally power.

Immurement of Baleful Gossamer lev!!128

i\ lrI'e surTl)llIu/e/1 by cobwebs is visible wlllnl1 /Ills sofl. de/lr
splll'll.'.
Other Consumable 85,000 gp
Power (Consumable); 5tandard Action. You expend this

immurement and change. the teffilin in a close blast 8
until the end of the encounter. ReplolCe the terrain in the
blasl with the following terrain and effKts.
+ Squares filled with webs are difficult terrain.
+ The tree in the center of the area Is dlffkuh leffilin

lhat costs 2 exira squares to enter and provides covet'.
+ When a creature sorts its lum In a web square. you

make an attadc against that creature +27 vs. Reflex;
on a hll, the targells Immobllil:ed unlil the nan of
its next IUm. On a miss. the target is slowed until the
stan of Its next tum.

Specl;tl: Using this item counts as a use of a magic item
dally power.

"Oil .rlllISJ111111111 5('(lion ofa sreallom Inlte hua "Ie banlifleld
by slrallerlr18 lhls hunk ofobsldiol!.

Other Consumable 45.000 gp
Power (Consumable); Standard Action. You expend this

Immurement and change the terrain in a close blasl 4
until the end of the encounter. Replace the lerraln in the
blast with Ihe following teffilin and effects.
+ Squares of lava are difficult lerrain.
+ 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 3d8 fire damage. and ongoing
10 fire damage (save ends).

Speci;tl: Using this item cOUnlS;tS a use of a magic item
d;tlly power.

Inlllluremen' ofsu,hi"S uorla

RPGA PLAY AOV1CE
When partlclpatfng 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 ls on the player to have a usable map, either
drawn clearly to scale or constructed rrom Dungeon nles,
to place on the table when he or she Invokes the power

of the ImmuremenL Otherwise. play slows as a new map
must be constructed and the game threatens to exceed
ilS allotted time. Players can flnd printable maps for the
items described in this section on the D&DTM Insider web
site at www.dndinsider.com.

CllAI'l'Elt l I MaHlc ',eltls



Imlflurem..n' of ,he obondonl!'d Ihronl!'

Immurement of level 24
the Abandoned Throne

This mum'J 11IlJnu ~rpl"," hLU hlld ,hI!' siBil oJdtto kinBJorn i,
onu I'l"J'rrsnl,rJ SCnll(heJ oJflf5 surface.

Other Consumable 21,000 gp
Power (Consumabl('): Standard Action. You expend mls

immurement and change the tenain in ad~ bIa5t 4
until the end of the encounter. Replace the tenaln In me
blast with the following tenaln and effects..
• The dais is 1 square higher than the ground Entering the

dais rrom the ground costs 1 extra square of JTlOYemenL

• Any creature that stam Its tum wimin 2 squares of the
throne is dazed until the end of Its tum.

Special: Using this Item counts as a use of a magic i'em
daily power.

hllUlurClluml oJllll! blOOfI ~inl'

Immurement of the Blood Vine level 24
WIlt.Ofllitis I>mnehJrOlIl 1111' "ally fnoe fJulllllwa)'s bears IIew

8roWf" 15511I11'11(',1, il spawns wlllll was Ollce 111I' heart ojafares!.

Other Consumable 21,000 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 tenain in the
bbst with the following tenaln and effects..
• Small tree squares provide cover to creatures in them.

The large tree square Is a solid obst..de.
• At the Still't of your tum, you can have vines on the tree

wrap up a Creilture. Make an attack against one enemy
within 2 squares of the tree: +27 vs.. RefleJc on a hit, the
target is pulled adjacent to the tree. and is restr.ained
and takes ongoing 10 damage (save ends both~

Spedill: Using this item counts as a use of a magk item
daily power.

Immurement of the Dragon Boneyard level2S

~\ lIlillillfUI1' Iltmry'lml, (01ll/11l'1.. ",ifIt a rnassh'e IIMBon skull in
du' emlrr, is \'ISible wi/hill this ayswl sl'/lel'!!.

Other Consumable 2S.000 gp
Power (Consumable): Standard Action. You expend this

immurement and change the temlln in a close blast 4
until the end of the encounter. Replace the tenain in the
blast with the rollowing tenain and effects..
• The area has natural illumination providing dim light.
• The squares Oned with bones on the ground Iew:I are

difficult terraIn.
• The dragon skull platform is 2 squares higher than the

ground (Athletics DC 26 to climb).
• At the start of your tum. make an atude against each

enemy on a bone square: +30 YS.. AC:, on a hit, the tar·
get takes 2dl 0 + S damage. and you slide the target 1
square (as bones shift and l'TIOYe It~

Special: Using this Item counts as a use of a magic item
dally power.

Immurem.... ' of'he d,a8on oon~ard

lMMUREMENT OF THE
DRAGON BONEYARD

Amocl the loyal returned to his home of Greatfulls one late
sprtng to discover thai 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, Arnod succumbed to ven­
geance, At great risk. he sought out the remains of the
dragon's ancestors and bound their bones, piece by piece,
within a small crystal sphere. His task complete. he made
his desecration known to the dragon and then ooncCilled
the Immurement.

Acquire Musty Maps: Rumors say that Amod the loyal
changed the sphere into a pile of maps, each depicting
a panlon of the realm contilined 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 of the drolJOll boneyard.

Continued Vengeance: The dragon that Amod sought
vengeance against has recovered the sphere containing her
ancestors and Is pondering the best way to safely retrieve
the remains. Amod's descendants are looking for a band
of heroes to retrieve the sphere and dare her dispkasure.

( 1l1\I'TFK
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Immure'''Cn' ojdll' nl/lraanf hidcll"""y

Immurement of level 28
the Mordant Hideaway

This Inwil ofSlOlle COlllll;lI.\: II nm1rll illlcrfor dolted wldl SlIluli
I'ools ofbubbliu8 add dUll occuslolllllly Hl)'5cr.

Other Consumable 85,000 gp
Power (Consumable): Slandard Action. You expend this

Immurement and change Ihe terrain in a dose blast 4
umilihe end oflne encounter. Replace the terrain in the
biasl with the following terrain ilnd effects.
• The upper shelf Is 2 squares higher than the lower sec­

lion of ground (Athletics DC 28 to climb) ~

+ The pools of add are dlmeul, temlln, and any creature
moving Into a pool or starting Its tum In one takes ]d6
add damage.

+ AI the ~ilrt of your lurn, roll a d6 for each add pool.
On a 6. make an anack: Close bursl 1: +32 vs. Reflex;
on a hit. the target lakes 3d8 + 5 acid damage. and
a -4 penalty 10 AC and ongoing 1 0 acid damage
(save ends both).

Speclal: Using this ilem counlS as a use of a magic Item
daily power.

I"""u~c"u""t of the "e,,»eful rh'cr

Immll~e",cl1tof the strilJelll staruary

Immurement of the Strident Statuary level 28

i\jlllely appoilllrd hall sllimmrrs illlo exlslellCf'. surrourrdhlll
wmbUlf:mts widl SClltiCIIf ~tlllucs IIIl1I curry vicious swords.

Other Consumable 85.000 gp
Power (Consumable~Standard AClion. You expend Ihis

immurement and change the terrain in a close blasl 8
untlllhe end of the encounter. Replace the lenain in Ihe
biaSI with Ihe follOWing lerr'3ln and effec15.
+ The platform Is 1 square higher than the ground.

Entering a platform square from the ground costs 1
extra square of movemenlo

+ Healing effects used on you or your allies within the
blasl heal an addltional4d6 hit points.

+ Your enemies' movemenl provokes opportunity
attacks from the statues. Make an attack: +3S vs. AC;
on a hit, Ihe target takes 2d8 + 8 damage. and If the
larget is moving, It ends lIS movement.

Special: Using this Ilem counlS as a use of a magic item
daily power.

Immurement of the Vengeful River level 26

\V/U'll )UU use this lrmnun·rm'lll. It SIIllWIIS /1 roIlrlllll rh'cr dUll
Itlllleflrsjrom IItt un/mOll'lI SIIurr.e and rlltlS offill/Ill direc/lolls.

Other Consumable 45,000 gp
Power (Consumab'e~Standard Action. You expend this

immuremelll and change the terrain in a close blast 4
umil the end of the encounter. Replace the terrain in Ihe
blast with the follOWing terrain and effeclS.
+The water squares are 2 squares deep. A DC 20

Athletks check Is required to swim in Ihis water.
+ Allhe start of your tum. sllde each crealure In Ihe

waler 1 square towardlhe south end of the area. Then
slide each creature adjacenl 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 nonnalter­
rain and provides cover against creatures In the water.

+ The waler disperses normally after the encounter.
Special: Using this item counlS as a use of a magic item

daily power.

IMMUREMENT OF THE MORDANT HIDEAWAY
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 Aboslal immortal. Though

the dragon raged, the Immurement was never recovered.

Theft of Alaoslal's Power. A famed dragon stayer and

her followers seek an immurement of the mordant hide­

away, believing they can use it in a ritual to steal Akzoslal's

might. The dragon who currently holds the immurement

approaches the heroes. He asks the group to keep the

immurement from falling into the dragonslayer's hands.

CI-IAI'TEH I I Masie lie",,.



SoME MAGIC items were made to work
together. \Vhcll 3111hc items belonging to a set
are col1('(lcd 311d wielded in unison. their power
becomes greater than the sum ofthcir pans.
Depending on how milch ofa magic item SCi has
been assembled. its collecli,'c items can grant
additional qualities. dilTcrcnl propenies. and new
powers to their wielders.

A magic item scI contains fouf or more items Ihm
a c!lar.lclcr or a p.,rty can collect. Each sct has at least
011(' sclocncfi, that is revealed when 11 minimum
Ilumber of the sefs items 3fC lIscd together. Some SCi
items also hal'e individual properties or effects that
depend ollche number ofother scI items being lIsed.

\Vhcll a !oCt bellefi, grants 11 daily power. using thai
power docsn't counl toward the limit of magic item
daily powers a c1wr:lCler call use in a day.

To (illalify for an ilcm set's benefits. a character
lllust be wielding or wearing one or more items from
the set. A stowed itelll (for example, a magic cloak
sturred ill a pack) doesn't cOllnt toward;] set's benefits
(though a slleathed weapon is considered to be worn).
\OVolldrous items arc an c..'1ception and need ollly
be carried in order lor II chllracter to gaillllll item
set's bendits.

Each magic ilelll in a set Cllil stand alone, No ilem
Ileeds to be used Wllh anolherofitssetlO function,

This ch;lpter provides Item sets in four vllriclies.

+ Heroic Tier Item Sets: A character just starling
his or her adventuring career can benefll fromlhe
..ddiIi011..1power granted by these item sels.

+ Par..gon Tier Item Sets: As a character becomes
iln elite repre'lclllmi\'e ofa chosen path. one of
these itelll sets can add 10 his or her reputation.

+ Epic Tier Item Sets: The mighticsl heroes
dcscn'e the l1Iost fantastic P.'llOply onterns.

+ Group Item Sets: These itcm sets arc meant
to be u!>Cd by an Clllire p.uty at various Ic\'cls
of play.

CIIAPTER 2
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Pieces Benefit

ALEHEART COMPANIONS' GEAR BENEFITS

ALEHEART COMPANIONS' GEAR ITEMS

,,

Armor

We..pon

Arms

Waist

65,000gp
32S,ooOgp

1.615,000 gp

52.
1,000
3400
4,200

lvl17 +4
Lvl22 +5
Lvl27 +6

Lvi 2 +1 520gp
Lvi 7 +2 2.600 gp
Lvl12 +3 13,000 gp
Armor: Chain. scale, plale
Enhancement: AC
Power(Oaily + Heallng~ Minor Action. You use your

second wind and regain an additional 1d6 hit points per
plus.

Speclal: If )'OO're a dwarf,)'OO can use this armor's power as
a free action on)'OOr tum.

Armor of Dwarven Vigor Level}·

'11115 Ilrlllor, whirll 1Il'fI""rs 10 Ix- rnif/t'd ofchiseled SIOIlC. ymlllS

)1)11 flu' CIllluro/llet of II dwarfwarrior.

Lvi Name Price {gpl hem Slot

2+ Armor of dw..rven vigor

5+ Rousing h..mmer

8 H..mmer shield

9 Cle.. r-blood b.. tdric

2 You gain it +2 Item bonus to Oungeoneering

chfiks and Endurance checks.

4 You gain resist polson equal to 10 + your

Conslltution modifier.

AUHEART COMPANIONS'
GEAR

These item ..cIS arc suitable for pes at the beginning
of their ad"cllIllring careers.

The Alchcarl Companions' Gear is a set ofitems
first crafted for a legendary Undcniark adventuring
group. The items In the sct were designed by dwarvcs
for the benefit oftheir nondwarf allies. so that those
allies might be gifted wllh the Innate qualities ofthe
dW3rf race.

LORE
Hislory DC 7: The Alchcart Companions were

members ofan ad\'cl1turing party thilt owed lIS start
10 three time-honored dWiln'cn traditions: drinking.
complaining. and taking a dare. A group ofdwarf
miners fed up with working for the profit ofolhers
grumbled once 100 oneil to their human. elf. and
dmgonborn drinking cOIllIJanions. The nondwarvcs
challenged their friends to strike out and set up their
own mine rather than endlessly complaining. The
dW:lrves agreed to the challenge. provided that their
friends joined them in lllcir cfTorls.

History DC 12: Calling themselves the Aleheart
Companions, the friends sct on'on a mission ofexplo­
ralion into the Underdark. Ho\\'ever, rather than the
mother lode Ihey hoped 10 nnd, they ran into Lohh·
bound goblins and bugbear raiders slriking out from
an area ofde:ldly caverns known as the Ilowling
Warrens, Using their dllngeoneering knowledge to
good efTect, lhe dW<lrves lllUnaged to defeilltheir foes
through cunning ami ambush.

Whell lhe batlle WilS done. the comp:lnions real­
Ized thm lootlllg tllelr enemies )'ielded morc profit
th:mthclr honest labor el'cr had. Thus did this mixed
bag of miners and d rin kers lake their first steps
toward becoming Icgend:lry ad\'enlurers.

History DC 17: With the profits oflheir Ilew
trade. the dwan'es oflhe companions commissioned
magic ilems to help their nondwarfallies survive the
Undcrdark. Though the Aleheart Companions ha\'e
Jlasscd Into hisIOr)', adventuring p..1rtles specializing
in the explor,llioll of ancient ruins :lnd the under­
ground co\'etthe items thm bear the Companions'
name.

Collecting all the Aleheart Companions' Gear
enhances a dwarfs innate raciaJ abilities. or grants
dwarnike abilities to other races_ Some stories sug­
gest that a bearer of these items becomes more like a
dwarfin manner and appearance. but these are most
likely idle rumors.

- -- - -- --.- - --.-.-- _.--.- - -

HER01C T1ER HEM SETS ~
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C1ear·Blood Baldric Level 9

'nlr prolrclh't' r'O'I''IT oflhi5 &toll 8llararllt't'S llealfOft wlw l!idt'
behiud Ihr (~'anlicf' ojpoisou ~'ill Il'Yrt'I il.

Item Slot: Waist 4.200 gp
Propeny: Nondwarf al1les within 3 squares of)'OU gain a +5

item bonus to saving throws against poison effects.

Hammer Shield h·~18

Th· hatlllntT s!SiI t'rnbla.:out'J 011 Ihi5 Slt'd shldJ .srR."l18rJlL'lI5
Ihl' artlllh..1lI-idJs: a hatllml.'l'" in bu,ll...

Item Slot: Arms 3.400 gp
Shield: Any
Property: When )'OU hit an enemy with an attack power

using a hatllmer while wielding thIs shle!ld, you gaIn a +1
bonus 10 all ddenses until the! stan of your next lurn.

Over time. the human kingdoms were con.'>oli·
dated and their armies placed umler the leadership

'"ora single general girted with Ihe arms and armor of :?:
the rour who had come before him. Ilowe\'cr, wars of
Sirife and succession eventually shattered the king­
dom once more. and the Arms of\Var were .sc<lttered
across new lands.

1·lislory DC 17: Despile Iheir rank. Korra. Teron.
Juhana. and AI.mdu made it their mission to fight
<llongsidc Ihe troops who sen'ed Them. even when
doing 'iO put their own lives in danger. Collecting all
the Arms urWar enhances the wielder's abilily 10
lake advantage oropponellls' vulnerabilities aud 10
protecfOlllie...

Rousing Hammer Le!veI5"

ARMS OF WAR

l1h' !l'm"l you Jealoul willi llris Il"'lIn'ell Illllllrncr IUSlills I·jovr
hi )1U1r ullirs.

Head

Hands
A~,

Weapon

Pieces Benefh

5+ Weapon of great 1,000

opportunity
6 Helm of exemplary defense 1,800

7 Dual·lhreat aun1leu 2,600

8 Pincer shield 3,400

ARMS OF WAR BENEFITS

\\'IWtl.l'P1l lIIlil all lllJ.rflylll foncdlCr, IIICIX7"~'( Vflhf.'S(!Y/llIII/­
lel5ltriyJlll"I1S both.lUllr altack

Item Slot.: Hands 2.600 gp
Power (Dally): MInor Action. Until the end of the

encounter, while )'OU'fe Ranking an enemy.)'OU and the
ally Ranking with you gain an <tddittonal +1 bonus to
attack rolls against that enemy.

Duaj.Threat Gauntlets Levell

Wlren .Hlur CIIVII) llrops irs yUl.lrd.)VU lash OUf at )VlfrJot!.
Jislradill8 itfllrdlet' 10 ullow tl llear~ Itlly fOJ,.,.,.lyfin! III'0n i/.

Daily
Free Action Close burSI 5
Trigger. You makt: an opportunity allack
Target: One ally In burst
Effect: The larget makes a ranged basic attack against the

target of your opportunity attack as a free aClion.

'1111' pow..r oflhi5lldm8runlS)UU ond )1Jur ami'S art aJmnlilW
ayahtilfoes wIlD lea\~ dl£UISI"II~ Opell.

Item 510t: Head 1.800 gp
Property: You and each ally wilhin ] squares of you deal 2
~tra damage when)'OU hit with opportunity attacks.

CHA""j hll 2 I'lellt SelS

ARMS OF WAR ITEMS

Ally's Opportunity Item Set Power

2 For each two items you have from this sel, you

gain a +1 bonus 10 opportun!!y ..!tack rolls.

4 You gain the ally's opportunity power. described

below.

Helm of Exemplary Defense 1.ew16

LvI Name Price IgpJ Item Siol

125,000 gp
625.000gp

3,125.000 gp

Lvi 20 +4
Lvl25 +5
Lvi 30 +6

Lvi 5 +1 1.000 gp
Lvll0 +2 5.000gp
Lvl15 +] 25.oo0gp
Weapon: Hammer
Enhancement: Anack rolls and damage rolls
Critical: +1 d6 damage per plus
Propeny: When)'OU hit an enemy with this weapon, each

ally)'OU can see can StiJnd up as a free ac:t5on.

The Arms onVar were once wielded by rour gener­
als who led their human kingdoms III battle against
a great hobgoblin empire. Each general was known
as the master ora different aSIJCCI of martial strategy,
and the warrior who owns allthcir treasures gains a
measure ofthcir skill.

LORE
I-I islory DC 7: In ages past, allied 11IlillUn kil1gdolllS

loug!1t a hobgoulin empire in a great w:lr thm crealL't1
legendary heroes on both sides. The Oerce c1l1lllords
orthe hobgoblin armies were opposed U)' four human
generals, each ofwhom exemplified 1I different area of
combat prowess. Korm was an expert in counlcmtlacks.
')crons forces were unt.:quallcd in fhe defenSive t<K:tics
oftllC shield wall. Juhana's troops were legendary fOf"
theirskill at nanking and positioning. f',1andu was the
undisputed master ofmartial weapon tmining.

'1110ugh they came from differcntlands Ihat had
fought each other in the past. all four leaders worked
together to Jlr~nt a unified response to the hobgob­
lin forces.

1-lisl0ry DC 12: Through the combinL'(1 efforts
ofth(' four generals. the human armies defeated the
hobgoblins, though al great loss. 'l'Cron and Juhana fell
\\hile holding offthe hobgoblin lines Single-handedly,
granting the forces they led time to regroup behind
them" Korm and l\landu survived 10 be honored by
their kingdoms and the soldiers who served lhem.



Weapon of Greal Opportunity Levt'f ').

BLADE DANCER'S REGALIA

'nlis shirld rXII'llds ils llrolce/icmfrom )UU 10Juurj1onRill8 ally

Item Slot: Arms ],400 gp
Shield: Heavy
Property: While you're. flanking an enemy with an ally. that

ally gains a +1 shield bonus to A( and Reflex.

Lvi Name Pri(e (gpl Item 5101

though it's now pracllccd by humans. tieOings. and
dragonborn in c(IUal mcasure.

History or Religion DC 15: According fO legend.
the blade dance was im'cnled as thc result ofa wager
betwecn Kord and Eralhis. Erathis created the fight­
ing style to demonstratc to Kord Ihatnot all combat
need be crude and brutal. Stories tell ofa warrior­
priest of Erathis who tra\'c1ed among many ofthe
culrures and races that claim 10 have originated the
bladc dance. Ie's thoughtlhat this priest was the first
to tcach the lel,ocndary stylc.

BLADE DANCER'S REGALIA BENEFITS

BLADE DANCER'S REGALIA ITEMS

2 B~cen enfOKed ~rel 520 Arms

3+ Barning cape 680~_~N~~~.=
3+ Rh thm~ 680·' W~n

4+ Harmony blade 840 Weapon
S GI0V6 of re<oW __..l1J!!l!L_ H.....

125,000 gp
62S,OOOgp

].125.000gp

lvi 20 +4
lvl25 +5
Lvl]O +6

lou laRe lldl'anla8' ofaJot s \'lllnl'filbfljJy fO dl.'ll\'U II d~U51111
i"8 slrike ~ilh Ihis ~""pon.

Lvi 5 +1 1.000 gp
Lvll0 +2 5,Ooogp
Lvl15 +] 25,OOOgp
We.apon: Any me.ke
Enh,mceme.nt: Attack rolls and damage roll5
Cntlal: +1dB damage per plus
Power (Encounter): Free ACtion. Trisger. You hit with an

opportunity atlaCk. Elfect: Deal 1d8 extra damage per
plus of the weapon.

The origin ofthe 1n}'sleriolis comoot an known as
the blade dance Is holly contested among those who
stud}' and perform it. This manner offighling is
known for ils grace and control. and practitioners of
the blade dance can be found among aU races and
cultures. Each group of blade dancers can be easily
distinguished by the dctails ofthcir uni(lue style.
Ilowevcr, thc undcrlylng similarities of the form
remain app;lrcnt.

LORE
History DC 5: The blade dance is an ancicnl

combm art whose origill!> arc shrouded in myslcry.
Practiced by u wide variety ol'cultllrcs and races. this
dlstincllve Iwo·weapon style incorporales nowing
dancclike llloves illlo its .nlacks ;md dcfenses. Most
blade ,1;11lccrs cOllsldcr their own style to be original
and dcnnlll\'e, nmrking "II others as mere imitators.
Blade danccrs ;lrC quick 10 nght "mong Ihcmselvcs 10
eSlablish Iheir supcrlorlly. I lowc\'cr, regardless of their
choscn school. blade dancers all covct a set ofspecial·
iZL'(1 regalia whosc origins arc as old as the form.

Hislory DC 10: Among dwarves. the blade dance
is callcd Moradin's Drums. It favors steady rhythms
and heavy weapons stich as hammcrs and axes.
Among the c1adrln and other beings ofthe Feywild,
the fighting style is known as Corellon's "Var Chant
and is practiced wit h longswords. The e!\'es have
adaptcd it to Iighler blades. and it's said thaI the drow
havc thcir own vcrsion of the blade dance incorporat·
ing the cruel weapons of that race.

Other schools ha\'e a widcr following. The Drunk­
ard's Waltz fcatures knife fighting and is favored b}'
humans and halnings. '111e Jester's Prance school
uses mismatchcd weal)()ns and was said to ha\·e been
created in Ihe training halls of the tieOing empire.

Pieces Benefit
1 You gain a bonus (0 A( against opportunity

attacks equal to the number of items you have

from this set.
5 You can use your Hunter's Quarry dan feature

as a free action Instead of a minor action.

Bafflin Cape Level]·
'!lli5 rlpplinH wJIl' ollo",s J1lu ID 5lip fHI51 on onllcH,tBJOf'·

LvI] +1 680 gp Lvl18 +4 85,000 gp
LvI 8 +2 3,400 gp Lvi 23 +5 425.000 gp
Lvl13 +] 17.000 gp Lv128 +6 2.125.000 gp
Item Slot: Neck
Enhancement: Fortitude, Reflex, and Will
Power (Dally + Teleportatlon): ImmedIate Reaction.

Trl88er: An enemy adjacent to you mIsses you with a
melee allack. Elfe(l: 5wap pOSitions with the triggering
enemy.

Bracers of Enforced Regret Levell

\VIH'TI llll I'nl'lIl.' 11n'S5e5 JUIl, Ihe power oJlIu!SC 5/mple 51eel
bmurs 11'15JUll lurn IIII.' IIIbit'S.

Item 510t: Anns 520 gp
Property: While you're marked, you gain a +2 bonus to

attack rolls and damage roIl5 against the enemy that
marked you.

Gloves of Recovery Ll'vd S
\\"hen "lUUJumb'.. In combal, fhl.'Sl.' glOl'eJ allOl<· JUU 10 n'(0I'U
lInJ stri~1' l1Jjaln.

Item Slot: Hands 1.000 gp
Power (Dai1y~ Free. Action. Trl8lJl!r. You miss an enemy

with a melee altack power. Effect: Make a melee basic
attack against thai enemy.

CIlAI'TER 2 I HUll Sus



Harmony Blade Level 4-

Rhythm Blade Lrvel ] ...

GADGETEER'S GARB

>­
1.0

C
0:

Armor
Hands
Neck
Head

325.oo0gp
1.625.oo0gp

1~000

1.800
2600
3,400

'llie Irundrr,1s ofmaniculIJ IriJd1'1I pod:elS on ,his clo.lk allC\l.'
)t1U '0 kl.'l'p a wrll'f11 of items clOSt' 'II h,md.

Lvi 7 +2 2,600 gp Lvl22 +5
Lvl12 +3 13.000 gp Lvi 27 +6
Lvl17 +4 65.000 gp
Item Slot: Neck
Enhancement: Fortitude. Rcnelt. and Will
Propeny: The pockets of this cloak Gin hold up to 1,000

pounds in weight or 100 cubic feet in volume. but lhe
cloak alwOlYs weighs only 1 pound. Each Ilem Stored within
one of the cloak's pockets can weigh no more Ihan 10
pounds.

Ornwing.m Ilem from a deep-pocker dook is a minor
aClion.
l.eve122 or 27: The cloak call hold 2.000 pounds in weight

or 200 cubic feet I" volume.
Power (At-Will): Free Action, l/round. You dr.lw an item

from the cloak or store an Item within it.

Gadgeteer's Goggles Level 8

111t' rrslduulIl suspcndcd III rile51' 11·1ISl.'S ht'll'syou we Illmu8'r
rllc COlllpll'.rilics of rlu! .JcudliesllnlllS.

Item Slot: Head 3,400 gil
Property: You gain a +4 item bonus to Perception checks

and Thievery che<:ks 10 delect and disable tr.lps.
Power (Encounter): Minor Action. You make a ThIevery

check 10 disable a trap.

Deep-Pocket Cloak Lrve17'"

\\'hmJPU lISt' an alchemicalllt'rn. rhl'SC'81m~ ch0'lft''' lIidl
l1tIl8ical Jten\'t'f.

Item Slot: Hands 1.800 gp
Property: You gain a +2 Ilem bonus to alladr. ~Is with

akhe.mlcilliitems.

Alchemy Gloves level 6

Pieces Benefit

Lvi Name Price (gp) Item Slot
5+ Shockweave armor
6 Alchemy gloves
7+ Deep-pocket cloak

8 Gadgeteer's goggles

2 When you or im ally within S squares of you

spends a healing surge, you or that ally regains
additional hit points equal to the number of
ltemsj'Ou have from this set.

4 You gain a +4 bonus to all defenses against traps.

GADGETEER'S GARB BENEFITS

GADGETEER'S GARB ITEMS

105,Ooogp
525,000 gp

2.625,000 gp

Lvl19 +4
Lvl24 +5
Lvl29 +6

Lvl4 +1 840gp
Lvi 9 +2 4.200 gp
Lvl14 +] 21.000 gp
Weapon: Heavy blade
Enhancement: Attack rolls and damage rolls
Critial: +1 d6 damage per plus., and you can make a melee

basic atrack with your off·hand weapon.
Property. When you hll an enemy with both this weapoo

and your off·hand weapon during the same tum. that
enemy takes a -2 penalty to attack rolls against you until
the end of your next tum.

LORE
Arean.. DC 7: Created through constant tinker·

ing and cxpcrimclllnl iOIl. the II ems of lhe Gadgeleer's
Garb were developed. then perfected by .. number of
ingenious inventors. Some parts oflhe sct were flrst
cmf/ed by dwarf artiflcers. olhers by human arcane
practitioncrs. and sollie by fomori;ms .. nd other fey.
Despite their disparate origins. howe"er. each ofthe
items oflhe sct representcd a singular :ld\'ancc in
magical and mcchanical deSign.

Arcana DC 12: An orlificer knowll as MOrlan Ihe
Gadb'elcer is SOlid 10 ha\'e been the flrsllo unify Ihese
once·disparme ilems. seeing Ihe common thread of
ingcllUil)' in each and imbuing the set with ils uniquc
bencflts. With the power of the Gadgetccr's Garb.
Morlon became a legendm)' arcanist :lnd Irapfinder.
and Ihe item set that bears his moniker is his enduro
ing legacy.

l'iJjllfln8 lI'ith ,his offlkmd lI'Npun illlprm"dJuur dtfmst!.

Lvi 3 +1 680 gp Lvl18 +4 85.000 gp
Lvi 8 +2 3,400 gp Lvi U +5 425.000 gp
Lvl13 +3 17.ooogp Lvl28 +6 2.125.ooogp
Weapon: Ught blade
Enhancement: Attack rolls and damage roils
CritiGlI: +1d6 damage per plus
Property: While you wield this weapon in your off hand.

your shield bonus to AC and Renex Increases by 1.

Characlers drawn to the inlier workings oftralJS
and alchemy cO\'etthb sct ofilcms. The items of the
Gadgeleer's Garb beslow a wide range of utili tar­
ian magic. combat boons. and jXlwcr ovcr t raps and
alchemical de\'ices. All the items of the set share a
skillful synthesis oflllechanic:II:ll1d Illagical design.

Artilkers and rogues most onen seek out and col·
lecllhe items ofthis set. though they call beneflt any
characler.

ThouHJr \Vu ,,'id411' lIS .\'dur l'rhrHlIl ",('apoll. "lis blmle ICflds
ilS powt'r 10)l/ur Ilff Irullclllllllcb.



Shockweave Armor Ll'vt'l S+ GOLDEN LION'S BATIlE REGALIA ITEMS

Pieces Benefit
GOLDEN LION'S BATTLE REGALIA BENEFITS

lvl Nilme Price IgpJ Item Slot

Lion's Claw Gauntlets levelS

Weapon
Feet
N&k
Hands
Weapon

65.000gp
325.000 gp

1.625.000 gp

105.000 gp
525,ooogp

2,625.000 gp

520
680
840
1,000
1000

l"hi5 lilms!:ht cloctk M'OWS "It inuitsI)' ofdun~ prrdaror
U!"JII you 10 Slriu ftar Inro Iht htarlS ofyourfOft.

Lvi 4 +1 840gp Lvl19 +4
Lvi 9 +2 4.200 gp Lvi 24 +5
Lvl14 +3 21.Ooogp lvl29 +6
Item Slot: Neck
Enh.mcement: Fonitude. Renex, and Will
Propeny. When you use your roar 0{ triumph power. you and

each ally adjacent to you an shih 1 square as a free action.
Power (Daily + Fear): Free Action. Trl88l!r. You reduce

all enemy to 0 hit points.. Effect: Each enemy within 5
squares of you takes a 2 penalty to attack rolls until the
end of your next lurn.

1\ rvarhlflliall ~lInrul'cfl 011 llt~ Ilell" afllds spear pittSyourfoe
ill Illare williI' lUll clOSt' for rite 1Ii1/.

Lvi 2 +1 520gp Lvl17 +4
lvl 7 +2 2,600 gp Lvi 22 +5
lvl11 +3 13,000 gp Lvl27 +6
Weapon:5pear
Enhancement: Attack rolls and damage rolls
(rilial: +1 d6 damage per plus
Propeny: This weapon has the heavy thrown property and a

rangeof10/20.
Power (Encounter~Standard Action. Make a ranged basic

aHack 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.

Hungry Spear Level 2"

3 When you're ildjacent to three or more enemies
)'Of..l can see, you gain a +1 bonus to attack rolls..

5 Y(HJr roaroflrlumph power Increases to iI dose
burst 7. When)'Of..l use)'Of..lr swift chof9C! power,
you gain iI H bonus to speed until the end of

your next tum.

·1111.'Sl' Hfllllllll.'rs. cmfll'''frolll a Iion's paws.lldp O\'i.'rrOlnl' 'hI'

r01l8hl'51 u"I'('rsaril'S".

Item 510t: Hands lOOO gp
Propeny. When you make a weilpon atud that targets

Fonltude and your ilUOICk roll Is 20 or lower. add a +1 item
bonus to the roIL

2+ Hungry spear
3 Swiftpad bool5
4+ (Ioak of the lion's mane
5 lion's c1i1w giluntlel5
5+ Thane blood weilpon

Cloak of the Lion's Mane levt'14-

,\11.'1<1/ studs till rlrls urlllor lIulnlrully "rolca JVU from 1i8!lrllhtll.
alld Illt'IIUII/easlt III1If SlIme 11Ol\'CT' 1IlI1Iillst )tJlJrfOf!S.

lvtS +1 1,000gp Lv120 +4 115,OOOgp
lvl10 +2 5.000gp Lv125 +5 625.000gp
lvl15 +3 2S.000gp Lvl30 +6 3.125.000gp
Armor. OOlh.leather
Enhancement: AC
Propeny. You gain remt 5 lightning.

leYd 15 or 10: Resist 10 lightning.
1.00 15 or 30: Resist 15 lightning.

Power (Encounter~ Free Action. Trisaer. You take lightning
damage.. Effect: Until the end of the encounter. this
armor's dally power gains a +1 bonus to the attack roll
and deals 1d10 extra lightning damage.

Power (Dillty + Ughtning): Immediate Interrupt. Tri~
An enemy adjacent to you targets you with an atuck.
Effeet: Make an attack against the triggering enemy: +8
vs.. Fortitude: on a hit. deal 2d1 0 lightning damage. and
the enemy Is dazed until the end of your next tum.
leYd 10: +13 vs. Fonftude.
lJ!l,oef IS: +18 vs. fortitude. 3d1 0 lightning damage.
I.Rlo'd 10: +23 vs. Fonitude.
leYd 15: +28 vs. Fonltude. 4d10 lightning damage..
leYd 30: +JJ vs. Fortitude.

A legendarJ b:lrl><lri:lll chicliain ofthe great deserts.
thc Goldcn !.inn ofSullllller wal> a warrior renowncd
for hcr singlc'll1imled ferocity ilnd military CII llning.
Iler c1O<lk. g:lUtltlch. and l>ools were fashioned from
the hidc ofa de'iCrllioll. :lnd her weapons borc the
mark Oflll:U fe:lrSOlllC 1)C,:ll>t.

B:lrbari:lll dlilraclcr...l'articulilrly Ihancborn
barbariam. bClleflllhc most from thc Goldcn Lion's
Hallie Ikgalia. 110\\·c\'cr. defenders and melcc strik­
ers GIn :llso lIlake goud lise ofthcsc legendary items.

GOLDEN LION'S
BATTLE REGALIA

LOR[
lIislory DC 7: The Golden Lion look her nal11e

from the gauntlcts. cloak, and boots "he wore-crafted
frolllthc pelt of a lion shc l>lcw whcn SIIC was only
achild.

History DC J2: De~pile her rcpul:ilion as a
scourb>C ofNcralh, the Goldcn Lion .Ind her folk came
wlhe aid of the empire in Ihc facc ofa gnoll invasion.
The powcr of her regalia helped her slay the gnoll
W:lr chicr. but in that nercc nn..1b:llllc, the Golden
Lioll fell.

History DC J7: The relics lhal bear thc Goldcn
Lion's name arc now 'iCaltered acros.. all lands.
thounh the desert cairn marking her grave hilS long
occn lost to lime. Ilowe\,('r. it's said thai anyonc
\\hocan nnd lhe site is then "isitcd by the spirit
orthe Golden Lion. who will rc\'calthe location
ofone or morc Hem from her bailie regalia to a
worthy succcssor.
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(IIAI'II-ill. "",mS",ts

Thane Blood Weapon lewl5+

Swihpad Boots level 3

•

LORE
1-1 istory DC 8: The elite soldiers ofthe cit)"SIaIC of

ugN) trained with light armor suited to mobility and
shipboard combat. The 10ng"r.ln!.'C crossbows that
were their signllture weapon had flrst been crealed
by a local tribe known as the kamesti. The Kamcsliri.
as th('sc soldiers called themselves, soon became the
dominant fighting force in the region. Their effec·
tiveness in baiLIe 011 both land and sea soon became
legendary. and helped maintain a decades·long peace
betweell Nageo and its powerful neighbors.

I-listory DC 14: At the height ofNageo's power.
rumors began to circulate that the Kamestiri captains
had been keeping much ofthe wealth they had liber­
ated from the area's pirates. A new prince. uncertain
in his position, grew jealous of the Kamesliri's power.
Deciding 10 take steps to remo\'e them, he scnt the
bulk oflhe Kamt.'Sliri forces 011 a doomed \'o)'age of
exploration from which few returned. \¥ithin the
year, ho\\,e\'er, the prince was assassinated-slain by a
single crossbow bolt flred from a great distance. With
110 cleM heir and no defenders. Nageo quickly fell to
its neighbors.

No trace ofthe Kamestiri's rumored riches was
e\'cr found. Ilo\\'ever. evcn If the tales orill-goltell
gains were unfounded. the group's legitimate earn·
ings were suld to have gone unaccounted for in lhe

Some Item sets Include magic items found In the Players
Halldbook and other supplements. Such Items can be
found III a campaign In both their default {freel and item
set (bound) versions. hems 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 endless
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 effon
or special components: the blood of a descendant of the
original set creator, taking the Item to a specialloc:ation.
or the like.

An item that is bound into an item set can't later be ~

unbound.

STANDARD ITEMS IN
ITEM SETS

the force's legacy livesonlnlhc magical panoply its
mcmbcr!> oncc wore.

This ilem sct is 1ll0SIIlSCful for rangers. but it can
be lit ili7.ed by any dt:lracler who fa\'Ors long-range
attacks and mobility in combat.

:

115,OOOgp
615.000gp

3.115.000gp

lvl20 +4
lvl25 +5
lvl30 +6

lvl 5 +1 1.000 gp
lvllO +2 5.000gp
lvllS +3 25.000gp
Weapon: Any me~
Enhancement An3Ck roll~ and damage rolls
Critical: +1d6 damage per plus
Property: When you u§e this weapon to reduce an enemy

to 0 hil points. you and each ally adjacent 10 you gain a +1
item bonus 10 your nexl allack roll before the end of the
enc(M.Inter.

lach filllr ),ou droll an rnr"lJ~ dlt' bioodlusl ill.lUur aflil'S
mounl:>.

Thf'Sl' supple boors '{'fUlll lioll's SfTl."l1nflr 10)tlUr !rallS.
Item Slot: Fcci 680 gp
Property: You gaIn a +2 ltem bonus to Athletics checks to

Jump.
Power (Dally): Move Action. Yoo Jump a number of

squares equal 10 your Strength modIfier.

The <:itl·state ofNlIgco was once a major port and
trade hub. but its great wealth made il a target for
goblin raiders. competing dty-statc-'i. and pirates. In
response. the Nageos created a defensh'e force to pro­
teclthe city and it .. lucrati\'e shipping trade. and also
to prO\'ide seaborne llIercenary forces for traders and
neighboring siales. These legendary warriors called
the Kamestid arc lillie more than a memory now. but

KAM£STlRI UNIFORM



Infighting Blade Lev1!17~

nIl' dPSt'rJvur fOl.'s llress. rill' mof'l' drallly 11Ils llllick M"dr
bcWIllf"S,.

:;
315.0oogp

1.625.000 gp _
Lvi n +5
Lvl27 +6

Lvi 7 +2 2,600 gp
Lvi 12 +3 13.000 gp
Lvl17 +4 65,000 gp
Weapon: Ught blade. iJl(e (one-handed only)
Enhancement: Attack mils and damage rolls
eritiGlI: +1 d6 damage. per plus
Power (Daily): Minor Action. Until the end of your tum.

when you anack with this weapon,)'OU gaIn a bonus to
damage rolls equal to the number of enemies adjacent
to)'Ou when you make the attack. U)'Ou're wielding
aoother Infighting blade In your off hand, this bonus also
applies to damage mils with that weapon.

Spedal: If you're wielding tWO infighling blades, the first use
per day of the weapon's daily power doesn't count toward
the limit of magic item daily powers you Gin use in a day.

chaos after Ihe delll h ofl he prince. The 1111 imale fale
of that Ire1l5ure remains II mailer ofgreat inleresl 10

scholars and advenl urers alike.
History DC 19: The fe\\ survh'ors oflhe Kame­

sliri arc said 10 havc gonc on 10 found mercenary
Iroops in far·nung lands, These wandering compa­
nies arc Ihoughllo ha\'e been Ihe source oflhe nrsl
Kamesliri uniforms: 10 appear in Ihe wider world,
Counlless modern mercenar)' companies Irace their
origins 10 the Kamcstiri.lhough in mall)' cases,this
claim is Iiule more than spurious boasting.

Streetwise DC 19: Rumors in Ihe larger cities
ofthe land speak oflone assassins whospccializc in
murder at long range, and ofthe unique crossbows
the)' bear. Some callthcsc killers lhe last oftile Kames­
tirLthough they're careful to not say so too loudl)'.

Pavise Charm Level 8+

Kamesti Crossbow 1.eYe19'"

Shipboard Armor Level 7+

'I1rJs shield slllll'I'.1 dUlrrll surrounllsJVu ",111, IIroll'C111'e I'Itt'r1D',

Lvi 8 ... 2 3,400gp LvlH +5 425,OOOgp
Lvl'3 +3 , 7.000 gp Lvl28 +6 2,125,OOOgp
Lvl'8 +4 85,000 gp
Item Slot: Neck
Enhancement: Fonltude, Rene~, and Will
Power (Daily): Minor Action. You gain a +2 power bonus

to AC and Rene~ until you leave your current space.

ns.ooogp
l62S.oo0gp

S25,OOOgp
2,625,000 gp

Lvl24 +5
Lvl29 +6

nils blllcllll'llIhl'r IlrInor IllIowsJVu ro Sllllld Slt'lldy ill dlt'JaCt'
oj1I11('rlclillfoo1h18 or II posslbl('JaIl.
Lvi 7 +2 2,600 gp Lvi 22 +5
tvl12 +3 13.000gp Lvl27 +6
Lvi 17 +4 65.000 gp
Annor: Leather
Enhancement: AC
Property: When you make a SOlving throw 10 avoid forced

movement, you gain an item bonus to the saving throw
equal '0 the armor's enhancement bonus. On a S<JVe,)'OO

don', fall prone.

This l'xctplwnalfy crufleJ crossboM' (an la'lfCl "T11lht'fllr"lfSt
f""-
Lvi 9 +2 4,2oogp
Lvl14 +3 2l.oo0 gp
Lvi 19 +4 105,000 gp
Weapon: Crossbow
Enhancement: Attack mils and damage rolls
(ritk3l: +1 d6 damage per plus
Property: Attacks with this crossbow don't take the-2

pel\illty fOl" long range.
Power (Daily): Free ACllon. TrilJ8l'r: You miss every target

with an attack)'Ou make using this crossbow. Effect: You
don't expend the use of that power. The power also has
no effect on a miss, even If It nomlally does.

7+ Inf! hting blade 2600 Weapon

7+ Shipboard annor 1,600 A~,

8 Boarding boots 3400 FRl

8+ Pavise charm 3,400 Neck

9 Endl6$ quiver 4J 100 Wondrous item

9+ Kamesti crossbow 4,200 Weapon

Boarding Boots Level 8

KAMESTIRI UNIFORM ITEMS

'1111'S/' luml 1700IS ofblucillrulhrr lie.",JVu 1II0l'ill8 ill fQlIlbar. w
d.'ddlJ I.'ffi'Cl.

Item Slot: Feet 3,400 gp
Property: You Ignore dlmcult terrain 0/1 a boot, ship, or

other watercraft.
Power (Dally): Slandard Action. You jump a number of

5quares equal 10 )'Our speed and use one of )'Our at·will
atLlck powers with a +1 power bonus to the attack roll.

Endless Quive,. Level 9

11115 rll'l'rl <ryll'd quhn CUll crealt an rndlcss supply ojnannal
anvM'S or hoIls.

Wondrous Item 4,200 gp
PoweT (At-Will + Conjuration): Free Action. Use this

power when you attack with a bow or crossbow. When
)'00 reach into the endless quiver, It automatically pro·
duces a singie arrow or boll, as appropriate. Ammunition
created by the quiver that Is nol used within 1 round of
its creation disappears..

Pieces Benefit

Lvi Name Price (gpl Item Slot

KAMESTIRI UNIFORM BENEFITS

2 The short range of a crossbow you wield

increases by a number of squares equal to

the number of Items 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

allacks while you are adJacent to two or more

enemies.

5 When you reduce an enemy to 0 hit poInts, you

can shift 1 square.

CIl\I'JIKJ. IltmSItU



MARIAM'S DREAM
A faithless mcrccllar)' driven by prophetic visions
gi\'cn 10 him by Melora callceled the items orMar­
jam's Dream. \Vith Ihose relics, he Iraillt:d the first ill
a long line of warriors 13t1glu 10 b<llancc their martial
prowess with .. rcollle power.

Though the itellls oflhis SCi arc usable by allY
class. they're Illost highly covcled hy sword mages.

LORE
History DC 7: Marjam was .. v;lin and boastful

mercenary warrior who was disdlllnful of magic his
cllIire lite. III his lalcr ycars. however. Marjam had
a dream in which Meloro instructed him to collect
a number of powerful relics ill her name. Initially
resistant to what he pcrceh'cd as the product oran
3b>e-addlcd brain and a healthy lo\'e ofslrong ale.
Mllrjam tried 10 ignore this prophetic vision. butlhe
dream increased in frequency and intensity. Fearing
for his s<mity in the end. the warrior strapped 011 mail
:md sword once more and ulidertook an cpic quest
lhal saw him cnllcctthe five relles thai his dre:1I1l had
showcd hi Ill.

History DC J2: By the timc his (Iucst "':IS COI1l­
plcte. a change had cOllle over MarJ:lm. Atluncd 10

Ihe arcane enl'rgy that permcatcd the world. the war­
rior had a final vision in which he saw a succession of
heroes who would wield arcane and martial power in
equal measure. Ill.' knew that it was the destiny of his
flna! years 10 tr.:ain the first ofthcsc heroes.

Atthe nearb)' temple ofl\1c1or.:a. ~t..rjam sought
out a child he had seen in his final vision-:ln orph:ln
named Alara. who Imd grown up under the care of
the temple f:lilhfu! :md who showed great promise
as a spcl1casler. The child hec:une Marjam's charge,
and for long years :lllhe temple he r:lised and trained
her. From Murj:ulI. Alara learned the ways ofCotulla..
e\'cll as Ihe relics of Marjam's Dream allowed her to
balance that martial skill with the magical abilily
taught 10 her by Mclora's faithful.

History DC 17: Even before Marjam's de.lIh.
Alora had left Ihe temple to becollle an advenluring
sword mage. A powerful symbol ofMelora's faith.
she was known by her reputalion and the distinctive
weapons and raiment of~larjalll'sDream. \Vhell
Alora died, the items of Marjam's Dream quickly
spread across the world and beyond the bounds of
Mc!ora's fillth, Ilowe\'cr. 5:lges believe Ihal Melara still
seeks out choscn champions 011 whom to bestow the
items of Ihis scI.

MARJAM'S DREAM ITEMS
lvl Name Price 19p1 hem Slot
2 Boots of punting 520 F~.

3 GauntJels of arall('. might 680 Hands
4+ Weapon of arcane bonds 840 Weapon
5 Circlet of arcane extension ',000 Head
6 Warded vambraces '-,800 Arms

2 When you make Arcana checks to detect magk,
you gain a bonus equal to the number of items

u have from this seL

5 The area affected by your 5wordmage Aegis
class feature increases to a close burst 3.

Boots of Jauntin ~ 2

l1t.t'Sl" comfortabl~ Imlhrr boors allow)VIlIO slip post obslodn
IlnhinJerl'J.

Item Slot Feet 520 gp
Power (Dally + Teleportation~ Mloor Action. You teleport

1 square.

Circlet of Arcane Extension Level 5

TIlls 80Mi'll cirrler eXh'lllls Iht' mnJJi' ofyvur arrlllll.' po",cr 10
Slrih' ClI disllllll fOt.'S.

Item Slot: Head 1.000 gp
Power (Dally); Minor Aaion. Unlilthe end of your tum,

the range of your ranged arcane powers increases by 5
squares.

Gauntlets of Arcane Might lrwl \

\\'1tn1 aJtw }VU haw challrrt8t'J ITt'Isfrom )vur arrant' ~yr,
Ihl.'Sl.' 8auntlcb 8Tl1l1l )VIl incrrtlSt'J ligor.

Item Slot Hands 680 gp
Property: When you hit an enemy marked by you with an

arcane attack power. you gain 2 temporary hit polms,

Warded Vambraces Level 6

11ll.'Sl.' lea Iller llnnlllllliis ICI )VU shareyour arrane drjf'll54'S ",lilt
mhcrs.

hem Slot Arms 1,800 gp
Power (Encountet"~ Minor Aetton. Until the end of your

next: tum, exh ally adjacent to you gains a power bonus
to AC equal 10 the bonus proYkled by your Swordmage
Warding class feature.

Weapon of Arcane Bonds level 4·

FfftC"/j .IVII (UIISI' wilh IIlis brllllr bind )vur ml'min (0 )VU.

Lv[4 +1 840gp Lvi 19 +4 l05.000gp
Lvl9 +2 4,200gp Lvl24 +5 S25,OOOgp
Lvl14 +3 21.000 gp Lvi 29 +6 2,625,000 gp
Weapon: Heavy blade, light blade
Enhancement: Attack rolls and damage rolls
Critical: +1 d6 damage per plus
Power (Encounter~ Free Action. Trlooer. You hit all enemy

with all arcalle attiKk power uslllg this weapon. Effect:
That enemy is marked by)'OU (save ends~

(1It\l'l'l:.lt 21 lIe ... Seu



RADIANT TEMPLE
TREASURES

Blade of Vengeance level 8+

\l,ur.f~·s lIWlcl! hifes d«J1. bUI.\tnlr counltrSrrilll.' 'lils l.'\'t'I1

hllnll.'r.

Bracers of Zeal Level 9-

Radiant Temple Unifonn Lnd 7...

425.000gp
2.125.000 gp

325.000 gp
1.625.000 gp

525.000gp
2.625.000 gp

Lvl24 +S
Lvl29 +6

Lvi n +5
Lvi 28 +6

Thtse" no'dl.'Jl Itmrl.'n" I.rr JOu chllnud.l1Jur own ~lil'nQ illlo /l

PUllishirlH /lllacl

Lvi 9 +2 4.2oogp
Lvl14 +3 21.0oogp
Lvl19 +4 105.000 gp
ttcm Slot: AWlS
Power (Encounter): Free Action. TriMcr. You hit an enemy

<Idjaccnl fO you with a melee allack power. and you
h<lve temporary hit points. Effcct: You lose up to 5 tem·
porary hit points and deal that amount of extra damage
10 that enemy.
l.eve119 or 24: lose up to 10 tcmpo..u)' hit points and

deal that amoont of damage..
Level 29: lose any number oftemporary hit points and

deal that amoont of damage.

Lvi 8 +2 3.400 gp
Lvi 13 +3 17.000 gp
Lvi 18 +4 85,000 gp
Wcapon: Heavy bladc. lighl bladc
Enhancement: Attack rolls and damage rolls
Critical: +1d6 radiant dam<lg1! per plus
Powcr (Daily): lmmcdl<ltc Reaction, TriMCr. An enemy

<Idj<lcenl to you bloodies you with a melee <Iuack. Effcct;
M<lke iI melee basic all<lck <Igainst the triggering enemy
Wllh this blade. On a hit. the enemy is also pushed 5
sqU<lres. and you can move 5 squares. You must end your
movement in a space adjacent to that enemy.

SfH!(:lal: 1f)'OU have the oath ofenmify power. you can shift
5 squares instead of moving 5 squares.

11tis 1I111re,1 HnJ.v ulIlfonn prol«tsJVU from 1O'lucl!fi11 ry\.'S lind
ll'tsyou skilljillly slip POSI )1Jurf0(':5 in comoof.

Lvi 7 +2 2,600 gp Lvl22 +5
Lvl12 +3 I 3.000 gt) Lvl27 +6
Lvl17 +4 65.000 gp
Aml0r: Cloth
Enhancement: AC
Property. You gain a +2 Ilem bonus to Stealth checks.
Power (Encounter): Free Action. Tri.!JBft"= You shift 1 or

more squares. Effect: You shift an additional number of
squares equal to half of this armor's enhancement bonus.

1+ Radiant temple uniform 1600 Armor

8+ Blade of vengeance 3,400 Weapon

8+ Warding blade ].J400 Weapon

9+ Bracers of zeal 4,200 A~,

Lvi Name Price (gpl hem Slot
RADIANT TEMPLE TREASURES ITEMS

Mall)' cultures lell versions of the mrll1 oCthe Radi­
am Temple-a great bastion ortight created during
the ancielll war between the gods and the primor­
di<lk Though the telllple was taken to the celestial
rca Jms by the gods in the nHcrlllalh of1hcir victory.
a lIumber ofils filithful stayed behind in the morla]
rCIIIIll. The treasure!'> they bore became their legacy.

AllY character can wield the Radianl Temple TrciI­
surc...;, bUllhcy'rc lIlost t1scfullo avengers.

LORE
Histol'"yor Religion DC 8: In the rlnal years

oCthe wilr between the gods ilnd the primordi,J!s. a
great number oflIlortal clerics. paladins. and Olher
servilllts of the gods came together to create a mighty
bastion oflighl. This act greatl)' pleascd the gods. ilnd
ifs said that the devotion of the temple helped 111m

the tide ofwar in their fa\·or.
History or n.e1igion DC 14: In Ihe em!' the !,'Ods

were victorious. In il gloriolls cataclysm Ihat shook
Ihe mortal world. the Hadialll Temple and the >;ouls
Ihat had forged it were takellio the A.,tral SCll.llo\\,·
ever. In the moment>; before the temple's a:.cendallce.
11 Illimber of the faithful stepped forth from Its towers
orlight. chosen by the god:. to remain behind as pro·
tectors ofthe ncw-made world. These faithful ;lrc S<lid
by sollie 10 be the rim a\'cII!,'t:rs-divine ch:ullpiolls of
the deitiL-s themselvcs.

1·lislory or Religion DC 19: Thc items of the
Itadlant Temple Treasures arc spread acro..s all
culturcs. C\'en those \\ herc the secret riluals of thc
ll\'cngcrs arc all butullknown. Some belIeve Ihm the
ilppearancc ofthcsc relic!> is:l sigl1lIlCilllt10 lnspirc
worshipers 10 take up the palh of the avenger.

Warding Blade lC'¥'el8-

415.000 gp
2.125.000 gp

Lvi n +S
Lvl28 +6

·l1lis sll\'l'1)' bllldl' S/'I'IIlj 10 1110\'1.' of its OWlIlICCOnJ. profl'CIlnH

)VUfrolll harm.

Lvi 8 +2 3.400 gp
Lvi 13 +3 17.000 gp
Lvi 18 +4 85.000 gp
Weapon: light blade
Enh<lncenlenl: Att<lck rolls and damage rolls
Critical: +1d6 dalll<lge per plus
Property: While you wield fhls weapon in your offhand.

you gain an item bonus to AC against opponunlty attacks
equal to the blade's enhancement bonus.

Pieces Benefit
RADIANT TEMPLE TREASURES BENEFITS

1 When your oath ofenmity reduces a target
to 0 hit poinu. you gaIn temporary hit poinu
equal to twice the number of items you have

from this set.
4 You gain a +10 bonus to your nrst death saving

throw each day.

l:1I\I'JI·Ill. h ... ", ... ...,s



RESPLENDENT FINERY ITEMS
Lvi Name Price (gp) Item Slot

Resplendent Boots level 6

RESPLENDENT FINERY

42S,DOOgp
1.nS.OOOgp

lvl23 +5
lv/28 +6

lllis richl.'" col/III:'cI c11,"k shields)oo uud)oor Illliesfrom powers
lh,ullffrcllhr millcl.

Lvi 8 +2 3.400 gp
lvl13 +3 17.000 gp
Lvi 18 +4 85.000 gp
Item 5101: Neck
Enhancement: Fonitude. Reflex. and Will
Property. You and each ally within 10 squares of)'OU gain a

+2 bonus 10 Will against charm, fear, and Illusion atlacks.

Resplendent CIl'"Clet level 7

Resplendent Cloves le....eIS ..

Resplendent Cloak lc-velS.

'11IeSi'jiUt' ml(sllill iJlol"l!s ilICW1Sl' IIII' polrJ''Y ofJ10wcrs llllll
brt'/lllllJoe's will.

Lvi 5 1,000 gp Lvi 25 625,000 gp
Lvl15 25,000 gp

Item Slot: Hands
Propeny: When you hit an enemy with an attack power

that targets WiI1. the atlack deals 2 exira damage. If it's an
illusion attack. one target you hll (your choice) also grants
combat advantage to)"OU until the end of)'OUr oexItum,
~ 15: 3 extra damage.
llw125: 5 extra damage.

TIlissold lind miduul orrin mam.lUur IhouShlS and smnr. an
IIlt\ J(I\'Or in cOllllJaL

Item Slol: Head 1.600 gp
Property. Enemies within 10 squares of)'OU take a -2

perMIt)' 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.

The clothing that nlllkes up the Shadowd:lI1cer's Garb
is elegant and well craHcel, blll also stern and forbid­
ding. While yOIl wear these ilem<;, you're cloaked
in silence ami shadow. Even in brighl daylight, )'our
features lire obscured, and t he ~I\ildows: cast by)'our
body seem to exude tendrils ofdarkness.

The items of the Shadowdancer·.!> Garb are most
useful for rogucs. but the sct appcals to any character
who undcrstands the benefits ofstealth.

SHADOWDANCER'S GARB

LORE
Arcana or History DC 10: Crcators ofthe Shad­

owdancer's Garb imbue each Itcm ofclothing with
shadow nmgic. wrapping Ihe wearer in a cloak or
lll11gical darkness, Shadowd:lIleer's Garb items arc
popular among rogues and 01 her characters who
value slenhh both in ;md OUI ofcombat, Addil ionnlly,
the garb has a reputation as the raimcnt ofchoicc ror
assa..~sil1s :md spies.

ATcana OT I-listory DC 16: Thc items Ihllll1loke
up the Slmdowdancc.r's Garb were first crafted as
individual magic ilC'IllS for the IISC ofelite shadar·kai
warriors. Originally.thc cloak. mask. glo\'cs. and

Hands
Feet
Head
N&k

1,000
1,800

2,600
3,400

Ple<es Benent

5+ Resplendent gloves
6 Resplendent boots
7 Resplendent circlet
8+ Resplendent c1O<1k

'l1.ese lnrrlcllldr errlbmidert'd boo/.s lel.rou!mlefrom SliI'ufor I'
1Il0mt'rU 10 slip /lllSI )'OurJOf'S.
Item Slol: Feet 1,800 gp
Property. You gain an item bonus (0 all defenses against

opponunity attacks equal to the number of items)"OU have
hom this sct.

Powe.. (Daily + lIIuslon~ Move Action.. You become invis·
ible and move)"OUr speed. You become visible again at
the end of this iKlion.

2 You g;dn an item bonus to Bluff chec:ks equal (0

(he number ofitem~u have from this sct.
4 Each ally within 10 squares of you gaIns a +1

item bonus to chec:ks involving any skll1 you're
(tillned in.

Only the llIost fashionable ad\'(~nlurcrs,S('ck oul I he
clothing Ihat makes up the sct kllOWII as Resplendent
Finery. The lIelllS ofthe Resplendellt Finery grant
polellt defense.. and menial abilities 10 any characlt~r.

but these garments arc filmrcd by bards. fey P;:lct war
locks. and illusionist wizards.

RESPLENDENT FINERY BENEFITS

LORE
l'listory DC 7: The magic itellls known as the

Hcsplcndcllt Hner)' arc as legendary for their rlllC

styling as for their powers. Ad"cnlllTcrs who wanl
their heroic MalUS 10 be known adopt the finery as a
kind ofstatus symbol. wilh the itellls orthe set grant
ing their wearers a l11l'ilSUTC ofcont ral o\'er their
interactioll.. with olhers.

Though "crsions orthe fillery can appear in any
number ofstyles. llIany sets feature fey touches 111m
echo lhe rotshion and arl orthc c1:ldrin.

History DC 12: The itclII.!>ortht., Hesplendcllt
Finery are Sl:lid to have thread!> ofglamor and illu­
sion wo\'el' inlo Ihem. giving their wearer the power
10 innllcnee minds. These legcJldury garmenls havc
llppearcd throughoutlhe ages. indl<;linguishllblc rrOlll
other fine dOlhh'g unless: Ihe magic: within them is
delecled.

I-listory DC 17: The first prominent sct of
Resplendent Finery was a gift from an c1adrin lord
10 a powerful d\\arfdan chier. O\er time. the magi­
cal enhancements in the garments were f"C\'ealcd
and stealthily copied. though the benefits and core
powers ofall sets remain the S..-II11e.

Cll/\I'TElt 2 I IIem Seu



SHADOWDANCER'S GARB ITEMS
Lvi Name Price (gp) Item Slot

boots of the sct were signature gear for the leaders of
four shadar·kai regimellls In the servlcc ofa powerful
Shadowfclilord. These companics werc known as the
shadowdancers. and their exploits in the Shadowfell
and the mortal world are legendary.

Arcana or History DC 11: Hazman·kash was the
leader ofa powerful Shadowfe.1l ass"lssln's gUild-a
former member ofthc shadowdancers passed O\'er for
a regimental command that he bclie\'ed was his by
righl. After nUrluring his hate for )'ears. Hazman-kash
staged a coul' In which the four regimental leaders
and the Shadowfelllord were killed. Not content with
merclyclaiming leadership ofthe shadowduncers,
Ha7111tlll·kash hOld the. combined regOllia ellchallled
10 provide e\'en greater power whell the four pieces
wcre worn together. Ilis original design has long since.
spreHd :lcross the Slmdowfcll and into the world.

V'...
w
V'

:1

'" -
-
~

~-'"

\\'hlll' .It"'·", hlIMt'fI, d,ese supplr 8lu\-es makl' )uur ulladzs
lIIon'dl'lIdl):

Item Slot: Hands 9.000 gp
Propeny. When you hit an enemy you're hidden from, you

deal 1d6 extra damage.

Shadowdancer's Mask 1.eYeI10

1111sfrarureless blad mll5k uids)vur ".ffOrlS 10fool or hidrfrom
.lVlIrfors.

Item Slot: Head 5.000 gp
Power (Daity): Free Action. TriBBft"= You make a Bluff check

or Stealth check and dislike the result. EffKt Reroll the
check with a +3 po_r bonus and use either result.

Shadowdancer's Gloves LI"vell1

SKIN OF THE PANTHER
This Hcm sel was I1rst craned in the deep jungle,
where Ihe druids \'cncrate thc spirll orllle panthC'T.
Cr:dlecl frolllthe hidc of these slcahh)' hUl1ters, thc
ilems th"l make Ill' the Skin oflhe PUllIher grant
Iheir wcarer the hunting prowcss alld dcmeanor of
this noble beasl.

Thb magic itcm set is mosl cOlllmonly sough! out
by prcdmor druids, though any character who wcar..
hide arlllor and seeks!o excel ill stcalth and hard·
hitting attacks can benefil from it.

N~k

Head

Hands

Feet

4-,100
5,000
9-,000
13,000

Pieces Benefit

9+ Shadowdancer's cloak

10 Shadowdancer's mask

11 Shadowdancer's gloves

11 Shadowdancer's boe:tu

SHADOWDANCER'S GARB BENEFITS

Shadowdanc:er's Boots Level 11

Shadowdancer's Cloak Level 9...

1111'S<' sledl hoots 1181111'11 )vur SIl'J'S. pnrrlollllrly whlle shllllo",
fOlI(t'lIls lUll.

Item Slot: Feet 1],000 gp
Property. You gain a +1 bonus to speed while you're

wearing light amlOr. This bonus increaseS to +1 when you
star! your turn in dim light or darkness.

I You gilin an item bonus to Athletics, Ste..lth, and

Thievery checks equal to the number of items

you have from this set.

4 At the n-art of~ encounter, If you aren't

surprised, you have conceOilment until the end of

your first turn.

LORE
Arcana or Nature DC 7: In the IIl\lamed jungles.

human tribes gi\'c honor and rCSI>cctto thc panther.
Junglc warriors mode.! their combat lactics on thc
st rength and slealthy power of these gre:tl hunl-
ing calS. \\ hosc spiri1.5 arc said to live on within thc
mightiesl Illllllers and the 11lagic rclic"lhey wield.

Arcana or Nature. DC J1: The componcnts of
thi!. Hem set arc carefully craftcd from Ihe hide oflhe
panl her-bol h Ihe greal CiltS of Ihe mortnl world illld
their Feywild cousins. To hUllt the Feywild panlhcr
Is illl hOllor ilccorded only 10 the l\lOSl powerful war·
riors ofa lribe. and Ihc location!> of Ihe hidden jungle
portals thallcad to Ihat plane arc c:lfl'full)' guardcd
secrelS known ollly to high-ranking druids.

Arcana or Nature DC 17: Animals r<lled to
supply Ihe raw materials for the Skin ofthc Pan­
thcr are given grcat re\'erence by the tribes. and
arc huntcd in accordance with ancicll! rituals.
\\'arriors who take up the hunt must follow a strict
rcgimcn oflraining. r.,sting. and pm)'er-trndiliollS
designcd to ensure that the spirit.. ofthcsc great
catS form Ihc foundalion ofthc Skin of the Panther's
powcrfulmagic.

5lS.000gp
2,615,000 gp

Lvl24 +5
lvl19 +6

Thisjlowill8 clook obscures)vur 11lO\'t'lIlrnl wJlile1'00 ure
hiJJffl.

Lvi 9 +2 4.200gp
Lvl14 +3 21,OOOgp
Lvl19 +4 10S,OOOgp
Item Slot: Neck
EnNincement: Fortitude, Reflex. OInd Will
Power (Daily): Free Action. Tri.gger. You hit Of miss an en­

emy you're hidden from. EjJKt You make a Stealth check
agarnSl!hat enemy's passive Perception check to remain
hidden from It. You are 110 longer hidden from other
creatures, as normal.
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SKIN OF THE PANTHER ITEMS
Lvi Name Price (gp) Item Slot
2+ Shadow huntt!r hidt! 520 Armor

3+ Death bng totem 680 Implement
4 Claw gloves 840 Hands
5 Panther slippt!rs 1,000 Feet

6 (at's-eye headband 1,800 Head

Panther Slippers Level 5

These sl1', c/ll\\'ed shoes hl·lpJOli SillY WilMIl strikill8 Tllllor of
your llrq;

hem 510(: Feet 1,000 gp
Enhancement: FortllUde, Reflex, and Will
Powt!r (Daily~ Immediate Reaction. Tri88er: An enemy

adja(ent 10 you shifts. Effect:. You shift 1 square. If you're
in beast form, you instead shift 3 squares.

SKIN OF THE PANTHER BENEFITS
Pieces Benefit Shadow Hunter Hide Level 2+

TOOLS OF
ZANE'S VENGEANCE

65,000 gp
325,000 gp

1.625,000 gp

Lvl17 +4
L... I22 +5
Lvi 27 +6

520gp
2,600 gp

1],000 gp

This shlmlll('rillY "'l/(k IJhle armor (lllows,ttlll /0 yel ,lie lirap UII
Jllur fUt'S..

L 12 +'
L 17 +2
L I12 +3
Armor: Hide
Enhancement: AC
Property. You can move 4 squares during an action while

you're hidden (instead of 2 squares) without laking a -5
penalty to your Stealth check.TI<1)fmyrlll'1l1s ohveenjlllle sel in lllis Llllck leu/ller helllllmml

o/,en "I' lire shit/lows 10 Jour sln'lf.

Item Slot: Head 1,800 gp
Power (Encounter): Minor Action. You gain darkvlsion un­

til the end of your next turn.

Cat's-Eye Headband Level 6

2 You gain an item bonus to Stealth checks equal
to the number of itt!ms you have from this set.

5 The first time you use wild shope 10 take on your
beast form during an encounter. you become

Invisible until the end of your next turn or until

you attack.

85.000 gp
425.000 gp

2,125.000 gp

Claw Gloves Level 4

Tlrest' »'ol'l's incorf/(lmlC rhe claws (IfII I,allllrer. ynltltltly ,ttlH
IIIllllflonnl l)(lWer hi ,tnllr bellSlform.

Item Slot: Hands 840 gp
Property: When you're in beast form and an enemy grants

combat advantage to you, your melee attacks deal 1d1 0
extra damage against lhat enemy.

Death Fang Totem Level ]+

A lI'oUlu/rd or l.ulnemUlrf(l(' l/mllls,ttlU IlIl\'lllllllOC while ,ttlll
wldll tlrls fOlcm ofLOIre. lerth. ImtlsineU'.

Lvi] +1 680gp Lvl18 +4
Lvi 8 +2 3.400 gp Lvi H +5
Lvi 1] +] 17.000 gp Lvl28 +6
Implement (Tolem)
Enhancement: Attack rolls and damage rolls
Critical: +1...16 damage per plus. plus 1d6 exira damage

against a target that Is granling combat ad\lilntage 10 you.
Power (Daily): Free Action, Tri8Ber: You bloody an enemy

with an attack, E.ffect nlat enemy grants combat advan·
lage to you (s.,ve ends),

Fate can be cruel, as the legend'lry shaman Zane
knew all too well. After a despot slaughtered his
people and had his eyes put out. the blind Zane spelll
years in pursuit of bloody revenge. The Tools of Zane's
Vengeance are Ihe weapons and raimcnt he craned
in the COil rse ofachieving that lifelong goa I.

This item set is most useful 10 shamans.

LORE
l-liS10l'"y or Nalure DC 8: As a mystic and cider

of his Iribe.lhe shaman Zane brought his people
into harmony wilh their tOlem spirits. However, all
arnhilious kingshultered the peace when he turned
hungry eyes toward the tribe's rich lands. Driven by
greed. his armies laid waste to the tribe's hUliting
grounds. Zane's people were slaughtered, .1 lid he
was brought beforc Ihe king. Sensing the shaman's
,llllhorily and w,lIlting fo sci a harsh esample,the
king ordered Zanc's eyes pUI OIlt, then set him free.

History or Nature DC 14: Though blinded. Zane
vowed llwt he would visit upon the despolthe same
horrors his pcople had suffered, After the soldiC'rs
llild llloved 011. he relurncd and harvested from his
fallell kill the items with which he would rnakegood
on his vow, infilsingc'lch with blood magic and
dire curses,

For the reiliailicier of his days. Zane walked the
hll1d, hearing the spirits orhis l:1l1elltribesfolk calling
for vcngeance. Eac.h timc he lOok a life.lhe shaman
placed the victim's eyes in his OWII ruincd sockets.
regaining his sight for a shorltime by the lise of
dark rituals.

History or Naturc DC 19: The Tools ofZ:tne's
Vengeance were spread across all lands after his

CIIAI'TEIl 1 I "em Se',.



525.000gp ~
1,625,000 gp

dcath. Even now. ifs said that Zanc's spirit Iingcrs
in the world. ready to aid the downtroddcn in their
struggles against tyranny and injustice. ChrllOlcters
who follow in his path are somctimcs gifted with the
knowlcdb'C ofwhere the Tools ofZanc's Vengcance
can be found.

TOOLS OF ZANE'S VENGEANCE ITEMS
Lvi Name Price 19p1 hem Slot

6 ~vage mask 1,800 H~d

7+ Cloak of the crimson path 2,600 NK"
8+ Blood harvest blade 3,400 Weapon

9+ Totem of the bleeding eye 4,200 Implement

Totem of the Severed Eye Level 9+

'1111' )<.'l"'n'J "'\'5 pi/Iud Ilpoll Ihis IOlem CLlIl blilld IlJoe or ex·
post.' hnisfbll' (1'I.'1I11lA'S toJvur 518""

Lvi 9 +1 4.200 gp Lvi 24 +S
Lvi 14 +] 21.000 gp Lvl 29 +6
Lvi 19 +4 105,000 gp
Implement (Totem)
Enhancemenl: Attack rolls and damage rolls
CritiGlI: +1 d6 damage per plus. ..nd the target is blinded

until the end of your next tum.
Property; You COIn see any invisible creatures adjacent to

your spirit companion.

Zy TORMTOR'S TRINKETS

Pieces Beneflt

TOOLS OF ZANE'S VENGEANCE BENEFITS

Blood Harvest Blade LeW'1 8+

CIlAPTElt 1 I If.~." S .. U

LORE
Arcana or l'listory DC 5: A minor sciOli of his

house, Zy Tormtor used his areanc 1lI1cniS for intcl·
ligence gathering. skulduggery. and Olll right larceny,
Though llc workcd frcquently ill I he scrvice of Ilonse
TOr1nlor, Zy's chiefmolivalions were to sow chaos rind
increase his own inramy. During hi.\. career,lhc war­
lock was responsible for count less daring burglarics,
complex :Icts ofsabotage. and the murder ordozcn:.
oflloblcs from rival houses-including the matron
lllothcrofilousc Kilsek.

Arcana or History DC 10: Zy's activilics were
aided by a powerful spiril named Sal/.acas, bound in
an enchanted black iron nasL:. Somc claim that Zy
had summoncd and held a demon within the prison.
while olhers say that the "rison ofSi:lbucus was an
ancient relic hc found during onc of his ad\'entures.
Darker rumors suggest thai Sab.acas was the spirit of
Zy's twin brother. bound 10 the warlock after being
slain by him in lhe womb.

ArClllla or History DC 15: ZyTormlor'sTrinkets
have p:tssed through the hands ofnulllerou", scoun·
drels seeking 10 c1:1im the long·dead warlock's power
or fame. Ilowevcr. if the Icgends ofZy Tormtor arc to
bc bclicl"cd. the ilcms that be;lr his n:tT11e loday vary
in power frollllhc IDols Ihe warlock once wielded. II

Zy Torl11lOr is a legcnd among the drow ofErelhci·
Cinlu, particularly to other dark paCI warlocks.
Millcnni;l after his betrayal alld execlllion at the
hands Ol'llOlISC Kilsck, his life alld esplolls arc
revered by the drow. though Ihe details of tll:lI life
vary with Ihe affiliations of the Ieller.

The weapons <lnd lools that Zy used in his exploits
arc almost as famous as the warlock himsclf­
particularly the "rison ofSablcas, a black iron jar
within which was bound a powerful spirit. Though
the full secrets ofZy's power are said to hal"e died
with him. the item set that bears his nalllc has since
spread from the Underdark and across the surface
world. \Varlocks. wizards. and rogues covel these
items for their power, and for Ihe symbolic value of
follo\\ ing in lhe path of the legendary warlock who
crafted Ihcm.

125,OOOgp
1,625,000 gp

425.000gp
2.125.000 gp

Lvl21 +5
Lvl28 +6

Wlll'lI JUlI'", ilyUr't.'11. "lis bI(lO(l-crusrell c/mlll /lUOWS )111l1l1ll1

)tlllr alllt'S III hl!lt'Ildl"lll1ll8c ojall encmy's error.

Lvi 7 +2 2,600 gp Lvl22 +S
Lvl12 +] 13,000 gp Lv127 +6
Lvi 17 +4 65,000 gp
hem Slot: Nec:k
Enhancement: Fortitude. Reflex. and Will
Power (Dally + Teleportation): Immediate Reaction.

Triooer; While you're bloodied. an enemy adjacent to you
or your spirit companion misses with a melee attack.
Elfecl: You and your spirit compank>n swap positions, and
lhe triggering enemy grants combat advantage to you
until the end of your next tum.

\\'hrn,ltm drop 1lI1 eJlt'Jll)' M'ilh IIlis bloodstah1l'd bladr.)lJur
spirit cornpallilm hlJrrs on 11 hOITiJ)-iIl8 visaSt 'hat shllloes:JUur
f~

lvl 8 +2 3,400 gp
Lvl13 +] 17.000 gp
Lvl18 +4 85.000 gp
We;lIpon: Ught blade
Enhancement: Attack rolls and damage rolls
Critical: +1d6 damage per plus. plus l!WI utra damage
Power (Encounter + Fear): Free Action, Tri,ooer: You

reduce an enemy to 0 hit points with an attack power
using this weapon. Effect: Each enemy adjacent to your
spIrit companion gr.mts combat advantage to you until
the end of your next tum.

2 You gain an Item bonus to Intimidate checks

equal to the number of Items you have from

this set.
4 White you're bloodied, you gain bllndslght 5,

Savage Mask Level 6
n,t $411'<18" spiril whOS/" lisl1Bt" murlrs IIlis mllsl: SruIlfS)ULI
STn.·f1B"lllJJllil15lllll(l(1rs llull would $41p )tlUr ~'l/I,

Item 5101: Head 1.800 gp
Property; You gain a +2 item bonus to Will agilinst dose

and area attacks.

Cloak of the Crimson Path L<.'veI7+



( II i\ I' rI It 2 JI~m S~IS

renmins unknown whether liller copies of Ihe Irin·
kets have lost the originals' power or whether unseen
power lies 1"lent within lhe trinkets and w"its to be
c1;limed.

ZY TORMTOR'S TRINKETS ITEMS
Lvi Name Price (gpl Item Slot

2 Prison or Salucas 510 Wondrous item
3+ Pact blade 680 Weapon
3+ Spldersllk mantle 680 N~k

4 Blacklear gloves 840 Hands

ZY TORMTOR'S TRINKETS BENEFITS
Pieces BeneAt
2 The prison ojSob.ocos gains the rollowing

property- Your Thievery checks are always
treated as Ir you're using thieves' tools, and you
gain an additional +2 item bonus to Thievery

checks.
4 You gain the hond ofSoboclJS power, described

below.

Hand of Salzacas Item Set Pmver

lour oolul willi rile spirlr ofrile prisoll is Strotlg. oUOM.illSJUu
10 c/lUlmd.\tItlr dKdnl' f'llf'l'lJies rhroush rhe ifem f\'l'Il whfll iI's
1I0t Wlfll )UII.

Daily
Free Action Personal
Trigger: You use a warlock power
Effect: The power uses the location or the prison ofSeJIz(J(tJS

inSlead or )'Our location as the origin squilre.

Blackleaf Gloves Level 4

Mllllc from fill' l"m'L'S Dfmr Imelell/ fl'Ywild 0010. firm well·
prcsen'e<1 bl/lel: nlul'l's fllrrcll~ "Ie lllilily ofyour pua boon.

Item Slot: Hands 840 gp
Power (Encounter + Teleportation); Free Action. Tri88er:

Your P<lct boon triggers. Effect You teleport 3 squares In
addition to the other effect of )'Our p<lcl boon.

Pact Blade Level l+

\VllrlockSf/ll'llr Ihls lI'kkl'll~' shU'll IIltIlle.

lvl3 +1 680gp Lvl18 +4 85.000gp
lvl8 +2 3.400gp LvlH +5 42S,OOOgp
lvl13 +3 17.000 gp Lv128 +6 2,125.000 gp
Weapon: Ught blade (usually daggers and sickles)
Enhancement: Attack rolls and d<lmage rolls
Critic.al: +1d6 damage per plus
Property: This blade functions as a warlock Implement,

adding its enhancement bonus to attack rolb: and damage
mils rOf warlock powers Ihat use implements.

Property; When a creature you have cursed with your
W<lrlock's Curse makes a melee attack ilgainst you,
deal damage to the crealure equal to the pact blade's
enhancement bonus.

Special: You do not gaIn your weilpelO proficiency bonus to
the <luOIC.k roll when using a pact blade as <In implement.

•



85,000 gp
425,000 gp

2.125,000 gp

::.

Prison of Salzacas level 2
Tlrl' spirfl bOlJllIl within thi) rurw-sc:ribl'/J bllick melUlJI/lsk 11I(1­
rJipulnles olyl'CLo; III )uur COJIIUllImJ.

Wondrous Item 520 gp
Power (Encounter + Conjuration): Minor Action. You

conjure the spirit contained within the prison In an unoc­
cupied space within 1°squares of you. The spirit can
pick up, move. or manipulate an object adjacent 10 it
weighing 20 pounds or less and can carry it 10 squares.
Ifyou're holding Ihe object when you use this power. the
spirit can move the object into a pack. a pouch, a sheath,
or a similar conl3iner and simultaneously move anyone
object G1rrled or worn 3nywhere on your body Into your
hand.

As a move action. you can move the spirit 1°squares.
As a free action, you can cause the spirit to drop 3n
object It's holding. As a minor 3(tlon. you can cause the
spirit to pick up or manipulate a different object.

Sustain Minor: The spirit persists.

Spider-silk Mantle level 3+

S"unfmlll Ihl' silk of II l!clI1onwl'b terror. this IIIll1ltle 8fdll/S)'ou
II s/lidl'r's effortless/lbilil)' 10 dimb.

Lvi 3 +1 680gp Lvl18 +4
Lvi 8 +2 3.400gp Lvl23 +5
Lvl13 +3 17,000 gp Lv128 +6
Item Slot: Neck
Enhancement: fortitude. 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 )

Characters illlhe paragon tier seck magic ,mns.
imp1emellls. and other items tl1:lt can renect and
complemellttheir incf('asillg notoriety.

ARMS OF UNBREAKABLE
HONOR

LORE
History DC II; The legend ofllradamall is first ~

remrded at the height of the Empire ofNerath. where ~

it was told as the story ofan earlier age of nobility.
Lady Ilradlllllan was a paladin ofgrem repute. one
of many free knights wlto served and defended the
COlllmon folk of her lillld. Whell her three brothers
were falsely accused of Illllrder. Hradall"ll! swore to
secure their pilrdoll by ulldertaking three lasks set
for her by the high king.

History DC 18: For her first task, Ilradarnilll
rcclilillled a temple to Moradin and Mclora thaI had
iii I[en under the control of worshipers ofZehir. Wil h
her brothers. she fought her way to the illtar orlile
temple and sounded her horn. staggering the cull's
yuan-ti leaders so that her brother!> could strike
them down.

For the second task. Bradamiln \'anquished the
titan Shixzan. whose hamlller brought down deadly
Slorms. Hy lricking Shixzanto go underground
where he could lIOt swing his hammer. I~rildi\l\lan

forced the titan to swear loyalty to the king with
unbreakilble oaths.

For her final task. Hradalllall was ordered 10

unhorse the Crow Knight. allulldcad warrior whose
lance brought death. When the two knights clashed.
the Crow Knight's Iam:c passed through Bradalllan's
shield. armor. bod)'. and soul. bill tile paladin did nOI

waver rrom her goal. The Crow Knight was unhorsed.
though Ilradaman paid wilh her life.

History DC 23: ller brothers returned Brada­
malt's body to the high king. who declared she would
be buried Wil h the honor she had in life. Sh ix£an
raised tip a great tomb for her. hiding it away ill the
mountains. The weapons. armor. and gear she bore
ill death became known as the Arms orUnbreilk·
able Ilollor.their magic grown more powerful by Iter
heroic sacrifice. Though many have searched for it.
Hradalllan's crypt relllilins as milch a legend as she.

Pieces Benefit

ARMS OF UNBREAKABLE HONOR ITEMS

ARMS OF UNBREAKABLE HONOR BENEFITS

Lvi Name Price 19p1 Item Slot
Weapon
Weapon
Armor
Head
Arms
Mount

13,000
17,000
17,000
21,000
25,000
45,000

12+ Unbroken lance
13+ Bradaman's weapon
13+ Mirrored plate
14 Pennant helm
15 Shield offellowshlp
16 Bridie of name

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 hems you have
fTom this set.

S When you use your loy on honds power, the
target regains an additional S hit points.

Paladins. bards. 'll1d commoners alike know the
songs of the legcndilr}' hero Ilradamall. She was a
knight ofone orthe ancient human kingdoms on
whose bones the empire ofNerath WilS built-a war­
rior whose exploits shaped the items and powcrs of
the Arms ofUnbreakab1c Iiollor. Ilradaman's legend
isn't ,I part ofany particu],lr f.'1ith. rilee. or culture.
Rather, lhe weapons and armor she wore ilre said to
seek out allY whos(' valor and pure heart renect the
ideals ofa losl age.

The magic items of this set arc closely associated
with paladins. though other defenders can benefit
from their power.
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Bradaman's Weapon Level 1]+ Mirrored Plate Level 1]+

425,000 gp
2.125,000 gp

Pennant Helm Level 14

Shield of Fellowship tevellS

I'olislll'd III ,I brill/II sllel'll. lllis shielll hus IIl1lyic 1111I1 hclllS)UU
shure your TlOSilimlCe wldl llUies.

Item Slot: Anns 25,000 gp
Shield: Any
Property: When you gain temporary hit points. you

can transfer those temporary hit points + 3 additional
temporary hit points 10 an adjacent ally as a free action.

425.000gp
2.125.000 gp

+5
+6

lvl23
Lvi 28

Tlris 8'../llI/iIl8 plare Ill/Iillemls llurllOrity fa )'Vllr \'Vic.. und WI!
bUndJoes willI irs brilliance.

Lvl13 +3 17.000 gp
Lvi' 8 +4 85,000 gp
Armor: Plate ...
Enhancement: AC
Property: You gain an item bonus 10 Diplomacy checks

equal to the armor's enhancement bonus.
Property: When an enemy scores a crltiGI hit againsl you, II

Is blinded until the end of Its next turn.

'!1lls brln'llly dl'comll·d hdmelllranisyou slnmll,ll ojwUl mill
IleI,'S 11.'l'i1/lliZl')ulIr llUks.

Item Slot: Head 21.000 gp
Property: You gain a +1 Item bonus 10 Will.
Power (Daily + Healing); Minor Action. Spend a healing

surge. You don't regain hit points as nonnal.lnstead.
each ally who can see you can spend a healing surge.

'nlis !!IrBaml)' mifird \\WlllOll/lmws 011 your 0\\'11 rl'sl'n·l.'S oj
\',llor 10 lake IllCfi81uIO yourJ0l.'S.

Lvl13 +] 17.000 gp LvI H +5
Lvl18 +4 85.000gp Lvl28 +6
Weapon: Heavy blade, axe, hammer
Enhancement: Attack rolls and damage rolls
Critical: +1d6 damage per plus, and you can spend a

heilling surge,
Property: Divine char.\Clers can use this weapon as a holy

symbol implemenllor divine powers.
Power (Encounter~Minor ACllon. Untillhe end of Ihe en­

counter. your dhti"e challenBe power targets two creatures
In the bulSt instead of one.

Bridle ofFlame Level 16

T/lls blllcl;: I..allrer bridle decoTUll'd wllh ujlnme 1l101i[8"UliS

hl'IlU1l8 power /lIrd call ImHsJ"rmJvur 1I1Orml iHW afiery Sh'l.'ll.

Item Slot: Mount 45,000 gp
Property: When you spend a healing surge 10 regain hit

poinlS.. your moum illso regilins hit points as If II had spenl
a healing surge.

Power (Dally + Fire, Polymorph); Minor Action. Your
mOllnt tfilnsforms Inlo a creature of wind ilnd nilme. The
mount gains resist 20 fire. Any creature other than you
Ihat slarn Its turn on or adjacent 10 Ihe mount takes 2d6
fire damage. Your mounl retains Ihls form unlil the end
of Ihe encounter, until you end the power as a free ac'
lion. or unlll you are no longer mounled on it.
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Unbroken Lance level 11- Charger's Headdress Level 12

ASPECT OF THE RAM ITEMS
Lvi Name Price 19p) Item Slot

.
<

III

Fleece of Renewal level I ] ..

hem Slot: Feel 9.000 gp
Property; YOlI gain the earth walk ability (Monster Manual

page 28]).
Property: YOlI gain a +2 item bonus to Athletic; checks to

cUmbo

CIIAf'f'I'lt 11'1"'" S"U

Thlsflr«t dtllill Sil-es)'01l 0 000s-1 ofviyor eodrtilllt' JtTIJ choT]li'.

Lvlll H 17.000 gp Lvl2l +5 425.000 gp
lv118"'4 85.000gp Lvl28 +6 2,125,ooOgp
hem Slot: Neck
Enhancement: Fortitude. Reflex. and Will
Property: Free Action. When you charge an enemy. you g<Jin

teml>omry hit points equal to your Constitution modifier
Ullllllhc slart of your nexllUrn.

Steady Boots of the Ram Level 11

hlshionrd from .. moulllai" mm's horns. IIri5 Ill'oddrns leiSJVU
dmrae ullJrin.JemJ IhrouSJI du'spirit world.

hem Slo(; Head 13.000 gp
Property: You gain a ... l bonus to attack rolls wilh charge

attacks.
Power (Dally + Teleportation): Standard Action. Make a

charge attack. but instead or movtng your speed bef(lf"e
Ihe allack, you leleport Ihe same' number or squara.

nw~fllr lill..d 1..llIh..r boolsSh't'JOu Ihe sure fOOled su-p of lht·
1II0Ulllllill mill.

Implement

F~.

Head
NKk

]25.oo0gp
1.615.000 gp

5,000
9,000
13~000

17,000

Lvi 22 +5
Lvl27 +6

lvl12 +] 13,000 gp
Lvl17 +4 65,000 gp
Weiilpon: Spear
Enhanc:eme'nt: Attack rulls and damage rulls
CritIOlI: +1d6 damage per plus
Property: When you hit an enemy with a charge attack

while }/Ot"'re mounted, that enemy Is koocked prone.
Power (Daily~ 5tandard Action. Your mount shifts ]

squares and you make a charge anack.

Pieces Benefh

10+ 5tem mountain totem
11 51udy boots of the ram
12 Charger's headdress
13... Flee<e of renewal

lhi5 \I,\'IlJ'OIIJlImIOS willI til(' f'Ol\"t'T of.l'0ur rla'uoousness whm
HIU dll.lf1Jt.

Ten:lcious, stalwart. and sure-fooled,lhe 1Il011nt<lin
ram is revered by lIIany wielders ofprllllal power.
Tolems of Ihe ram adorn Ihe a rlllor of Ihe htl flIers
und warriors ofthe mountains. and mh·Clltllrer.; draw
inspir.ltioll frolllihe visage and spirit ofthcsc nimble
llnd fcarles!> beasls.

\Varclcm and martial·minded druid!> bCllefitthc
mOSI frolllthh magic itcm SCI, particularly those
gmtrdi<lns \tho cnjoy being at the frOllt of the fmy.

ASPECT OF THE RAM

1 You gain ~ +1 bonus 10 atl~ck rolls with
charge atlacks.

4 When you hit an enemy wllh a charge ~l1ack,

one ally wilhin 5 squares of you can make a
saving throw as a free ~ctlon.

ASPECT OF THE RAM BENEFITS

LORE
Arcana or Nature DC 10: The ItelllS ofllu'

Aspect ofthe Ram were first crealed by members
oflhe druid ordcrs that haunllhe high Illounl<lin
passes. Made ofleather·stitched fur and decorated
with dangling fetishes in the shape ofa rom's he<ld.
this sct's crude OIJ1ward appc<lmnce is in sharp con­
tfaSI to ils Irue IJOwer.

Arcana or Nature. DC 16: Thc druids of the
D:lwnforge Mountains believe thatlhe noblcst of
lhe lllountain rallls move on to Ihc spirit re<llm<lfter
de:llh. \·Vhen they do.lhe rams discurd Illcir physic<ll
forms onlhc rocks oflhcir f,\\'orile peaks. The ral·
lllClltthat n11lkcs lip Ihe Aspect oflhe H:l1l1 is crafted
frollllhcsc rilre nmls.

<,
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Stern Mountain Totem Level 10- AYRKASHNA ARMOR BENEFITS

AVRKASHNA ARMOR
Craned by all ancient civi Iizalion ofdevas, Ayrkashnil
Armor grants its full power only 10 members of that
rilCe. MallY devas arc drawn to seek out the scaltered
pieces of this armor. delvi ng into their slloconsdolls
and journeying to strange locilles in an allemptto
ullearth the secrets of,hcir OWl I pits!.

425.000 gp
2,125,000 gl'

Till' SIrl'lIydl oJ)tlUr unellilillY spirit suryes rhrouylr lhis urmor;
reiriforrirrnyour dtifeust'S wh,'., )tlU wllUflOIl if.

Lvl13 +3 17.000 gp Lvi 23 +5
Lvl18 +4 85.000 gp Lvi 28 +6
AmlOr: Any
Enhancement: AC
Property: When you use your memory of/I rhousond lifelimes

raciall'ower. you gain an Item bonus to A( equal to the
result or the 1d6 roll umil the end of your next turn.

A/nUll! o!llllllimwI Cllclrdcs Ihis Ildrner, shurjleninJjyour
St'IIS<'S IlIrd s!Jvwir18JOu IhiuJjs unseell.

Item 510t: Heild 9,000 gp
Property: You gain a +2 item bonus to InSight checks and

Perception checks.
Power (Daily): Free Action. You can Sfle invisible creatures

and objects until the end of your next turn.

The \lmJyill8 caurlllJl' ofrhe ill'l"<I mceJlIels rile power oj this
ih'fIl 10 kt'c," )vufOCllwd ill rom/nil.

hem Sial: Arms 13,000 gl'
Spedal: This ilem can be either bracers. a light shield, or a

heavy shield.
Power (Diilly): Immediate Interrupt. Trl88cr: An effect daz­

es or stuns you. Effect.: You make iI saving throw against
Ihe lriggering effect. On iI save. the effect ends.

Crest of Vigilance Eternal Levell 2

Helm of Vision Unclouded Level 11

Armor of Essence Inviolate Level 13+

Strength of Ayrkashna Item Set Power

You use Ihe power locked Wilhill rhe irrms ofIhis sel ro recover
Jrolll dre mhlOr wowrds your elll,'lIlies h!flia UJlOIl )VIl.

Dally + Healing
Minor Action Personal
Effect: Unlil the end of Ihe encounter, you gain regeneration

5 while you're not bloodied.

Pieces Benefit
2 You gain resistance to fire equal to the

resistance to radiant granted by your Astrill
Resistance racial trait.

5 You gain the strensU1 ofAyrkoshno power,
described below.

615.000gp
3,115.000 gp

Lvl15 +5
Lvl30 +6

l1w Sln'1I8"1 of rhl.' lIlvullraln bl.'lIl.'llIh Ihe mm's hooves jlolVs
inlO)tlur Ill/ach

Lvll0 +2 5,OOOgl'
Lvl15 +3 25,000 gl'
LvI 20 +4 125,000 gl'
Implement (Totem)
Enhancement: Attack rolls and damage rolls
Critical: +1 d8 per plus, or +1 d1 0 per plus with charge

attacks
Power (Daily • Healing~ Free Action. Trl88er: You hit with

a I'rim;ll attack power using this totem. Effecl; You regain
hit points as If you had spent a healing surge.

LORE
History or Religion DC 10: The city-state of

Ayrkashllil was once the site from which good devas
<;el OUI Oil their quests among the mortals they had
sworn to defend. Though the city's locat ion was lost to
history long ago. Ayrkasllllil Armor remains il potent
reminder of the power from which the devas sprang.

History or Religion DC 16: \Vhenthe firSI
imgcls tied themsc!,'es to the mortal realm to hecome
devas. they craned the Ayrkashml Armor to represent
the fivc principles IllOst important to their kind to
bolster them i1gainstthc evil of their ancient cnemies,
the rilkshasas. \Nhen a deva in posscssion of tit is itcm
set dies. the arlllor villlishes to be scattered illl1earby
locations.

History or Religion DC 21: Dcvils who cOllie
illlo contact with itellls from the Ayrkilshml Armor
oftell belic\'e ,hilt they oWlled lhese itcms in a pre\'i­
ous life. I\y undertaking a qucst ol"self-discO\'cry.
they hope 10 reacquire lhe rest of the sct-sceking
Ollt the places where lheir previolls inCarnations lived
and died.

AYRKASHNA ARMOR ITEMS
Lvi N;ame Price (gp) Item Slot

'0+ Weapon of evil undone 5,000 Weapon
11 Helm of vision unclouded 9,000 Head
12 Crest of vigilance eternal 13~000 Arms
13+ Armor of essence Inviolate 17,000 Armor,. Sash of vitality ceilseless 21,000 Waist

Sash of Vitality Ceaseless Level 14
"I1lis SIlSh's red trrul wllUe COlVri1l8 represent, II/Irrn 1111I1 hellliu8.
l.InlllJinJjYilU incre<lSCllvillrlily \\'Ill'tl )UU lieI'd il 1Il11SI.

Item Slot: Waist 21,000 gp
Property: When you spend it healing surge while you're

bloodied, you regain additional hit points equal to your
Wisdom modifier.

CIlAI' !"Elt I I'lem Sets



625.ooogp
3,125.000 gp
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62$.000gp
3,125.000 gp

42$.000gp
2,12$.000 gp

lvl2S +S
Lvl30 +6

'"....
'"17 DOD Armor III

21.000 Weapon ~
~

__'~5"O~O~O..._lmplement ~

4$,000 Hands

65,000 Feet

In5(ri!Jtod l<ith sf:>Ii.::t"djlflma this holy 5J'mbolgrtlnl5)Vu ron
frOI mTT rill' will ofyourfoes..

Lvt15 +] 25,Ooogp
Lvt20 +4 12$.000 gp
Implement (Holy Symbol)
Enhancement: Attack rolls and damage rolls
Critical: The target Is dominated until the end of your next

tum.
Power (Daily. ChamlF Free ActIon. Tri,98t'r: You hit an

enemy with a Ore or radIant power and deal damage 10

II using this holy symbol. Effect: That enemy is dominated
untlt the end of your nexltum and takes a -$ penalty to
Bluff che<:ks until the end of the encounter.

flul.'tlla be lI'(lrn unJrr a priest's robto.lhis shirr afbladr mail
leIs)llufoclls rill.' J'O"TT af>vur/llirh.

Lvl13 +] 17.000gp Lvl23 +$
Lvi 18 +4 85.000 gp Lv128 +6
Armor: Chain. scale
Enhancement: AC
Power (Encounter~Free Action. You expend a use of your

healing 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.

Champion's Symbol Leve115+-

'/111' masic oflhl"S('finl' 1l'1l/ht'r 00015 shorpt'J1Syour re.fkxd und
leuyou nay cw 10 Q jlrtofnsfoe.

Item Slot: Feet 6$.000 gp
Property: You gain a +1 Item bonus to Renex.
Power (EncounterF Immediate Reaction. Tri88er. An en­

emy adjacent to you moves. Efleer: You shih 3 S<IUilres.

Cil ,\ I' I fit 2 " .. mS.. u

Pursuer's Boots Levell 7

Champion's Hauberk Le~ 13+

Pieces Beneflt

Lvi Nolme Price Igpl hem Slot

2 You gain an Item bonus to InSight checks and

Intimidate checks equal to the number of Items

you have from this set.

$ When a creature lies to you and falls a Bluff

chec:k against your opposed Insight chec:k, you

gain a +1 bonus to attac:k rolls against that

creature until the end of the encounter.

13+ Cham~n'shauberk
14+ Weapon of cruel persuasion

1$+ Champion's s.Ymbol

16 Restar.ttive gauntlets
17 Pursuer's bools

CHAMPION'S FLAME BENEFITS

CHAMPION'S FLAME ITEMS

11It' J'O"'IT lind puril) of this l<YtJpon luys in/a )uurfeN'lInd
lallTS il S1rid~m on Ihi Mlllt1ldd.

LvtlO +2 S,OOOgp Lvt2S +$
LvilS +3 25,OOOgp Lvi30 +6
Lvi 20 +4 125,000 gp
Weapon: Any
Enhancement: Attack rolls and damage rolls
Critical: +1 d6 damage per plus. or +1 dl 2 damage per plus

against rakshasas
Property: Divine characters can use this wealJOn as a holy

symbol Implement for divine powers.
Property: When you use your memory ofa tnousond lifetimes

racial power, you gain an Item bonus to your next attack
roll before the end of your next turn equal to Ihe result of
the ld6 roll.

Power (DailYF Free Action. TrilJ8f'r. You hit an enemy with
this weapon. Effect: Until the end of your next tum. that
enemy takes 2dl0 damage wheneverlt attaeks(3dlO
damage if the enemy Is a rakshasa~

Lrw' 25 or 10: 3dl0 damage (4dl0 damage If a
rakshasa~

Evcnthc most bcneficent faith mllst takc a hard line
aguinsllhrcals. Wllcther dcvils undcrmining tllc
c1crgy ofa good deily, hcroes infihraling dark culls.
or the lcmplcs ofa largc eily cngaging in llllllldanc
cspionagc.thc dangcrs facing the faithful arc sought
out and eliminated b)' e1itc champions of!,oood.

A legendary priest charged with uncovcring cor­
ruption within his faith first dC\'e1oped thc itcms of
thc Champion's Flame. Thcy'rc most oftcn sought Ou(

by c1crlcs. but an)' who defcnd their faith can make
usc of these itcms.

Weapon of Evil Undone Level 10'"

CHAMPION'S FLAME

LORE
Hcligion DC J J: OIlC ofthe mosllcgcndnry

ch:llnpiolls ofgood wus Connor Valis. ~Thc FllIme of
Bahamut:' I Ic earned thm cptlhet whcn hc UIICOY­

ered thc corruption Oflhc prc\'ious high priesl. whose
officc hc purgcd with faith and holy firc. Valis Single·
handcdly broke a halr-dozcn culls ofVecna. Orcus.
and Asmodeus that had been Infiltrating Bahamut"s
tcmples.

Religion DC 18: At thc height of his succcss, Valis
resigned his posl and disappeared from public vicw.
Somc whisper thm he himsclfbccame corrupted
by~ long staring illlo thc dark hcart ofcvil, whilc
othcrs suggesl thm hc came to loathc lhe violcncc
rC(luircd by his officc.

Heligion DC 23: AOcr V"lis vanishcd. the tools
of thc Champion's Flame wcrc lost for" number
ofyears. Ilowc\'cr, t hc ilcms of this SCi havc sincc
appeared wilhi.n the ordcrs of numcrous filii h~. all
c1carly dcrivcd from the designs ofValis's original
panoply. Some evcn 501)' that the high priest stillli\cs.
seeding his Icgac)! evcn as he searches for a worthy
successor.



Restorative Gauntlets L~vel 16 ElDRIT(H PANOPLY BENEFITS
Pieces Benefit

Blade ofthe Eldritch Knight Level1S~

Belt of Breaching Lewl19

M.ntk rlllll'S sJrimrnt'T lllm!8 tilt 1t'lIHlh oflhis blodl'. Tht wrap
on t'Tlllblcs )"OU '0 llIrllcl! II diS/onl nll'lfI):

625.oo0gp
3,115,000 gp

Lvl25 +5
Lvl30 +6

L 15 +3 25.000gp
L 20 +4 125.000 gp
Weapon: Heavy blade
Enhancement; Attack mils and damage mils
Critical: +1 d6 damage per plus
Property: When you use a standard aet:ion to make a melee

allack with Ihis blade, your melee reach increases to 5 for
that attack.

2 When you use ~ Ideportatlon power, you can
use a minor action in the same lurn to teleport
~galn a number of squares equal to the number
of Items you have from this set.

4 When an enemy m~rked by you triggers your
Swordmage Aegis class future by attacking a
targel other th~n you, your next attack against
!.hat enemy deals extra damage equal to the
number of Items you have from !.hIs set.

6 You gOlin ~ +1 Item bonus to AC while you're
wearing light ~rmoror no armor.

E\TIl os .\'OUTflit'f<llk ,his plain lMllm- bel, 5t'I1dsJDU across lht
bdnkjldJ. n'frrshl'J and I'l'OJJ ,o.f!8h, on.

Item Slot: WaIst 105.000 gp
Property: When you reduce OIn enemy to 0 hit points. you

can spend a heOillng surge to regOlin hit points and then
te1epon 5 squares..

Weapon of Cruel Persuasion Leve114~

TIII'St' bl(lck ll'utl!t-'T »lol'f'Sjlml! wflJI crimsolljImncs. ,heir po'
1t'lI'l'lll'rar Ill/Irwin» lin ally '0 I'I.'1l1nl '0jl»'l,ilI8fonll.
Item Slot: Hands 45.000 gp
Power (Encounter): 5tandard 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 cholce~

11u' 1nl'1Il1dllIJ nI' of ,Ills WI'~lpon lrupsJour f04!5 lI,IxIJ'

L 14 +3 2l.ooogp L 14 +5 S15.000gp
L 19 +4 105.000gp L 29 +6 2.62S.000gp
Weapon: Any nlelee
Enhancement: Anack rolls and damage mIls
Critical: +1d6 damage per plus
Power (Dally + Fear): Free Action. Tri~ You hit an

enemy with this weapon. Effect:: That enemy can't attack
you until the end of your next tum.

In the dying days ofNer:lth. the !>wordlllages known
.... the c1dritch knights wcre SOlid 10 be lhe fIlost elite
rorce illihe empire. NOlie fought harder 10 s!a\'e orr
Ner.lth·.. r.. 11 than this tledicmed group or warrior­
arcanists. Thcir legend Mlrvives today in the Eldritch
Panoply-.. set or magic arlllS, armor, and gear that
..upportcdlhcir ittlpressh'c nglllillg talents.

Swordm:lges l>enentthc most rrom owning lhe
Eldrilch Panoply, bUI wilrlocks, other ..trikers, and
some dercnders eiln Illa ke usc or IhcS(' powerrul
relics.

ELDRITCH PANOPLY

LORE
Arcaml or I-lis(ory DC 13: The cldritch knights

wcre a d iStillgU i..hetl onler ufswordmagcs who
roughl ill tIl(' st'rvicc orNcrmh.

Arcana or I-listory DC 20: Items in the Eldritch
P.. noply havc preciolls mctals and olher special
material.. woven or fused inlo lhem, allowing the
wcarer 10 challllci arC:Jllt' ellcrgy for usc in combat
m.. llcuven. or spclkilsling. The picrcs oft he pallOply
were ..caltered across Ihe world whell the c1dritch
kn ights fell. :1Ilt! they rt'main highly sought after by
<;\\'ordmage.. :lnd other :lrCilne warriors.

ElORITCH PANOPLY ITEMS
Lvi Name Price (gp) Item Slot

'4+ 5wift-slep boots 2l.900 F~.

'5+ Blade of !.he eldrilch knight 25,000 Weapon
17+ Eldritch med~lIion 65~000 N~k

'8 Rebuking bracers 85,000 Arms,. Belt of breaching 105,000 Waist,. Dimensional gaunllets 115,000 Hands

, Dimensional Gauntlets L~vel 20

I'hl.'St' lIyhlllldrllJdunrlt.'lsllllowJ'UU '0 lush our 1111l1'11T~ foes.

Item Slol: Hands 125.000 &p
Power (Dally): Minor Action. Until the st<lrt of your next

turn, your melee reach Increases by 1 ilnd you gain
threatening reach.

If you're wieldIng the blade of lhe eldrilch knight your
melee reilch Increases by 2 ilnd you gain threiltenlng
reach.

Eldritch Medallion Level 17+

\\'''1'11 Jou'rt iI!,iuI'l.'J, Ihl' 1X1l1'er of"lis ill/ricall'!r l'"8nJ''i!d

1II1'11'llIiol] 11"5)1'11 slip llll'uyfrolll )VUffOC!S.
L.... 17 +4 65,000 gp lv127 +6 1.625.000 gp
Lvl21 +5 325.000 gp
Item Slot: Neck
Enhancement: Fonltude, Renex, and Will
Power (Dally + TeleportJtion): Immediilte Reaction.

Trl881'r. An enemy bloodies you. Effett You telepon
a number of squares equal to the medallion's
enhancement bonus.

lllAI'n·R 1 Jl~m Sus
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J>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

radiant 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.

2

5

13 Bracelet of the radiant storm 11000
14 Crown of the brilliant sun 21,000

15+ Queen's staff ~OOO

16 Spark slippers 45,000
17 Ring ofthe radiant storm 65,000

Rebuking Bracers level 18

Swift-Step Boots level 14,

GIFTS FOR THE QUEEN

These W'I/I·s11uMcd bmccrs flare Wilh blue liyllIas yvur dc\'lls­
III/illY llllad· 5ends (III 1'111'111)' (lim)' from )'ou.

Item Slot: Anns 85,000 gp
Property: When you score a critical hit with a melee attack.

you can teleport the target 3 squares. If you're wielding the
b10de ofthe eldrllCh Imiyht, the target 15 also dazed until the
end of your ne~t lUrn.

l1u'5{, 1l1ltulcSCrilll/l'llIhl'r boofslel )1JU rUll ,HlSI lUI)' obs/ade.

lvl14 +3 21.000 gp lv124 +5 525.000 gp
lvl19 +4 105.000gp lvl29 +6 2,625.000gp
Item Slot: Feet
Propt!rty: When you run, you can teleport lhe last 2 squares

of your move.
level 24 or 29: Teleport the last 4 squares of your move

plus 1 extra square.

This item set is spoken of in the legends oflUlmans
and c1adrin.though its origins remain shrouded in
mystery. The tales tell oflsathrain-a queen ofold
who was kidnapped and taken 10 the Shildowfcll­
and of the powerful relics Ihilt aided her lover on his
dangerous qllcst to reSClle her.

Over long centuries, these Gifts for the Queen
ha,'c found their way back to the world. Though lIlost
useful to sorcerers. lhey arc coveted by other charac·
ters who undertake ildventures in the Slmdowfell or
who hUllt the undead.

LORE
Arcana or History DC 11: Isathrain, the queen

ofa po\\'erful border kingdom. becilme betrothed to
Girron. a sorcerer from a diSlant land. Days before
Ihe wedding. Giryoll's encmies struck fromlhe
Sh:ldowfell ilnd stoic Isathrain ilway. Gir)'on and thc
queell's court responded by turning what had been
planned as a wcdding reception inlo iI Wilr coundl.
Gifts thaI had been intended as courtly vestments for
thc queen were InJnsformed into powerful wcapons
ilnd implemcnts in preparation for <Ill assault illlo the
Shadowfcll.

Arcana or History DC 18: According to legend,
Gir)·on ilndlsathrain were reunited in the Shi.ldow­
fell after molilY trials. I lowever, though the Gifts for
the Queen were SOOI1 seen in Ihe lllorlill world. the
two lovers ncvcr relurned to lhe queen's courl. Some
say Ihey travelcd 10 the Feywild to escape Giryon's
enemies: others claim tlmt the lo\'ers remaincd in
the ShadowfcJl. searching for other mortals that hild
becn stolen away by the denizens of that dark land.

ArCill1:1 or History DC 23: Those who bclie,·c
that Quecnlsathrain still fights for the lives ofmor­
tals trilppcd in lhe Shadowfcll say that a character
who assembles a full sel of the Gifts for the Queen
call seek her there.

Bracelet of the Radiant Storm level 13
SecIIlilln1y composed oj fJUre Cllrrw: lIds bmrell.'l I:cI'I's)'tlu saf{'
Jrom CIICTW fHfael1s.

Item Slot: AnTIS 17.000 gp
Property: You gain resist 5 radiant and resist 5 lightning.

Crown ofthe Brilliant Sun Level 14

'l1lis erowujlarl.'s Wllh brillillli/ ellerw lhm you ClI11 unlellSlr in
plaw oja IIn'llniny ll/filel:.

Item Slot: Head 21.000 gp
Property: When you hit all enemy with a lightning power

and deal damage to it, you can deal radiant damage
instead.

Ring of the Radiant Storm Level 17

Anem ofI'll I\! I'lIl.'r8)' 51'1 ill/O IIfis plOli/fl1l1f rinn Sllorl'I.'IISyour
II1i1Sfery of lin/II IlI1d IinlllllillJ).

Item Slot: Ring 65,000 gp
Property: When you hit an enemy with a lightning or

radiant power and deal damage 10 it. you can roll the
damage twice and use either result.

Power (Dally); Free Action. Tri88er. You attilck an enemy
with an encounter lightning or radlanl power and miss.
Effect; You regain Ihe use of the power.

If you've reached 3t least one milestone today, a dally
lightning or radiant power can trigger this power Instead.

Spark Slippers level 16
'Vhen )1JU \\'Cllr tlll'st' mU8iCIIUy 5ul'ple n/ass sUpl"'rs.Jmos who
Sll'P 100 dose to )1JII IUIY Ihe pricc.

Item Slot: Feet 45,000 gp
Property: When a creature moves adjacent to you, you

can deallightnillg damage to that creature equal to your
Charisma modifier.

CllAI'TElt 2 l'fe ... SCIS
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OFFERINGS OF CELESTIAN ITEMS
LvI Name Price 19p1 Item Slot

Queen's Staff LeI/ellS·

Staff of the Far Wanderer Levell7.

Mooncloth Robes Level 17·

J\ M'(luIJ be IIIlIICIlIT is shunl~.J IIwuyfrom JIJU b,. 11K' prol.Yfhl'
ptnI...... of Ihl'SC' shilllml.'linn roIH5.
Lvl17 +4 65,000 gp Lvi 27 +6 1,625.000 gp
Lvi 12 +5 315.000 gp
Armor. Cloth
Enh;llllCement: AC.
Power (Ern:ounler~Free Anion. Tri,gser. An enemy adja­

cenl to you misses you with a melee ;IIuack. EJJecc You
slide Ihe triggering enemy 1 square.
Special: If you have Ihe Cosmic Magic class feature. you

slide the trIggering enemy 2 squares.

1111' lIulfllc of1111'S/' SUI'pll' 8101'I!S wrulsfOrlh II bUISI ofslUr/inill
III hlhul Juur f(X5.
Item Slot: Hands 105.000 gp
Property: The r.mge of your ranged ,mack powers increases

by 2 S(IUare.s,

Power (Dally + Implement, Radlant~ free AClian. Tri88er:
You hit or miss an enemy with a ranged attack. Effect:
MOlke a secondary attack: Area burst 1 cenlered on Ihal
enemy: Charisma + 4 vs. fortitude: largets enemies: on
a hit. the auack deills 1d8 + Charisma modifier radiant
damage. and Ihe target is blinded untllihe start of your
next turn.

Gloves ofthe Wandering Star level 19

\Vhl'll >,m bum Jour foes with rmliUllr powcr, ,h.. four ",llite
Sllln: So'l Ullile hrml of llris SlUffsemI JUU effilrrlessly II(I'(ISS lhe
IlIlulrjlell!.

Lvi 17 +4 65,000 gp Lvl27 +6 1.625.000 gp
Lvl22 +5 325.000 gp
Implement (Stilff)
Enhancement: Altack rolls aOO damage rolls
Critical: +1d8 radLant dilmage per plus
Power (Dally • Teleportiltion~ Free Action. Triooc-r. You

use a radLanl power. ElJect: You teleport 10;11 space adja·
cenllo any target of the triggering power.
Special: If)"OO have the Cosmic Magic class feature 0100

are In Ihe phase of the stars, you gain a power bonus
10 AC equal to the Stilfrs enhancement bonU'S until the
stilrt of your next tum.

2 When you have resistance to cold, psyc::hic, or
radiant, that resistance increue.5 by an amount
equ.ill to the number of items you h.ilve from this
~,.

4 When you teleport, you Ciln .ilI.so telepot't a
number of allies equal to the number of items
you have from this seL The allies must begin

ilnd end the telepot't adjacent to you.

Pieces Benefit

OFFERINGS OF CElESTIAN BENEFITS

Armor
Implement

Nuk
Hands
Head

62S.oo0gp
3.115.000 gp

Lvl2S .5
Lvi 30 +6

\'our lillhlllillfl ,mach und urranr dtfm5('$ u"' lIlore poll'lII
,,"hilt' HIll ~id,I,hissiaff.

Lvi 15 +3 1S.ooogp
Lvi 20 +4 125.000 gp
Implement (Staff)
EnhallCement: Anack rolls and damage rolls
Critkill: +1d6 damage per plus. and if the attack gives you

a bonus to AC. from your Chaos Bun:t class feature, lhat
boous lllCreases to +3_

Property. When you hit an enemy with an aR:ilne lightning
power using this staff 0100 deal damage to it, you gain a +2
bonus 10 your attack rolls agilinsl that enemy until the end
of your next tum.

17+ Moondoth robes 65..000
17+ Staff of the Far Wanderer 65,000
18+ Star-strewn scan 85..000
19 Gloves of the wandering st.ilr 105,000
20 Sun sphere 125,000

Once inll dozcn gCllerations,:r flery comet callcd the
Far Wanderer traverses the nighl !>ky. Legcnd holds
that the Far \-Vanderer is a sign OrS:rlvlltioll and a por­
tent orlhe wlItchrnl eyes of the gods ofgood. 111 :rges
pas!. u great sorcerer secured a r"lglllent or the Far
\-Vanderer for usc in the creation of:r sct of powerful
itel1ls-t he OlTerings ofCdcstian.

The OlTerings orCdestia" arc bc~t suited for
cosmic sorcerers. but any characler can make tlSC or
the items oflhis set.

LORE
Arcana, Histor}', or Religion DC 13: When

the comet known as the Far '''anderer lasttfa\'erscd
the skies centuries ago. it is said that frdgment .. of
its essence split orrand rained white fire across the
land. Adventurers and scholars ro:lllled far and wide
In search ofthesc fragmcnts. but only one wa.. el'er
recovcred. Collected by all arcani!>1 and 3.!>t rOllomcr
named Cclestl:rl1. this strangc piece of mct:rl was
found to curry polent Ic\,els 01" magica I power.

Arcana, History, or Religion DC 20: Bclieving
Ihls llIaglcu] fr:rgmelllio be a gift from rhe good dei·
tics. Celestian sought to IlOllor them. After srnelti ng
the fragmenl dowll.the arcanist "pUll atllin metal­
lic thread that was stronger than ..tee I. By ..'itching
this thread into fine silk and leather and embedding
picces ofil in other matcrials. he crafted a set of
magic itcms as his olTering to the gods.

OFFERINGS OF CELESTIAN
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PANOPLY OF THE SHEPHERDS OF GHEST ITEMS
Lvi Name Price (gp) Item Slot

PANOPLY OF THE SHEPHERDS OF GHEST
BENEFITS

had created were passcd to new generat ions ofshcp­
herds and cvclltually spread to thc widcr world.

Arcana or History DC 23: Whcn the shepherds
led their people rromthe Illllcn city. they took only
the panoply they had created. Fearing that Chest's
powerful magic might rail into the wrong hands. the
survivors allowed the city's great arcane engines 10

destroy themselves and the surrounding ruins. For
centuries, s;lges and ;ldvellturcrs havc sought the
location of the r.111en cily, to no avai l. Howcver, some
belie\'e tl1:lt the desccndants orthc first shcpherds
still guard the ruins. and that charactcrs who success·
rully collect the panoply can attcmpt to find them.

Wondrous item

Weapon
Head
Armor

13,000

17,000
1000

25,000

12 Shepherd's battle

standard
13+ Shepherd's anns

14 Helm arable defense
1S+ Crystalline breastplate

This riny sphere in Ihe slllll'l? ofIhe sun cirrlesyour hell/J, burn
iJl8foes who IIfOl·" too dosl.'.

Item Slot: Head 125.000 gp
Property: You gain a +1 item bonus 10 Will.
Power (Encounter + fire, Radiant): Millar Action. Each

ellemy adjacent to you takes fire and radiant damage
equal to your Strength modifier.
5~dal: If you have the Cosmic Magic dass feature and

are in the phase of the sun. this power affects each en­
emy within 2 squares of you.

Sun Sphere Level 20

'11115 ShlmnH.'rlllH blnel: scurfproJeelS )1I1Ir I'Won CI·l.'n as il Jlln­
dl.'rs )vur f"WITlit's' Illllleks.

Lvl18 +4 85,000 gp Lvi 28 +6 2.125.000 gp
LvlH +5 425.000gp
Item Slot: Neck
Enhancement: Foniwde, Reflex, and Will
Property: You gain a +2 item bonus to saving throws against

the blinded condition.
Power (Daily): Minor Action. Untillhe stan of your next

turn, you are blinded, and each enemy that can see you
takes a -5 penally to auack rolls for attacks that indude
you as a target.

Star-Strewn Scan Level 18+

625,000 gp
3,125.000 gp

PANOPLY OF THE
SHEPHERDS OF GHEST
Ancient legends tell of the noating cily ofChest and
orits spectacular destruction. Less well known is the
talc of those who survived that destruction. ;lIId how
a handful of heroes-t he shepherds ofChest-sm:·
cessfully led their people through COli ntless dangers
to make new lives. Though Ghest is little more than
a memory now. its name liveson in the arms and
arlllor those heroes wore.

This item set is favored by del'enders and charac­
ters cIlarged with protecting others frolll harm.

LORE
Arca";1 or History DC 11: The noating city of

Chest was a magical marvel said to have been built
by mighty arch mages ;md demigods. For centuries.
Ghest was a centcr oflcarning. peace. and prospcr­
ity- and thcn disaster struck. When its magic was
shut down by unknown forces. the noating dfy fell
to cilrth. Through thc elTorts and sacril1ce ofChcst's
powerful priests and wizards. a fraction of the city's
population survivcd thc cataclysm. Ilowevcr, those
survivors wcrc left alone ill a hostile land. their lcad­
ers and champions dead.

Arcana or History DC 18: From thc brokcn
wreckagc orthcir ollcc-rnigllly city, the cxilcs sal­
vaged some of thc arcane wonders ofGhcst to help
them survivc. A hand lill ofselr:appoilltcd "shcp·
hcrds" wielding weapons and ;trlllor ofsacred crystal
led the pcople ofChest through 11lany trials. eventu"
ally flndinga safe home in new lanels. The relics they

Pieces Benefit
2 Each ally adjacent to you gains resistance to all

damage equal to the number of Items you have
from this SeL

4 Each ally adjacent to you gains a +1 Item bonus
to all defenses.

Crystalline Breastplate Level15~

Thulllh-si:t'd C'Ysluls SCI ililO i111SllrlIIor absorb ce-rillin f)'lJes of
dIllIlU8l" bUf UI fhe expen,w ofillcrcased l11/ilCmblliry.

Lvl15 +3 -.25,000 gp Lvl2S +5
Lvl20 +4 125,000 gp Lvl30 +6
Armor: Leather. hide, chain. scale. plate
Enhancement: AC
Property: After an extended rest, choose one of the

following pairs: cold and nre, lightning and thunder, or
necrotic and radiant. You gain resist 10 to one of the
chosen damage types and gain vulnerable 10 to the other
type.
Leve/15 ar 30: Resist 15, vulnerable 15.

Helm of Able Defense Level 14

LifeliJ.:e el)'s11l1 ..~)'es in tile /meJ.: offhls helmelfocusJour willlllul
bolslerJvur IlefellSl'S.

hem Slat: Head 21,000 gp
Property. You gain a +1 item bonus to Will.
Property: At the stan af each encounter; you gain a +2

bonus to all defenses until you take damage for the
nrsttlme after the end of your nrst turn (not including a
surprise round).

ClIAI'TEH 1. I "e", SellS



Shepherd's Arms Lew113"

Shepherd's Battle Standard level 12

Weapon
Arms
Armor
Head

Neck

680
9,000
ll~OOO

21,000
25,000

('II,\I'II-ttl .' ..... S .. 1S

Lvi Name Price (gp) Item Slol

Pieces Benefit
2 You gilin an item bonus to Stealth checks equal

to the number ofltemsyou have from this set.
S When.m enemy affected by your Warlock's

Curse drops 10 0 hit points, you be<ome invisible
until the end of your nelltturo.

3+ Pacl blade
11 Razordark bracers
12+ Oarkstrlke armor

14 Tenebrous mask
15+ Cloak of burgeonIng

shadow

RAIMENT OF SHADOWS BENEFITS

RAIMENT OF SHADOWS ITEMS

.--------------.'"f-

42S,OOOgp
2,nS,000 gp

lvl23 +5
Lvl2S +6

Thl" "rott"C1h~ ma8k ojIIlis anlll' bl"dl"d """pan llindm a
.fLIt'·5 Ull4uh ''If'linst,lUllr allit"S.

lvl13 +] 17,000 8P
lvl18 +4 8S.OO0 gp
Weapon: !>okarm. spear
Enhancement.: Attack rolls and damage rolls
Critlal: +1 d6 damage per plus
Property: An enemy adjacent to you can't flank your allies.

Crealed by a militant order of warlocks, the Huiment
ofShadows is a see ofblllllc garb cr1Ifted frolll the
hides and scull'S ofextraplanar creatures dwclling in
the Shadowfell. Though the warlock order no longer
exists, pieccs ofthe roJiment still circulate. and lllany
warlocks seck to complete a sel for them"Clvcs.

LORE
Arcana DC 10: The madcs ofShadow were an

elite order ofwarlocks who strove to overcome the
philosophical barriers llrising between wllrlocks of
dincrcnt putts. The H"il11cnt ofShadows-a sct of
magic relic.<; crafted with the power of the Shadow
fell-was their uniform ami was designed 10 obscure
any differences of mcc. creed, or pace.

Arcana DC 16: Despite their dedicalion to IInif)'­
ing the c1dritch arlS. the mades ofShadow c\'entually
fell. Over lime, the dh Isions between warlocks ofdif­
feTCm pacts turne<lto connice. with smaller gTOU!JS
\\ilhin the Blades accusing clIch other of withholding
the order's mosl powerful secrets.

Arcana DC 21: Sages know that the filII orlhe
Hlllde.. ofShildow was due eo morl' than mere inOght­
ing. rhe beings and powers to wholllthe w"rlocks
had sworn fealty feared that the llIades were on the
verge ofdiscovering Ihe llleUIlS to lap direct Iy illlO the
cJdritch power Ihm wa.. Ihcir lifeblood. By doing so,
they would be able 10 b)'pa..~ their lrad itional patrons
oflhe h~y\\'ild,lhe I;ar llelllm.the Nine llells, and
other powers. These palrons forged a shore·lerm
alliance Ihat shattered the llI11des ofShadow and
destroyed its tcachings.

Ser wlrll scores ofshillinll (I)·sllll), IIlis OOlllltr illspirrs bnll'Cry
in }Ollr aUk!> lllld ~etrs I'lII'mll'S III bay.

Wondrous Item 13,000 gp
Power (Encounter + Zone): Standard Action. When you

planl this battle St.iIndard In your space or an adJacenl
square, it creates a lone In a close burst S. While within
the lOne. you and your allies gain a +2 power bonus to
Will agairm fear effects. It COSIs enemies] extr.l squares
of movement to enler Ihe lone.

This effect lasts Unlll the end of the encoonler or unlil
the battle standard Is removed from the ground. Any
character in or adjacent to a banle S1andaro's square can
remove it from the ground as a standard ilClion,

RAIMENT OF SHADOWS

,,



Pact Blade Level] ..

Cloak of Bur eonin Shadow level 1S+

Razordark Bracers Level 11

The Raiment of the World Spirit Is a magic Item sct
ofancicnt design and primall)Owcr. To the untrained
ere. the ilem~ in Ihls set app(~aras the relics ofsome
primitive tribe-a shield, ncd:lace. mask. and ring
r.lshloned from wood, bark. and OIher materials of
tlte fore..-l. Ilowe\·cr. closer scrutiny revcals t hat the
piece" of the raiment arc untouched b)T mortal tools.
appearing Instead as though they were grown as
liVing objects.

\Vardens beneOt the most from the Raiment ofthe
World Splri! SCI, bill defenders and classes Ihal grant
access 10 polymorph po\\'ers will nnd these Items
uscful as wcll.

LORE
Arcana or Nature DC II: Primal power Infuses

the Raiment of the World Spiril set. binding it to
nmure. Spellcasting erafters creale each component
as IlOlrI ofan :mcient ceremony passed down through
thc ages. Each piece ofthe SCI is grown as t~ offshoot
of a living tree-an avatar ofthe myslerious \Vorld
Spirit. The tree gives "l' a l)Ortlon ofits hcartwood
10 serve as a shield. forms the mask from its bark.
provides its seed pods for the necklace. and manifests
the rillg as an extension oflts primal spirit.

Arcana or Nalure DC 18: The Ralmenl of the
World Splril was Orst fashioned In Ihe earliest agc of
Ihc rnort:ll world. Sensing looming threats that might
disrllptthe fragile cycle oflife and dealh. shamilJ1s,
wardells, and druids camc together 10 request aid
fromlhe prim:ll power they sollghllo prolect. Vv'llh
Ihese now·ancienl riles, the keepers Oflhc old ways
conllnue 10 crafllhese relics, both to honor ihe cham·
pions who oncc carried Ihem ilnd as:1 boolllo new
heroes ded iCilled 10 defending Ihe n:llllral world.

When:H1 itcm from the mimellt is worn. It relcases
tiny seeds lhat take rOOI in Ihe weilrer's clothing and
..prolll vlncs thill \\·Cil\·C abolltthilt person·s body. The
tendrils staunch wounds and <;UppiClIlCIll strength 10
:llIow the weilrcr 10 keep fighting pitst the point whell
olhers \\'ould fall.

Arcana or Nature DC 23: The crafters of the rai·
menllreat its creation as il sacrcd Irust, and they lake
care to ensure thaI Ihe relics don't fall inlo the wrong
hands. The raiment Is a gin of nature. and that gift
can be withdrawn ifits wearer abuses its power. Dark
lales abclIlnd ofprinml spirits visiting calamity on
heroes who ml..-use the raiment. and ofwholc lands
scoll'l,ocd by blight and disease in response 10 the
1)O\\'cr of the World Spirit being betrayed.

RAIMENT OF THE
WORLD SPIRIT

625.0oogp
3.125.000 gp

Lvl2S +S
Lvl]O +6

Lvl15 +] 25.000gp
Lv120 +4 125,000 gp
Item 510(: Neck
Enhan<emen(: Fortitude, Reflex, and Will
Power (Dally): MInor Actklfl. Until the end of the

encoumer, each ally adjacem to you while you have
concealment from )'Our Shadow Walk class feature also
has coocealment.

\\arllKbj.lIl1r Ihis wickedly sJwrp blade.

Lvi 1 +1 680 gp Lvi 18 +4 85.000 gp
lvl8 +2 1,400gp Lvl1l +5 425.000gp
lvl 11 +1 17,000 gp Lvl18 +6 2,125.000 gp
Weapon: Uglu blade (usually dOlggers and sickles)
Enhancement: Attack rolls and dam<lge rolls
Critical: +1 d6 dOlmage per plus
Property. TIlls blade functions as a warlock implement,

addIng its enhancement bonus to attack rolls and damage
rolls for warlock powers that use implements.

Property: When a creature you have cursed with )'Our
Warlock's Curse makes a melee attack against you,
deal damage to the creature equal to the POCI blode's
enh,lIlcelllenl bonus.

Special: You do nOI gain your weapon proOcienc)' bonus to
the att<lck roll when USing a paci blade as <Ill implement.

Tenebrous Mask Level 14

Oarkstrike Armor Level 12-

l.nshrd wflh Ihws ofHluss shurp shudow, Ihese blllccrs 11110\1' )VII
10 slrlk/' UI n1ll8r II'IIIWIII lelfillB ),our HlIIlfIl down.
hem Slot: Arms 9,000 gp
Property: VourWOlrlock at·will ranged ilttilck powers don't

provoke opponunlty attacks from adjacent enemies.

ShadO\l) nm..s shiff al'TOSS Ihe surfau oflhiS bloc1o onnor. pro-­
1«liIlIJYOU wllffl.'uu sillJJle OUlaf~ Kilh Jour ullocb.

Lvl12 +1 11,OOOgp Lvi22 +5 325.000gp
lvi 17 +4 65,000 gp Lvi 27 +6 1.615,000 gp
Annor. Leather, hide
Enhanc:ement: Ill::.
Property. When you hit an enemy with an anack ~r,

if you gained a bonus 10 your ranged attack roll against
Ihal enemy from )'Our Prime Shol class feature, you gain a
+2 bonus to AC againsllhat enemy umil the end of )'Our
next tum.

l1Jis Ihln <lip ofbl..ck silk ..II~'S )VIl 10 IIlrHelfon shrouded
from Jour SiJJlll.

Item 5101: Head 21.000 gp
Power (Encounter): MIOOf Action. Until the end of your

next tum, you Ignore the -2 pellillty to attack rolls
against creiltures within 10 squares of you that have
ronce<llment.

(lIAI'n"ll ""m Sus



Pieces Benefit

RAIMENT OF THE WORLD SPIRIT BENEFITS

Necklace of Fate Level 12

Lvi Name Price 19p) Item Slot
REAPER'S ARRAY ITEMS

Uarb,trians bcnent the most from these items.
though any characler who yearns to be in the thick of
conlilill will nnd value in this set.

LORE
Arcana or History OC II: The crafting ofa

!leaper's Array sct is a secret known only to a handful
ofarcanists. and the dark process im'olves the incor
poration ofan enemy's corporeal essence Inlo each ~

piece. Hlood quenches the steel pulled white-hot from J
lhe forge. The hair of" foc is woven into the cloak's <:
fabric. ,md its nesh is cured to provide lhe leather of :r::
giltlllliets and belt. Most sets arc made wilh the l>lood 0.

anti bodics of monsters.l>ut more than a few ha\'c
been cmfted IIsing malerials harvcs'ed frOIll scnrielll
humanoids.

Arcana or History DC 18: The legendary ber­
serker "gnir, a dmgonborn barbarian warrior \\ hose
bloodlu.'>t and thirst for ,'ellgeance still im-pircs fear
in the tieOings Ihm remember his name. nrst created
the items in the HeallCr's Array. \Vhen a ~lil\'e O\er­
seer murdered hi" family a" punishmelll for Ygnir's
refusal to kneel, the bilrl>arian vowed to bring down
tile empire of'Baci Turall! single-handedly. Hre,lking
his chilins. Ygnir killed his ll1i1ster. the o\'er"eer, and il
dozen gnards wilh his bare hands.

Arcana or History DC 23: With the help ofa
fcllow I,risoner schooled in the warlock ,Irts. Ygnir
forged the nrst Reaper's Array set using the steel.
blood. skin. and hall' ofthe fot-os he had slain. \\'ith
his grim helm and terrifying axe. Ygnir became a
ICI:,'end on ancient oottlenelds. Unable to sla) him
Ihemselves. tieOing diabolists were said 10 ha\'e "um
mOiled powerful devils to nnally end the warrior's
threal-an actthill some say might have hastened the
full ofth... race.

"«.
Arms
He;ld

Ring

325,000 gp
1.625.000 gp

13....000
17,000

21.000
25,000

This nec/daft' of lIcorns /IIul ,,~n'('ll ~i"es lel/u'rsynur SI,frlllO
IWlllrl'. hdpinS)tlu shah· offOIl.' t:ffCCIS ofcomlulf.

Lvl12 +3 13.000 gp Lvl22 +5
Lvi 1 7 H 65.000 gp Lvi 27 +6
Item Slot.: Neck
Enhancement; Fonitude. Renex. and Will
Power (En<ounter~ No Action. TriBBtt Yoo make a saving

throw at a time other than the end of your turn. Effect;
Yoo gain an item bonus to that saving throw equal to the
necklace's enhancement bonus.

Ring of Many Forms Levell S

Lvi Name Price (gpl hem Slot

This rillS nppt'urs as II b.JIlJ ofsl'if'ill8 l'ner,qy. slWrpt'llill8Jullr
COmllllll'IVwess ",hl'n-,ulI wll.'lJI IIII' ml!8ie of Ifllllsfnrnllllion.

hem Slot: Ring 25.000 gp
Property: When you use a polymorph power, you gilln a +1

bonus to )'Our next attack roll before the end of your turn.

Mask of the Vengeful Spirit Level 14

n,ls lluOOtl'. lmask lakes on IIU' appearanet' ofa srlarlins bt'asl.
e...usill8 II ~Irrredf~ III bl' OI't'J't"oml' byfl'llr.

Item S~t: Head 21.000 gp
Power (Daily + FeOlr~ No Action. When you rolllniti<Jtive.

you mark one enemy)'Ou GIn see. 0100 that enemy gr.lnts
combat advantage to you until the end of )'Our next turn.

2 You gain an ltenl bonus to saving throws against
ongoing damage equal to the number of Items
you have from this set.

4 Your healing surge v;llue Increases by 4.

12 NKklOice of bte
13 Shield ofthe World Tru
14 M;lsk of the vengeful spirit
1S Ringofmanyforms

RAIMENT OF THE WORLD SPIRIT ITEMS

('Il\I'·tEH21'emS..u

2 You gain an Item bonus to Intimidate che<ks
equal to the number of items you have from thi~

set.
5 When you bloody an enemy, you can shift 1

square as a free action.

Shield of the World Tree Lewl 13

\\'h1.'1t .rPII make use ofhealIns ('ner8Y- ,he mayle \li,lIll1lhi~

solid lI("or~ood shield pIVIN'U-,tlur allies.

hem Slot.: Arms 17,000 gp
Shield: Any
Property: When you spend a he;lling surge. each ally

adjacent to you gillns a +2 shield bonu~ to AC until the
start of your next turn.

REAPER'S ARRAY
Slained with dried blood, etched with the SC,Irs
ofcounllcss balll('s. and bearing silcllt witness to
uncountable acts of S<1\'lIge slaughter. the Reaper's
Ami)' i!> a panoply bcflltlng onl), the deadliest war­
riors. For those who colleClthc items ofthb sct. death
is a constant cOffipill\ion. and foes filet on the neld of
bmtlc arc dcstined to nnd only pilin and ruin.

14+ Crimson cloak
lS+ ReOlper's alle
1S Reaper's helm
17 GOIuntlets of brutality
18 Head-taker's belt

REAPER'S ARRAY BENEFITS
Pieces Benefit

21000

25.000
25,000
65,000

85,000

Neck
Weapon
Head
Hands

WOIist



625,OOOgp
],115.000 gp

515.000gp
2,625.000 gp

Picces Benefit
REGALIA OF THE GOLDEN GENERAl8ENEFITS

Waist
Ring

.«.
Weapon
Head

12+ Mantle of the Golden General 1].000
13+ Gener-d's weapon 17.000
14 Golden crown of b.nde 21,000

command

15 General's belt 25.000
16 Ring of tactical brilliance 45~000

Lvi Nilmc Price (gpl hem Slot

General's Belt level 15

REGALIA OF THE GOLDEN GENERAL ITEMS

2 You gain a +2 item bonus to Will.
5 When an ally you can see spends an action

point, Ihal ally gilins ill +2 bonus to Will
untillhe end of his or her nelill tum.

LORE
I-lislory or Itcligion DC J8: No accurate records

01'1 he Golden General's birth or death exist. nor is il
known which lands were his Irue home. The histo·
r1ans ofm:.ny human c"hures claim thb legendary
warlord a"lheir own.llnd at le:.'1 olle laic claim'i'
thUlthe Golden Gcneral became an exareh of Pelor
ilfler he lItel his end. The items ohhe Hegalia ofthe
Golden General arc usable by characters of3ny align
ment. but il's said that an e\,jJ creature thill dons the'll'
relics causes thcm to turn delld black in color.

Hislory or Hellgiolt DC 23: Legcnd says thaI a
hero who OWIIS the full HegaBa ofthe Golden Gen­
eral sct can attempt to relric,'C lhe fragments ofthe
original regali;t from the ab}'ssal deplhs.lfslIcccssful.
thb hero CUll bring Ihe fragmclIts 10 the cily ofllesta­
\':rr ill the I\stral Sea. Upon prescllting the rcg:rlia to
Pelor. the hero carns the righllO become one ofthe
deily's exarchs upon death.

I11;s rirll dlllll: Sllirllllll'1'S lIi"l a Moo..l rrJ slll'l'II.llljl'flIlirrsyou
llIJ<IlJlSI d/.l.' 1I10S! f'Olt'1lI atlQck oJ),ourJOt'S.

lvl14 +] 11.000 gp Lvi 24 +5
Lvl19 +4 105.000 gp Lvi 29 +6
hem 5101: Neck
Enhancement: Fortitude. Reflex, and Will
Property: When you t<ike untyped ongoing damage. you

nlake a saving throw againSI the ongoing danlage with an
Item bonus equal to the c1oak's enhanc:emenl bonus.

SPOr/ins a wicl:edly cun...J blade, Ihis sleel axe dmws Oil lilt,
J£tI/h illroes oJJolir 01'f'OIlI'IIlS 10ful'! its allack.

lvl15 +] 25.000gp lvl25 +5
Lvi 20 +4 115,000 gp Lvl]O +6
Weapon: Axe
Enhancement: Altilck rolls ilnd damage rolls
CritiGilI: +1 d12 dam<lge per plus
Property: When you reduce an enemy to 0 hit points. you

GIn shih 1 square and make a melee basic anack with this
weapon.

Head-laker's Belt lew:118

This rltlin lttl/her bdl is~ ",ilh sJrull shaped SlI't'I sllilIs. ",illl tI

n~'W (Ill/' lljJpt:QrillS e<lch lillieJOII sIayaJoe.

Item Slot: Waist 85.000 gp
Property: You gilill 01+1 Ilem bonus to Fortllude.
Po_r (Dilily): Free Action. Tri88er. You reduce an eoemy

to 0 hit points. EJJect: You gilln temporary hit poinu equill
to your level.

IIIiSI ami bloodslains lIlarl: Illl~ I£u/her und sled salmllels.
which SITl'nslhm )vur allack asuillSlJuUmJON.

Item Slot: H,mds 65.000 gp
Property: When you hil a prone enemy with a melee anack.

Ihe altack deals 5 eXIra dalllage.

Gauntlets of Brutality ll'vel17

Reaper's Axe levl'l15+

Crimson Cloak level 14+

Reaper's Helm Level 15

HadJ)' wOllnJedfotS call'l eludeJour ml/ldrs ""hill.' )VII "''t:ar dIU
buUII.'·SCllrI1"J stulllelmfl.

hem Slot: Head 25.000 gp
Property: You ignorc the -2 peJialry (0 allack rolls against

bloodied enemies that have concealment,

REGALIA OF THE
GOLDEN GENERAL

-nIl' bu(ld... ofl/lls lellt/ler bd/1s 118oldl.'n ~hldd whOSt' Ul1l8i(

mila/ius.\V1l ",,11m Jtn.I IU'JpJour allies heal.

Item Slot: WaiSt 25.000 gp
Property: You gain a +1 item bonus 10 Fortitude.
Powcr (Daily + Healing): Free ACllon, Trf88l.'t: You use

a power that heals an ally. E.JJett You spend a healing
surge.

The Golden General is all enduring figure orJcgend.
a warlord known as one ofthe foremost demon sla)'­
ers who Cl'cr Ih·cd. Though Ihc fragments oflhc
original arms, armor. and raiment wielded by the
Golden General arc said 10 lie in the deplhs oflhe
Abyss where he met his end. the design of his regalia
was well known el'en before his dealh. Pieccs belong
in); lothis ilcm SCI can he found lhroughout Ihe world
and beyond it.

Hesourecful warlords bellenl the mOSI frollllhc
ileltts in tlti~ SCI. hut i111 warlord.. can make usc oft hem.

CI/AI'TFIt 1 Irl'm Sel$



Golden Crown of Battle Command level 14

General's Weapon level 13+

z
~

~

-;
<
0:
<
Co

Armor

Weapon

NKk
H..d

0:
Implement _

Ring

Pieces Benefit

Lvi Name Price (gp) hem Slot

2 When you spend a healing surge while you ;Ire

bloodied. you regain addition;ll hit points equal

to the number of items you have from this set_

S While you are bloodied. your melee weapon

;ltt;lcks g;lln the brutal 1 property (originally

described In Adventurer's Voull); Reroll any

damage die result of 1 until the die shows 2 or

higher.

13+ Skin of~onies 11 000

14+ Sword of melancholy 21,000

15+ Mantle of !!Brets 15,000

16 Maslcoftears 45.000

17+ 5 mbol of the Forgotten One 65,000

18 Ring of sorrows 85,000

RELICS OF THE FORGOTTEN ONE ITEMS

RELICS OF THE FORGOTTEN ONE BENEFITS

415.000gp
2.125.000 gp

Lvi B +5
Lvl18 +6

_\j(lf' lurklna aUI ojrrodl wlll jul lilt' "!l18kal bilt oJlhisHildt'd
"Ataml.

Lvi13 +l 17.000 gp
Lvl18 +4 85.000 gp
Weapon: PoIearm
Enhancement: Attack rolls and damilge rolls
CritiCOlI: +1 d6 damilge per plus
Power (Encounter): Minor Action. Until the end of your

next fUm.)'OOr melee reach with this weapon increases
by I.

\\ 'hell )"U lilJ'l'("r ,Ill Idly's ,1lf1lc!l.llle pow..r oJdlis shllf/le cirt:11.'1
ofb.·ult'"1J01,'llell's8uide his IUllId.

Item 510t; Head 11.000 gp
Property; When you use a warlord power to gl"3nt a melee

basic atlack (0 an ally within your line of sight. that ally
gains a +2 bonus to the attack roll and the damage roll.

Mantle of the Golden General Level 12+

Ring of Tactical Brilliance Level 16

RELICS OF THE
FORGOTTEN ONE

nit flO"TT oJrhisBolden rirVJ Ifelps pruItt' an ally M'ho c1u:nVJt'S
posilic/ll aI ),,"r cvllllllund.

Item Slot: Ring 45.000 gp
Property: When you use a warlord power that lets an ally

shift. thill ally gains a +1 bonus ro all defenses um!1 the
end of his or her nelrtfUrn.

'nlis StlllllJl"r munlle bestows a rnppll"8 ",cl8'11 on Jour enemies.

Lvt 15 +J 25.000 gp Lvt 25 H 625.000 gp
Lvt 20 +4 125.000 gp LIII]O +6 3.125.000 gp
Item Slot: Ne<:k
Enhance~nt: Fortitude. Reflex. and Will
Power (Daily + Fur, Psychk): Immediate Reaction.

Trig,ger: An enemy hit5 you wilh a melee or a close attack.
f.JffC.t: The triggering enemy takes a -2 penalty to allack
rolls and saving throws (save ends both~ First Foiled
Soving Throw: The enemy also takes ongoing 10 psychic
dam;lge (save ends all~ SKond Foiled Soving Throw: The
enemy is also stunned (sa~ ends all~

Mantle of Re rets Level 15+

nlis bone rIlll5k cul'rnl'l'S die iUlu8e ojaBrievlnyJlyure whose
reurs beWUlI' II billm fa)1lu ar 1111 lilly.

Item Slot: Head 45.000 gp
Power (Dally + Healing): Free Action. Trl88t'r: An enemy

bloodies you with a melee or a dose attack. Effect: Vou or
an ally adjacent to you can spend a healing surge.

Mask orTears Level 16

J25.ooogp
1.625.000 gp

Lvl22 +5
lvl27 +6

11Ir uld)"U 811't' IIlI ally is Srrt'll8du'ned ~. dlt' poM....r ofrhis
(ur Ihlrd Illllbt'r cloak.

Lvl12 +J 13.000 gp
Lvl17 +4 65.000 gp
Item Slot: Neck
Enhancement: Fortitude. Reflex. and Will
Propeny: When you use a warlord power to grant a .saving

throw to an ally, that ally gains a +2 bonus to the .saving
throw.

Craned frolllthe rcmains ofa dcad god.thc Relics
ofthc l:or~'OlIcnOne are a set of pOlcnt magie itcms
from the dawn oftimc. Though c1crics. a,'cngers. and
paladins rnosl oneil seck these relies.thcy can be
used by any class.

LORE
History or Religion DC J8: Ilisiories and reli­

gions texts rccord the fates ofllle deilies that fell in
thc ancicnl conniet between the gods and the pri·
mordials. but a fcw slories havc escaped thc scholars'
quills. In CCnturics past. onc sllch fallcn deity was
found by a mystcrious ordcr ofarcaniSls whose mClll­
bers r..shioncd thc rcmains ofrhe Forgoltcn One imo

relics oflncrcdible powcr.

Rin of Sorrows Level 18

"011 car!iun' rhe InQllifcstadon ofsorrowfrom Illis "'"ill siil'er
ri1l8. rllskhVJ)vurf~ M·jll. rhe a»ony ofll.t FOlJlOlf1.'1l Dlle's
demisto.

Item Slot: Ring 85.000 gp
Propeny: You and each ally you can see gain a +1 bonus to

attack rolls with fear powers.
Power (Daily + Conjuration. TeJepo"atlon~Standard

Action. You conjure a milnifestadon of sorrow In each of
three ulloccupied squares within 10 squares of you. The
three sorrows remain until the end of your next tum. An
enemy that staltS its tum adjacent to a sorrow ;lnd that
deals damage during that turn Is teleported 10 another
space adjacent to the sorrow (your choke) and dazed
until the end of your neKt tum.

CIIAI'I"t:l\ 1111"'" S"I~



515.000gp
1,615,000 gp

Skin of Agonies level 13+

nlr /ll.:l'll('q oj II SCTfamJus}ilce Is elChe,1 across rhis armor,
M'!TICIt /,rOlert.:.YOIIJrom )VllrJON' harshcsllllWrks.

Lvi 13 H 17,000 gp lvlH +5 425.000 gp
Lvi18 +4 85,000 gp lv128 +6 2.125.000 gp
Armor: Lealher. hide
Enhancement.; AC
Property; You aUiomatically succeed on saving throws

against Unlyped ongoing damage.
Power (Dally~ Immediate Reaction. TrilJilfT. An enemy hilS

you wilh an att.Kk Ihat deals ongoing damage. EJfett The
ongoing damage ends.. One. enemy adjacent to you takes
the ongoing damage Instead. and takes a -2 penahy to
saving throws against that ongoIng damage.

Sword of Melancholy level 14·

The masic oJfhis well nOlClled blade fills JOllrJM Mifh a drrad
rnnlaiSf' Ihlll !rn,'tS if Operl '0Jurther allac".

lvl14 +3 11,000 gp Lvl14 +5
lvi 19 +4 105,000 gp lvl19 +6
We..pon: Heavy blade, light blade
Enhancement.; Attack rolls ..nd damage rolls
Crilial: +1d8 damage per plus
Power (Daily + Fear): Free Action. Tri88ft': You make a

melee attack against an enemy using this weapon and
miss. EJftct.; That enemy takes a -1 penalty to all defens·
es (SOlve ends). Aftereffett If you're adjacent to the enemy
when It succeeds on tts saving throw against this effect,
you can make a melee bask attxk using this weapon
against that enemy as a rree action.

LORE
I-lislory DC J7: Over a thousand years ago. a

grciltl,,"ullc was fought in the Feywild palace of
NcsscclIr betweell the eladrin and the foltlorians. The
great behemoth!> laid waste to lhe priceless crystal
relics for which the p<llacc was known. slaying many
in t heir wake. Ilowever, before the fomorians could
triumph, the c1adrin lord Ondathian U1l\'eiled a
magic mirror Ihatlwd the power to save his people.

History DC 26: The magic ofthe mirroropencd
a IXlrtaltltrough which eladrin reinforcements pre­
IJared 10 enter the fra). But the fOlllorian war chief
Morgkash shatlered the mirror just after the portal
opened.tr.1l>ping the souls ofthe c1adrin within the
broken pieces. The rOlllorians O\·erran the palace.
sla)'ing all within il. In an atlemp' at totaJ \'ictory,
Morgkash tried to destroy the shards ofthe shattered
mirror but couldn't affc..'Ct theflt. Sensing ,he power
lingering \\ ithin these fr.Jglllents.the fomorians scat­
tered the pieces IhroughoUlll1uhiple worlds.

History DC 31: O\'er man) generations. frag­
IIlCIlIS of the mirror havc heen collected and formed
into l\lirror ofNessccar scts. The Items ofthis set
arc powered b),the essence ofthe c1adrin who dkd
trapped wilhin the mirror. granting potent abilities to
the wielder,

MIRROR OF NESSECAR ITEMS

Pieces Benefit
MIRROR OF NESSECAR BENEFITS

Lvi NOIme Price (gpl Item Slot

' ..115-,000 Ring
1,615,000 Head
2~115,000 Implement
2,625,000 Neck

26 Bloodshard ring
27 MIrrored mask
28 Feyshard wand
19 Far-step amulet

Bloodshard Ring level 16

1 You gain a +10 Item bonus to skill checks mOlde
as part of a scrylng ritual or a travel riWill.

4 You can perform the Observe Creature and
True Portal rituals once per day each with no
component cost.

'1111' inrllHcs oJel...drln IloblesJlic"er M'it/lin ,Ills drculllr shard of
mirroretl JJlnss. whl(h h!lllrt'$ )VII elocn as II e11t'11ds )1)lIr l'iIOIil)~

item Slot.; Ring 1,11S,OOOgp
Property: You reduce your maxlmllm hit points by 5.1n

addition, whenever you spend a healing surge, yoo regain
1 additional hit points..

Power (Daily + Healing): Minor Action. Regain hit poinlS
as if yoo had spent a healing surge.

Ir you've reached alleast 00f' milestone today. you also
regain a spent healillg surge.

CIl,\t'TI-ll2. "I'm SI'U

Symbol of the Forgotten One level 17·

11le llil'llle IlOwl'r dJ'hls bllflere,J symbol ((mceals )VIIJrom )ulIr
f""-
LvI 17 +4 65,000 gp lvl27 +6 1.615,000 gp
Lvl12 +5 315,000 gp
Implement (Holy Symbol)
Enhancement: Attack rolls ilnd damilge rolls
Critical: + IdB radIant damilge per plus
Power(Dally + Illusion): Standard Action. By expending

a use of your Channel DivinIty class feature, you become
invisIble to each creature within 5 sqllares of you unlrl
the end of your next tum.

MIRROR OF NESSECAR

Clwracter!> retluire 1he most potent ifrlll~.armor.
implements. and other magic items to lace the chal­
len1,'<.'S of the epic levels.

The mirror ofNtsSl!CrIr was a unique treasure from
an ancient fey empire. It held if dimensional portal
within its magkally sikercd glass that was capable of
transporting large numbers of erc.Hures to its loca­
tion. In a great hattie bclween c1adrin and fomorians.
the mirror was shattered as c1adrin soldiers prepared
10 come Ihrough it. and their souls were trapped
\\ ilhin it....hard!>.

-- --._------------~------
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Far-Step Amulet Level 29

'n,is «mul...1Clpf"'urs 10 be fhr froml! lInd sham'rrd Blass ofII
SCl)illJJ mirror. 115 III"BkfOCll5l.'5 JUlIr IdrrlOrlllUon rower$.

Lvl29 +6 2.625,000 gp
Item Slot: Neck
Enhancement: Fortitude. Reflex. and Will
Property:: When you use a teleport01tion power. lhe distOlnce

you can tekport incre.lses by 3 squa~.

Power (Daily + Teleportiltion): Move Action. You teleport
20 squares.

Feyshard Wand level 18

aHermmh. thc Ul1l1ol)' relics from beyond the stars
wcrc scatlercd f:lr and wldc. and they havc cominued
10 sprcad to various culturcs ovcr the cenluric'i.

History DC 3 J: Sages speculatc t/wt Ihe powcr
granted by these items is gh'en only to help rcunite
thc itcms. And many think that the Poi illS oflhc Con·
stellation Itcms send dark dreams of!)()wer to those
who seck thcm. exacting a COSI from the user for their
powcr. It's cvcn snid thatthc itcms not onl)· work to
be reunitcd. but also arc trying 10 return 10 Ihc Far
Hcalm-al Ihe cxpcnse ofthosc who collect Ihern.

POINTS OF THE CONSTEllATION ITEMS

POINTS OF THE CONSTElLATlON BENEFITS

Lvi Name Price 19p1 Item Slot

This slemll'T mirmrrd sham rtjIl'CIS d'l! IJhosl~ ilnulJl' ofdadrirl
bar", m"8~ and n-plolishes fhl' urt"unl" J'O"~ kilhin )vu.

Lvi 28 +6 2.125.000 gp
Implement (Wand)
Enhancement: Anack rolls and damage rolls
Critical: +' d6 damage pef plus
Power (Daily): Free Action. You gain the use of an arcane

encounter power that you or an ally has already used
dUring this encounter. This power Is lost UIt is oot used
befOt"e the end of the encounter.

13 Oelbilnian vambraces
24 BOOb of (alphon
25+ Rod of Ulban
16 Hands of Hadar
27 Ring of khlrad

425,000

525,000
625,000
1,125,000

1..§25,000

Arms
F~l

Implement
Hands
Ring

Pieces Benefit
Mirrored Mask L~117

1\ jU8!Jrll (III musll (If sfll'l're,llJluss llfllH'ars 10 slum' 111111111'5 oj
dudrln S(lIulS e\'l'n liS If prolrrlSJVt! from ull/lrb.

Item Slot: Head 1.625.000 gp
Property: You art: immune to gaze affitCks.
Property: You gain a +1 bonus to all defenses agilinsl ranged

or area attacks.

2

5

Your enemies take a ~1 penalty to Silving throws

against your powers for every two pieces you
have of this set.
You gain a +3 Item bonus to Fortitude or Will.
Vou can change the defense this bonus applies
to after a short rest.

"RJINTS OF THE CoNSTELlATION
The Poims of thc COllstellal iOIl are relics s:lcred 10
an anciclll sect ofslar pact warlocks who worshiped
thc unknowlI powers of the Far !tca/m. Each ilcm is
n:ltllcd for a diffcrcnt alicn star and allows ils widder
10 cxerl innucncc ovcr lllortal minds and bodic~.

Though this sel b 1Il0st useful to w.. rlocks. nny
eharacler seeking:l COllllectioll 10 the Far HCillm eall
make use ofilS ilcms.

LORE
History DC 17: Calling thcmsch-cs the Consld·

lation. a secrct sect ofwarlocks in the ancient licOing
cmpirc ofB..c1 Turalh worshiped thc alien powers
lurking within thc Far }{calrn. When this pr:tetiec
and the resuhanl corruption ofthcsc ~tar pal'l war­
locks was discovercd by Ihc cldcrs ofthe empirc.
retribution came swirely.

Praying 10 their cider gods.lhe warlocks called a
mighty powcr (Q Ihc world. ~howcring thc rcalm with
monstrous mctcorites. Tllis :lsSilUlI dcsi royed Ihe Wilr­
locks' focs, cvcn as it enchanted a panoply orilcms wilh
l)Owcr nc,'cr mcanlto be wielded by Illortal hands.

Hislory DC 26: Thc dragonborn ofArkhosia nn­
ished Ihc job thm the cldcrs ofBacl TUrdth could nol.
laying siege to Ihe sanctums .md fortrcS$Cs of the star
p.lct warlocks before thcir taint could sprcild. luthe

Boots of Caiphon Level 14

" mOil' afpurpll' Un'll urllilS Ih~ blad~ Irlllltl'r OOols.lmfllinlJ
)UU ,,,\'1'11 liS illl'ISJVu mow fredy Utr05S die bmllrjldll.

Ilem Slot: Feet 525,000 gp
Property: You gain a +2 item bonus to Reflex.
Power (At-Will): Minor Action. You shih your speed and

take damage equal to rwo times the number of squares
you shifted.

Delbanian Vambraces Level 23
TI,est· lu wllifl.' brarers 11'1_\ulI pass 1U1SfOl'II.lml,heir I"O'Itt
Jrrr..N)vu to Ihl' marro", ifkft uJldltd:ed.

Item Slot: Anns 425.000 gp
Power (At-Will + Cokl. illusion): Free Action. Trigr: You

score a crltlal hit using a cold power or reduce an enemy
to 0 hit poInts using a cold power. fJfec': You become In",is·
Ible until the end of your next turn. Suslai" Free: The invis·
ibility persists. but each time you SlIstaln fl. you take 5 cold
damage that an't be reduced or pn:vented In any way.

Hands of Hadar Levd 16

Hre °1/..15 spt.'CHI' tlll'5l' blllll.! Blows. whkhfilCUS Ihe poWl'r of
)Ullr \Vurlocl!'s (,'UI'SI'.

Item Slot: Hands U 25,000 gp
Property: When you hit an enemy tha' Is granting combat

advantage to you and deal your Warlock's Curse ertra
damage to It. you deal an additional 2d6 extra damage.

("APII·ft 11 ',r.n ..... 11



RELICS OF CREATION ITEMS

Bane's Collar l('vet 18

Lvi Name Price (gpl Item Slot

Avandra's Ring Level 27

Head
Hands

Rif!l

N&k
Implement
WOfldrous item

525,000
625,000

1,625...000

2,115,000
2,62~000

3,115,000

Pieces Benefit

24 loun's flame
1S Zehir's gloves
17 Avandra's ring

28 Bane's collar
29 Pelor's scepter
30 Vecna's puule box

roor milld illfll85 off the (olllrol ojolhrn ",hil..JOu wear rhis
brinlll 51rt'! collar, bur all ally P'lJ'S IIII' prlcl'.

Lvl28 +6 2,125,000 gp
Item Slot: Neck
Enhancement: Fortitude, ReRex, and Will
property: When you make a Silving throw against a charm

or fear effect, you can roll twke and use either result.
Power (Daily~ Immediate Intenupt. Trigr: An enemy

largets you with an charm or fear attack. EJfect: An ally
within 10 squares of)'OU becomes the t<lrget or the
attack.

This lOOSl' jlflillJJ rhlJ/ Hi'll/liSJVu Illr IlOwer 10 iytlorl' effecls dIll!
,,"ould COllS/rIdnYUli.

Item Slot: Ring 1,625.000 gp
Propel1y: You Ignore difficult lerraln.
Power (Oally~ Irnrncdlate Inlerrupl. TriBBCr: An effect im·

mobilizes, restrains, or slows you. Effect: The triggering
effect ends.

If you've reached al least one milestone loday, you
also gain a +5 power oonus to saving throws against
ImmobiliZing, restraining. or slowing effects until the end
of the encounter.

2 You gain a bonus to ArGJna, History, and
Religion checlcs equal to the number or Items
you haVi! from this set.

4 When you hit an elemental creature with an
Invoker attack power, the> attack deals 1d8
extra damage (2d8 extra damage ir you haVi! all
six pieces of the set).

6 When you use a divine blast or burst attack
power, you can aHect 3 additional squares, each
or which must be adjacent to the power's

normal area.

together 1':111 rcmindtlle gods of the strength and
righteousncss of their onCC-COllllllon cause.

Arcana or Heligion DC 31: The six Relics of
Creation appear consistently in the COlllcmporary
historical record. Ilowe\'cr, fr..gmellts ofolder histo­
ries speak ofot her itellls that were once part ofthe
sel-SOlllc named for deitie:,> whose presence is still
felt within the world, and others whose namcs and
powers arc drawn from gods long dead.

RELICS OF CREATION BENEFITS

Ring of Khirad Level 27

Rod of Ulban L~I 25+

RELICS OF CREATION

,llb rillB Is WI will. II clOlulrJ n$fmlillalllond whoseylrmn
I1'Ti'als 11tI1I8s sri'n IlnclulIsrrll.

Item Slot: Ring 1.625.000 gp
Propel1y: You gain a +5 item bonus to Insight che<ks and

Perception checks, and you can see invisible creatures and
objects.

Power(Dally~ MInor Action. Until the end of your next
tum, creatures within 5 squares of you lose invisibilily.
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 tum. Sustain
Minor: The effects persist.

Ir you'lIe reached at least one milestone today, your
allies are unaffected by this power.

LORE
Area"'l or Heligion DC 17: In the cataclysmic

war between the god!> and the primordiaIs for control
of the world. each deit)' fa!>hioned a powerful relic
to bestow on the grc..test ofthcir chosen followers.
Few relic'i survh'cd the war, howe\'er; most were lost
along..ide their wielders III the drc..d battles that
swept acro'iS the world and through the planes.

Arcana or Religion DC 26: The Helics ofCrc~
atioll found across the world today contain onl)' six
itelllS. each holding a slivcr ofdh,jne power frolllthe
dcity \\ho fashioned the original item. Though long
centurit.'S have drh'en rifts between these deities,
and \\hlle their sen·ants sometimes wage war with
one another. it's said that a hero who brings tJle relics

Tnl" milld o/.lvurf~ is made mlJff sLlsupribll" 10 allack '" Ihl"
f'O"'" oflhis blu.. 1',11111' 0)'5101 rod.

Lvl15 +5 615,000 gp lvl30 +6 3.125.000 gp
Implement (Rod)
Enhancement: Altxk rolls and damage rolls
CritiGJI: +1dl1 psychic damage per plus
Property: Whl1e an enemy is affected by your Warlock's

Curse. It gains vulnerable 10 psychk..

Each piece in the item sel known as the Relics of
Creation is the cpitomc of wondrous design and
1ll:l11ur.,ctllre. Unnawcd ami umpoiled.these items
demon'itrate:t quality of perfectiOlI I hal suggeSL'i
creal ion by divine h:lmls. Their otherworldly con­
\t rllctiOlI incoqxlf<\tcs r:,bulous sllbstances such as
..oUdlned Om"e, woodlrillulled from hea\'enly trees.
and elements now unknown in the mortal realm. It·s
said that the beareroflllCsc relics is nlled with the
Iight ofcreat iOIl. whosc encrgy fuels potellt powers
tllat SCilr enemies wit h divine. Judgmcnt.

Ill\'okers derive the most bcncflt from items of the
Hel its orCre'lt iOll. but any divine character can make
usc ofthh scI.



lounts Flame Leve114

t\j1ickrrillH rio/elJ'1II1I1' dons about Jour IJrflll.nmrlliujJ you
bmwl,'c1ijl' uIlIljJurill8 10 life III YOllr cormlllllllJ.

Item Slot: Head 525,000 gp
Property; You g<!in a +2 item bonus to Will.
Property; You gain a +8 item bonus 10 knowledge and

monster knowledge checks.
Power (AI.WiII); Minor Action. You set loullsJlome to

shed bright light 10 squares In all directions. dim light 5
squares in all directions. or no light.

Pelor's Scepter Levc119

This JJoldt'1i rod is C11111lt'11 with (/ slIlIbuTStlllllt adds JlOlrlll)' fo

lVII' rlllliunI JIOwt'rs.

Lvi 29 +6 2.625,000 gp
Implement (Rod)
Enhancement: Attack rolls and damage rolls
Critical: +1 d8 rndianl damage per plus
Property: Divine charncters can use Ihls rod as a holy

symbol Implement for divine powers.
Property; When you hil an enemywilh a divine radiant

power using this rod, you can reroll any d3mage die Ihat
shows a 1. Against elemental cre3t1lres, you can reroll any
damage die Ihat shows a 1 or 3 2.

Vecna's Puzzle Box Level 30

Gr,'(lf S''('l'ts 111'1' TeI'I'II1I'I! f(/ JOu by)vllr pOSSl'ssiOIl of this fist·
sju'd hmss puzzle IllIx.

Wondrous Item J,l 25,000 gp
Property: You Gin perform Ihe Lorem3sle"'s Bargain and

Voice of Fale rituals as if you hOld mastered Ihern.
Property: Divination rllu31s you perform have no

component cost. When you perform a divination rltll31
that requires a Religion check. you can nl3ke 3n ATG\n3
check instead.

Zehir's Gloves Lcvc12S

TJrI'S/.' hluck JJ"lI'IosllOlslt'ryou' flO\\'ers to b)1l11SS)vlIr ellt'lIly's
most IJOtl.'1I/ ne/fuses.

Item Slot: Hands 625,000 gp
Power (Dally}. Free Action. Tri88er. You hit an enemy with

an altack power. Effect: TIle attack ignores Ihe enemy's
lnmlllllities and resislallces.

'">­w

'"
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TIME WIZARD'S TOOLS ITEMS
lvl Name Price (gp) Item Slot

TIME WIZARD'S TOOLS
Spcllcastcrs manipulate the material world and the
energy of the planes wllh case. but lime remains
llolOriously rcsiS1(1Il110 magical conlTol. Few wizards
and olher arcanists specialize In deconstruct lug time
and enchanting objects 10 lllill1ipulmc lIs boundaries.
and for b>OOd reason. Such characters oneil suffer the
strange effects of this potent magic. disappearing illln
unseen realms or ('\'en coming face to face with them­
selves for short !JCriods.

The Itelll sct known as the Time Wi7.ard'sTools
is legendary among arcaniSls who tinker with lime.
although the power orits items can be utilized b)' any
character.

Ring of Free Time level 19

Staff of Time l.eYe130

rhis dty<mt bird, slaffis eappM wirh a brilliant diamand
wIlDS<' pOM'a c<ln eltSlf~ oul oflirTIe.

Lvl30 +6 3.125.000 gp
Implement (Staff)
Enhancement: Attack rolls and damage rolls
Critical: +1 d12 dalNge per plus. and you om use the staff's

power without expending its dally use, even If the power's
dally use has been expended.

Power (Daily); Free Action. TriB8"'= You hit an enemy with
an auack U5ing this st"ff. Effect:. That enemy disappe<lD
until the stan of your next tum. Until that time. it can't
take actions and C<ln't be targeted. The enemy reappears
in the space It last occupied or in the nearest unoccupied
space of Its choice.

Time·Jumping Boots Level 27

For <I !lrkf rTlOl/U.'UI. rhlS(' nondescripl hoolS allOllo' )'OU ro s1qJ

OUI of lilll .. <llul "11U/t·your tnemies' al!l'll/ion.

Item Slot; Feet 1,625,000 gp
Property: You garn a +2 item bonus to Reflex.
Power (Daily~ MIMl Action. You disappear until the st.an

of your next turn. Until 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 effect 10 you. You also
ignore negative ongoing effects, take no damage, and
don't need to make saving throws (though you can still
do so If yoll wish). You can take one standard action and
two 'ninor actions. At the st.an of your next turn. you
reappear In the space you last occupied or in the nearest
unoccupied space of your choice, and you are dazed until
the end of your turn,

You slip Ihr bonds of rhnl.' ",'IIII.'JOU "'I.'ar rhls simple sih'er
mmJ.llllml·h1J.!)uu 10111:1fasler '''an yourfoes.
Item Slot; Ring 2,625.000 gp
Property; You gain resist 5 to all damage.
Power (Encounter~Free Aetklll. You can I3ke an

additional minor iKIion on your tum.
Ir you've reached at least one milestone today, you can

use this power at will ooce per round.

Feet

Head

Ring
Implement

16li,OOO
2.125,000

2~625~000

3,125.000

Time·jumplng boots

Crown of stuuered lime

Ring of free time

Staff of time

21
28
2.
30

LORE
Arcana DC 28: The Time WiI.... rtJ"s Tools are

powerful relics scattered across the prcsclll-day
world from both the fulure and the 1:laS!. The \"ari­
OilS items and their m)'sterio\ls creators wcre said to
havc appeared in widespread locations throughout
thc world's history. Ilowe\'cr. givcn thc nature of
thc tools. it's speculatcd thatthcsc relics miglll be
the product ofa single mage traveling through tlmc
with lhe aid ofspells or Hems beyond the scope of
mortalll1agic.

Arcana DC 33: Shaping lime is perhaps thc most
daunting of the ,lrcanist's wsks. Although the power
of the Timc Wlzurd\ Tools h formidablc. certain
itcms In thc sct also ex:!ct a cost from the wielder as
Il.'lrl ofthc utlswblc naturc ofthcir magic.

TIME WIZARD'S TOOLS BENEFITS
Pieces Benefit
2

4

You gain an item bonus to initiative checks equal
to twice the number of Items you have from this

set.
You gain one additional use per day of magic

item dally powers. bch use of a magic item daily

power must come from ~ different magic item.

TINKERER'S INVENTIONS
A legcnd:!ry advcnturing artificer known only as
thc Tinkerer originally crafted this set of magical
and mcr:lmniGII items. Thcsc Tinkerer's Inventions
wcrc a lriumph of magic and craft. though the pieces
havc OIn unprediclablc quality consislcnt with their
crealor's work.

Crown of Stuttered Time Level 28

'nils copl'"' CTtI\O'f' Is st'f ~ilh nU/Ilffl1US li8ff·S...,t'8"rtt5 IhLII sllr
ouf ofrhast' ~ilh Ihr ~'OrlJ t"\'efl as)'OlJ do.

Item Slot; Head 2,125,000 gp
Property; You gain a +2 item bonus to Will
Power (Daily + ~hlc~ Minor Action. Until the end of

your oext tum, you become insubstanli,jd and gain phas·
ing. Susloln MInor. The effect persists. and you take 10
psychkdalNge that can'l be reduced Of prevented In
anyway.

ClIAI"I'FH:2 It .. m S .. lS

LORE
Ar-cana or History DC 16: Artificers fa\'Or the

light armor that grants thcm easicr use ofthcir
numerous tools. but one artiflccr and inventor wasn"t
contcnt wilh cloth and Icathcr. Considered mad by
his peers. the Icgcnda!')' craftcr known only as thc
'Jinkerer created a set ofitcl11s designed to provide
uniquc benefils for his chosen profession.



TINKERER'S INVENTIONS ITEMS
Lvi Name Price 19p1 Item Slot

Arcana or History DC 24: Aflcr lhc Tinkerer's
dCll! h, his assistants dividcd Ihc pieces of his mas­
Icrpiece sci among Ihcm.seh"es, and so his invcnlions
were copied and spread, Relalh'Cly few arlmecrs have
aecess 10 a whole scI ofTinkerer's IIwenlious, how­
ever, and many arlmcers actively seek sel ilems losl
by advenluring arliflcers in )'ears past,

-
-

-

TInkerer's Disjunction Item Set Power '",..
\\ "ldl bll/ II Ih(lUSh/.)DU disable an rJfecl IIlal dlrrolms Ihe area l...

'"wllmJ'OU sland.

At-Will
SliJndard Aaion Pef'SOflill
Effect: One zone you're Mlhin or one conjuration you're

adjacent to ends. In addition, all Its effe<:ts end, Including
those that normally last until it target saves.

Artificer's Belt L~121

111& nlUllirodreted bel/ char8/'Syour hea/irlB i'!fusiolls with
polelll J'OII'l'r.

Item Slol: Waist 225,000 gp
Property. You Ciln use your Healing Infusion class feature

twice In the same round.
Power (Dally): Free AetJon. Trl88er: You use your Healing

Infusion class feature on an ally. Effecl: The ally gains one
additional use of a magic Item dally power.

Waist

Hands

Armor

Feet

21S 000
32S,OOO

42S,000

S2S,000

21 Artificer's belt

22 Gauntlets of maglCilI

Interchange

23+ Tlnkersult

24 Propellant boots

Pieces Benefit

TINKERER'S INVENTIONS BENEFITS

2

4

When you use your Healing Infusion class

feature to allow an ally to regain hit points, that

ally regains additional hit points equal 10 the

number of Items you have from this set.

You gain the tinkerer's disjunction power,
described below,

Gauntlets of Ma icallnterchange LI'VI'I22

l1H~ Hllulllirls rlHlliltall), exlrude a mrll'ly ojuseJUllOOIs and
aI/IIII' JtlU 10 Il'SI0re IIII' mOlilt ojOIlIl'r ilrlllS In die IMtll oj
co",!Hu.

Item Slot: Hands 325,000 gp
Power (At-Will + Polymorph): Free Action. The gauntlets

tr.msform to incorporate the form and function of any
mundane handheld tool,;;IS found in the equipment IlsI:
of the Player's Hondboolt: and other supplements. The tool
must be one normally usable by a creature of your size.

Power (Daily): MIllOI'" Action. You use your Arane
Empowerment class feature on an Item held by you or an
adJiKent ally.

Propellant Boots L~I 24

Ilrl'Sl' boots tOIllIl;'111 Sl'!frep/enlshillll althl'llI/tll/Jud llral
ldlllldll'Syou t1m:lUlIlIllrl' air.

Item Slol: Feet 525,000 gp
Power (Dally): Minor Action. You gaIn a fly speed equal to

your speed + 2 until the end of the encounter.

Tinkersuit Ll'vel23+

11"5 urlIlOr's mU8/t leIS JOu Sfore OIIObullIlllllt/" oj81'1lf, ('I'ell liS
if .!it'lll.'rulCS II dt1rllsi~'l' field in respollSl! llllllflltl.:.

Lilt 23 +5 425.000 gp Lvi 28 +6 2,125,000 gp
Annor: Leather
Enhancement: AC
Property: The many pockets of this armor Ciln hold up to

2.000 pounds in weight or 200 cubic feet In volume. but
Items stored in the umor add only 1 pound to its weight.
bch item stored within one of the annor's pockelS can
weigh no more than 20 pounds.

Drawing an item from a llnkersuills a minor action.
Power (Encount~):Immediate InterrupL Triseer; An

enemy hits you with a melee or a ranged attack. EJIrc.r.:
You gain a +2 power bonus to all defenses umilthe end
of your next tum.

CIlAI'TFJI 2 J ,,,''" Self
" I
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GROUP SETS J

Uoo's Heart Hammer Lleve117·

Dragontooth Blade Lew114'

2 When you spend a healing surge, each ally
who wiekts an item from this set and can see
you gains temporary hit points equal 10 his
or her item's enhancement bonus {aUy's
choice of Ite~ if more than on~

4 When two or more allies who wield items
from Ihls set flank the same target, each
flanker can score a crltleal hit against the
flanked larget on a roll of 19~20.

"The number of allies who wield one or more ilems from
Ihe~L

525.ooogp
2.615.000 gp

Lvl24 +5
Lvl29 +6

ThrJury ofJnrjfOnJi" J'OII'l'n}tnJr of/acb ~ilh Ihi5 bone
hamliN PlaJe.

Lvl14 +3 21.000 gp
Lvl19 +4 105.000 gp
Weapon: Heavy blade
Enhancement: Attack rolls and damage rolls
Critical; Each enemy marked by you lakes ongoing fire

danlage equal to 3 + the blade's enhancement bonus
(save ends).

Property: While you're bloodied. you can score a crilical hil
with this weapon on a roll of' 9-20.

Power (Dally + Flre~ Free Action. Tri88er. You score a
critical hit. EJfcct: Make iln attack: Close burst 1; targets
enemies: Strength vs. Reflex: on iI hit. the illuck deals
2d6 extra Are damage and the targeltakes ongoing 10
fire damage (save ends).

\\'ht'll}tnJ ~idJ rhh'I..lInmn". an alMek rlull blooJies}tnJ sends
.1U1irfon 5IulII&I"18 b.Jek inftar.

Lvi 17 +4 _65.000 gp Lvi 27 +6 1.62S.0OO gp
lvl22 +S 325.000 gp
Weapon; Hammer
Enhancement: Anack rolls and damage rolls
Critical: +1 £16 damage per plus, and each ally wilhin S

squares of you gains 10 temlJOrary hlllJOlnu:.
leIIe/22 or 27: 1S temporary hit points.

Property: Divine characters can use this hammer as a holy
symbol Implement for divine powers.

Power (Daily + Fear): Immediate Reaction. TfisBer. An
enemy bloodies you. EJfecr: Make an ilttadc Close bursl
S; targets enemies; WISdom vs. Will; on a hll. the target
is pushed 1 square and takes a 2 penalty 10 attack rolls
until the end of your next turn

LORE
History DC J J: Two hundred }'ears ago. the

heroes orlhe Ulwanquished COIllP;:IIt)' made a glori­
ous name for themselves. AdvclltllreN. merccnaries.
and lIc·cr·do-wclIS.lhe Un"anquishcd plundered
lombs. foiled deadly plots. and cngaged ilt legendary
exploits from one side ofthc globe 10 the other.

I-listory DC 18: Ilow the Unvanquished mel their
end is uncertain. Some say they fell fighting demons
in the Ab}'Ss. while others suggest Ihcy (illit this world
10 seek ncw adventures in realms bcyond. Hcgardless.
lhe wcapon,; am! implemcnts with which Ihey made
Iheir replllaliOll sllrvi\'ed them. and tllcse items s0011

sprcild 10 all corners of the world.
History DC 23: \Vhcn claimed by allcw master.

each item in (he Armory of Ihc Ullvanquished mani­
fests a taHOO onlhe wielder's bod}'-a Slonn for the
Irmpe5t slaff. a dragon for the draaoluoolh blade. a scor­
pion for thc scor"ion wil blade. a lion for t he lions /rearl
IUlllllner. and a snake for the serpents l:iss bow_ As more
items in the sct arc claimed. each lalloo grm\·s larger
and more resplendelll-ihe legend oflhe Un\'an­
qllishcd Comp:my manifesting in a ncw generation.

The Armory of the U1l\'anquished is a sct or ramrcd
items used by the Un\'anquishcd Company. a band of
lcgendary advcnturers who were aCI i\e centuries ago.
Stories ofdleir adventures arc a mainsta}' in lravelers'
camllS and in front oftavcrn fires. inspiring would·be
heroes ofeach new generation. f\lany ofthosc \\110

would foltow in lhc footstellS orthe Unvanquishcd
"cek olllthc itellls oflhe armory. though 1I0t all who
I'lnd Ihelll are stalwart cnough to wield thclll.

SOl11e itelll seLS arc designed 10 be borne not by a

~ingle ch:lr.lCler. but by Ihe meml>crs ofan entire
party. \Vhen a !l<lrty colleels Ihe itemS ofa group ilClIl
sel. the sct bene fils are delermined by Ihe number of
allie'> who possc'>s items fromlhe SCI. E:lch characler
wearing or wielding:ln item frolllihe SCi qualifies for
the set beneflts.

ARMORY OF THE
UNVANQUISHED

13+ Scorpion tall blade 17,000 Weapon
14+ Oragontooth blade 21,000 Weapon
15+ Tempest staff 25~OOO Implemenl
17+ Uon's heart hammer 65,000 Weapon
18+ Serpent's kiss bow 85,000 Weapon



1111s uwnlwll)' eltl-ellonu,d bllIlle /eUl't'S fOt'S al your mercy.

Serpent's Kiss Bow Lcvel18~

Tempest Staff Lcvel15+

CIIAPTEIl 2 I "e", Sels

625.000 gp
3,125.000 gp

425,000 gp
2.125,OOOgp

Lvl2S +S
Lvi 30 +6

Lvi 23 +5
Lvl28 +6

Lvi' 5 +3 25,000 gp
Lvl20 +4 125,000 gp
Implement (Staff)
Enhancement: Attack rolls and damage rolls
Critical: +1 d6 lightning damage per plus against each

enemy adjacent to you, and each other enemy within 3
squares of you takes thunder damage equal to half the
amount of lightning damage.

Power (Daily + lightning, Thunder): Immediate Reaction.
Trlooer: An enemy hIlS you with a melee or close attack.
Effecc The trIggerIng enemy takes 2d6 lightning damage
and is pushed 1 square. Each enemy adjacent to an ally
you can see takes 1d6 thunder damage.

Lvl13 +3 17.000 gp
Lvi 18 +4 85,000 gp
Weapon: light blade
Enhancement: Attack rolls and damage rolls
erhical: The target is slowed and takes ongOing 10 polson

damage (save ends both).
leve/18: Ongoing 12 poison damage.
level 13: OngOing 15 poison damage.
!.eve12S: Ongoing 17 poison damage.

Power (Daily + Poison): Free Action. Trl88er: You hit an
enemy with a melee attack power using this weapon.
Effect: That enemy Is immobilized (save ends), Aftereffect:
The enemy Is slowed (save ends).

Till' l1(m-er of rIle Storm dr!l'esyourfoe back lind blllSfS enemies
f,resslllBJuur ulliN.

Scorpion Tail Blade Lt'vrlll+

"'''Is OOW !n>SIOII'S (I Irlss ofloAi( \'CIIOm fO irs arlilcks. nwkillY
yuurfoes IIIOr.: 1111nl'rilbk

Lvi 18 +4 85,000 gp Lvi 28 +6 2,125,000 gp
Lvl23 +5 425.000 gp
Weapon: Bow
Enhancement: Allack rolls and damage rolls
Critical: +1 d6 polson damage per plus, and the target can't

shift until the end of your next tum. ...
Propeny: This weapon has the brutall property (originally

described In Adventurers Vault): Reroll any damage die
result or, until the die shows 2 or higher.

Power (Encounter + Poison): Free Action. TriOOer: You hit
an enemy with a ranged attack power using this weapon.
Effect That enemy granlS combat advantage to your allies
umllthe start of your next turn,



CAElYNNVAlA'S BOONS ITEMS
Lvi Name Price (~p) Item Slot

Bowstrin of Accuracy Leo.oeI8

CAELYNNVALA'S BOONS Circlet of Revelations LeYl.'ll0

This sll'ndcr mldlml cirdn BrantsJUU dlt unique llbilitit'S of
Juur siblh1Jj met allies.

Item Slot.; Head 5,000 gp
Property: While you have an eladrin ally within 10 squares

of you, you gain a +S item bonus to saving throws against
charm effecu.

Property: While you have an elf ally within 10 squares of
)"Ou. each ally within 5 squares of you gains a +1 Item
bonus to Perception che<:ks.

Property. While you have a drow ally within 10 squares of
you. you gain darkvlsion.

TIll' shifrlrllJ colors ofrhls J(:urf rejll'(r (I COlllmon II'BlI'Y-lJmru
in8JulI power ill lIu' "resnICt of>uur slbllr1Jj-mCf a/lil'S.

Lvi 7 +1 2,6oogp Lvi22 +5 n5,Ooogp
Lvl12 +] 13,OOOgp Lvi27 +6 1.625,OOOgp
Lvi 17 +4 65,000 gp
Item Slot.: N«k
Enhancement.: Fortitude. Reflex. and Will
Property. While you have a draw ally within 10 sqUilres of

you. you gain a +2 Item bonus to Intimidate checks and
Stealth checks.

Property: While you have an e1adrin ally within 10 squares
of)'OU. you gain a +2 Item bonus to Arcana checks and
History che<:ks.

Property: While you have an elf ally within 10 squares of
you, you gain a t 2 Item bonus to Perception checks and
Nature checks.

Scarf of Reconciliation Lt!veI7+

Feystride Boots Lt'velll

11lest surf'lr 8ra)' boob hrlpJUu dOSt lhe distance llO"OSS tIll'
batlkjield.

Item Slot.: Feet 9,000 gp
Property: While)'OU have a draw or elf ally within 10

squares of you, (he range of)'OUr fry strp racial power
Increases by 2 squares.

Power (Encounter • Teleportatlon~ Move Actkm. While
)"Ou have iln eladrin ally within 10 squares of YOU,)'OU
can expend your elven (l{Curacy racial power or your use
of the Lolthtouched racial trait to teleport 5 squares.

"J1lt'S(' !tlllhl!filion'S lin' illlburn Witll rllt darwji~ JK1l'TJ" a/lhr

Jrcm'.
Item Slot.: Hands 4.100 gp
Property: When you hit an enemy with)'OUr dorlcfi~ rad<l1

power. your eladrln and elf allies gain a +2 bonus to
damage rolls against that enemy until the end of)'OUr nVlt
tum.

Power (Encounler~Minor Action. While you hilV\' a draw
ally within 10 squares of you, you can e.llpend your elven
occumcy racial power or your fl!Y step racial power to use
lhe darkfire racial power (FORGOTrm RUotMS Plo)'t'r's Guide,
page 8~

Darkfire Gloves It'vel 9

Neck
Wondrous item

Hands

Head

F~(

2,600
3,400
4,200
5,000
9-,000

Scan of reconciliation

Bowstring of accuracy

Oarkfire gloves

Circlet of revelations

Fgoslrlde boots

Wlelderi" Benefit

7+

8
9

'0

"
CAELYNNVALA'S BOONS BENEFITS

LORE
History DC 14: CI/dynnvala Is 11 legendary

archfcy-onc of the godlike spiril-avawrs ohhe Fey­
wild. An immortal eladrin noble. she hopes to end
the ages-Iollg conOiel between drow. e1adrin. and c1(

To this end. she craned a set of magic items whose
powers define the bond she seeks to forge between
the sibling races. Caclynnvala's Boons ha\'e a habit of
finding their way inl0 the hands ofchampions who
embody the ideal ofrcconcilialion and peace.

Drow, eladrin. and ch'cs are all children orthe Fey­
wild. and lllallY maintain hope Ihal these cst ranged
races miglll olle day unite in a culture ofpcace. Cae­
IYlllwala's Boons arc uscfullo e1adrin. elf. or drow
characters ofany class. bUllhcir potency is greatest
when a group of wielders includc.~members ofall
three races.

This sih't'T cord ,"aUsJour bow nriltr frue "'hen )UIlfiJj11l
alo"Jjside ullJt'S afyour sibliny races.

Wondrous Item 3.400 gp
Property: When you use your elven accumcy radal power

while you have a drow or eladrin ally within 10 squares of
you. you gain a +2 bonus to the rerol!.

Power (Encounter): Free Action. TrlJj8er: You miss with
an attack using the bow this bowstring is fitted to whlle
you have an elf ally within 10 squares of you. Effect;
You expend your fl!Y step racial power or )"Our use of the
Lolthtouched racial trait illld reroll the attack roll.

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, eladrin, 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 tum of the creature using the racial

power.

·The number of allies who we..ror wield one or more

items from the set.

eIlAI'"I I( 21'um Sus



FORTUNE STONES
NOl1lT1aglcal [ortune stones were first created by dc\'o­
tees ofAvanclfil, god ofluck. As simple Ialismans and
IOkells offaith.lhc SlOnes provided cOlllmon folk wilh
a reminder Ihm Avandra's favor mllst be earned by
deed. not boughl by magical means slich as divination
and prophecy. Ilowcvcr. for followers who best c.'(cm·
plined her ideals. Avanclra bestowed ..he power ofluck
into magic Fortune Stones. This set ofrelics regularly
comes into the possession ofadn:nlurers and others
who cpilOl11i...c the tCIlCI Ihal luck fal'ors the bold.

LORE
History or Religion DC 10: From dealing ca.rds

10 casting dice to reading entrails. divination has
long had a powerful allure. The monk Askar Hei was
a follower ofAvanclrn and an expert 011 the subjffl.
though most orhis effoTt cClllcrcd on exposing falsc
soothsayers and charlatans. i\skar labored to impress
upon mhers that forlUnc must be earned. not made
by magicall11eans.

History or Religion DC 16: In an effort to
undermine the pre\'u]ellce offalsc prophets and
dh'iners among his people. Askar Itci and his follow·
ers fashioned and distributed symbolic tokens called
fOrlune stones. These stones had no magical power,
but were mcantto provide Ihe bearer with a focus for
his or her act ions in the present. tlms increasing the
chance ofAvandr:l's favor for the future.

History or Religion DC 21: Askar Hci has long
since passed on 11110 history, bUI it's SOlid that his
piety inspired Avandr:t 10 create sets of magic For·
tunc Stones for him und his closest followers. These
enchanted stoncs provide:t boon oflud: to their
bearers-a sign of the gifts oflortune that Avandra
bestows on Ihe boldest and bravcst.

FORTUNE STONES ITEMS
Lvi Name Price (gpl It{!m Slot

12 Stone of earth n~ooo Wondrous Item

12 Stone of name 13,000 Wondrous Item

12 Stone of light 13,000 Wondrous Item

12 Stone of shadow 13,000 Wondrous item

12 Stone of spirit n,ooo Wondrous item

12 Stone of storms 13,000 Wondrous item

12 Stone of wind 13,000 Wondrous item

FORTUNE STONES BENEFITS
Wielde~' Benefit

Stone of Earth Level 12
This smoQ/h brown 1I111111.' Is wlirm fO fire fouch, IlIld lIlt' Ilrcllne
.ry'fIIbolJor "Cdrflt 1Iliurns il.

Wondrous Item 13,000 gp
Power {Dally~ Free Action. Tri88er. You miss an enemy

with a melee weapon attack. Effect: Rerolllhe allack roll.

Stone of Flame LeYf'112
The arcune symbolJor "fire- sllloiders widlin "Iis (hunk ojred
filwed umhrurile.

Wondrous Item 1],000 gp
Power (Dally~ Free Aalon. Tria.qer. You miss an enemy

with a fire attack power. Effect: Rerollthe atLKk roiL

Stone of Light ~111

This onll Mud ojwhift quort:: has llu- Ilrront symbolJor ~radi

anct- tm ilS SUrfllCe.

Wondrous Item 13,000 gp
Power (Dalty):: Free Action. Tri8lJl!r. You miss an enemy

with a radlanl altack power. EJJrct: Rerull the attack roiL

Stone of Shadow Levt"111
'nlt' urcune S)l11bolJor -dltrk,lt'Sl- etched ocross fhis nUB8l.'1 oj
BlosS)' 'Ielllalitt ReI/IS 10 absorb ollllJjhl.

Wondrous Item 1],000 gp
Power (Dally~ Free Action. Tri8lJl!r. You miss an enemy

with a necrotic attack power. EJfece Reroll the anac:k mil.

Stone of Spirit Ll!'Vt'112
This swIrled Il'llrdrop oJlallls is saibtod willi IIII.' arralle s)'lIIboI
Jar-sl'irit-

Wondrous Item 13.000 gp
Power (Dally~ Free Action. Tri88er. You miss an enemy

with it psychic atlack power. EJJece Rerollihe altack roll.

Stone of Storms Level 12
'nll! (11'(11111.' sJ'lIll!olsJor "dlUrull'r" llml-U8'11uirW- II,... scribl.'d
011 01'1'0SllcJuces aJfllis "ieee oj rIll/iJII obsillilUl.

Wondrous Item 13,000 gp
Power (Dally): Free Action. Trl88cr: You miss an enemy

wllh a lightnIng or thunder allack power. EJJecl: Reroll
the altack roll.

Stone of Wind Level 11
TIlls plilrillue zirroll is Sl'r1bed willi dl;' urcune symbolJor "air.-

Wondrous Item 13,000 gp
Power (Dally): Free Action. TrlJ1W!r. You miss an enemy

with a ranged weapon attack. EJJrct: Rerollthe allack roll.

1 hch ally who bears a fortulW. stone gains an

Item bonus to the reroll gr.Jnted by the
stone's power equal to the number of allies
who bear one or more items from this set-

S hch ally who bears afortunestone gains a +1
item bonus to Initiative and a +1 item bonus

to SOlving throws.
"The number of allies who bear one or more Items from

the set.

(11,\1'"1'1 H. l 11"111 S"rs
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HEIRLOOMS OF MAzGORAX
AI the height orthe dragonborn empire ofArkhosia.
the legendary artisan i\Jhl7gorax first crafted the
items oflhis SCI as gins for his children. When his
children were <;\aln by a ruthless copper dragon.
the IlcirioollIs of i\137gornx were scatlered and sold.
spreading the names of their bearers rar and wide.
Characters who claim these relics call gain some
measure of the heroic nature of the dragonborn
whom the items were 113med for.

LORE
I-lislory DC 14: The fallled dragonborn crdftcr

Mal..goru" created the i1cl11s of this SCI. In ancient
Arkhosia. he and his family were members of the
nobility. farnen for their dedication and service 10 the
empire. E3ch IIClI1ln the liciriooms ofl\1azgorax set
is namcd for one of his children. all legendary drag­
onhom heroes whose success owed itselfin no Slllall
part 10 their r.1thcr's craft.

History DC 19: Long before the fall ofArkhosia,
the Iiollse ofMazgorax was brought down by Ihe
machinations ofa coppcr dragon named Salingrazi.
Seeking power o\'cr the dragonborn. Salingrazi
struck at the cmpirc's strongest families in an effort
10 sow fcar and llIlfcsl. Somc say the copper drngon
stilllivcs, ami thm hc harbors a particular enmity for
individuals who wear the 11Cirioollls.

Keicha's Amulet level9-+-

TIll' 1}I'IIlSIOnl' sctlll'5 of this 1I111ull'I 8ranl )1111 resistance a8aillsl
.l1mr I'ru.'rllifS' 11IlNhl'St UlfM"'s.

HEIRLOOMS OF MAZGORAX ITEMS
Lvi Nilnle Price (gpl Item Slot

1 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 can allow an ally who wears or

wields an Item from this set to spend a

healing surgt': instead.

·The number of allies who we.ar or wield one or more

items from the set.

Wielders· Beneflt

515,000 gp
1,615.000 gp

lvl24 +5
lvl29 +6

ll/19 +1 4,100 gp
lvl14 +3 11,OOOgp
lvl19 +4 105,000 gp
hem Slot: Neck
Enhancement: Fortitude, Renex, and Will
Property: Aft~r an extended rest, choose add. cold, fire,

lightning, or poison, You gain resist 5 to the chosen
damage type.
level 14 or 19: Heslst 10.
levc/24 or 29: Heslst 15.

Power (Encounter): Minor Action, You grant an aUy within
5 squares of you the resistance. fmm the. amulet (losing
that resistance yourself) until the end of the encounter.

/£rlSCS of IIt'rfI'CI cl)'slIlI h01l1' )vur dsloll tlnd protecI)11ufronl
1I11ad..s IIIIII/aryl'l )11Ur SWill.

Item 510(: Head 9,000 gp
Property: You gain an item bonus to Perception checks

equal 10 the number or allies who wear or wield one Of"

more Items from this set.
Property: You gilln iI ... 1 bonus to all defenses ilg<linst gaze

attacks and iI +5 bonus to saving throws against effects
that cause the blinded condition.

Matrakk's Lenses leI/ell'

Implement

Weapon

Neck

Feet

Head
5,000

9000

,600
3,400

4100

7+ Symbol of~
8+ Rovlkar's weapon

9+ Kelcha's amulet

10 Skalvanl's anklets

11 Matrakk's lenses

HEIRLOOMS OF MAZGORAX BENEFITS
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325,000 gp
1,625,000 gp

Rovikar's Weapon LevelS"

In/aid wi"l u ddicule Illlllerll inlJold leaf, lhis wcapon allows
),OU Ul ,11111111,.1 )1Jur OW" slreny,h liJ (1/' Idly in bailIe.

Lvi 8 +2 3,400 gp Lvl23 +5 425.000 gp
Lv11) +3 17.000gp Lvl28 +6 2,125.000gp
Lvi 18 +4 85.000 gp
Weapon: Any
Enhancement: Attack rolls and damage rolls
Critical: +1 d6 damage per plus
Power (Daily~ Immediate Interrupt. Tri88er: An ally you

can see makes an atlack roll. Effect: The triggering ally
gains a bonus to the attilck roll ilnd damage roll equal to
your Charisma modifier or your Strength modifier. If the
triggering ally wears or wields one or more Items from
this set, the bonus increases by 2.

Skaivani's Anklets Level 10

TlleSI' mlHe/..; oJlclllhrr and (Opper leI )'ou suryc across Ihc
buull.'fidl!.

Item Slot: Feet 5.000 gp
Power (Encounter~ Free Action. You gain a +2 power

bonus 10 speed umilthe end of your next turn. Whlle
this honus Is in effect. when you make an Acrobalics
check or AthletiCS check and roll 5 or lower, you can re-
roilihe check. ...

Symbol of Gajz Leven ...

'nu' rUllI'S IIIIUllliorn llris 1101)' s)'mbol allow your h,'llf/1l8 pow
1'l'S" to yoml f'1'SislIllICe 10)1Jur llUi('S.

Lvi 7 +2 2.600 gp Lvl12 +5
Lvl12 +3 13.000 gp Lvi 27 +6
Lvi 17 +4 65,000 gp
Implement (Holy Symbol)
Enhancement: Attack rolls alld damage rolls
Critical: +1d6 dilmage per plus
Property: When you use a healing power through this holy

symbol. choose. acid, cold. fire, lightning. or poison. Each
illly affected by the power gains resist 5 to the chosen
damage type untillhe end of your next turn. If Ihe ally is a
dragonborn, the resistilnce increases by S. If the ally wears
or wields one or more Items from this set. the resistance
Increases by 5.
Level 17 or 22: Each ally gains resist 1O.
Level 27: Each ally gains resist 15.

'"'MAZGORAX'S CH1LDREN ~

Armed with the items crafted by their father, the scions V'l

of Mazgorax lived lives of great fame and glory. ~
Gajz: Adevout wo~h'perofBahamul. Gajz spent many 0

years as the head of a temple in a desolate province at the c::
northernmost reaches of the empire. Upon his father's v
death, he returned to take care of the estate. He surprised
Salingrazi's assassins with his elusiveness, managing to stay
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.

Kelcha: 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 amhushed, Kekha 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 Arkhoslan capital and smaller settlements. For his
political power and connections, Matrakk was targeted
by Salingrazl's wrath.

Rovikar: A fierce and inspiring warrior, Rovikar the
Relentless led Arkhosian troops t'O the far reaches of the
empire, conquering several new provinces in the name
of the dragonborn. His standard-a golden basilisk-flew
above countless fortresses of the frontier. It's said he was
killed by Salingrazrs assassins while putting down a rebel·
lion in one of his conquered territories.

Skaivani: A skilled athlete, Skaivanl the Swift was a
star attraction at Arkhosla's formalized sporting competi·
tions. Eventually feeling a greater sense of duty toward the
empire, she became 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
ingrazi's servants. Though Skaivani ran the race of her life
in an attempt to escape, she was caught and killed.

Clll'l"1 Elt 2 I lie ... 5el$
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RINGS OF THE AKAROT
III dark barrows and within ancient mausoleums lie
the six members orthe Akaro(. An archaic league of
powerful lords. these tyrants once ruled the Six Cities
ofll1c Akarol. 311 long lost to lime. The six rulers were
said 10 ha\'c wielded polent power-power now locked
within the rings that bear their names.

LORE
I-lislory DC 16: The original Rings ofthc Akaro!

were the royal signets ofthc 1II)'SICrlous rulers ofsix
,lIlciClll citY-Slates. Though the Akarollords wielded
considerable power. each fell over the course orlong
year... and their cities were lost to the ravages of time.
Countless ad\'cnluTcrs have since claimed lhe rings
Iha. bear their names. just as lIlany have sought 0111

Iheir tombs. Ilo\\'cvcr. t he resting places of the Akarot
lords rcmll ina mystery.

THE SlX C1Tl£S
Each of the six cities of the Akarot was ruled by a power­
ful tyranL

Hrumdar's Horn: Minotaurs living In the militaristic
society of Hrumdar's Hom followed the savage mlnotaur
lord for which their City was named. Built within a moun­
tain spire, Hrumdars Horn threatened a wide spread o(
human lands below it. Dark legends spoke of prisoners
being set loose in vast labyrinths within the mountain,
hunted (or spon by bloodthirsty minotaur warriors.

Lap, the Smoking Waste: Built atop an ancient mine­
shaft. the city of Laga was perpetually shrouded in dust
and smoke. Its ruler, Farndak, was a dwarf known (or his
greed and tyr.mny 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 flIled his coffers. A great tide is said to have
destroyed his city aher his death.

Synnlth Drdan: 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 AkaroL This
fomonan king manipulated the eladrin of the city with the
powerful magic of his ring.

nte Empty City: A twisting male: of stone and shadow,
the Empty City contains gates that reach numerous places
In the Shadowfell, including the dark pon of Gloom­
wroughL Kamm, lord of the Empty City. was a shadar-kai
who sunounded himselfwith nihilistic allies and soulless
walking dead.

Aurunla Palace: A sprawling, opulent estate housing
thousands of servants and slaves. Aurunia Palace was
known for its wealth and the narcissism of its master,
Teros 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.

History DC 24: \"'hUe they stilllivcd. the Akarot
lords made a secretl)3ct.taking undead form to out­
live the morlal races Ihey ruled o\'er. The six swore
Ihat when the old empires had fallen and left eh'i­
Ii/.cd lands undefended. they would rise once more.
banding together to conquer and control the world.

History DC 29: The six cities of the Akarot were
once sc\'en dties. \Vhale\,er disaster befell Ihe SC\,·

emh was potent enough to wipe ils record and its
rllier from Ihe annals of history. Sherazuul's black baml
is said to be the llame ofa sc\'enth Hing of the Akarot
lost in the cataclysm. Its history and power remain
unknown.

RINGS OF THE AKAROT ITEMS
Lvi Name PrIce (gp) Item Slot
21 Rom Kala's lideshreld ring 22~000 Ring
22 Farndak's glittering ring 325,000 Ring
23 Ring of Hrumdar's halls 42~000 Ring
2. Golden ring ofTeros 525,000 Ring

2' Haggaron's rl~ of control 625,000 Ring
2. Kartan's void ring 1,125,000 Ring

RINGS OF THE AKAROT BENEFITS
Wielders' Benefit
2 Each ally wearing a ring from this set can

communicate tele~thlcallywith the others,
£!FIrdless of distance.

5 Each ally wearing a ring from this set gains
the blood ofthe Akllrol power, described
below.

6 Each ally wearing a ring from this set gains
the voice of the Alrorol ~wer described below.

"The number of allies wt:arlng one or more Items from
the set.

Blood of the Akarot Item Set Power

\'ou IIlI' !1It0 Jour reSl'n'rs 10 rrSlOn.' Jour ~ilalityuna thul of
)vurnUlrs.

At·WIIl + Healing
Free Action Ranged sight
Trigger. You spend a healing surge
Target: Each ally wearing a ring from this set
Effect: Each target regains 10 nil points.
Special: Using this power does not provokt: opportunity

attaCks.

Voice of the Akarot Item Set Power

Churllll'liu8 Ihf J'O"Tf" ofJvur (Ill1o' "ill.you commonJJvur
I'IIt'fnio 10 SlOp mwdi"8. r.housh eden (I1~' fs Il'IOIIll'nl(lrily
..lisoril'frll'J.

Daily + Charm
Standard Action Close bunt 5
Target: Each ent:my in bunl
Att..ck: +30~ Will
Hit: 111e target (annot attack (save ends).
Effect: Each ally wearing a ring from this set is dazed until

the end of your next turn.
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Farndak's Glittering Ring It'w122
This Hr'm SlIJ1IJI'J "'18 leISJOU dmw \VJor from Jour allies ('\'I!ll

as if pulls uf~ hllo)t7Ur grasp.
Item Slot: Ring 325,000 gp
Property: When you spend a healing wrge, you regain

additlooill hit points equal to the number of allies who
wear one or more rings from thb §et.

If you've reached at least one milestone loday, double
lhe number of additional hit points you regain from this

property.
Power (Dally + (hann): Minor Aetk)n, (hoMe one enemy

within 5 squares of you. YOll pull the cho§cn enemy 5
squares and mark It (§ilve ends~

Haggaron's Ring of Control It'vel2S
This bl·(Il1lifUlfI'J-styll.'d rin,!l sharpens Jour ablllry 10 saolhe
miters mul yrtllllS JOll mmrol offltdr minds in wmba!.

Item Slot: Ring 625.000 gp
Property: You gain a +4 item bonus to Bluff checks and

DIplomacy checks (+6 against fey crealUres~

Power (Dally + (hann): Minor Action, You choose a
stunned enemy within 10 squares of you. The chosen
enemy is dominated until the end of Its next tum, The
SlUnned conditIon Is temporarily negated while the en'
emy Is dominated, though its duration contl!'ues. If Its
duration allows. the stunned condition resumes once the
dominated condition ends.

If you've reached 011 least one milestone today, you can
also u§e this power a~inst enemies that are dazed, with
the diued condition temporarily negated as above.

Golden Ring of Teros ltowl14
1111' mOBk of lhis Bolden rinS prol«1Syour physical peiftclion
from hann.

Item Slot: Ring 515.000 gp
Property: You gain a +1 item bonus to AC and Fortitude

while you're IlOt bloodied.
Power (Dally): Immediate Reaction. Trl88er: An enemy hits

you while you're ilt maximum hit points, fJfCCl: You gain
a +S power bonuS to your next attack roll against the
triggering enemy.

If you've reached at least one milestone today. you also
g<lln resist S to all damage untn you become bloodied or
until the end of the encounter.

Kartan's Void Ring ltovel26
The sllijlinSf""" of lhis block rinB allowsJou 10 drow off)uur
l'nrmlts' \'l8Or when OI'lt oflhrir nearby aUies drops.

Item Slot: Ring 1.115,000 gp
Power(AI-WiII. Healing, Necrotic): Free Action. Trl8lJl!T:

Voo reduce an enemy wtIhin 20 squares of you to 0 hil
points. fJfett Make an attack: Area bum 1 centered on
that enemy: targets enemies; +19 vs. Fortitude; on a hit,
tnc attack deals 1dl 0 necrotic damage, and you reg<lin
2 hit points. This attack doesn't provoke opportunity
attacks,

If you've reached afleaSt one milestone today, the
attack deals 1d8 necrotic damage. and you regilin 4 hit
points,

Ring of Hrumdar's Halls If"vel H

This solid iron bandgltlnfSyou illSljjhl inlo lilt, ha=ards of Ihl.'
undl'r8muml and Irts )'Ou drh-eJourfed MfOI1!Jou.

Item Slol: Ring 415,000 gp
Property. You gain a +5 Item bonus to Dungeoneering

checks,
Power (DillIy): Minor Action. Make an illtack: Ranged 30;

targets one creature you can see: +26 lIS. Will: on a hll,
you slide the targel 10 squares,

If you've reached OIl leasl one milestone today, you can
use this power one addiUonaltlme agillnst the Silme tar­
get on your next turn.

Rom Kala's Tideshield Ring level 21
nIl' musir ofIIIis blul'Srt'VI rill8 pmt«ts)uujrom tfuo denL:ens
of lilt' S('l! and lets .mu slondf/.lSl in combat,

Item Slot: Ring 115,000 gp
Property: You gain resist 10 to all damage on altaeXs from
~ualk creatures or water creatures.

Power (Daily): Immediate InterrupL Trl8lJl""= You or an ally
within 10 squares of you Is pulled, pushed, or slid. f/fett
Vou or your ally Ignores the fOfCed movemenL

If you've reached at least one milestone today, each
ally within 10 squares of you reduces the distance of any
fOfCed movement by 1 square unlll the end of the en­
counter, If the ally has a ring from thIs set, this effect lasts
untillhe aUy takes an extended rest.
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ApPEND1X: ITEM TABLES ~
The 10110\\ lug scclkJn col1lains maS-leI' rabies for ;111 ofthl'
items in ;\d\¥'flfUm"S \'(lUll 2. Items are sorted bl' IC\'e1 and b)'
IJpe.l::ach ICleI header indicates lhe price ofllcmsofthal
Ic\'el. with fhe exe('pllon of:unnmnilion. for which a prlct

Is gi\-en SCP.lrllldy. Each entry includes the page number 011

which lhe item can be found. \\'capons and nTlnor entries
lllclllw..' illfonn:llioo aboullhe cnlegor} ofeach item. Items
thlll (Ire IJaris ofselS are marLcd Will. lin aSlcrisk (").

An,
Bow

AI'I'I'NDIX 1 J.l'!.'e1 I 11""'5"

6

26
26
27
27

9

'0
11
11

11
12
12
13

'4
'4

15
15
15
17

'8
'8
'8
19

108.. 120
97
23
24

Bow.. crossbow
Bow, crossbow

Cloth
Chain
leather, hide

Hide
Cloth
An,
Cloth
leather, hide
An,
Cloth, leather

CIOlh, leather

Hvy b1ad!o It blade
Spear
Any melee
Axe, hvy blade
Axe.. hvy blade, poleann

A"
Any melee

Any melee
lt blade
II blade

680 GP

STAFFS
Staff of divl.!!!!Y +1 38
Staff of knives +1 39
Verdant staff +1 40

TOTEMS
Roaring bear totem +1 45
Totem of thunder's keeper +1 47

ARMSSWT
• Bracers of enfon::ed regret 96
Preservation shield 55

FEET SLOT
'Boots ofjaunting '02
NECK SLOT
Amulet of double fortune +1 63
Amulet of elegy +1 63
Badge of the berserker +1 64
lifesaVing brooch +1 67

WONDROUS ITEMS
• Prison of Salzacils 109

WONDROUS LAIR ITEMS
Door of alann 80
Window of escape 83

LEVU 3 IITMS
ARMOR
Armor of sudden

recovery +1
Holy adversary's annor +1

Moon armor +1
Nightmare ward armor +1
Predator's hIde +1

Robe of avoidance +1
Runic armor +1
Sanguine vestments +1
Splkedjacket +1
Wallilrmor+l
Warmage's uniform +1

WEAPONS
Aegis blade +1
Alfsair spear +1
Aura killer weapon +1
Blood fury weapon +1
Flesh grinder +1
Frost fury war;llxe +1

Great hunger weapon +1
Guardian's brand +1
• Pact blade +1
'Rhythm blade +1

Songbow of vanlshment +1
Targeting weapon +1

AMMUNITION (30 GP PER ITEM)
Attentlon'stealing bullet +1
Flrestorm arrow +1
Free:llng arrow +1
lightning ilrrow +1

27

17

34
36

17

76
76
78

82

24
2S
2S

33

28
29

3'

15
17
17

'8
'9
'9
98
21
21
24

6
94

7
9

11

106

Bow, crossbow
Hvy blade, It blade

Any melee
Hvy blade, It blade

Spear
lt blade
Any ranged
An,

Lrvo. I ITEMS 360 GP

WEAPONS
Challenge·seelclng Any melee

weapon +1
Earth.wrought hammer +1 Hammer

WONDROUS ITEMS
Blessed book
loun's parchment

Woundstilch powder

WONDROUS LAIR ITEMS
Sun globe

LEVEL 2 JITMS 520 GP
ARMOR
AnnoI' of aegis e:cp.ansion +1 Ctoth~ leather

•ArmM of dWilrven vigor +1 Chain, scale. plate
Coruscating armor +1 Sc:all!. plate
Hero's annor +1 Chain

Rat killer's coat +1 C10Ih.. leillher
•Shadow hunter hide +1 Hide

WEAPONS
Aftershock weapon +1
Duellsfs bow +1
Entrapping weapon +1
Farbond spellblade +1
Guardian's ull +1
Harmonic songblade +1
• Hungry spear +1
Quicksilver blade +1

Rebounding weapon +1
Supremely vicious

weapon +1
Tolemic spear +1 Spear
Totemic warclub +1 Mace

Whistling songbow +1 Bow, crossbow

AMMUNITION (2S GP PER mM)
Onslaught arrow +1

HOLY SYMBOLS
lcun-blessed symbol +1

Symbol of divine force +1
Symbol of the Orst spirits +1

ORBS
Orb of resilient tenacity +1

RODS
Rod of burgeoning memory +1

Rod of the fickle servant +1



Spider bolt +1 27 HOLY SYMBOLS '"Surprise bullet +1 28 ~mbol of the holy nimbus +1 32 '"~
HOLY SYMBOLS RODS .,
Symbol of brawn +1 29 Darksplral rod +1 34 "...ORBS Rod of the pactblnder +1 36 ::;
Orb of supplementarY force +1 34 STAFFS ...

Staff of iron infusion +1 38
...

RODS
Heller's rod +1 34 TOMES X
Rod of divinity +1 35 Tome of striking lightning +1 42 Cl

STAFFS TOTEMS Z
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 Diamond wand +1 49
• Death fang totem +1 '06 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
lunla's bracelet 55 Master's wand of spiteful glamor +1 51

FEET SLOT Marter's wand of vicious mockery +1 51
·Swlftpad boots '00 Shielding wand +1 52

HANDS SLOT Wand of allure +1 52

·Gauntlets ofarcane might '02 ARMS SLOT

NECK SLOT Shield of sliver light 55

Amulet of warding +1 63 FEET SLOT
• Baffling cape +1 96 Riding boots 58

Necklace of keys +1 67 HANDS SLOT
·Spldersilk mantle +1 '09 ·Blackleaf gloves '08

WONDROUS LAIR ITEMS ·(law gloves '06
Cask of liquid old 79 Gauntlets of blood 58
Window of deception 83 Polson gloves 6'

TATTOOS NECK SLOT
Demonskin taUoo 87 ·Cloak of the Iron's mane +1 98

Escape tattoo 84 Frortwolf pelt +1 66

LEVEL 4 ITEMS 840GP
lucky charm +1 67
Periapt of proof against polson +1 67

ARMOR WONDROUS ITEMS
Dazzling plate +1 Plale 7

Bed of rapid rest 79
Genasi soul armor +1 leather, hide 8

Silence-warded room 82
L1fefont armor +1 Hide '0
Parchment armor +1 Cloth, leather "

TATTOOS

Scale of the serpent +1 Scale 12
Flreheart taUoo 87

Serpentine armor +1 Scale 12
Tattoo of arcane blood 84

Time link armor +1 Chain '4 LEVEL 5 ITEMS 1,000 GP
WEAPONS ARMOR
Avalanche hammer +1 Hammer 15 Healer's armor +1 Hide chain 9
Echoing songblade +1 Hvy blade, It blade 17 ·Shockweave armor +1 Cloth, leather 98
• Harmony lalle +1 H, blade 97 Supporting armor +1 Sca~plate 13
Impaler's pick +1 Pick 20 WEAPONS
Inten!!fY.ing weapon +1 Any 20 • Rousing hammer +1 Hammer 95
Masler's blade +1 Hvy blade, It blade 20 Runic weapon +1 Any 21
Maw of the guardian +1 Any melee 20 ·Thane blood weapon +1 AM melee '00
Screaming bow +1 Bow 21 • Weapon of great Any melee 96
Stormbfter 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
Weapon of oaths Any melee 25 HOLY SYMBOLS

fulfilled +1 ~mbol of daring +1

A I'PENDI X II.evel5 lIems



STAFFS WEAPONS
Staff of wind +1 40 Aftershock weapon +2 Any '5
TOnMS Boltshard crossbow +2 Crossbow 17
Bloodhunler totem +1 43 Duelist's bow +2 .~ 17

FEITSlOT Entr;1lpping weapon +2 Bow. crossbow 17

Boots of rapid motion 57 Farbond spellblilde +2 Hvy blade, It blade '8
• Panther slippers 10. Guardian's call +2 Any melee ,.
HANDS SLOT Harmonic songblade +2 Hvy blade, It blade ,.
Gloves of grace 5. o Hungry spear +2 Speu .8

"Gloves of recovery •• ·Iorlghting blade +2 II blade, axl!' '01

• Uoo's claw gauntlets .8 lone.hand~only)

• Resplendent gloves 104 Quicksilver blade +2 It blade 21

HEAD SLOT Rebounding weapon +2 Any ranged 21

'Clrclet of arcane ertension 102 Supremely vicious Any 24

WONDROUS ITEMS weapon +2

Deeprater's pouch 7. TOlemlc spear +2 Spear 24

TATIOOS
Totemic warclub +2 Mace 25

Tattoo of vengeance 85
Whlstllngsongbow +2 Bow, crossbow 25

Lrv1:L 6 IITMS \,800 GP
AMMUNITION (1 00 GP PER ITEM)
Onslaught arrow +2 27

ARMOR HOLY SYMBOLS
Gambler's suit +2 Leather 8 loun-blessed symbol +2 28
WEAPONS Symbol of divine force +2 2.
Challenge-seeking Any melee 17 Symbol of foe. turning +2 '0

WC"apon +2 ·Symbol of Gajz +2 135
Earth-wrOtlght hammer +2 Hammer 17 Symbol of shared healing +2 '0
ARMS SLOT Symbol of the nm spirits +2 31
·Warded vambraces 102 Symbol of vigor +2 32

FEET SLOT ORBS
Boots of bounding 57 Orb of resilient tenacity +2 "• Resplendent boots 104 RODS
HANDS SLOT Rod of burgeoning memory +2 34
•Alchemy gloves .7 Rod of stolen starlt +2 35

HEAD SLOT Rod of the nckle servant +2 ,.
·Cafs-eye headband '0. STAFFS ,
• Helm of exemplary defense .5 Moonsllver staff +2 '8
•Savilge mask '07 Staff of divinity +2 38
WAIST SLOT Staff of knives +2 ,.
Baldric of time 74 Summoner's staff +2 40

TATTOOS Verdant staff +2 40

Distracting tattoo 87 TOMES
Tattoo of bonded defense 85 Dispelling tome +2 41
Tattoo of bonded escape 85 TOTEMS

LI:VJ:L 7 IrrMS 2,600 GP
Earthfall totem +2 44

ARMOR
Roaring bear totem +2 45

Armor of aegis expansion +2 Cloth, leather • Totem of thunder's keeper +2 47

•Armor of dwarven vigor +2 Chain, scale. plate .4 FEITSlOT

Bilstion armor +2 Scale, plate • Boots of surging speed 57

Coruscating armor +2 Scale, plilte 7 HANDS SLOT

Death's brink armor +2 Scale, plate 7 ·Dual·threat gauntlets .5

Hero's armor +2 Chal" • Feinting gloves 58

Marauder's armor +2 Leather, hide '0 HEAD SLOT
·Radiant temple uniform +2 Cloth '03 Philosopher's crown .2

Rat killer's coat +2 Cloth, leather "
• Resplendent circlet 104

Shadow hound armor +2 Hide 12 NECK SLOT
·Shadow hunter hide +2 HIde 10. Amulet of double fortune +2 .3

•Shipboard armor +2 Leather '01 Amulet of elegy +2 .3
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Badge of tilt!. berserker +1 •• Bolt of clumsiness +2 2.
'"• Cloak of the crimson path +2 '07 Bolt of transit +1 2.

·Deep·pocket cloak +2 97 Dispelling bolt +2 2. "lif~ving brooch +2 .7 Firestorm arrow +2 2' <
•Sarf of re<OfKllIation +2 132 Fre&Jng arrow +2 27 :;
Talisman of terror +2 .9 Ughtnl'!B arrow +1 27

WAIST SLOT Space-shifting bolt +2 27
Belt of nourishment 7. Spider bolt +2 27

WONOROUS ITEMS Summoning bullet +2 2.
~

Map of unseen lands 77 Surprise bullel +2 2. Z
TATTOOS HOlY SYMBOLS

"-long-bailie lattoo •• S.Ymbol of br.Jwn +1 29 "-
Quick·step tattoo .5 Symbol of the ch..mpion's code +2 31 <
Tattoo of the unlucky •• Symbol of the radiant name +1 32

Tattoo of the wolverine .5 ORBS
CONSUMABlES{100 GP PER ITEM) Orb of supplemenlary force +1 3.
Clay of creation .7 ROOS

LEVU 8 ITEMS 3,400 GP
Hexer's rod +1 3.

ARMOR
Rod of divinity +2 35

Armor of sudden Cloth, leather • STAFFS

recovery +1
Staff of resilience +1 39

Holy adverSClry's armor +1 Clolh 9
Siaff of sleep and charm +1 39

Kemslone armor +1 Scale, plate 9
Staff of Ihe failhful arcanist +1 '0

Moon armor +1 Chain 10 TOMES

Nightmare ward armor +1 lealher, hide 11
GOSSClmer tome +1 .2

Predator's hide +1 Hide 11 TOTEMS

Robe ofaV1Jidance +1 Cloth 11 Boar's charge totem +2 .3

Runic armor +1 Any 12 • Death fang totem +2 10.

Sanguine ~unenls+1 Cloth 12 Fell beast totem +2 ••
Slime armor +1 Scale, plate 13 Iron bear totem +2 ••
Spiderweb robes +2 Cloth 13 Totem of the SCltyr'S dance +2 .7

Spiked jacket +2 balher, hide 13 Vengeful spirit totem +2 .7

Wall ..rmor+1 Any ,. ARMS SLOT
Warm..ge's uniform +1 CIOlh, leather ,. Charm br.Jcelet 53

WEAPONS • Hammer shield 95

Aegis blade +2 Hvy blade, It blade 15 "Pincer shield 9.

Alfs..lr spear +2 Spear 15 FEET SLOT

Aura killer weapon +2 Any melee 15 • Boarding boots '0'
• Blade of vengeance +2 Hvy blade, It bl..de '03 Greaves of fortunale f3Wng 5.
Blood fury weapon +2 Axe.. hv'y bl..de 17 HANDS SLOT
• Blood harvest blade +2 It blade '07 Grizzly gauntlets 59
Flesh grinder +2 Axe. hvy blade, polearm ,. HEAO SLOT
Frost fury war.Jxe +2 Axe ,. Fey.blessed circlet .2
Great hunger weapon +1 Any melee 1. 'Gadgeteer's goggles 97
Guardian's br.md +2 Any melee 19 Sacred mask '3
Hideous weapon +2 F~ hamll.!!!t pkk 19 NECK SLOT
• Pact blade +2 It blade 108,120 Amulet of wardi!!& +2 .3
Ravenclaw warblade +2 Hvy blade 21 • Baffling cape +2 9.
'Rhythm blade +1 It blade 97 Courtler's cape +2 ••
"Rovllur's weapon +1 Any 135 Ne<klace of keys +1 .7
Songbow of vanishment +2 Bow, crossbow 23 Orc's-eye amulet +2 '7
Targeting weapon +2 Bow.. crossbow 2. 'Pavise charm +2 '0'
Unforgettable cudgel +2 Mace 25 'Resplendent cloak +2 '0'
'Wardlng blade +2 It blade '03 • Spldersllk mantle +1 '0'
Writhing vine weapon +2 Any melee 25 WAIST SLOT
AMMUNITION (125 GP PER ITEM) Potion bandolier
Attention-stealing bullet +2 2. Stonewall belt
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WONOROUS ITEMS STAFFS
• Bowstring of ;lCCU~ 132 Starr of Iron Infusion +1 38
Vagabond's die 78 TOMES
Whistle of W;Ir'!!!g 78 Tome of crushing (orce +1 42
WONDROUS LAIR ITEMS Tome of striking lightning +1 42
Alchemist's workshop 7' TOTEMS
ShlMone 81 Panther totem +2 45
TATTOOS Totem of the ravenous beast +2 47
Curse eye tattoo 87 '"Totem ofthe severed eye +2 107
Fleet hero tattoo 87 Totem of winter'$' KOfn +1 47
lronheart tattoo 86 Wildfire totem +2 47
Strongheart tanGO 86 Wlnterwood totem +2 48
Tattoo of the escape artist 84 WANOS
CONSUMABLES (' 2S GP PER ITEM) Diamond wand +2 4.
Sliver sand 88 Hawthorn wand +2 4.
Vortex stone 88 Master's wand of eyes orche vestige +2 50

LEVEL 9 ITEMS 4,200 GP
Masler's wand of Illusory ambush +2 50

ARMOR
Master's wand of misdirected mark +2 51

Oanllog plate +2 Plate 7
Master's wand of phantom bolt +2 51

Demons-cale +2 Scale 8
Master's wand of spiteful glamor +2 51

Genasl soul armor +1 leather.. hide 8
Master's wand of vicious mockery +2 51

Ufefont annor+2 Hide 10
Shielding wand +2 52

Magnetic armor +2 Sal plate '0
Wand ofallure +1 52

Parchment armor +2 Cloth, leather "
ARMSSLQT

Scale of the S«'rpent +2 Sal. 12 'BfClcers of zeOli +2 103

Serpentine annor +2 Sal. 12
Keeper's shield 54

TIme link annor +1 Chain '4 HANDSSLQT

WEAPONS 'Darkfire gloves 132

Avalanche hammer +2 Hammer '5
illusionist's gloves 60

Blood drinker +1 Axe, hvy blade 16 HEAD SLOT

Echoing songblilde +2 Hvy blade.. It blilde 17 Bear heilddress 61

'Harmony blade +2 Hvy blade '7 NECK SLOT

Impaler's pick +1 Pick 20 Amulet of vigor +1 63

Incisive dagger +2 Dagger 20 ·CIOilk of the lion's mane +2 .8

Intensifying weapon +1 An, 20 Cloak of tfCInslocation +1 66

'Kamestl crossbow +1 Crossbow 101 Frostwolf pelt +1 66

Master's blade +2 Hvy bl~ It blade 20 • Kelcha's amulet +2 134

Maw of the guardian +2 Any melee 20 lucky charm +2 67

Screaming bow +1 80w 21 Medic's amulet +1 67

Songbow of lullilbies +1 Bow, crossbow 22 Periapt of proof against polson +1 67

Stormbiter warblade +1 fuy blad~ It blade 23 'Shadowdancer's cloak +1 105

'Weapon of arcane Hvy blade, It blade 102 WAIST SLOT

bonds +1 Belt of ffCIgile gua.rd 74

Weapon of oaths Any melee 25 ·Clear·blood baldric '5
fulfllied +1 WONDROUS ITEMS

AMMUNITION ('60 GP PER ITEM) •Endless quiver 101

Arrow of revelation +1 26 WONDROUS LAIR ITEMS
Forbiddance bolt +2 26 FeaSi table 80

HOLY SYMBOLS TATIOOS
Symbol offi~ and fu!} +1 30 Backlash tattoo 84
Symbol of the holy nimbus +1 32 Reinforcement tattoo 84
Symbol of unIfied defense +2 32 Strikeback tattoo 84

RODS LEVEL 10 ITEMS 5,000 GP
DarksplfCIl rod +2 34 ARMOR
Rod of obliterating wrath +2 35 Counlerstrlke armor +2 Cloth, leathe.!, hide 7
Rod ofthe paetbinder+1 36 Healer's armor +2 Hide, chain •
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Shadow warlock armor +2 leather 12 FEET SLOT
'Shockweave armor +2 Cloth, leather 98 •Feystrlde boots 132

Supporting armor +2 Sc::ale~ plate 13 'Sceady boots of the ram 111 ~

WEAPONS HANDS SLOT <
• Rousing hammer +2 Hammer 95 Glovt>Sofke 59 :;
Runic weapon +2 Any 21 Gloves of missile avoidance 59
Supreme skirmisher's Bow 24 'Shadowdanct:r's gloves lOS

~

bow +2 HEAOSLOT
'Thane blood weapon +2 Any melee 100 Circlet of continuity " ~

'Weapon of evil undone +2 AnJ 113 • Helm of vision unclouded 112

'Weapon of great Any melee 9. 'Matrakk's lenses 134
opportunity +2 WAISTSLQT

AMMUNITION (200 GP PER ITEM) Baldric of assault 74 <
Bending bullet +2 2. WONDROUS ITEMS
HOLY SYMBOLS Versatile spellbook 78
Symbol of daring +2 19 TATIOOS
Symbol of protection +2 '0 Teamstrlke tattoo 8.

ROOS CONSUMABLES (3S0 GP PER ITEM)
Rod of devil':)' +2 35 Flash flower 88
Torch of misery +2 37 Rust bark 88

STAFFS LEVU 12 ITEMS 13,000 GP
Blastwarp staff +2 '8
Staff of wind +2 40 ARMOR, Armor of aegis expansion +3 tloth~ leather •TOTEMS 'ArmOf' of dwarven vigor +3 Chain, scale, plate 94
Bloodhunter totem +2 4' Bastion armor +3 Scale, plate •Dire totem +2 .,

Blackflock robe +3 Cloth •Flameheotrt totem +2 •• CoruSGIting armor+] Scale, plate
'Stem mountotln cotem +2 112

7

Totem of nature's balm +2 .5
• Darkstrlke armor +3 leather, hide 120
Death's brink armor+] Scale.. plottt: 7

WANOS Hero's armor +] Chain 9
Sharpshooter's wand +1 51

Marauder's armor +3 leather, hide 10
Wand of aptitude +1 51 'Radiant temple uniform +] Cloth 103
ARMS SLOT Rat killer's coat +] Cloth, leather 11
Barrage bracers 53 Shadow hound armor +3 Hide 12
FEfTSLQT 'Shadow hunter hide +3 Hide 10.
'Sk.llvanl's anklets 135 'Shipboard armor +3 leather 101
HEADSLQT Teleportlng armor +3 Scale, plate ,.
•Circlet of revelations 132 WEAPONS
•Shadowdancer's mask lOS Aftershock weapon +3 Any 15
WAIST SLOT Boltshard crossbow +3 Crossbow 17
Diamond cincture 75 Duelist's bow +3 Bow 17

WONDROUS LAIR ITEMS Entrapping weapon +3 Bow, crossbow 17

Shining sundial 81 Farbond spellblade +3 H~ blilde, It blade 18

TATTOOS Guardian's call +3 Any melee 19
Eager hero's tattoo 8. Harmonic songblade +3 Hvy blade, It blilde 19
Tilttoo of shared consequence 85 •Hungry spear +3 Spear 98
Tattoo of shared vengeance 85 • Infighting blade +] lt blade, ilxe 101

LEvn 11 ITEMS 9,000 GP
lone·handed only)

Quicksilver blade +3 lt blade 21
ARMOR Rebounding weapon +3 Any ranged 11
Gambler's suit +3 leather 8

Shadowrift blilde +] It blade 11
WEAPONS Supremely vicious Any 14
Challenge.seeking Any melee 17

weapon +3
weapon +3 Totemic spear +3 Spear ,.

Earth.wrought hammer +3 Hammer 17
Totemic warclub +] Mace 15

ARMS SLOT •Unbroken lance +3 Spear 111
Force shield 54 Whistling songbow +3 Bow, crossbow 15
'Rnordark bracers 120
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AMMUNITION (500 GP PER ITEM) • Stone of light 133

Onslaught arrow +3 27 'Stone of shadow 133

HOLY SYMBOLS ·Stone of spirit 133

loun·bI6~bol-+-3 2. • Stone of storms 133

Symbol of br.anding +3 29 'Slone of wind 133

Symbol of divine force H 29 WONDROUS LAIR ITEMS
Symbol uffoe turning +3 30 Brill~ingbasin 79

mbolofGiliz+3 135 Diplomat's table .0
Symbol of shared healing +3 30 Door warden .0
Mmbol of the first spirits +] 31 Rituilllst's Ie(:tem .,
Symbol of vigor +3 32 Throne of dominion .3

ORBS Watchful eye .3

Orb of heightened Imposition +3 " LEVU 13 ITEMS 17,000 GP
Orb of resilient tenacity +3 " ARMOR
Orb of visionary protection +3 34

•Armor of essence A"y 112
RODS lovlolate +3
Rod of burgeoning memory +3 34 Armor of sudden Cloth, leather •Roo of $lolen starlt +3 35 recovery +3
Rod of the fickle servant +3 3. 'Champlon's hauberk +3 Chain, scale 113

STAFFS Gambit armor +3 Cloth, leather •Moonsllver staff +3 3. Holy adverYn"s armor +3 Cloth 9
Staff of divinity +3 3. Kemstone armor +3 Scale, plate 9
Staff of knives +3 39 •Mirrored plate +3 Plate "0
Summoner's staff +3 40 Moon annor+3 Chain '0
Venlant staff +3 40 Nightmare ward armor +3 LNther hide "TOMES Predator's hide +3 Hide "Dispelling (ome +3 4' Robe of avoidance +3 Cloth "TOTEMS Runic armor +3 A", 12
Earthfal! (otem +3 44 SangUine Yfitments +3 Cloth 12
Roaring bear totem +3 45 'Skln of agonies +3 leather, hide 124
Totem of the harrier's claws +3 4. Slime armor +3 Scale plate 13
Totem of the night +3 4. Snaketongue robe +3 Cloth 13
Totem ofthunder's keeper +3 47 Spiderweb robes +3 Cloth 13

ARMSSLQT Spiked jacket +3 leather, hide 13
'Crest of vigilance eternal 112 Wall armor +3 A"y '4
FEET SLOT Warmage's uniform +3 Cloth, leather ,.
Boots of unchecked passage 57 Winged armor +3 ~ '4
"Shadowdancer's boots '05 WEAPONS
HEAD SLOT Aegis blade +3 Hvy blade, It blade '5
"Charger's headdress ", Alfsalr spear +3 Spear 15

Crown of equHlbrium ., Aur.. killer weapon +3 Any melee 15

NECK SLOT • Blade of vengeance +3 Hvy blade, It blade '03

Amulet of double fortune +3 .3 Blood fun' weapon +3 ~hvybl..de 17

Amulet of elegy +3 .3 • Blood harvest blade +3 lt blade '07

Badge of the berserker +3 .4 "Bl"ild..man·sweapon +3 Hvy blade, axe, "0
"Cloak of the crimson path +3 '07 h.ammer

"Deep-pocket cloak +3 97 Flesh grinder +3 Axe, hvy blade, polearm 18

lifesaving brooch +3 .7 Frost. fury WiIIl"ilxe +3 A"
,.

"Mantle of the golden general +3 ,,, "General's weapon +3 Poleaml ,,,
•Necklace of fate +3 121 Great hunger weapon +3 Any melee ,.
•Scarf of reconciliation +3 132 Guardian's brand +3 Any melee '9
Talisman of terror +3 .9 Hideous weapon +3 F1a!!. hammer pick '9

WONDROUS ITEMS "PaC1.blade+3 lt blade 108,120

Hom of dismissal 7. Ravenclaw warblade +3 Hv)' blade 21

"Shepherd's battle standard 119 "Rhythm blade +3 lt blade 97

"Stone of earth 133 "Rovlkar's weapon +3 A"~ 135

"Stone of name ,,, • ScorpIon tail blade +3 It blade 131
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6
7

8
8

8

14

77

87
87

75

8
10

'0

"12
12
13
14

Hammer 1S

Hvy blade, II blad':'~_~'~6~
Axe hvy blade 16
Hvy blade 130
Hvy blade, II blade 17
Hvy blilde 97
Pick 20
Dagger 20
Any 20
Crossbow 101
Hvy blade, It blilde 20
Any melee 20
Bow 21

Bow, crossbow 22
Any melee 23
Hvy blade, It blade 23
Hv blade, It blade 124
Hvy blade, It blade 102

leather hide

Plate
Sca e
Hide, chain
leather hide

Hide
SCille~ plate
Cloth, leather

Scale
Scale
Chain

Chain
An,

======:---'6~3l: ~
96 '"

====::::::--:=6~5 ~
66 :E

111 UJ

67 ...
-~67 X

101 a
104 Z

68 w
"­68 "-

109 «

21,000 GPLEvEL 14 IrrMS
ARMOR
Armor of dark deeds +3
DanHng plate +3
Demonscale +3
Formidable armor +3
Genas! soul armor +3
lifefont armor +3
Magnetic armor +3
Parchment armor +3
Scale of the serpent +3
Serpentine armor +3
Spirit armor +3
Time link armor +3
Translocating armor +3

WEAPONS
Avalanche hammer +3
Banishing spellblade +3
Blood drinker +3
• Dragontooth blade +3

Echoing songblade +3
'Harmony blade +3
Impaler's pick +3
Incisive dagger +3
Intensifying weapon +3
• Kamest! crossbow +3

Master's blade +3
MilW ofthe guardian +3
Screaming bow +3
Songbow of lullabies +3
Soul drinker weapon +3
Stormblter warblade +3
• Sword of melilncholy +3
• Weapon of arcane

bonds +3

NECK SLOT
Amulet of wilrding +3
'Bilffling cape +3
Cloilk of the deser +3
Courtier's cape +3
• Fleece ofrenewal +3
Necklace of keys +3
On;'s-ey.e amulet '1-3
'Pavlse chilrm +3
"Resp'lendent cloak +3
Seashlmmercloilk +3
Shroud of ravens +3
'Spidersl1k mantle +3

WAI5TSlOT
Waist an of t e grilppler

WONDROUS ITEMS
Ribbon of limitless questions

WONDROUS LAIR ITEMS
Milgie drawbridge

TATTOOS
Breakchain tattoo
Demonskln tattoo

39

39
40

34
35
37

42
42

58

53
115
54
54

121

43
43

'06
44
44
44
45
47
47

28
29
31
32

34

28
28

27
7

33

26
26
26
26
26
27
27

119
21
23
24

"'03
25

TOTEMS
Boar's charge totem +3
Bronrewood colis totem +3
• Death fang totem +3
Fell beast totem +3

Iron bear totem +3
life river totem +3
Totem of the awakened bear +3
Totem of the satyr's dance +3

Vengeful spirit totem +3

ARMS SLOT
Bloodhound bracers
'Bracelet of the radiant storm
Executioner's bracers
Frost chilrger bracers
'Shleld of the world tree

HANDS SLOT
Gauntlets of discontinul1Y

RODS
Hexer's rod +3

Rod of divinity +3
Spider rod +3

STAFFS
Staff of resilience +3
Staff of sleep and charm +3
Staff of the faithful arcanlst +3

TOMES
Gossamer tome +3
Mordenkalnen's tome +3

'Shepherd's arms +3 Pole.arm, spear

Shrieking songbow +3 Bow, crossbow
Songbowofvanlshment+J Bow uossbow
Targeting weapon +3 Bow, crossbow
UnfMgettable cudgel J Mace
'Wardlng blade +3 It blade
Writhing vine weapon +3 An melee

AMMUNITION (650 GP PER ITEM)
Attention-stealing bullet +J

Bolt of clumsiness +3
Bolt of transit +3
Dispelling bolt +3
fJrestorm arrow +3
Free:ling arrow +J

[jJgtltning arrow +3
Space-shifting bolt +3
Sp.ider bolt +3
Summoning bullet +3

urprise bullet +3

HOLY SYMBOLS
Convert's symbol +3
Symbol of brawn +3

~mbol of the champ'~I~.i!n'~,~<od~•.-=t+J3- ===
Symbol of the radiant flame +3

ORBS
Orb of re~ated imposition +3
Orb of supplementary force +3
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"Weapon of cruel Any melee 114 HEAD SLOT
persuasion +3 'Crown of the brilliimt sun 115

Weapon of oaths Any melee 25 "Golden crown of battle command 113
fulfilled +3 • Helm of able defense 118

AMMUNITION (800 GP PER ITEM) "Mask of the vengeful spirit 121
Arrow of revelation +3 16 • Pennant helm 110
Forbiddance bolt +3 16 "Tenebrous mask 110

HOLY SYMBOLS NECK SLOT
Symbol of nre and fury +3 30 Amulet of vigor +3 63
Symbol ofthe holy nimbus +3 31 Assassin's cloak +3 64
Symbol of unifled defense +3 31 Chaos cloak +3 6'
ORBS Cloak of the bat +3 65
Orb of accuracy +3 33 'Cloak of the Iion's mane +3 98

RODS Cloak oftransloeation +3 66

Darkspiral rod +3 34 "Crimson cloak +3 111

Rod of obliterating w...ath +3 35 Demon amulet +3 66

Rod of the hag +3 36 F...ostwolf pelt +3 66

Rod of the paetblnder +3 36 "Keicha's amulet +3 134

STAFFS lucky: cha...m +3 67

Staff oflron infusion +3 38 Medallion ofthe mind +3 67

Staff of spell blasting +3 40 Medic's amulet +3 67

TOMES Periapt of p...oof against poison +3 67

Deck ofspells +3 4'
"Shadowdaneer's cloak +3 '05

Tome of <:rushing force +3 41 Timeless locket +3 69

Tome of endu...ing c...eation +3 41 RINGS

Tome of st ...lking lightning +3 41 Grace ring of lightning 70

TOTEMS Grace ring of salvation 70

Panther totem +3 45 Grace ward ring 70

Ra:w... talon totem +3 45 Unvanquished g ...ace ...ing 74

Totem of new beginnings +3 45 WAIST SLOT
Totem of the ...avenous beast +3 47 Acrobat's harness 7.

"Totem of the seve...ed eye +3 '07 ·Sash of vitality ceaseless 111

Totem ofwinte...·s scorn +3 .7 WONDROUS LAIR ITEMS
Wildnre totem +3 47 loadstone statue 8'
Winte ...wood totem +3 48 Telepo...tatlon disk 83

WANDS TATIQOS
Cu...sing wand +3 '8 Fi ...ehea ...t tattoo 87

Diamond wand +3 '9 Tattoo of a ...cane blood 84

Hawthorn wand +3 49 Taltoo of the sha...ed hea ...t 86

Master's wand of eyes of the vestige +3 50 LEVEL 15 ITEMS 25,000 GP
Maste ... 's wand of iIIUSl!£)' ambush +3 50 ARMOR
Maste ...·s wand of misdirected ma...k +3 51 Armo... of shilred valo ... +3 leath~ chain 6
Maste ...·s wand of phantom bolt +3 51 Counte ...strike i1 ...mo ... +3 Cloth, leathe..., hide 7
Master's wand of spiteful glamo... +3 51 ·C...ystalline b...eastplate +3 leathe..., hide, 118
Maste ...·s wand of vicious mockery +3 51 chaiJ!, scale, plate
Shielding wand +3 " Heale ...·s armo... +3 Hide, chain 9
Wand of allu ...e +3 " Holy ...adiilnce a ...mo ... +3 Chain 9
Wand of thunde ...ous anguish +3 " Shadow warlock a ...mo... +3 leathe... 11
ARMS SLOT "Shockweave a ...mor+3 Cloth... leathe ... 98
"Brace...s of ~eal +3 103 Supporting a ...mo ... +3 Scale, plate 13
Vo ...tex shield 56 WEAPONS
FEET SLOT Battle spirit weapon +3 Axe, flail, hammer, '6
Sandwalker boots 58 hvy blade, mace, spear
•Swift-step boots +3 115 "Blade of the eldriteh Hvy blade 114
HANDS SLOT knight +3
Gauntlets of blood 58 "Reaper's axe +3 A•• 111

"Rousing hammer +3 Hammer 95
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Runic weilpon +3 Any 21 TATIOOS
""Songbow of summoning +3 Bow, crossbow 22 Tattoo of vel!leance 85

Supreme skirmisher's Sow
~

24 L£V£L 16 hEMS 45,000 GP '"bow +3 <
ARMOR ~

'Thane blood weapon +3 Any melee 100
'Weapon of evil undone +3 Any m Gambler's suit +4 Leather 8 :;

~

'Weapon of great Any melee 96 WEAPONS ...
opportunity +1 Challenge-seeking Any melee 17

weapon +4 X
AMMUNITION (1,000 GP PER ITEM)

Earth-wrought hammer +4 Hammer 17 ~

Bending bullet 1-3 26 -Z
HOLY SYMBOLS ARMS SLOT

'Champlon's symbol +3 Climber's bracers 53 "-m "-
Symbol of daring +3 29 F1ameward shield 54 <
S-ymbol of prote«lon +3 30 Stormward shield 56

RODS
Winterward shield 56

Rod of devilry +3 35 FEn SLOT

Rod of sliver rain +1 35 Boots of blood 51

Torch of misery +3 31 •Spark slippers 115

STAFFS
Survivor's bools 58

Blastwarp Slaff +3 38 HANDS SLOT

'Queen's slaff +3 111
Gloves of dlmeMkNwlI grasp 58

Stilffofwind+3 40 • Restorative g'lUntiets 114

'Ternpest staff +3 131 HEAD SLOT

TOTEMS
Chimera headdress 61

Bloodhunter totem +3 43 •Mask of tears 123

Dire totem +3 43 MOUNT SLOT

Flamehearttotem +3 44 • Bridle of flame 110

'Stern mountain totem +3 112 RINGS

Totem of nature's balm +3 45 Death spiral ring 10

Totem of the cr.lshing tide +3 46 RIng of eladrin grace 11

Totem of the scouring wind +3 · n of tCKtlcilll brilliance 12341

WANDS WAIST SLOT

Sharpshooter's wand +3 52 Baldric of time 14

Wand of aptitude +3 52 WONDROUS LAIR ITEMS

ARMS SLOT Deceptive serylng ba.sln 80

Deathward shield 54 Dimensional anchor 80

Rhino bracers 55 LEVU 17 ITEMS 65,000 GP
'Shield of fellowship 110 ARMOR
HANDS SLOT Armor of aegis expansion +4 Cloth leather 6
• Resplendent gloves 104 •Armor of dwarven vigor +4 Chain, scale, plate 94
HEAD SLOT Bastion iIIrmor +4 Sea'" plate 6
'~r'shelm 122 Blackflock robe +4 C10lh 6
NECK SLOT Coruscating armor +4 Sea~ plate 1
'Cloak of burgeoni"&..shadow +3 120 • Oarkstrlke ;nmor +4 Leather, hide 120
•Mantle of regrels +3 123 Oeath's brink armor +4 Seale plate 1
RINGS Hero's armor +4 Chain 9
Alliance band 69 Marauder's armor +4 Leathe~ hide 10
Crown ofthe dream king 69 •Mooncloth robes +4 Cloth 111

• RIng ofm~ forms 121 • Radiant temple uniform +4 Cloth 103
Ring of sympathy 12 Rat killer's coat +4 Cloth, leather 11
Ring of the zealous 12 Shadow hound armor +4 Hide 12

WAIST SLOT ·Shadow hunter hide +4 Hide 106
'General's belt 122 ·Shipboard armor +4 Leather 101

WONDROUS ITEMS Teleporting armor +4 Scale, plate 14

Ghostllght candle 16 WEAPONS
Seed of war 18 Aftershock weapon +4 Any

Bollshard crossbow +4 Crossbow
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Duelist's bow +4 80w 17 FEET SLOT
Entrapping weapon +4 Bow, crossbow 17 "Pursuer's boots 113

Farbond 1'pellblade +4 Hvy blade.. It blade 18 HANDS SLOT
Guardian's call +4 Any melee 19 Hero's gauntlets 59

Harmonk songblade +4 Hv)' b'ade~ II blade 19 HEAD SLOT
"Hungry spear +4 Spear 9. Philosopher's crown 62

"Infighting blade +4 lt blade, axe 101 NECK SLOT
(one-handed only) Amulet of double fortune +4 63

"Uon's heart hammer +4 Hammer 130 Amulet of elegy +4 63
Quicksilver blade +4 lt blade 21 Badge of the berserker +4 64
Rebounding weapon +4 Any ranged 21 "Cloak ofthe crimson path +4 107
Shadowrift blade +4 It blade 21 "Deep-pocket cloak +4 97
Supremely vicious Any 24 "Eldrltch medallion +4 114

weilp6fI +4 lifesaVing brooch +4 67

Totemic spear +4 5pea< 24 "Mantle of the golden general +4 123

Totemic warclub +4 Mx. 25 "Necklace of fate +4 121

"Unbroken lallel! +4 Spear 111 "Scarfof reconciliation +4 132

Whistling songbow +4 Bow, crossbow 25 Talisman of terror +4 69

AMMUNmON (2,600 GP PER ffiM) RINGS
Onslaught arrow +4 27 "Ring of the radiant storm 115

HOLY SYMBOLS Ring of unwelcome gifting 73

loun-blessed symbol +4
,.

Stone band 74

Symbol of branding +4 19 Stormcatcher ring 74

Symbol of divine force +4 29 WONDROUS LAIR ITEMS
Symbol of divine light +4 29 Vigilant gargoyle .3
Symbol of foe turning +4 30 TATIOOS
"Symbol of Gajl +4 135 Tattoo of the wolverine 85
S)'mbol of shared healing +4 30 CONSUMABLES (2,600 GP PER ITEM)
Symbol of the first spirits +4 31 Clay of creation .7
"Symbol ofthe forgotten one +4 114

Symbol of vigor +4 32 LEVEL 18 ITEMS 85,000 GP

ORBS ARMOR

Orb of heightened imposition +4 33 "Armor of essence Any 112

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 of the fickle servant +4 36 Holy adversary's armor +4 Cloth 9

STAFFS
Kemstone armor +4 Scale, plate 9

Moonsllver staff +4 3. •Mirrored plate +4 Plate 110

Staff of divinity +4 38 Moon armor +4 Chain 10

Staff of knives +4 39 NIghtmare ward armor +4 leather~ hide 11

"Staff of the Far Wanderer +4 117 Predator's hide +4 HIde 11

Summoner's staff +4 40 Robe of avoid;lOce +4 Cloth 11

Verdant staff +4 40 Runic armor +4 Any 11

TOMES
S;lOgulne vestments +4 Cloth 11

Dispelling tome +4 41 "Skin of agonies +4 leather, hide 114

TOTEMS
Slime armor +4 Scall;. plate 13

Snaketongue robe +4 Cloth 13
Earthfalltotem +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 of the night +4 46
Wall armor +4 Any 14

Totem of thunder's keeper +4 47
Warmage's uniform +4 Cloth, leather 14

Winged armor +4 Any 14
ARMS SLOT WEAPONS
Absorbing shield 53

"Gauntlets of brutality 112
Aegis blade +4 Hv)' blade.. It blade 15

Alfsair spear +4 Spear 15

AI'!'1 '\/IIIX I ~ .. ~I 18 f1~ms



Auril killer weilpon +4 Af£I melee 15 TOMES '""Blilde of vengeilnce +4 Hvy blilde, II blilde '03 Frozen tome +4 4' ~

Blood fun' weilpon +4 Axe h-'!)' blade 17 Gossamer lome +4 42 "It blilde '07 Mordenkilinen's lome +4 42 <"Blood harvest blilde +4 ~

"Brotdaman's weapon +4 Hvy blade, axe. 110 TOTEMS :E
hammer Boar's charge tolem +4 43 ~

~

Flesh grinder +4 Axe, hvy blade, polearm 18 BTOnJ:ewood colis totem +4 43
Frosl ful)' warotxe +4 An '8 • Deillh fang tOlem +4 '06 X
'Generotl's weapon +4 Polearm 123 Fell beaSI tOlem +4 44 ~-Great hunger weapon +4 Any melee '8 Iron bear lotem +4 44 Z
Guardian's brotnd +4 Any melee '9 Ufe river tOlem +4 44 ~

"-
Hideous weapon +4 Flail, hammer, pick '9 Toeem of the awakened bear +4 45 c.
•Paci blade +4 II blade 108,120 Totem of the satyr's dance +4 47 <
Ravenclilw warblade +4 Hvy blade 21 Vengeful spirit totem +4 47
• Rhythm blade +4 It blade 97 ARMS SLOT
• Rovikilr's weapon +4 Any 135 Charm bracelet 53
"Scorpion tall blade +4 It blade 131 -Rebuking bracers 115
"Serpene's kiss bow +4 80w 131 Serpentine bracers 55
"Shepherd's arms +4 Polearm, spear 119 HANDS SLOT
Shrieking songbow +4 Bow, crossbow 2' Hrolhmar's gauntlets 60
Songbow of vilnishment +4 Bow, crossbow 23

HEAD SLOT
Targeting weapon +4 Bow crossbow 24 yclops helm 6'
Unforgeuable cudgel +4 Mace 25

NECK SLOT
"Wilrding blilde +4 It blade '03 Amulel of warding +4 63
Writhing vine weapon +4 Any melee 25

- Baffling cape +4 96
AMMUNITION (3,400 GP PER ITEM) Cloak of the desert +4 65
Attention-stealing bullet +4 26 Courliers ape +4 66
80lt of clumsiness +4 26 "Fleece of ~newal +4 ",

Boll of trotnslt +4 26 Necklace of keys +4 67
Dispelling bolt +4 26

Orc's~ amulel +4 67
Firestorm alTOw +4 26 "Pavlse charm +4 '0'
Freezing arrow +4 27 "Resplendent cloak +4 '04
lightning arrow +4 27 Seashimmer cloak +4 68
Space-shifting bolt +4 27 Shroud of ravens +4 68
Spider bolt +4 27 "Spldersllk mantle +4 '09
Summoning bullet +4 28 "Star-strewn scarf +4 118
Surprise bullel +4 28

RINGS
HOLY SYMBOLS "Ring of sorrows 123
Convert's symbol +4 28 Ring of Ihe fallen 72
Symbol of brawn +4 29 Trilveler's ring 74
Symbol of defenSt!: +4 29

WAIST SLOT
Symbol of prayers recovered +4 30 Bell of the Wilch King 75
Symbol of the chilmpion's code +4 31 "Head-taker's belt 122
Symbol of the radiant name +4 32 Phoenix sash 75
ORBS WONDROUS LAIR ITEMS
Orb of repeilled imposition +4 33 Mirror of deception 8'
Orb of supplemenlary force +4 34 Spying mirrors (pair) 82
RODS Throne of grandeur 83
~ule-paC1 rod +4 34

TATIOOS
Hexer's rod +4 34

Fleet hero tattoo 87
Rod of divinity +4 35

Grealwlng laetoo 87
Spider rod +4 37

lronhearl tattoo 86
STAFFS Slrongheart tattoo 86
SpellshOI per's slaff +4 38

CONSUMABLES (3,400 GP PER ITEM)
Staff of resilience +4 39

Sliver sand 88
Staff of sleep and charm +4 39

Vortex stone 88
Staff of the fillthfut arcanist +4 40
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LEVU 19 IITMS 105.000 GP TOMES
ARMOR D«k of spells +4 4'
Armor of dark deeds +4 leather~ hide 6 Tome of crushing foue +4 42

Oaull08 plate +4 Plate 7 Tome of enduri~Cftillion +4 42
Demonsale +4 Scale 8 Tome of striking lightning +4 42
Formidable annor +4 Hide, chain 8 TOTEMS
Genasl soul armor +4 hilther: hide 8 Av;lIanche's wake totem +4 43
Great cill ....mor +4 Hide 9 Panther totem +4 4'
Ufetant armor +4 Hide '0 Ralor talon totem +4 4'
Magnedc annor +4 Snle, plate 10 Totem of new beginnings +4 4'
Parchment armor +4 Cloth, leather 11 Totem oflhe ravenous bc!ast +4 47
Scale of tke serpent +4 Sal. 12 "Totem oflhe severed eye +4 107
Serpentine armor +4 Scale 12 Totem of winter's scorn +4 47
Spirit armor +4 Chain 13 Wildfire totem +4 47
Time link armor +4 Chain '4 Wlnterwood totem +4 48
Translociltlng armor +4 Any '4 WANDS
WEAPONS Cursing wimd +4 48
Avalanche hammer +4 Hammer 1S Diamond wand +4 4.
Banlshlngspellblade +4 Hvy blade, It blade 16 Hawlhorn wand +4 49
Blood drinker +4 Ax hvy blade 16 Master's wand of eyes of the vestige +4 '0
• Dragontooth blade +4 Hvy blade 130 Master's wand of illusory ambush +4 '0
Echoing songblade +4 "y blad~ It blade 17 Masler's wand of misdlrecled mark +4 51

• Harmony blade +4 Hvy blade 97 Master's wand of phantom boll +4 51
Impaler's pick +4 pick 10 Master's wand of spiteful glamor +4 51
Incisive dagger +4 Dagger 20 Master's wand of vicious mockery +4 51

IntensilYlng weapon +4 10 Shielding wand +4 51

• Kamestl crossbow +4 Cronbow 10' Wand of allure +4 51
Master's blade +4 H....y~ltbYde: 10 Wand of thunderous anguish +4 51
Maw of the guardian +4 Any melee 10 ARMS SLOT
Screaming bow +4 Bow 11 Ankhmon's braceD 53
Songbow of lullabies +4 Bow, crossbow 12 • Bracers of zeal +4 103
Soul drinker weapon +4 An melee H FEIT SLOT
Space-bending weapon +4 H....y blade, II blade H ·Swlft-step boots +4 115
Stormbher warblade +4 H....y blilde, II blade H HANDS SLOT
·Sword of melancholy +4 Hvy blade, It blade 124 'Gloves of the wlnderlng star 117
·Weapon of arcane Hvy blade, It blade '02 NECK SLOT

bonds +4 Amulet of vigor +4 63
·Weapon of cruel Any melee 114 Assassin's cloak +4 64

persuasion +4 Chaos cloak +4 6'
Weapon of oaths Any melee 15 Cloak of the bat +4 6'

fulOlIed +4 ·(loak of the lion's mane +4 98
AMMUNITION (4,200 GP PER ITEM) Cloak of the shadowthief +4 6'
Arrow of re....elalion +4 26 Cloak of transloc::ation +4 66
Forbiddance bolt +4 26 ·Crlmson cloak +4 112
HOLY SYMBOLS Demon amulet +4 66
~ of fire and..fi!!y +4 30 Fr05lwolf pelt +4 66
Symbol of the holy nimbus +4 n ·Kelcha's amulet +4 134
~mbol of unified defense +4 n lucky charm +4 67
ORBS Medallion of the mind +4 67
Orb ofaccu~+4 33 Medic's amulet +4 67
RODS Periapt of proof !&ainsl polson +4 67
Dilrksplral rod +4 34 ·Shadowdancer's cloak +4 '0'
Rod of obliterating wrath +4 3S TImeless I«ket +4 69
Rod of the hag +4 36 RINGS
Rod of Ihe pactblnder +4 36 Death sonl ring 70

STAFFS Grace ring of prowess 70
Staff of Iron Infusion +4 38 Shadowfell slgnel 73
Staff of spell blasllng +4 40
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WAIST SLOT Totem of the world tree +4 47
Baldric of shielding 74 WANDS

~

• Belt of breaching 114 Sharpshooter's wand +4 52 ::

L[vn 20 ITEMS 125,000 GP Wand of aptitude +4 52 <

ARMOR HANDS SLOT :;;
Armor of shared valor +4 leather, chain • ·Dimensional gauntlets 114 ~

Counlerstrlke ilrmor +4 Cloth, leattler. hide 7 Milny-flngered gloves .,
'Crystalline breutplale +4 luther. hide, 118 HEAD SLOT

chaln~ scale, plate Gibbering lump .2 ~

Healer's armor +4 Hide, chain • 'Sun sphere 118 Z

Holy radiane.. armor +4 Chain • NECK SLOT
Shadow warlo<.k ilrmor +4 Leather 12 Bloodgem shard +4 .5 ~

'Shock~ilvearmor +4 Clolh-, leather .8 Bralanl cloak +4 .5 <
Spectral plate +4 Plate 13 'Cloak of burgeoning shadow +4 120

Supporting armor +4 Scale, plate 13 • Manlle of regrets +4 123

WEAPONS RINGS
• Rousing hammer +4 Hammer .5 Ring of action reversal 71

Battle spirit weill)on +4 AJ:e, flail, hammer, ,. Ring of agile 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 ;Ule +4 A.. 122 Diamond (incture 75
Runic weapon +4 Any 2' TATTOOS
Songbow of summoning +4 Bow, crossbow 22 Eagl!-r hero's tattoo 8.
Supreme skirmisher's Bow 24 LI'VEL 21 IITMS 225,000 GP

bow+4
'Thane blood weapon +4 Any melee 100

ARMOR

'Weapon of evil undone +4 Any 113
Gambler's suit +S Leather 8

• Weapon of great Any melee •• WEAPONS

oppor1unity +4
Challenge-seeking Any melee 17

AMMUNITION (S,OOO GP PER ITEM)
we<lpon +5

Bending bullet +4 2.
Earth-wrought hammer +S Hammer 17

HOLY SYMBOLS
HANDS SLOT

'Champion's symbol +4 113
Gloves of Ice 5'

Symbol of daring +4 2. HEAD SLOT

Symbol of protection +4 30
Essence oflhe wisp .,

ORBS RINGS

Orb of dIstance denial +4 33
Ring of heroic health 71

Orb of petrIOcatlon +4 33
Ring of influence 72

RODS
Ring of traded knowledgl!- 72
'Rom Kala's tideshield ring 137

Rod of devilry +4 35
Rod of sliver rain +4 35 WAIST SLOT

Torch of misery +4 37
•ArtIficer's belt 12'

STAFFS
CONSUMABlB (9,000 GP PER ITEM)

Blastwarp staff +4 38
Flash nower 88

'Queen's staff +4 117
Rust bark 88

Staff of wind +4 40 Uvu 22 IITMS 325,000 GP
'Tempest staff +4 131 ARMOR
TOTEMS Armor of aegis expansion +5 Cloth, leather •
Bloodhunter totem +4 43 •Armor of dwarven vigor +5 Chain, scale, plate .4
Dire totem +4 43 Bastion armor +S Sale, plate •
flameheart tOlem +4 44 Bladcnock robe +5 Cloth •
Nine furies totem +4 44 Coruscating armor +5 Scale~ plate 7
'Stem mountain tOlem +4 112 • OarlU"lrlke 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 •
Totem of the scouring wind +4 47 Maromder's armor +5 Leather, hide 10
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•Mooncloth robes +5 Cloth 117 TOMES
• Radiant temple uniform +5 Cloth '03 Dispelling tome +5 .,
Rat killer's coat +5 Cloth, leather " TOTEMS
Shadow hound armor +5 Hide 12 Earthfall totem +5 ••
'Shadow hunte:r hide +5 Hide 106 Roaring bear totem +5 .5
'Shipboard armor +5 leather 101 Totem of the harrier's claws +5 .6
Telepore.ing armor +5 Scale, plate ,. Totem of the night +5 .6

WEAPONS Totem of thunder's keeper +5 .7
Aftershock weapon +5 'J'Y 15 HANDS SLOT
Boltshard crossbow +5 Crossbow 17 'Gauntlets of magical interchange 129
Duelist's bow +5 8<>w 17 NECK SLOT
Entrapping weapon +5 Bow, crossbow 17 Amule:t of double fortune +5 63
Farbond spellblade +5 I!n' bl~ It blade 18 Amulet of elegy +5 63
Guardian's call +5 Any me:lee 19 Badge: of the berserker +5 6.
Hilrmonlc songblade +5 Hvy blade, It blade 19 'Cloak ofthe crimson pilth +5 107
tHungry spear +5 Spear 98 • Dee:p-pocke:t cloak +5 97
• Infighting blade +5 lt blade, axe '01 'Eldrltch medallion +5 ".

(one-handed only) lifesaving brooch +5 67
• lion's heart hammer +5 Hammer 130 • Mantle of the golden general +5 ,,,
Quicksilver blade +5 lt blade 21 • Necklace of fate +5 121
Rebounding weapon +5 Any ranged 21 'Scarf of reconciliation +5 131
Shadowrift blade +5 lt blade 21 Talismiln of terror +5 69
Supremely vicious '"r 2. RINGS

weapon +5 • Famdak's glittering ring 137
Totemic spear +5 Spear 24 WONDROUS LAIR ITIMS
Totemic warclub +5 Mace 25 Ali-seeing !Y1!' 79
• Unbroken lance +5 Spear ",

Gorgonblood morur 81
Whistling songbow +5 Bow, crossbow 2S

AMMUNITION (' 3,000 GP PER ITEM) L£VI:L 23 ITEMS 425,000 GP

Onslilught arrow +5 27 ARMOR

HOlY SYMBOLS Armor of enduring health +5 HId!. chain 6

loun-blessed....!)'mbol +5 28 •Armor of essence A"r 112

Symbol of branding +5 29 Inviolate +S
Armor of sudden Cloth, leather 6Symbol of divine force +5 29

Symbol of divine light +5 29 recovery +5

Symbol oHoe turning +5 30 'Champlon's hauberk +5 Chain, scale 113

'Synlbol of Gajz +5 135 Gambit armor +5 Cloth, leather 8

Symbol of shared healing +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 forgonen one +5 12. Mind armor +5 Scale, plate '0

Symbol of vigor +5 32 'Mlrrored plate +5 Plate "0

ORBS
Moon armor +5 Chain '0

Orb of heightened Imposition +S 33 Nightmare ward armor +5 leather, hide "
Orb of resilient tenacity +S 33 Predator's hide +5 Hide "
Orb of visionary protection +5 3. Robe of avoidance +5 Cloth "Runic armor +5 '"r 12
RODS Sanguine vestments +5 Cloth 12
Rod of burgeoning memory +5 3.

• Skin of agonies +5 leather, hide 12.
Rod of stolen starlight +5 3S

Slime armor +5 Scale~ plate 13
Rod of the fickle servant +5 36

Snaketongue robe +5 Cloth 13
STAFFS Spiderweb robes +5 Cloth 13
Moonsilver staff +5 38 Spiked jacket +S leather, hide 13
Staff of divinity +5 38 'nnkersuit +5 leather 129
Staff of knives +5 39

Wall armor +S '"r ,.
'Staff of the Far Wanderer +5 117 Warmage's uniform +5 Cloth, leather "Summoner's staff +5 .0

Winged armor +5 '"r ,.
Verdant staff +5 .0

WEAPONS
Aegis blade +5 Hvy blade, It blade 15
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6
7
8

8
8
9

39
"39 -

40 "<
4' ::;
42
42

X
43 C
43 Z

'06 0.
44 0.

44 <
44
45
47
47

125
54

62

63
96
65
66

m
67
67

'0'
68

104
68
68

109
"8

71
137

72

79
79
81
81

87
87

Lealhe.r. hide
Plate
Scale
Hide, chain
Leillhu hide

Hide

525,000 GPLEVll. 24 ITEMS
ARMOR
Armor of dark deeds +5
OanJlng plilte +5
Oemonscale +S
Fornlidilble armor +5
Genilsl soul armor +5
Great cal armor +5

RINGS
Greater ring of Invisibility
"Ring of Hrumdar's halls
Ring of the risen

WONDROUS LAIR mMS
Arcane lilbora~
Austere dojo
Holy shrine
SilIcred glade

TATIOOS
Breillicchiliin tilillOO
Demonslcln tattoo

HEAOSlOT
lenses of the luminary

NECK SLOT
Amulet of warding +5

"Baffling cape +S
C10il11c of the desert +5
Courtler's ape +5
"Fleece of renewal +5

Necklace of Iceys +5
Orc's-:!ye amulet +5
"Pavlse charm +5

Possum amulel +5
"Resplendent doalc +5
Seashlmmer doalc +5
Shroud of ravens +5
•5pldersllk mantle +5
•Star-strewn scarf +5

TOTEMS
BOillr's charge totem +5
Bronlewood coils totem +5

"Deillth filing totem +5
Fell beillsllotem +5
Iron beillr tOlem +5
Ufe river totem +5
Totem oflhe ilIwalcened bear +5
Totem of the satyr's dance +5
Vengeful spirit totem +5

ARMS SLOT
"Odbanlan vambraces
Executioner's bracers

Siaff of resilience +5
Siaff of sleep and charm +5
Staff of the faithful areanlst +5

TOMES
Frol:en tomll' +5
Gossamer tome +5
Mordenlcillnen's tome +5

33
34

34
34
35
37

38
39

15
15

103
17

'07
"0

Allsalr spear +5
Aurilllclller weapon +S
"Blade of vengeillnce +5

Blood f~ weapon +5
"Blood harvest blillde +5
"Brilidilimilin'sweilipon +5

Spear
Any melee
Hvy blillde, It blade

~h~blade

It blade
Hvy blade, axe,
hammer

Death millrlc weillpon +5 Any 17
Flesh grinder +5 A hwy~ polearm 18
FrOSI fury warillxe +5 Axe 18
°General's weapon +5 Polearm 123

Greillt hunger weapon +5 Any melee 18
Guardian's brand +5 Any melee 19
Hideous weillpon +5 Flail, hammer, pick 19

"Pact blade +5 It blade 108.120
Ravendaw warblade +5 Hvy blade 21
"Rhy'lhm blade +5 It blade 97
"Rovllcar's weapon +5 Any 135
"Scorpion tall blade +5 It blade 131
"Serpent'slclsS bow +5 Bow 131
"Shepherd's arms +5 Polearm, spear 119
Shrlelclng songbow +5 Bow, crossbow 21
Songbow of villnishment +5 Bow.. crossbow 23
Tilirgeting weapon +5 Bow, cross~ 24
Unforgettable cudlC'l +S Mace 25
"Wilirding blade +5 1I blillde 103
Wrllhlng vine weapon +5 A'!)' melee 25

AMMUNITION (17,000 GP PER ITEM)
AlIenllon-slealing bullet +5 26
Boll of clumsiness +5 26

Boll of IrilInslt +5 26
Dispelling boh +5 26
Fires-iorm alTow +5 26
Freedng arrow +5 27
Ughtnlng arrow +5 27
Space-shifting bolt +5 27
Spider boll +5 27
Summoning bullet +5 28
Surprise bullet +5 28

HOLY SYMBOLS
(onverl's!ymbol +5 28
Symbol of brawn +5 29
S..Y.mbol of defense +5 29
Symbol of prayers recovered +5 30
~mbol of the champion's code +5 31
Symbol of the rilIdiant name +5 32

ORBS
Orb of repeillted ImPOsition +5
Orb of supplemenury forell' +5

ROOS
Battle-pact rod +5
Hexer's rod +5
Rod of divirillY +5
Spider rod +5

STAFFS
Spellshaper's slaff +5
Staff of luck and slclll +5
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TATIOOS Symbol of the nrsl splrlu +6 31

Ghostwalk tattoo 87 'Symbol oflhe forgotten one +6 124

CONSUMABlES (45,000 GP PER ITEM) Symbol of vigor +6 32

Immurement of seething scoria 89 ORBS
Immurement of the vengeful river 91 Orb of heightened Imposition +6 33

LEVEL 27 ITEMS 1,625,000 GP
Orb of resilient tenacity +6 33
Orb of vlslonuy protection +6 34

ARMOR
RODSArmor of aegis Cloth, leather 6

e.panslon +6
Rod of burgeoning memory +6 34

•Armor of dwarven Chain, scale, plate 94
Rod of stolen starlight +6 35

vigor +6
Rod of the "ckle serv;llnt +6 '6

Bastion armor +6 Sa "",.. 6
Rod of the risen dead +6 37

Blacknock robe +6 Cloth 6 STAFFS

Corusatlng armor +6 SaLe plate 7 Moonsilver stafr +6 38

• Oarltstrike armor +6 leather, hide no Staff of diVinity +6 38

Death's brink armor +6 Suk;.plate 7 Staff of knives +6 39

Gallant armor +6 Plate 8 'SUlff of the Far Wanderer +6 117

Hero's umor +6 Chain 9
Summoner's nOiff +6 40

Manluder's armor +6 leather, hide '0
Verdant staff +6 40

·Mooncloth robes +6 Cloth 117 TOMES

• Radiant temple uniform +6 Ooth '03 Dispelling tome +6 4'

Rat killer's coat +6 C1ot~ leatheJ- 11 TOTEMS

Shadow hound armor +6 Hide 12 hrthfall totem +6 44

• Shadow hunter hide +6 Hide '06 Roaring bear totem +6 45

• Shipboard armor +6 leather 101 Totem of the hafTier's claws +6 46

Teleporting armor +6 Sale, plate 14 Totem of the night +6 46

WEAPONS Totem of thunder's keeper +6 47

Aftershock weapon +6 Any '5 FEET SLOT

Boltshard crossbow +6 Crossbow 17 'Time-Iumping boots 128

Duelist's bow +6 Bow 17 HANDS SLOT

EntrappIng weapon +6 Bow, crossbow 17 Great hero's gauntlets 59

Farbond spellblade +6 Hvy-b~ ltb~e 18 HEAD SLOT
Guardian's call +6 Any melee 19 Firebird 62

Harmonic songblade +6 Hvy blade It blade 19 ·Mlrrored mask 125

• Hungry spear +6 Spear 98 Philosopher's crown 62
• Infighting blade +6 It blade, aile 101 NECK SLOT

wne-handed ani)':) Amulet of double fortune +6 6'
• lion's heart hammer +6 Hammer no Amulet of elegy +6 6'
QuIcksilver blade +6 It blade 2' Badge of the berserker +6 64
Rebounding weapon +6 Any ranged 2' ·Cloak of the crimson path +6 '07
Shadowrlft blade +6 It blade 2' • Deep-pocket cloak +6 97
Supremely vicious Any 24 ·Eldrl!ch medallion +6 114

weapon +6 lIfesalllng brooch +6 67
Totemic spear +6 Spear 24 •Mantle of the golden general +6 123
Totemic warclub +6 Mace 25 • Ne<klace of fate +6 121
•Unbroken lancr: +6 Spear ", •Scarf of re<onclllation +6 132
Whistling sangbow +6 Bow,crossbow 25 Talisman of terror 6 69

AMMUNITION (65,000 GP PER ITEM) RINGS
Onslaught arrow +6 27 •Avandnl's ring 126

HOLY SYMBOLS • Ring of Khirad 126

loun-blessed s-ymbol +6 28 TATTOOS
Symbol of branding +6 29 Resurgencr: tattoo 84
Symbol of divine force +6 29 Tattoo of the wolverine 85
Symbol of divine light +6 29 CONSUMABLES (65,000 GP PER ITEM)
Symbol of foe lumlng +6 '0 C~ of creiltion 87
•Symbol of Gajz +6 135
Symbol of showed hr:aling +6 '0
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LEVEL 28 lrrMs 2,125,000 GP
ARMOR
Armor of enduring health +6Hide... chain 6
•Armor of essence Any 112

inviolate +6

Armor of sudden Cloth, leather 6
recovery' +6

Champion's hauberk +6 Chain, lOuie 113
Gambit armor +6 CI~ leather 8
Holy adversary's armor +6 Cloth 9
Kemstone armor +6 Scale plate 9
Mind armor +6 Scale, plate 10
Mirrored plate +6 Plate 110
Moon armor +6 Chain 10
Nightmare ward armor +6 Leather hide 11
Predator's hide +6 Hide 11
Robe of avoidance +6 Cloth 11
Runk armor +6 Any 12
Sanguine vestments +6 Cloth 12
• Skin of agonies +6 leather, hide 12'
Slime armor +6 Scale... plitle 13
Snaketoogue robe +6 Cloth 13
Sp':ldersweb robes +6 Cloth 13
Spiked jacket +6 leather, hide'" 13
°Tlnkersuit +6 Leather 129
Wall armor +6 Any ,.
Warmage's uniform +6 Cloth leather ,.
WInged armor +6 Any ,.
WEAPONS
Aegis blade +6 Hvy blade, It blade 15
Alfsair spear +6 Spear 15
Aura killer weapon +6 Any melee 15
• Blade of vengeance +6 Hvy blade, It blade 103
Blood fury weapon +6 Au hvy blade 17

"Blood harvest blade +6 It blade 107
·Bradaman'sweapon +6 Hvy blade, axe, 110

hammer

Death mark weapon +6 Any 17

Flesh grinder +6 Ax£, hvy blade, polearm 18
Frost fury waraxe +6 A" 18
'General's weapon +6 Polearm 123
Great hunger weapon +6 Any melee 18
Guardian's brand +6 Any melee 19
Hideous weapon +6 Flail, hammer, pick 19
• Pact blade +6 It blade 108,110
Ravenclaw warblade +6 Hvy blade 21
"Rhythm blade +6 It blade 97
"Rovikar's weapon +6 Any 135
'Scorpion tail blade +6 II blade 131
•Serpent's kiss bow +6 80w 131
'Shepherd's arms +6 Polearm, spear 119
Shrieking songbow +6 Bow, crossbow 21
Songbow of vanishment +6 Bow, crossbow H
Targeting weapon +6 Bow, crossbow 2.
Unforgettable cudgel +6 Mace 25
"Warding blade +6 It blade 103
Writhing vine weapon +6 Any melee 25

AMMUNITION (85,000 GP PER ITEM)
Attention-stealing bullet +6
Boll of clumsiness +6
Bolt of transit +6
Dispelling bolt +6
Flrestorm arrow +6
FreelJng arrow +6
lightning arrow +6
Space-shifting bolt +6
Spider bolt +6

Summoning bullet +6
Surprise bullet +6

HOLY SYMBOLS
ConVert~symbol+6

Symbol of brawn +6
mbol of defense +6

Symbol of prayers recovered +6
Symbol of the champion's code +6

Symbol of the radianl flame +6

ORBS
Orb of repeated imposition +6
Orb of supplementary force +6

RODS
Battle-pact rod +6
Hexer's rod +6
Rod of divinity +6

Spider rod +6

STAFFS
Spellshaper's staff +6
Staff of luck and sk1l1 +6

Staff of resilience +6
Staff of sleep and charm +6
Staff of the faithful arcanist +6

TOMES
Confounding tome +6
Frozen tome +6
Gossamer tome +6
Mordenkalnen's tome +6

TOTEMS
Boar's charge totem +6
Bn;mzewood coils tolem +6

• Death fang totem +6
FeU beast totem +6
Iron bear totem +6

life river totem +6
Totem of Ihe awakened bear +6
Totem of the satyr's dance +6

Vengeful spirit totem +6

WANDS
'Feyshard wand +6

HEAD SLOT
'Crown of stuttered time

NECK SLOT
Amulet of warding +6
• Baffling cape +6
• Bane's collar +6
Cloak of the desert +6
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Courtier's cape +6 66 !Kreaming bow +6 Bow "• Fleece of renewal +6 ", Songbow of lullabies +6 Bow, crossbow n
Necklace of keys +6 67 Soul drinker weapon +6 An)' melee 23
Orc's-eye amulet +6 67 Space-bending weapon +6 Hvy blade, It blade 23
• Pavlse charm +6 '0' Stormbiter wa.rblade +6 HI!)' blade It blade 23
Possum amulel +6 68 'Sword of melancholy +6 Hvy blade. It blade 124
• Resplendent cloak +6 '04 'Weapon ofarane Hv)' blade, It blitde '02
Seillshlmmer cloak +6 68 bonds +6
Shroud of ravens +6 68 • Weapon of cruel Any melee 114
·Spldersllk mitntle +6 '0' persuasion +6
·Slar-strewn scarf +6 118 Weapon of oaths Any melee 25
RINGS fulfilled +6

Ring of fearlessness 71 AMMUNITION (1 05,000 GP PER ITEM)
Ring of windows 73 Arrow of revelation +6 26
WAIST SLOT Forbldd:mce bolt +6 26
Sash of heroic Inspiration 75 HOLY SYMBOLS
Sash of regeneration 75 Symbol of fire 'lRd fury +6 30
TAITOOS Symbol of reflection +6 30
Fleet hero tattoo 87 Symbol of the holy nimbus +6 32
Greatwlng tattoo 87 Symbol of unified defense +6 32
Ironheart tattoo 86 ORBS
Strongheillrt till!tOO 86 Orb of accul'illC)' +6 33

CONSUMABLES (85,000 GP PER ITEM) RODS
Immurement of baleful gossamer 8. Darkspiral rod +6 34
Immurement of the mordant hldeawa)' 91 • Pelor's Kepter +6 127
Immurement of the strident StillJH!D' 91 Rod of oblite~~wrath +6 35
Silwr sand 88 Rod of the hag +6 36
Vortex stone 88 Rod of the pactbinder +6 36

LEVEL 29 I rEMS 2,625,000 GP STAFFS

ARMOR
Staff of Iron Infusion +6 38

Armor of dark deeds +6 leilither, hide 6 Staff of spell blasting +6 40

DanUng plate +6 Plate 7 TOMES

DemOnKale +6 !Kale 8 Deck of spells +6 4'

Formidable armor +6 Hide, chain 8 Tome of crushing force +6 42

Genasl soul armor +6 Leather, hide 8 Tome of enduring creation +6 42

Great cat armor +6 Hide • Tome of striking lightning +6 42

Ufdont armor +6 Hide 10 Toxic tome +6 43

Magnetic armor +6 Scale, plate 10 TOTEMS
Parchment armor +6 Cloth leather 11 Avalanche's wake totem +6 43

Scale of the serpent +6 Scale 12 Panther totem +6 45

Serpentine armor +6 !Kale 12 Rnor talon totem +6 45

Spirit armor +6 Chain 13 Totem of new beginnings +6 45

TIme link armor +6 Chain '4 Totem ofthe ravenous beast +6 47

Translocatlng armor +6 An, '4 ·Totem of the severed eye +6 '07

WEAPONS Totem of winter's Korn +6 47

Avalanche hammer +6 Hammer '5 WildAre totem +6 47

Banishing spellblade +6 Hvy blade, It blade '6 Winterwood totem +6 48

Blood drinker +6 Axe hv blade '6 WANDS
• Dragontoolh blade +6 Hvy blade 130 Cursl~ wand +6 48

Echoll}g songblade +6 Mv bQde, It blade n Diamond wand +6 4.

• Harmony blade +6 Hvy blade 97 Hawlhom wand +6 4.

Impaler's pick +6 Pick 20 Iron wand +6 4.

Incisive dagger +6 Dagger 20 Master's wand ofeyg of the vestige +6 50

Intensifying weapon +6 An, 20 Master's wand of illusory ambush +6 50

• Kamestl crossbow +6 Crossbow '0' Master's wand of misdirected mark +6 51

Master's blade +6 Hvy' blade, It blade 20 Master's wand of phantom bolt +6 5'
Maw of the guardian +6 Any melee 20 Master's wand of spiceful glamor +6 51
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Master's wand of vicious mockery +6 5' ·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) '"....
ARMS SLOT Bending bullet +6 16 :;
• Bracers of zeal +6 '03 Phasing arrow +6 27 "'
FE£T SLOT HOLY SYMBOLS

....

• Swift,step boots +6 115 ·Champion's symbol +6 113 X
HEAD SLOT loun stone of divine knowledge +6 18 -

Cl
Crown of vletol"): 61 Symbol of daring +6 19 Z

NECK SLOT Symbol of protection +6 30 "'"-
Amulet of vigor +6 63 ORBS "-
Assassin's cloak +6 64 Orb of distance denial +6 33 '"
Chaos cloak +6 65 Orb of petrification +6 33

Cloak of the bat +6 65 RODS
·Cloak of the lion's mane +6 98 Rod of devilry +6 35

Cloak of the shadowthlef +6 65 Rod of silver rain +6 35

Cloak of translocation +6 66 • Rod of Ulban +6 116

·Crlmson 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 of time +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 +6 112
• Ring of free time 118 Totem of nature's balm +6 45

LEvu 30 IrrMS 3,125,000 GP Totem of the crashing tide +6 46

ARMOR
Totem of the scouring wind +6 47

Armor of shiued health +6 Chain 6
Totem of the world tree +6 47

Armor of shared valor +6 leather, chain 6 WANDS

(ounterstrike armor +6 Cloth... leathe.!. hide 7 Sharpshooter's wand +6 52

·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 62

•Shockweave armor +6 Cloth, leather 98 NECK SLOT
Spectral plate +6 Plate 13 Bloodgem shard +6 65

Supporting armor +6 Scale, plate 13 Bralani cloak +6 65

WEAPONS ·Cloak of burgeoning shadow +6 110

• Rousing hammer +6 Hammer 95 • Mantle of regrets +6 123

Battle spirit weapon +6 Axe, flail, hammer, 16 Periapt 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.. 112 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 24 ·Vecna's puzzle box

bow +6 TATTOOS
·Thane blood weapon +6 Any melee '00 Eager hero's tattoo
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MAKE YOUR

WISHES
COME TRUE

You've just defeated lhe monsters, and In the bad: of
their lair you And an old wooden chest atop a pile of
bones and rusty weapons. Through the keyhole spiJIs a
wondrous golden IighL What magical treasures will you
find inside?

Tllis DUNGEONS & DRAGONS· game supplement presents

hundreds of new magic items, Including weapons.
annor, anununltion, tomes. tOlems. and wondrous items

appropriate for any 0&0- campaign. This book also
introduces Item sets. thematically Unked collections of
equipment thai grant addJUonal powers when the gear is

worn by a single character or multiple party members.

'I> m
INSIDER"

www.dndlnslder.com
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